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1 Introduction

AN

Viz Multiplay

Viz Multiplay gives broadcasters a powerful tool for controlling studio screen content. The simple
interface can be used in the control room or by the presenter in the studio.
The main features of Viz Multiplay are:

® Send content quickly to multiple screens,

¢ Dynamic control from a single interface,

® Controlslive, video, graphics and still content.
This section contains the following topics:

® Document Structure

® Related Documents

® Customer Feedback and Suggestions
® Customer Support Requests

1.1 Document Structure

This User’s Guide includes both information on the technical aspects of installation and maintenance, as
well asinstructions for end users.

® Viz Multiplay provides an overview of the features of Viz Multiplay and the various workflows that
it supports.

® Setup describes how to install and run Viz Multiplay, and how to set it up to work with other
applications, such as Viz Trio and newsroom control systems.

® Using Viz Multiplay describes how to use the Viz Multiplay application on your desktop or tablet
device.



® Tools describes the set of editors within Viz Multiplay that are used during setup of videowalls and
studios.

® Workflows explains how to setup and use Viz Multiplay in step-by-step instructions.

® Troubleshooting liststips for troubleshooting Viz Multiplay.

1.2 Related Documents

® Viz Trio User's Guide: How to usethe Viz Trio client, and configure the output channels and
playout pages in shows, based on templates.

® Screencast User’s Guide: Screencast is ascreen grab tool, designed to fit the Vizrt workflow. It sends
static screenshots or live-stream content from the desktop to air.

® Sequencer Ingest User’'s Guide: Sequencer Ingest is a Windows service that monitors an ingest folder
for image files, and adds these files to a defined show on the Media Sequencer.

® For more information on integrating with Viz One, please contact your local Vizrt customer support
team at www.vizrt.com .
For more information about al of the Vizrt products, visit:

® www.vizrt.com

® Vizrt Documentation Center
® Vizrt Training Center

® Vizrt Forum

1.3 Customer Feedback and Suggestions

We encourage suggestions and feedback about our products and documentation.

To give feedback and, or suggestions, please identify your local Vizrt customer support team at www.vizrt.
com.

1. Click on Contact (top of page).

2. TheVizrt office which is nearest to your location will be shown, or select from the list of Vizrt
offices.

3. Click on the Contact button for the office you want.

4. Complete the required details in the window that opens.

If this messageis for Customer Support, and there is a Support Contract in place, then click on
the * For support requests, please visit our support portal’ link in the message window.

A Vizrt representative will contact you as soon as possible.

1.4 Customer Support Requests

Support Requests are supported by Vizrt if customers have avalid Service Agreement in operation.
Customers who do not have a Service Agreement and would like to set up a Service Agreement should
contact their regional sales representative (see Customer Feedback and Suggestions).


http://docs.vizrt.com/viz-trio.html
http://documentation.vizrt.com/screencast.html
http://documentation.vizrt.com/sequencer-ingest.html
http://www.vizrt.com
http://www.vizrt.com/
http://documentation.vizrt.com/
http://www.vizrt.com/training/
http://forum.vizrt.com/
http://www.vizrt.com
http://www.vizrt.com

When submitting a Support Request, relevant and correct information should be given to Vizrt Support, to
make sure that Vizrt Support can give the quickest and best solution to your Support Reguest.

1.4.1 Before Submitting a Support Request
Before a Support Request is submitted make sure that you:

Read:

® Therelevant User Guide or Guides
® Therelease notes
and Check:

® That the system is configured correctly
® That you have the specified hardware, tested and recommended versions
Always refer to your Vizrt Service Level Agreement document.

1.4.2 Submitting a Support Request

When completing a Support Request, add as much information as possible.

Content of a Support Request

The report should contain information about these topics:

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

® Screen shotsand illustrations: Use these to simplify the message. These are extremely useful for
Vizrt Support.

® Software configuration: Add exact versions of software used. Thisis extremely important
information. The Version Information is available in the log.

® System log files: Send the system log file. Y ou can save your log file in the Logs pane.

® System locale: Specify the Region and Language settings of the system.

® Hardware configuration: Add exact versions of hardware used, especially for Viz Engine.
Optional:

® System setup: Describe differencesin the installation, if any, from the recommended setup.

® System Network: Add a description of how the network, bandwidth, routers, and switches are
configured.
Always refer to your Vizrt Service Level Agreement document.

To submit a Support Request:

On the www.vizrt.com page, click on Support.

Click on Report a case.

Click on LOG IN to login to the Customer and Partner portal.

At the top of the Case Management page, click on Report a Case.

In the online form compl ete the required minimum information (shown by ared asterisk) and click
SAVE.

o wdhPE
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6. Inthe saved Support Case that opens, complete the various text boxes and upload any required

documents, files, etc. (see Content of a Support Request).
Totrack the status of open support tickets, login to the Customer and Partner portal. Add

information or communicate about the cases directly with the support team.
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2 Viz Multiplay

Viz Multiplay is a control application that is designed for controlling the increasing number of screens
that are now present in studios. It can be used to take graphics, images or video clipson air to al the
screens in the studio.
Viz Multiplay can control an individual screen or trigger content to multiple screens simultaneously.
Screens of different resolutions and aspect ratios can be incorporated, allowing for awide range of studio
configurations.

Media elements can be graphics elements rendered by the Viz Engine, video clips, or SDI live inputs.

Viz Multiplay can be used in the control room in combination with Viz Trio to manage all the screens. It
can a'so be used by a presenter, allowing them to drive the graphics or videos themselves. All instances of
Viz Multiplay are linked, so usersin the control room and studio can work together.

Viz Multiplay is built on top of the existing Vizrt infrastructure, so it can be used together with your other
Vizrt applications and Viz Engine outputs.

The application itself is browser based, so it can run on any computer or atablet, and has an easy-to-use
interface. Viz Multiplay gives broadcasters a simple way to control studio screen content from asingle
interface.

This section contains the following topics:

® Key Features

® System Diagrams

® End-to-End Workflows
® User Workflows

2.1 Key Features

12



The key features of Viz Multiplay are:

® Multiple channel/output control

¢ Anchor control

® Display of video, graphics and still images
® Multiplatform control

® MOS support

® Livevideo control

® Dynamic shows

¢ SD/HD/4K SDI and IP output

® |ntegration with Viz Trio, Viz One, Media Service and Pilot Data Server
® Touch-screen friendly for playout functions
¢ Collaboration between users

New featuresin Viz Multiplay 2.3:

® Support for switchers through the PBus |1 protocol. Play out any Multiplay element from a switcher.
® Reload Pilot data elementslist.

® Paste/drop into the GFX tab.

® Specify number of search results/ Pilot data elements.

® Search only the default folder on Graphic Hub (requires GH REST 2.0.1)

® More accurately representing the content in the on air renderer (requires Media Sequencer 5.0)

® Delaying playout

13
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SOl DV
Sequencer

Control PC

® Viz Multiplay relieson Viz Trio to import graphics from a Graphic Hub. Shows from Viz Trio are
availablein Viz Multiplay.

® Viz Multiplay is hosted on a URL on the M edia Sequencer. Any number of Viz Multiplay clients
can connect to the same Media Sequencer, which provides the scheduling for playout.
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® TheViz Engine(s) are used for playout:
® Thevideo wall feature means that multiple DV outputs can come from asingle Viz Engine. A
Viz Engine can have up to 4 GPUs, each with up to 4 DVI outputs, giving a maximum of 16
DVI outputs. See the Release Notes for hardware requirements, and note that you should check
the performance of your scenes when using this configuration.
® Standard SDI based playout (with one Viz Engine for each output).
® Viz Multiplay can also access the media assets stored in Viz One and M edia Service.
® Viz Multiplay can access and use templatesin a Pilot Data Server.

2.3 End-to-End Workflows

- =
Viz Multiplay &

Optional Newsroom Control Room Studio

Component

2.3.1 Basic Workflow

1. Inthe studio, Viz Trio and Viz Multiplay are used to create shows.

2. Operators use Viz Multiplay to manage the shows and trigger content for each screen.

3. Viz Engines composite graphics and video in real-timein SD/HD/4K SDI and IP streams.

4. Inthe studio, monitors and video walls are filled with the content controlled by Viz Multiplay.

2.3.2 Extended Workflow

1. Journalists create showsin Viz Trio or the newsroom control system.

2. Inthe control room, operators use Viz Multiplay to manage the shows, trigger content for each
screen, and define content for the journalist in the studio to control.

3. Viz Engines composite graphics and video in real-time in SD/HD/4K SDI and IP streams.

4. The presenter in the studio controls screen content live with the Viz Multiplay touch-screen
interface.

5. Inthe studio, monitors and video walls are filled with the content controlled by Viz Multiplay.

15



2.4 User Workflows

This section contains details about the following workflows in more detail :

® For the Journalist
® |nthe Control Room
® For the Presenter

2.4.1 For the Journalist

1. Preparethe show. Either:

® UseViz Multiplay to browse for content and add to a show.

® Prepareashow in Viz Trio or your newsroom control system.
2. Define which channel(s) the content will be triggered on.

2.4.2 In the Control Room

The operator either triggers the show as it was created in the rundown, or rearranges elements on-the-fly.

1. Prepare anormal rundown in the control room or newsroom (Viz Multiplay is fully MOS enabled
so clips can be managed through the normal newsroom workflow using our ActiveX component).

2. InViz Multiplay, open a show.

Select and activate a profile.

4. Select and edit elements from the Sources pane. For example, mediaitems, graphics, video wall
layouts, or Viz Pilot templates.

5. Drag elements and arrange them in each channel:

Edit or preview the selected elements.

7. Drag or tap elements or video wall layouts to arm them, or take them to air:
Viz Trio can trigger events from Viz Multiplay and control the content available in Viz Multiplay.
Manual changes to the Viz Multiplay show areimmediately reflected in the Viz Trio show and
viceversa.

w

o

All instances of Viz Multiplay are linked, so changesin one are reflected to all users. Users can work in
collaboration, for example a control room operator sets up elements for the studio presenter to take to air.

2.4.3 For the Presenter

The presenter can control the output on screen by using Viz Multiplay on atablet.
1. Select amediaelement to play.
2. Drag or tap elements to take them to air.

The presenter’ s tablet can automatically follow the control room’s Viz Multiplay client to reduce
the number of actions required by the presenter.

16



3 Setup

Viz Multiplay isinstalled on top of the Media Sequencer, and is then run via a standard Internet browser.

This section contains the following topics:

® |nstalling Viz Multiplay Server

® Setting up the Viz Multiplay Client
® Viz Multiplay Settings

® Preparing Channels and Shows

3.1 Installing Viz Multiplay

This section contains the following topics:

® |nstallation Prerequisites

® Required reading

® Required components/products
® Viz Multiplay Installer

® Licensing

3.1.1 Installation Prerequisites

3.1.2 Required reading

A successful installation hinges amost entirely on a comprehensive understanding the Video Wall
Configuration section in the Viz Engine manual.

Therefore, it is extremely important to review this section to ensure that your video wall setup isworking
properly before considering the other required componentsin thislist.

3.1.3 Required components/products

Recommended version numbers, or higher:

® Viz Engine 3.8.3.62368

® Media Sequencer 5.0

® Preview Server 4.0

® VizOne5.12 (optional)

® Pilot Data Server 7.2 (optional)

® Media Service 2.0 (optional)

® GraphicHub 3.0.1

® Graphic Hub REST server 2.0.1 (optional)
® VizTrio3.1.1

® Viz Multiplay (see Viz Multiplay Instaler)

17
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3.1.4Viz Multiplay Installer

1. On the Media Sequencer machine, run the Viz Multiplay installer file Vi zMul ti pl ay-
[version].exe
Thiswill install the core filesfor Viz Multiplay, including documentation, and will add shortcuts
to the desktop and Start menu which point to the application’s URL.
The default installation location is: <MEDI A SEQUENCER>\ www\ app\ vi zmul ti pl ay
e.g. %rogranfi |l es% Vi zrt\ Medi a Sequencer\ wwW\ app\vi znul ti pl ay
The default location is recommended, but can be configured if required.

Media Sequencer must be running before starting the Viz Multiplay installation. The Media
Sequencer acts as aweb server, serving out the Viz Multiplay web application.

3.1.5Licensing

Viz Multiplay requires a Viz Multiplay-licensed Media Sequencer dongle on the server machine. If avalid
license is not present, awarning message appears when the Viz Multiplay client is started, and every 20
minutes thereafter.

3.2 Setting up the Viz Multiplay Client

This section contains the following topics:

® ViewinginaBrowser

® Connecting to Media Sequencer

® Authentication

® Configuring Asset Search in Viz One

3.2.1 Viewing in a Browser
It is possible to access Viz Multiplay from an internet browser. The URL to access Viz Multiplay is:

<ns_host >: 8580/ app/ vi znul ti pl ay/ vizmul ti pl ay. ht m

Desktop

For using Viz Multiplay on a desktop, we recommend using the latest version of Chrome, Firefox or
Safari.

18



If using Chrome, follow the steps described in Chrome Setup to get the optimal experience for that
browser.

To run Viz Multiplay on atouch screen, Firefox is the recommended browser, asit fully supports touch
screen drag-and-drop functionality. Touch screens work well for the playout functions of Viz Multiplay,
but for editing (such as Profile Configuration and the Video Wall Designer), we recommend using a
mouse and keyboard.

Tablets

The Viz Multiplay interface adapts automatically to smaller screens such as tablets (resolution 1024x768
or lower).

Chrome Setup

Create a Customized Chrome Shortcut

To make Chrome start in fullscreen mode, and to avoid the full screen message appearing when the pointer
reaches the top, add the - - ki osk startup option.

The startup option for Chrome only takes effect when launching the initial Chrome instance. Make
sure no Chrome processes are running when launching the shortcut.

1. Open Viz Multiplay in Chrome.

2. In another Chrome tab open the Apps page, either by clicking the m Show apps button or
typing chr orre: / / apps/ inthe address bar.
3. Drag the address bar icon of the Viz Multiplay tab onto the Apps page tab, but do not drop it yet.

19
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5. Right click the new shortcut in the Apps tab and select Open full screen.
6. Right click the new shortcut in the Apps tab and select Create shortcuts.

® Select Desktop and click Create.
7. Find the newly created Chrome shortcut on the desktop and renameit, for example, Viz Multiplay

Fullscreen.

8. Right click on the new shortcut on your desktop and select Properties.

® At the end of the Target, add —- ki osk (note the double dashes).

® Click OK.

Use the Chrome Shortcut

1. Double click the Chrome shortcut that you just created on your desktop and it will launch the full
screen Kiosk.

2. To exit from fullscreen mode, press F11.

3. To quit the fullscreen Chrome application, press Alt + F4.

3.2.2 Connecting to Media Sequencer

Viz Multiplay and your other control clients (e.g. Viz Trio) must be connected to the same Media
Sequencer (MSE), in order to share ashow. It is possible to host Viz Multiplay on one Media Sequencer
and make it connect to the content of another Media Sequencer by adding the URL parameter mse=<host>
tothe URL:

<ns_host >: 8580/ app/ vi znul ti pl ay/vi zrmul ti pl ay. ht Ml ?nse=<nse_host nane>

Media sequencer stores al playlists/shows and makes them available to all control applications
connected to it.

20



3.2.3 Authentication

The Viz Multiplay URL can be accessed by any browser on the network it is connected to. If you need to
limit access you must implement some basic authentication.

A simple way to restrict access to the URL isto use Apache to serve the application and use basic
authentication to limit access to it. For more information, see:

® http://httpd.apache.org/docs/2.2/howto/auth.html
An advanced solution that avoids users being prompted for a username/password, but also allows
WebSocket communication to be secured, isto use client certificates and a WebSocket tunnel. For
more information, see:

® http://httpd.apache.org/docs/2.4/mod/mod_sdl.html#sslverifyclient
® http://httpd.apache.org/docs/2.4/mod/mod_proxy_wstunnel .html

3.2.4 Configuring Asset Search in Viz One

If you require assistance configuring your Viz One, please contact your local Vizrt customer support
team at www.vizrt.com.

Once Viz Triois configured to work with Viz One, the Viz Multiplay integration is straight forward. In
order to make the asset search from Viz Multiplay work, the following settings are required:

Viz One Login

A Viz One account is required in order for Viz Multiplay tolog in. Viz Multiplay can use the same
account as Viz Trio. If it is a separate account, it must have the same access rights as the one used by Viz
Trio.

Viz Multiplay runsin aweb browser, so the web browser handles authentication. This means that the
user must enter username and password in a dialog box provided by the browser. It is up to the
browser to cache the credentials.

To configure Viz Onein Viz Multiplay:

1. Goto Settings > Servers

2. Enter the hostnamein the Viz Oneinput box and press TAB. Viz Multiplay will fill in the rest of
the URL.
To configureViz Onein Viz Trio:

1. OpenViz Trio
2. Select Configuration > Viz One and enter the Service Document URL, Username and Password
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Internet Explorer Settings

If using Internet Explorer, you must allow cross origin regquests (thisis supported automatically in Chrome
and Firefox).

1. Open Internet Explorer
2. Select Tools > Internet Options > Security > Custom Level
3. Browse down to Miscellaneous, click Enable for Access data sources across domains.

3.3 Viz Multiplay Settings

Open the Settings window from the tool bar. It has the following tabs:

® Genera Tab

® ProfilesTab

® Workspaces Tab

® |nboxes Tab

® SaversTab

® Color correction tab

3.3.1 General Tab
Settings > General
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Shortcuts : | (Mo playlist set)
Videowalls : (No playlist set)
Graphics : (Mo playlist set)

Hide the Trio page list

Thumbnail Size

100

Confirm before Out All
[l P1ay videos locally in Program
. Enable CUE buttons in Armed

.'_-P"D'a- LAt

[l Remember collapsed channels per group

PBus Switcher Config:

GH ImEx Staging Config -

The settings are as follows:

® Settingsfor Show:
® Shortcuts: Select the playlist that contains your preset layouts and background scenes. The
shortcuts are then displayed in the Shortcuts Bar at the top of the main window.
® Videowall: Select the playlist that contains your videowall preset layouts. Y ou can drag the
presets onto the Shortcuts Bar or the main channel, edit them in the Video Wall Designer and
create filled presets in the Preset Content Editor.
® Graphics: Select the playlist that contains graphics imported with Trio. You can drag Trio
pagesinto the Media Column in Viz Multiplay and edit them in the Preset Content Editor.
® HidetheTrio pagelist: Check thisbox to hide the Trio page list. This can be useful if the
Pilot workflow is used.
® | ocal Settings:
® Thumbnail size: Controls the appearance of mediaiconsin the Media column.
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® Max Results: Enter the max number of elementsto belisted in the Mediatab and Pilot data
elements in the Templates tab in Sources.

¢ Show Remove button: Select when to show the remove button (the X) on playlist and
elements. Use this to prevent accidental removal of elements and playlists. The choices are:
* Always
®  Only when Off Air
® Never
¢ Confirm before Out All: Enables a dialogue box, which appears after clicking Out All, asking
if you want to take out all elements.

Our all

& 10/VIZRT n This will take out all elements. Are you sure?

v GFX2

Yes MNo

B abcdefghabedefghijkim.. B hey M formul

® Play videoslocally in Program: When enabled, clips will display a preview in the Program
column when they are taken to air. When disabled, only athumbnail will be displayed.

¢ Enable CUE buttonsin Armed: Enable cuing of clips, images and graphics, which sends
elements to the first frame of the renderer.

® Show Status Bar: Show or hide the Status Bar at the bottom of the screen.

®* Remember collapsed channels per group: If checked, Multiplay stores the collapsed
/expanded state for each channel, per group. Thisis handy if one group contains content for a
subset of the channels, while another group mainly contains content for another subset.

¢ Disablechannel state. When checked, Multiplay will show the last taken element in the
Program column. This element is private for Multiplay. The Out and Continue buttons will
operate only on this element. Other clients will not update the Program column. When
unchecked, Channel Stateis used - given that the Media Sequencer version is equal to or above
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5.0. When Channel Stateis used - the Program column will contain a more accurate snapshot of
the content of the renderer - and the Out/Continue buttons will operate on al the current layers
in the renderer.
® Media Sequencer Settings

® PBus Switcher Config button: Available if the Media Sequencer supports the PBus protocol
for communicating with switchers. This requires a Media Sequencer version 5.0 or higher.
When clicked, a new browser tab opens with the configuration application for communicating
with the switcher.

® GH ImEx Staging Config button: Available if the Media Sequencer supports image staging to
Graphic Hub. This requires a Media Sequencer version 5.0 or higher. When clicked, a new
browser tab opens with the configuration application for the ImEx service. When this serviceis
inuse - all imagesin the active playlist originating from HTTP resources are automatically
transferred to the Graphic Hub. The transfer status is shown on top of theimagesin the Media
column, where the status starts on 0% and counting up. When the status disappears, the image
isready to be played out on the Viz Engine, where it appears instantly, without any delay.

3.3.2 Profiles Tab

Settings > Profiles

wall 1 hndx

clatn
Wwall 16
clatn:55000

Wall 2x2 clatn:55001

oooQoan

clatn:55002
wall 4x2 =

L
{myl
T
i

hndx
clatn

clatn:55000 (Fs
Video Wall 1

clatn:55001 (Fs

clatn:55002 (Fs,

Use the Profiles tab to individually configure Profiles, Channels, Viz Engine handlers and Viz Video
handlers, as well as easily configure video walls.

Profiles
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The Profiles tab in Viz Multiplay works in much the same way as profile configuration in Viz Trio and
Viz Pilot. It also uses the same data as Viz Trio, so changes made via either application are reflected in
both.

Always set the Active Profile for ashow in Viz Multiplay. If ashow is activated by aViz Trio client,
then it will be deactivated if that Viz Trio client shuts down, and Viz Multiplay will lose its active
profile.

Renaming an active profile (from Viz Trio or Viz Multiplay) automatically deactivates the profile. Go
back to Settings > Profiles Tab and click the Activate button for the profile again.

For more information see the section Preparing Channels and Shows.
Channels

When elements are added to the channels in the Media Pane, the channel nameisreflected in the Viz Trio
page list.

However, in Viz Trio, you can also specifically assign elementsto channels. If an element is assigned to a
channel name that is not present in the active profile, then that element will not be visiblein Viz
Multiplay. The element can also beinvisible if the element's channel is hidden in the active workspace.

Elements that are assigned to the [PROGRAM] channel will be displayed in the channel set to viz/video
program in the active profilein Viz Multiplay, regardless of that channel’s name.

Terminology: “Main channel” in Viz Multiplay refersto the main channel of avideo wall, while
[PROGRAM] refersto the program channel of the profile.

For more information see the section Preparing Channels and Shows.
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Video Wall Setup

In addition to manually creating profiles and channels, you can also setup a new video wall using the
Video Wall Setup tool.

Open the Video Wall Setup Tool tool by clicking on the Add button at the bottom of the Video Walls
pane.

Status

The status of the handlers is shown by their icons. The status is refreshed when either the Media
Sequencer needs to refresh them, or the user opens a handler editor. Hover over ahandler to see the error

message.

ombp

-rlﬂ errar: connection failed, please check settings. - ssombp:6100

rl_"l ssombp:55000

3.3.3 Workspaces Tab
Settings > Workspaces

Use this tab to create Workspaces, which define the set of channels that are hidden from view for each
type of user.
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Defining several workspaces allows different users to have access to different channels. For example, an
operator in the control room may have accessto all channels, whereas a presenter in the studio can just see
the channels that they want to control.

To Create a New Workspace

1. Inthe Workspaces pane on the left, click Add (+] , and give your new workspace a name.
2. Inthe Hidden Channels pane on theright, click Add © and type the name of the channel that
you want to be hidden in this workspace.

Alternatively, hide multiple channels with a single click. See the Hide channel context menu
section below.

3. Set the active workspace for this user by clicking the Activate button.

Sharing Armed and Program Status with Workspaces

The status of the Armed column is shared according to the workspace. So users with the same workspace
will see the same armed content.

In contrast, the Program column is a global resource, which always shows what is currently on air in each
channel. All Multiplay clients have a synchronized view of what is playing on air, independent of which
user triggersiit.

Hide channel context menu

The Hidden Channels panel has a context menu that allows you to hide multiple channels. Hide channels
based on their type (GFX or Main channels) or on the video walls they are associated with.
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Hidden Channels
L. Hide all channels

Hide all GFX channels

Hide all Maln channels

Hide all channels from  »

Clear list

The context menu has the following options:

¢ Hideall channels: Hides al channelsin all profiles

¢ Hideall GFX channels: Hides al GFX channels only

® Hideall Main channels: Hides al Main channels only

® Hideall channelsfrom: Select avideo wall to hide its associated channels
® Clear list: Click to clear the list of hidden channels.

Set keyboard shortcut per workspace
Switch workspaces with a custom keyboard shortcut. This allows you to switch workspaces without
opening the Settings panel.
First, assign a keyboard shortcut with the following procedure:

1. Open the Settings window.
2. Click the Workspaces tab.
3. Type ashortcut into the field between the workspace and the Active button.

............
||||||||

[ ETRVEL Activate

Floor

Extras Activate

4. Click away from the field to confirm your choice.
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Tip:

Do not press ENTER to confirm your shortcut choice. Pressing ENTER will assign ENTER
as a shortcut.

5. Click OK.
To use the shortcut:

Type the keyboard shortcuts at any time while viewing the main interface to switch between workspaces.
3.3.4 Inboxes Tab
Settings > Inboxes

Settings
Profiles Workspaces @ Inboxes

Chraic
Shows

¥ W shows

Default
> I a folder IRt
Demo
Inbox1
Inbox2

MyShow

TL

Inboxes are sources of content that are always available as an Inbox Tab in the Sources Pane. Y ou can
configure multiple inboxes.

Any show on the Media Sequencer can be used as an inbox. Note that the inboxes you configure are
global, so will be available in all shows.

To configure a show as an inbox, drag the show from the Shows list to the Inboxes list, it will then appear
as an Inbox Tab in the Sources Pane, asin the image below. Any content added to this show will be
available as an Inbox tab, and can be dragged to a channel.
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SOURCES
Q, Media Templates = Inbox? Inbox2

Description

W New group

3.3.5 Servers Tab
Settings > Servers

end

Viz One : hip://bgogavizone1:80/thirdparty

Data Server : htp://hendrix8177

Media Service :  http://dapton:21099/api/

Graphic Hub :

Workflow
Enter the URL s for the search providers that you want to use to search and preview media. The Media Tab
search will then search in all sources and aggregate the results.

The search providers that you configure will appear in the Media Search Filtersin the Media Tab. You can
search in a subset of these sources by deselecting some of them in the Media Search Filters.

Multiple search providers can be used. However, we do not recommend configuring aViz One and a
Media Service simultaneously.

Pilot Data Server
When a Pilot Data Server is configured, you get access to the Viz Pilot workflow. Y ou can access Viz
Pilot concepts and templates by dragging templates from the Templates Tab to your channels.
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Server connection icons

Javizone1/thirdparty/ OK

Jl Mot Connected
OK

Graphic Hub : Jihen 8 oK

Icons next to the URL input boxes show the status of the connection to the server.
3.3.6 Color correction tab

Settings > Color correction

Correct colors for a particular monitor or group of monitors on avideo wall.

Four stepsto color correction:

Select profiles and walls

¢ Map outputs to monitors

® Createapreset

® Adjust colors and other options

Select profiles and walls
Load the wall you want to edit by selecting the relevant profile and wall.

® Select the profile and wall from the menus.

Color correction per monitor

Profile: Training

Wall:  Main Wall

Map outputs to monitors

This step involves matching outputs (1) and with cubes (2). Thisis usually only done once.
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Selected wall: Main Wall

n

By cubes is meant the physical screens on your video wall. The task hereis to drag outputs onto cubes to
map them. Ideally, for the sake of organization, the cube layout should match the layout of the actual
video wall.

The Map outputs view opens by default as long as outputs remain to be mapped. The Color
correction tab always opens to the Adjust colorsview after al outputs are mapped.

The easiest way to match outputs with screensisto load a white scene.

1. Click Adjust color -> Take white scene. All monitors on your video wall now display white.

2. Click an output.

. Refresh Off

KN RN EN N EN EN KN RS
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3. Thevideo wall screen matching that output turns red. Here the bottom | eft screen corresponds to
output four.

Screen four on the video wall
corresponds to output four.

4. Then drag the output to the same position in the editor to map.

Adjust colors Take white scene

EE

___________________________________

...................................



Remember that graphics channels feed content to the screens. Channels are mapped to screens
in the output. So in the video wall above, output four is mapped to screen four, which could be
receiving content from any GFX channel.

5. Map output 1.
B - | [N BN S N S

Create a preset

Create a color correction preset. Thisis useful in the case of multiple shows where each requires screens
with different color intensity. A blue border appears around selected presets.

1. Click the Adjust colors button.

Selected wall: Main Wall

Adjust colors

2. Click the Add new color preset button.
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3. Giveit atitleand type Enter.

Adjust colors and other options

Adjust screen color on a monitor-by-monitor basis.

Color corrections are only visible on the physical screen; they are not shown in VizMulitiplay.
Therefore, aphysical video wall is recommended when adjusting color.

Adjust colorsin the following five areas of the Adjust Colors view. Click Ok when finished to save
the values for the selected preset.
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Selected wall: Maln Wall

Mornng show preset

1. Takewhite scene: Take a completely white scenein the renderer.
2. Select acolor: Alter the background color of the current screen.

4. Off: Removesall currently-applied color corrections for the video wall.

5. RGB dliders: Click or drag along the dlider to adjust the screen’s RGB intensity. Select avalue
between 50 and 150 %, where 100% is default. For example, a 50% setting for red will deprive
mediain that screen of red.

The luminosity in the color block next to the slider brightens or dims to reflect changesin
luminosity. View the monitor on the physical video wall to see the changesin real time.

Group screens

Apply the same color correction edits to multiple screens.

1. InAdjust colorsview, hold down CTRL and click the screens you want to group together.

________________

................

2. Right-click a screen and select Group.
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3.4 Preparing Channels and Shows

The Viz Trio and Viz Multiplay clients share the data structure of the shows and the content inside the
shows. They also share the profile configuration information.

This allows for workflows where different users can collaborate. For example, aViz Trio client can be
used to populate shows and prepare content, while aViz Multiplay client is used for playout.

This section contains the following topics:

®* Profiles and Channels
® Showsand Playlists

3.4.1 Profiles and Channels

Profiles are used to create different setups and can be defined with different program and preview
channels. Y ou can define channels which are mapped to Viz Engine machines for graphics rendering, or
mapped to video devices for playout of video clips from video servers.

Y ou can configure the profiles and channels from within Viz Trio, or from the Profiles Tab in Viz
Multiplay. Changing the channel in Viz Trio will also change the channel in Viz Multiplay, and vice
versa

In Viz Multiplay, contents can be played out on multiple channels, with as many outputs as desired.
Typicaly each channel would have multiple outputs and each output would be asingle Viz Engine. In a
typical video wall setup, Viz Multiplay will create one main channel with one Viz Engine output to the
default Viz Engine port (6100) and a number of GFX channels with one Viz Engine output for graphics
starting on port 55000 and one Viz Engine output for video.

It is possible to drag more outputs into the GFX channels to make content play out simultaneously on
several screens.

Adding videos to a graphics-only channel or graphics to a video-onlychannel ,will result in the element
not being played out correctly. Composite elements will only work on channels that support both
graphics and video.

Delay playout
In acomplex studio setup controlling multiple Viz Engines, it is sometimes desirable to adjust the timing
of the output of the Viz Engines. It is possible to delay the playout in aViz Engine:

1. Double-click one of theitemsin the Viz Engines (1) or Video Engineslist or expand a channel
and double click an Output (2).
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The playout is delayed for the specified number of seconds. The number can be afloat, with fractions of
seconds. The mechanism is not frame accurate.

The delay appliesto al attemptsto play out an element in the channel in Viz Multiplay, but also al
other attemptsto play out something in this channel, for example from Viz Trio or Mosart.

3.4.2 Shows and Playlists

Shows created in Viz Trio appear in the Browse Shows Window of Viz Multiplay.

Elementsin the Viz Trio shows and playlists must bein groups. Note that a playlist inside a show is not
accessible from the Browse window; instead it appears as atab in the show.

Manual changesto the Viz Multiplay show are reflected immediately in the Viz Trio show and vice versa.

M OS connectivity from a Newsroom Control System works with Viz Multiplay in the same way asit
doeswith Viz Trio.

To prepare ashow using Viz Trio and Viz Multiplay

To create a new show and populate it with content using a Viz Trio client, and then play it out using Viz
Multiplay:

1. InViz Trio, create a new show.
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2. Import scenes for the show.

3. Create pages from these scene templates.

4. Create one or more groups, and drag the pages into the groups.
Each group appears asa story in Viz Multiplay.

5. InViz Trio, select the desired profile and activate the show in this profile.

6. InViz Multiplay, open the show (go to Open > Shows).
Now Viz Multiplay has the same show activated in the same profile, and the content appearsin
the relevant channels.

To create a new show with Viz Multiplay
Shows can be created with Viz Multiplay, but graphical sceneswill still have to be imported with Viz

Trio. When ashow is created with Viz Multiplay, three internal show playlists will aso be created, one for
shortcuts, one for graphics and one for video wall presets.

1. Open the Browse Shows Window by clicking the Open button.
2. Click the Add & button.
3. Name the new show.

To create a new show and play it out from Viz Multiplay:

1. Inthe Show Pane, click Add (+) to open a new show.

2. Search for mediain the various media sources.

3. Drag amedia element to the desired channel for playout. The new element can be customized (see
Editing Media ltems).
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4 Using Viz Multiplay

This section describes how to work with Viz Multiplay.

® Overview of the Interface

® Configuring Y our Display

® Work with Shows, Playlists and Groups
® Move elements

® Sources Pane

® Arming and Taking Elements

® Shortcuts Bar

® Status and Logs

® Editing Media ltems

4.1 Overview of the Interface

The Viz Multiplay window has the following areas after a show is selected using the Open button:

The window has the following main areas.

1. Toolbar
2. Show Pane
3. Sources Pane, which includes:
®* MediaTab
® |nbox Tab
® GFX Tab
® Videowall Tab
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® Templates Tab
4. Media Pane, which includes
® Shortcuts Bar
® MediaColumn
®* Armed column
® Program column
® Action Bar
5. On Air Mode
6. Status Bar

4.2 Configuring Y our Display

This section covers the following topics:

® Layout Options

® Toolbar

® Hide Sources Pane and Show pane
® Settings

® OnAir Mode

® 1-Tap Mode

® SetuponaTablet

® Resizing and collapsing channels

4.2.1 Layout Options

® For alist of supported browsers, see Setting up the Viz Multiplay Client.

® Chrome has features that can be useful when launching Viz Multiplay in a browser, see Chrome
Setup.

® Channels are collapsible individually and their size can be adjusted, see Resizing and collapsing
channels.

® Viz Multiplay can be runin portrait mode, which allows more space for displaying channels.

4.2.2 Toolbar

] 4._1.3 : 2 O I -:‘f Viz Multiplay

Configure how Viz Multiplay looks in your display from the tool bar using Settings, Hide Sources Pane
and Show pane, and 1-Tap Mode.

Click on the Viz Multiplay logo for version information, as well as links to documentation and third party
licenses.

4.2.3 Hide Sources Pane and Show pane

» &«

SHOW HIDE
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Click the Show/Hide button in the toolbar to toggle both the Show Pane and Sources Pane on/off.

4.2.4 Settings

x

SETTINGS

Open the Viz Multiplay Settings window from the tool bar.

® From the General Tab it is possible to change the thumbnail size, show/hide the status bar, and set
whether to display a preview in the Program column when clips are taken to air.

® Usethe Profiles Tab to individually configure Profiles, Channels, Viz Engine handlers and Viz
Video handlers, aswell as easily configure video walls.

® Usethe Workspaces Tab to create Workspaces, which define the set of channels that are hidden from
view for each type of user.

® The Inboxes Tab alows setup of one or more global shows in which multiple users can ingest new
elements (images, clips, graphics) simultaneously. These elements are available for the Viz
Multiplay operator instantly.

® Usethe Servers Tab to configure preview servers and MAM systems that help to search media
quickly.

4.2.50n Air Mode

ON AIR

Click this button to toggle between on and off air mode. In On Air Mode, the button turns red and the
label is ON AIR. In off Air Mode, the button is grey and labeled OFF AIR. Certain functionality in the
user interface related to sending itemsto air in On Air Mode is unavailable in Off Air Mode. Thisisin
order to protect against accidentally sending elements to air while editing a show or channel.

The following panels and columns are hidden in Off Air Mode:

® The Arm and Take Multiple Elements Action Bar
® The Armed column
® The Program column

4.2.6 1-Tap Mode

When 1-Tap mode is enabled, the Armed column is hidden and tapping an element or shortcut in the
Media column will take it directly to Program. In this mode, elements can still be dragged between
channels, or dragged to the program channel.
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When 1-Tap is disabled, tap will arm an element. Tap in the Arm column to take it to Program. Drag
elements to the preview pane to preview them.

4.2.7 Set up on aTablet

As spaceis limited on atablet, a compact layout is provided automatically. Y ou can also consider using
the following display settings:

® Hide the Status bar (See Settings)
® Hide Sources Pane and Show pane
® Enable 1-Tap Mode

® Adjust the Icon size (See Settings)

4.2.8 Resizing and collapsing channels
Channels can be custom sized, expanded by row or collapsed entirely.
® Set custom channel size

® Resizing channels from the context menu
® Collapsing channels

Set custom channel size

1. Holddown ALT.
2. Hover the mouse pointer over the top edge of a channel header until the cursor turnsinto arow
separator (row resize cursor).

3. Drag the separator up or down as desired.

Resizing channels from the context menu

Expand channels by multiples of rows.

1. Right-click the channel header and point to the Set Height menu item.



Set Height 3

Collapse All

Expand All

il T —
B et

T e

B BIF Osmo rise.

2. Select the desired row height.
Autoresize

Select Auto to enable automatic creation of new channel rows when new items are added to a full row.
How thisworks:

1. Click Auto from Set Height, as explained above.
2. The channel row isfull of items, as shown here:

4. Two things happen: (1) The image appears in the row where it was dropped and (2) the last image
in the row moves onto a new row below, which appeared because Auto was selected.
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Collapsing channels
Collapse a single channel from view:

® Click the channel header to collapse individual channels.
Collapse or expand multiple channels from view:

1. Right-click achannel header.
2. Click Collapse All (or Expand All depending on the objective).

_ _ - _ [T 1 . _
M Enter new title here / s=22 hallo

arne

Set Height

=t 1o Collapse All

L}
Expand All

v GFX1

3. All channelsin the Media Tab collapse.
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M Enter new title here

arne

Use the keyboard shortcuts SHIFT+C and SHIFT+E to collapse and expand all channels,
respectively.

4.3 Work with Shows, Playlists and Groups

This section contains the following topics:

® Open

® Browse Shows Window
® Show Pane

® Cleanup

® |nitialize

4.3.1 Open

1. Click the Open button on the Toolbar to open the Browse Shows Window.
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4.3.2 Browse Shows Window

Com po

I = folder

concept_variant

default

Demo

Inbox demo 1

inbox test

The Browse Shows window displays the shows that are available.

In this window, existing shows can be opened or deleted, or new shows can be created. Select a show, and
it will open in the Show Pane.

Shows can be renamed by selecting them and pressing F2.



4.3.3 Show Pane

SHOW: MYSHOW / PROFILE: PROFILE A
MyShow MyVidwall X '+

MyGroup1

MyGroup2

SOURCES

The Show pane at the top left of the main window displays the playlists and groups that are part of your

show and connected to a certain profile. Thefirst tab is the pagelist with the name of the show, and the
other tabs are playlists.

L ocating shows, playlists and groups in Multiplay

Thefirst tab in the Show pane represents the show (e.g. MyShow), while the other tabs represent the
playlists that are hosted by the show (e.g. MyVidwall),

Each tab contains Groups (e.g. MyGroupl, MyGroup2), and each group contains the elements for a story.
When you select a group, the related media elements are loaded into the Media Column.
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« [& <t]
HIDE SETTINGS CLEANUP  INITIALIZE

SHOW: MY#OW PROFILE: (NO ACTIVE ILt) WORKSPACE: MAIN WALL

MyShow MyVidWall " Another playlist .

MyGroup1

MyGroup2
MyGroup3

Add, Delete or Rename a Group
Add anew group to the bottom of the list of groups:

1. Click the Add @ button at the bottom of the show pane.
; FILE) WORKSPACE: MAIN WA SHORTCUTS
Another playlist

MyGroup1
MyGroup?2

MyGroup3

+ O
SOURCES

7~

Add new group

2. Givethegroup atitle and press ENTER.
Insert a group into a specific spot in the list of groups:

1. Right-click agroup and select I nsert new group from the shortcut menu.
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IMPORTANT!

The new group will be inserted above the group you right-click.

TOMMY

videos Cut

Copy

dsd Sacte

B

Insert new group

Delets

Electior. "=

2. Givethenew group atitle and press ENTER.
Delete a group from the show pane:

1. Click thetrash can icon at the bottom of the show pane.

MyGroup2
MyGroup3

MyGroup4

2. Click Yes.

Tip:
Y ou can also delete a group by right-clicking a group and selecting Delete from the shortcut
Rename a group:

1. Double-click agroup.
2. Enter anew name.
3. PressEnter.
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Tip:

Move groups to other playlistsin the show pane
Move groups between playlists in the Show pane. Move a group by dragging, with a copy/paste operation
using standard Windows keyboard shortcuts or viaa group’s shortcut menu.

Example workflows:

Drag a group onto another playlist tab to move it (in this example, a group from the Rundown playlist is
dragged onto the Local playlist tab).

« m X (& &

HIDE OPEN  SETTINGS  1-TAP CLEANUP INITIALIZE
SHOW: TRAINING PROFILE: TRAINING
Page List Local Rundown?2 +

HEY

videos

Move a group with copy/paste keyboard shortcuts.

1. Select agroup and press CTRL+C.
2. Click the destination playlist.
3. Press CTRL+V to copy to the new playlist.

Tip:

Copy/cut/paste groups via agroup’ s shortcut menu.
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SHOW: TF a PROFILE: TRA

TOM MY*‘

v Cut

videos Copy

Paste
New grol

Insert new group

de Delete
B

Add aNew Playlist

1. Click the Add & button to create anew playlist or open an existing external playlist.

« wm X 9 [& #l]

HIDE OPEN SETTINGS 1-TAP CLEANUP  INITIALIZE
SHOW: MAIN_WALL PROFILE: MAIN_WALL WORKSPACE: MAIN WAI

MAIN_WALL SHOW/1 Doc playlist oo

First on air story

Then we go into this

test

a Createnew playlist: Thisplaylist will be owned by the show. It will appear asatab in the
Show pane but will not be visible in the show/playlist directory tree.
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Add Playlist

0O Create new playlist

@ Add existing playlist

Mew playlist name : | NewPlay Iis.d

b. Add existing playlist: Open existing playlists from Viz Pilot, or other newsroom systems
(eg. MOS playlist).

Add Playlist

@ Create new playlist

O Add existing playlis
W playlists INEWS5X/SHOW.CVE RUNDOWN [INEWS5X
W MOS Playlists INEWS5X/SHOW.EMO.RUNDOWN [INEWS5X]

W INEWS5X INEWS5X/SHOW.LTV.RUNDOWN [INEWS5X]

DB INEWS5X/SHOW.NBO.RUNDOWN2 [INEWS5X]

2. Click the Close (X) button to delete an internal playlist or remove the reference to an external

playlist.
3. Click Ok.

Tip:

Playlists can also be created and modified using Viz Trio.

Working with playlists
Rename aplaylist

1. Double-click the playlist title.



« | N Y

HIDE OPEN SETTINGS 1-TAP
SHOW: TRAINING PROFILE: TRAINING

Sports | . Rundown?2

H€

New Group

TOMMY

2. Thetitle field becomes editable.

« m

HIDE OPEN SETTINGS
SHOW: TRAINING PROFILE: TRAINING

New Group

TOMMY

3. Enter anew titlein the field and press ENTER to confirm the change.

« — N

HIDE OPENM SETTINGS
SHOW: TRAINING PROFILE: TRAINING

3

LU

OcCal

New Group

TOMMY

Reposition a playlist

1. Click and drag the playlist to the desired position in the top menu.
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[
« ] » Y
HIDE OPEN SETTINGS 1-TAP
SHOW: TRAINING PROFILE: TRAINING

)| Rundown?2

m X

HIDE OPEMNM SETTINGS
SHOW: TRAINING PROFILE: TRAINING

Page List Rundown2 X

L
HEY

4.3.4 Cleanup

[& -

CLEANUP

Cleanup clears al loaded graphics from memory on the renderer(s) for the profile currently in use. It
should be used beforeinitializing a new show or in order to re-initialize the same show into the renderer’s
memory.

Cleanup commands will affect all Viz Trio and Viz Multiplay clients that are connected to the same
Media Sequencer, and using the same output profile.

® Clean up the renderer for all wallsin aprofile: Click the Cleanup button to clean up the renderer for
all wallsfor the currently-active profile.

1-TAP CLEANUP INITIALIZE

Unload all resources from
the renderers in the profile.
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® Click Yesinthewarning dialog that appears to clean up the renderer for all wallsin aprofile.
Clean up ALL ACTIVE RENDERERS

’ Are you sure you want to cleanup all the Viz Engine
resources in the current profile?

® Clean up the renderer for a particular wall in a profile; Click the downward-facing arrow in the
cleanup button to expose a menu and select the wall you want to clean up.

9 <
& . &
CLEANUP * INITIALIZE

Main Wall SHORTCUT

undown? Tower

Side Wall

4.3.5 Initidize

1]

IMITIALIZE

The Initialize function works the same way asit doesin Viz Trio. The Initialize button loads the current
show’ s graphics on the preview and program renderers.

Initialize does not refresh everything (i.e. it performs aload, not areload, on the Viz Engine). If changes
have been made to a scene that was already |oaded, a Cleanup renderer command must be issued, and then
an Initialize command.

Initialize commands affect all Viz Trio and Viz Multiplay clients that are connected to the same
Media Sequencer, and using the same output profile.

4.4 Move elements

Move elements, i.e. images, videos, graphics or presets, between channels and columns, including the
Media Column, Armed and Program columns and the Shortcuts Bar.

The options for moving elements change if whether Multiplay is off ar or on air, and whether 1-Tap Mode
is enabled when on air.
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4.4.1 Move elementsin off air mode

There are various ways to move elements in off air mode, as outlined in these sections:

® Move elementsin off air mode
®* Moving elementsin on air mode

Move elements by dragging

Drag an element from a channel to another.

This operation simply moves an element between channels.

1. Click and element and drag it to a new channel.

New group

M hei+pa+deg.png

¥ GFX3

Drag an element from a channel to the Shortcuts Bar.

Dragging an element from a channel to the Shortcuts Bar will result in that element existing in both
places.

1. Drag an element into the Shortcuts Bar from a channel.
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SHORTCUTS X

==% doctest

The plus (+) signisavisual indication that the element will be copied, i.e. the drag operation
will not delete it from its original location.

Make a copy of an element so it existsin two or more channels.
Copy an element to another channel.

1. Click and start to drag an element to another channel.

2. Pressthe CTRL key after you initiate your drag.

3. A plus (+) sign appears over the element, confirming that you wish to copy the element. This
means it will remain in the channel you are dragging from and while also existing in its new
location.
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M hei+pa+deg.png

¥ GFX1

4. Drop the element in the desired channdl.
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SHORTCUTS
SHORTCUTS X +

s=% doctest

M hei+pa+deg.png

New group

M hei+pa+deg.png

¥ GFX1

Move elements via the context menu
Move elements between channels or from a channel to the Shortcuts Bar either by copying or cutting
them.

1. Right-click an element in achannel.
2. Select Copy or Cut.
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New group

M hei+ps+deg.png U

¥ GFX1 Copy

Remove

Rename

3. Right click the channel you want to paste your element into.

4. Click Paste.

Select multiple elements

Select and move multiple elements.

Select multipleindividual elements:

® Hold CTRL and click the desired elements.
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Select all elements between selections:

1. Click an element.
2. Hold SHIFT and click the last element in row. All elementsin between are selected.

& 0: 2 way Board: AR Pre._.

4.4.2 Moving elementsin on air mode

With 1-tap mode disabled

The following procedures apply when moving items between the Armed and Program columns. This
presupposes a scenario where 1-tap mode is disabled. After al, the Armed column disappears with 1-tap
mode enabled.

Move an element from the Media Column to the Armed column.

1. Click theitem in achannel in the Media Column.
New group ARMED

e o W YA

i - \ A b
> ) \ "\ |
£ v; 1 AN _ \ TAKE

M sanders momentsander... sanders momentsanders mo...

Move an element from the Armed column to the Program (on air) column.

1. Click the element in the Armed column.
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s

M sanders momentsanders mo...

(2]

CONT

Move elements between channelsin on air mode.

1. Drag the element from one channel to another.



E 1: 2-Way Board: AZ President

GFX2

Move an element from one channel’ s armed column in a different channel’ s program column.

1. Drag an element from an armed channel to another channel’ s program column.

ARMED
GFX1

. ju. Y
M What you need to know.jpg

GFX2

v A

* e
A

l.. \

\

sanders momentsanders mo...
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This action will put the element you are dragging to air, replacing whatever element was
aready on air. You are also creating a copy, so the element now exists in both the armed
column and program column, though in different channels.

With 1-tap mode enabled

The following procedures apply when moving items between the Media and Program columnsin 1-Tap
Mode.

All of the following actions create a copy of the element, so they will exist in both places after
dragging.

Move an element from one channel’ s media column to the same channel’ s program column.

1. Drag an element from a channel in the Media Column to the same channel’ s program column.

Move an element from one channel’ s media column in a different channel’ s program column.

1. Drag an element from a channel in the media column to another channel’ s program column.

New group

... 8 ._. .\ 1 - A
% W S
: Q W s

M sanders momentsander._.

Move an element from one channel’ s program column in a different channel’ s program column.

1. Drag an element from a channel in the program column to another channel’ s program column.
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4.5 Sources Pane

Use the Sources Pane to find mediafor your show:

® Media Tab- search for assets in specified search providers

® |nbox Tab- content that is aways available, across al shows

® GFX Tab- graphical elements to be used in your show

® Videowall Tab- presets (video wall layouts) and/or filled presets (video wall layouts including
content)

® Templates Tab- Viz Pilot templates and elements
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4.5.1 MediaTab

SOURCES
s Options ¥

BT_MorgenstundO1.jpg

BT_Morgenstund 1.jpg

BT_Huseklepp.jpg

BT_Vardebrenning jpg

sanders momentsanders momentsanders momentsa

hei+pa+degpng

Before using the Media Tab, make sure your search providers have been configured in Settings >
Servers Tab.

In the Mediatab you can search for video and images in any of the search providers you have connected
to, including Preview Server, Viz One, Pilot Data Server, Media Service and Graphic Hub.

Once the element is found, drag it from the M edia Tab to your channels.
This section covers the following topics:

® Add itemsto channels from the Media tab
® Media Search Filters
® Video Preview

Add items to channels from the Media tab
Drag individual items or groups of items into channels from the Media tab.

1. Click the Mediatab.
2. Select amediatype.
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= Video

M Image

3. Draganiteminto achannel.

- All items

3 b W ‘ B search date.mxf

M sanders m.. M hei+pa+de... v GEX2

ARM SELECTED

Show : = All items
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Media Search Filters

®* Mediatype: Video or Image
B Video

M Image

® Daterange: Filter by date. All items, Last hour, Last day, Last week, Last month. Works with media
from Viz One, Media Service, Pilot Data Server.

All iterns

All items

Last hour @

® Tags: Works with mediafrom Pilot Data Server and Viz One. Only one tag can be selected at atime.
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All iterns

BT_Orlov,jpg

BT_MorgenstundO

BT_Morgenstund 1

BT_Huseklepp.jpg

BT_Vardebrenning

® Search Provider: Select the media sources you want to search in (Pilot Data Server, Media Service,
Viz One, Graphic Hub and Graphic Hub: default folder).
SOURCES

Q, Media

8 Q

Viz One

. . - All items
Media Service
Graphic Hub

Graphic Hub: default folder

M Image

. B
7 &Q

M sanders mo...

GraphicHub REST service versions higher than 2.0.1 support " Graphic Hub: default folder" asa
search provider, in addition to "Graphic Hub". The default folder only contains images ingested
through the Graphic Hub REST API, while the "Graphic Hub" search provider exposes the full

content of the Graphic Hub.

Video Preview
To preview avideo, right-click an item and select Preview.

Videos can be edited once they have been added to channels, see Editing Videos.
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> b

4.5.2 Inbox Tab
SOURCES
Q, Media Templates = Mylnbox  [3i] GFX  §8% Videowa

Description Thumbnail

¥ @ InboxGroup]

M bicycle

B storm full mov

M Margaret Martinez

The Inbox feature allows users to work together to find and collect elements, that can be easily added to a
story.
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An Inbox is ashow that is marked as an inbox by selecting it in Settings > Inboxes Tab.

Any content added to this show (eg. Mylnbox) isimmediately available in the Inbox tab. The elements can
be dragged from the Inbox tab to a channel.

When an element is dragged from the inbox to a channel in a show, the element is copied, not
referenced. This means that after the drag operation, there will be two separate elements that can be
modified independently of each other.

Sequencer Ingest

Sequencer Ingest is an application that makes it easy to add images to the Inbox. It monitors afolder on
your file system, and as soon as images are added to that folder it will generate a stillstore element in the
inbox show. This means that when users drop images into the monitored folder, they will be available in
the Inbox of Viz Multiplay immediately.

Installing and configuring Sequencer Ingest is described in the Sequencer Ingest User’s Guide.

See Also

® |nboxes

453 GFX Tab
SOURCES

& Templates

New group T 4

i a ]

M hei+pé+d... M Cat-In-Sp...

. ol £
b o | RN e
i a ! W
o L S

M Cat-InSp... M first-draf...

avE" 5
RS X
Bk 3 _
et . i s M= .
M Rivad Ma... | B search d...
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http://documentation.vizrt.com/sequencer-ingest.html

The GFX tab isaplaylist within the show. It can be populated with elements using Viz Trio or viathe
REST API of the Media Sequencer. It is aso possible to drag or copy and paste elements from a channel
into agroup in the GFX tab.

The content from the GFX playlist is only available within the show in which the playlist is created. A
playlist is set asthe GFX tab by selecting it in Settings >General Tab > Graphics.

These graphical elements can be empty templates, or can be filled with content. The elements can be
edited once they have been added to a channel, see Editing Graphics. Any changes made inside an element
arevisible immediately.

Viewing elementsin the GFX tab

Use the dlider to increase the size of the thumbnailsin the GFX tab.

A

M Rivad Ma... | B searchd...

See Also

® Edit graphics, videos and images
® Genera Tab
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45.4Videowall Tab

SOURCES

& Templates
Default
ams

sms config

The Videowall tab is aplaylist within the show. It contains a set of Presets (video wall layouts) and/or
Filled Presets (video wall layouts including content) to use in your show. The content from this playlistis
only available within the show in which the playlist is created.

A playlist is set asthe Videowall tab by selecting it in Settings > Genera Tab > Videowall.

The presets can be empty video wall layouts, or can be filled with content (media and scenes). The
elements can be edited once they have been added to a channel (see Editing Presets). Any changes made
inside an element are visibleimmediately.

Viewing elementsin the Videowall tab

® Dragthe dlider to theright to view bigger presets and left to view smaller presets.
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Connect a videowall group to avideowall

Playout al the presetsin agroup on a specific videowall.

Tip:
Create one group for each videowall in a profile.
1. Right-click agroup inthe Videowalls tab.
2. Select the desired videowall together with its main channel (the Viz output on which the videowall
presets are run).
SOURCES
2= Templates &= GFX 2% Videowall
PRESE™"
er pt- G ) e T (B |
3 v Alwall: Big Video Wall] j
1 Ut
B [wall: Small Video W
arne
_ C [wall: Medium Video Wall]
bjarnc
R R R 1 0 )
3. Now, thisgroup only contains presets assigned to the selected videowall.
See Also

® Presets
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4.5.5 Templates Tab

SOURCES

COMCEPT TEMPLATES

Viz Story Portrait

T
e
| ]
iBs Banner i Urban text
(Uncategorized)
Fullscreen

Logo/Bug/Teaser

Lower3rd

ELEMENTS FROM CONCEFT: VIZ 5STORY PORTRAIT

h

Mo elements found.

The Templates tab gives you access to Viz Pilot templates and elements. It isavailable if you have Viz
Pilot configured as a search provider in Settings > Servers Tab.

Search for and select templates and drag them into your channels.

SOURCES

TEMPLATES
I |
OTEaT
I ]
Banner i# Urban text

Lower3rd
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The templates can be edited once they have been added to a channel (see Editing Graphics). Any changes
made inside an element are visible immediately.

See Also

® Thetemplates tab also appearsin the Preset Content Editor.

Working with data el ements
Drag data elements from the Templates Tab into channelsin the Media Column.

Learn more:

® What are data €l ements?
® Wheredo | find data e ements?
® Filtering data €lements

IMPORTANT!

Thisfeature requires Pilot Data Server 7.2.

What are data elements?
Data elements are variations of atemplate.

For example, the same lower third may be used in both the morning and evening shows. Two different
elements are created from a single template, each containing styling specific to the show it is created for.
The morning show element has a green lower third while the evening show element has ared lower third.

Where do | find data elements?
Elements are accessible at the bottom of the templates tab. Drag them into channels in the same way as
templates.
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SOURCES

Concepts :

CATEGORIES TEMPLATES
(No Category) —
Lower3rd .
LOWERTRT
Orange ' Urban text c_.

ELEMENTS FROM TEMPLATE: BANMER

Y Type tofilte

B local/Preview.._.

Refreshing the data elements list

The data elementslist is read out from the Pilot Data Server when a concept or atemplate is selected. This
list does not change, even if someone is changing the list on the server. The list must therefore be
refreshed manually.

To refresh the list:

1. Right-click an element in the data elements list.
2. Click Reload list.
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» . This IS 8 quUOTE,~

Reload list

The current subset of data elements will now be reloaded from the server.

Filtering data element
Multiplay groups elements by concept and by template.

View elements by concept

Show all data elements belonging to all templates in a concept.

1. Inthe Templates Tab, click the Concepts menu and select a concept.

Concepts - | Viz Story Square =

(All templates)
EMPLATES

ry Landscape
ry Portrait
iz Story Square S

2. Both templates (1) and elements (2) for the selected concept are listed. Here, the ‘Viz Story
Square’ concept has a number of atemplates and two elements, that is versions of those templates.
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SOURCES

25 GFX £2% Videowall

Y

Concepts - | Viz Story Square =

CATEGORIES TEMPLATES 1

(Mo Category) —
Lower3rd

Orange Banner Branding

Logo Reveal

ELEMEMNTS FROM COMCEPT: VIZ STORY SQUARE

Y Type to filter

B local/Preview...  B§ 10/Vizrt_Log. ..

The elements window title shows ‘ Elements from concept’ to remind you that you are viewing
elements associated with a concept.

View elements by template
Show all data elements belonging to a specific template.

1. Inthe Templates Tab, click a particular template to view its elements.
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CATEGORIES TEMPLATES

(Mo Category)

Lower3rd

Orange

Banner3 Branding

ELEMENMNTS FROM TEMPLATE: BAMMER3

Y Type to filte

B Changed/Na._.

2. Here, the ‘Banner3’ template has asingle element titled ‘ Changed/Na...".

Tip:

The elements window title shows ‘ Elements from template’ to remind you that you are
viewing elements associated with a single template.

List and Grid View

In the Templates Tab, click
grid view.

to view elements and templatesin list or
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SOURCES SOURCES

List view [N e Grid view

Co s - | Viz Story Portrait T Oc Co
TEMPLATES CATEGORIES TEMPLATES

Banner (Mo Category)

Branding

Logo Reveal Orange % Banner %5 Branding

OT Fullscreens
T Image f !

OT Lowerthird - = 05 OT Fullscree
= L — R AT

ELEMENTS FROM CONCEPT: VIZ

b

B10 i) B10

ELEMENTS FROM CONCEPT: VIZ STORY PORTRAIT

Y

See Also

® Pilot Data Server

4.6 Arming and Taking Elements

This section explains the functionality in the Media pane, including:

®* MediaPane

* Armed

® Program

¢ Arm and Take Multiple Elements
® Reload Scene

4.6.1 Media Pane
The Media paneis used to manage el ements that have been prepared for the story.

Each channel is displayed on a separate row and can be managed individually or together with other
channels.

Elements that are ready for use listed in the Media Column, while the Armed and Program columns
display the elements that are currently armed or on air.

To manage multiple channels simultaneously, you can Arm and Take Multiple Elements.

The Shortcuts Bar is used to arm and take presets and other shortcuts.

83



Adding videos to a graphics-only channel or graphics to a video-onlychannel ,will result in the element
not being played out correctly. Composite elements will only work on channels that support both
graphics and video.

SHORTCUTS

presetl background

M

J] BREAKING

CONTINUE ALL OUT ALE




Media Column

MEDIA FOR SOCCER STORY
v A

This section covers the following topics:

® Optionsin On Air mode.
® Shortcut menu for videos and images in the Media Column.

Optionsin On Air mode
With On Air Mode enabled it is possible to:

® Right click on an element to open context menu that contains supported actions for that element.

® Click an element to move it to Armed.

® Drag an element to Armed or Program in another channel to make a copy there (original remainsin
source channdl).

® Drag an element to the Media Column in ancther channel (removes it from source channel).

® Turn Looping of the video ON H or OFF ﬂ .

Y ou cannot change the looping setting once the clip is playing. To stop the looping you need to
take out the clip.

® The thumbnail indicates when the element is still loading, as shown below.
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E storm/.mov

In 1-Tap Mode, you can:

® Click an element to move it directly to Program.
When elements have been selected in severa channels (1 element per channel):

® Arm Selected: Send all selected elementsto Armed.
® Take Selected: Send all selected elements to Program.

Shortcut menu for videos and images in the Media Column

Right-click elements (videos, images and graphics) in channels in the Media Column to expose a context
menu.

Cut

M hei+pa+deg.p

Copy

¥ GFX5 Remove

Rename

® Edit: Opensthe Image Effect Editor.

® Cut: Cut an element.

® Copy: Copy an element.

® Remove: Remove element from the channel.

® Rename: Rename an element.

® Reload scene: Reload the scene from the Graphic Hub.
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This option is only visible when right-clicking graphics in the media, armed and program
columns. See Reload Scene for more information about this feature.

4.6.2 Armed

ARMED

When clips are moved to Armed, they are cued on the Viz Engine.

Clipsthat are Armed will be cued on the Viz Engine clip players so they are ready to be taken with less
latency than if they were not armed. The cueing is done in the background, without disturbing the running
clips.

Users which have the same active workspace, share the armed column. For more information see Sharing
Armed and Program Status with Workspaces.

Itis possibleto:

® Click an element to take it to Program.

® Click the Take button to take the element to Program.

® Click the CUE button to send the element to Program in the first frame in the renderer ready to be
played out.

® Drag an element to Armed or Program in another channel to make a copy there (this does not affect
or take the original armed element).

® TakeAll: Send al armed elements, for all channels, to Program.

® CueAll: Send all armed elements, for al channels, to Program in the first frame in the renderer

ready to be played out.
® Seethe L ooping status of the video.

ﬁ Soccer Brann Rosenborg Rob...
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It is not possible to change the looping setting in the Armed column. Use the looping button in
the Media column.

® Remove an element from the Armed column by clicking X.
Armed Shortcut Menu

® Reload scene: See Reload Scene.
® Unarm: Unarm the selected element.
® Unarm All: Unarm all armed €l ements.

Unarm

Unarm All

Using a Media Sequencer version 5.0 or higher, the Program column will not only show the last taken
element, but snapshots of al the layers that are in the renderer at a given moment. This means that
when a Transition Logic layer istaken in (for instance a banner), and another layer istaken in (for
instance a clock or a side panel) - the Program column will actually show both of these layers, and not
only the last taken element.
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® Click the Continue button to continue a graphic element or cued elements.
® (Click the Out button to take out the element.

Using a Media Sequencer version 5.0 or higher, the Out button takes out content on al layersin
the renderer, also Transition Logic layers - and not only the last taken element.

IMPORTANT!

OUT will not be enabled for amain- or shortcut channel having a video wall preset on air.
When operating avideo wall, a preset should always be on air - even if the channels are empty.
The preset will ensure that content always can be played out directly in the GFX channels on the
wall.

® Drag an element to Armed or Program in another channel to make a copy there (this does not affect
the original program element).
® Continue All: Continue al program elements-including cued elements-in al channels.

IMPORTANT!

You must click Continue All in order to play out cued content.

Out All has afail-safe that provides an extra confirmation step when clicked. See General Tab
for more information.

It is not possible to change the looping setting once the clip is playing. To stop the looping, take
out the clip and toggle the looping OFF in the Media column.
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Program Shortcut Menu

® Play: Play the video from the current frame, if the video is paused or cued (the same as clicking
Continue).

® Pause: Pause the playing video.

® Re-Cue: Rewind the video to thefirst frame and freeze it (the same as Cue).

Time Remaining

Thetime code is displayed for all videos and graphics. The time remaining for aclip isindicated with a
gray progress bar. Orange shading indicates <20 seconds remaining, and red indicates <10 seconds
remaining. Only the gray progress bar is shown on looping clips.

4.6.4 Arm and Take Multiple Elements

Action Bar

2] 2

ARM SELECTED TAKE SELECTED TAKE ALL CONTINUE ALL
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Arming clips cues them on the Viz Engine clip players, so that they are ready to be taken with
less latency than if they are not armed first.

® Take Selected: Send all selected elements in the Media Column to Program.

® TakeAll: Send all Armed elements, for all channels and shortcuts, to Program.
® Continue All: Continue all Program elements, in all channels.

® Out All: Take Out all Program elements, in al channels.

4.6.5 Reload Scene

Update on-air graphics with the reload scene option. This feature is useful when changing scenes on the
fly in Viz Artist and quickly taking them to air.

To activate Reload Scene:

® Right-click agraphic in the media pane (shown below) or in the armed or program columns.

Workflow

A graphicis showing live on avideo wall. Asthe graphicisin use, a scene designer changesitin Viz
Artist. Bring those changes to air by following these steps:

1. Send agraphicto air in the program column.

2. The scene, which isnow in use on avideo wall, isopened in Viz Artist and changed by a scene

designer. The new scene with changesis the saved in the Graphic Hub.

Y ou now want to update the on-air graphic to reflect the changes.

4. Right-click the graphic in the program column of the channel where the graphic is playing out and
click Reload Scene.

w
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Tipsfor using Reload Scene

Consideration Solution

Reloading scenesis only Reload the scenein all GFX channelsit plays out in. Imagine a scenario
possible on a channel-by- where the same scene plays out in two different channels. Y ou reload the
channel basis. scene in one channel but not the other. The channel that was not reloaded

will show the old version of the scene until Reload Scene is selected.

Default dataisinserted into an  Once agraphic is ready to be reloaded, take it out from the program
on-air graphic’s editablefield column. Locate it again in the relevant channel in the media pane and
after clicking Reload Scene.  click Reload Scene. Y ou can now send it to air with the new changes.
Thisonly applies for graphics

with a payload editor, not for,

for example, graphics such asa

bug.

4.7 Shortcuts Bar

The Shortcuts Bar gives fast access to frequently used elements, such as scenes, backgrounds or videos. In
addition, video wall Presets can be selected and modified from the Shortcuts Bar.

R Viz Multiplay
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The Shortcuts bar is actualy a playlist within the show, so the content from this playlist is only available
within the show in which the playlist is created.

A playlist is set as the Shortcuts bar by selecting it in Settings > General Tab > Shortcuts.

Users can have multiple tabs of shortcuts to make it easy to access items that are used frequently,
independent of which story you are working on - each group in the Shortcuts bar playlist appears as atab
in the Shortcuts bar. The shortcuts are specific to a show, so that when you change your show you can
have different shortcuts for different productions.

Any changes made inside an element are visible immediately.

4.7.1 Elements in the Shortcuts bar

® Presets: Presets define the layout of the channels on avideo wall. When anew preset istaken to air,
it triggers a transition from the current layout to the new layout. New presets are created using the
Video Wall Designer.

® Filled Presets: A Filled Preset isa preset which also includes content. When afilled preset is taken
toair, it populates the preset with content and plays out everything at once. Presets are filled with
content using the Preset Content Editor.

® Backgrounds: Basic elements which load different scenes into the back layer of the video wall
Engine. They need to be preassigned to the right channel and the right Viz layer so that they runin
the back layer (this can also be set in the scene in its control object plugin).

® Elements: Images, videos and graphics.
Activate the Shortcuts bar by selecting a Shortcuts Playlist in the General Tab of the Settings
window.

Items in the Shortcuts Bar can be armed by clicking them, similar to arming channels.
This section covers the following topics:

® Shortcut menus in the Shortcuts Bar
® Layers

® Working with the Shortcuts Bar

® GFX preset mode

Shortcut menus in the Shortcuts Bar

Access two context menus by right-clicking elements in the Shortcuts Bar. The optionsin each menu
change depending on the type of mediayou are right-clicking.

The two context menu types are:

® Shortcut menu for presets
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® Shortcut menu for el ements

Shortcut menu for presets

Right-click a preset in the Shortcuts Bar to expose the following context menu:

SHORTCUTS

(T 1] - _
s=s doctest

6 video Wall Designer

Channel 3

[ T 11

sms New preset Edit Content
Cut
Copy

Remove

Rename

® Video wall designer: Open the Video Wall Designer

® Channel: Change the playout channel of the preset

¢ Edit Content: Open the Preset Content Editor

® Cut: Cut apreset and paste it in another tab/column.

® Copy: Copy apreset and paste it in another tab/column.
® Remove: Remove the preset from the Shortcuts Bar.

The same action to remove presets from the Shortcuts Bar does not remove them from the list of
presetsin the Videowall Tab.

® Rename: Rename the preset.
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Shortcut menu for elements

Right-click an element (video, image or graphic) in the Shortcuts bar to expose the following context
menu:

SHORTCUTS
SHORTCUTS X
TR
e A
Channel

4 Layer 3

.

M sanders mome
Cut

GRAPHICS Copy

Remove

Rename

® Channel: Change the playout channel of the element

® Layer: SeelLayers

® Edit: Open the Image Effect Editor

® Cut: Cut apreset and paste it in another tab/column.

® Copy: Copy apreset and paste it in another tab/column.
® Remove: Remove the element from the Shortcuts Bar.
® Rename: Rename the element.

4.7.2 Layers

Use different layers to show up to three elements on screen simultaneously. Play elementsin the default,
FRONT, MAIN and BACK layers (defined below).

The selected layer will determine the element’ s position (whether or not it’ s visible) in relation to other
elements.

® default: Revert to the layer that is set by the scene designer.

95



® FRONT: Front layer elements cover main and back layer elements, i.e. this layer will never be
obstructed.

® MAIN: The middle layer where elements cover back layer elements.

® BACK: Thefirst layer than be used as a background for a videowall. Front and back layer elements
will overlapit.

See Also

® Presets

4.7.3 Working with the Shortcuts Bar

This section covers the following:

® Add ashortcuts group

¢ Delete agroup from the shortcuts bar

® Rename agroup

® Reposition agroup in the Shortcuts Bar

Add a shortcuts group

Add agroup to the playlist you have chosen to appear in the shortcuts bar. Groups created viathe
shortcuts bar appear in the show pane when no shortcut playlist is set.

1. Click the Add 0 button in the Shortcuts Bar.
SHORTCUTS

Create new shortcuts
section.

. | pl’E‘Sef

2. Givethe new group atitle.
3. Click OK.

Delete a group from the shortcuts bar
Delete playlist groups from the shortcuts bar.

1. Click the close button in the top right corner of the shortcut group tab.
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SHORTCUTS

2. Click Yes.
Rename a group

1. Double-click the group’stitle.

SHORTCUTS

Presets Main X

SHORTCUTS

Presets Main X
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3. Enter anew titlein the field and press ENTER to confirm the change.

SHORTCUTS

Presets Main X

E=E preset

Reposition a group in the Shortcuts Bar

1. Click and drag the group to the desired position in the top menu.
SHORTCUTS

Presets Main X Trainin

SHORTCUTS

Presets Main X Morning X Training

4.7.4 GFX preset mode
GFX preset mode the exposes afilled preset’ s main and graphics (GFX) channels by pressing SHIFT.

The following sections cover GFX preset mode and its advantages, plus an example GFX preset mode
workflow:

® Two modes
® How do | activate VizBoldGFX preset mode?
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¢ Example workflow

Two modes

The shortcuts bar has two modes: thumbnail mode and graphics (GFX) preset mode. By default, the
shortcut bar isin thumbnail mode. This means only item thumbnails in a preset will show in the program
(on-air) column, as shown here:

Y ou may, however, need to know the following:

® which main channel your presets are playing out on; and
® which GFX channel anitem in apreset is playing out on.
Thisinformation is available in GFX preset mode, which provides:

® avisua confirmation that presets are being sent to the desired wall; and
® assistance when replacing content in a GFX channel.

How do | activate GFX preset mode?
Press SHIFT when Multiplay isin focus.

Once GFX preset mode is activated, small green icons appear in the bottom corner of a preset or item
thumbnail showing:

1. The main channel; and

2. The GFX channel number.
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Example workflow

In this workflow, activate GFX preset mode to see which GFX channel hosts a picture you want to
replace.

1. Takeafilled preset to air from the shortcuts bar.
a. Click the preset to move it to the Armed column.
b. Click it in the Armed column to move it to the Program column.

e e

L

. 2
rhem - _—

/| e i

S mw

2. By default the thumbnails appear in the preset in the program column, and there is no visual
indication which GFX channel they are playing out on.

3. Pressand hold SHIFT to see the preset’s main and GFX channels. The thumbnails are replaced
with the GFX channel number. This preset is playing out on wall A and hasimagesin GFX1 and
GFX2.

CONT

(5

4. Now, if you want to replace the team photo with another image, you know you must replace the
photo in GFX1.
5. Drag an image from any channel into GFX’s program channel.
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Drag an image into a program channel from any channel. This means that the image in the
program column for a certain GFX channel can be exchanged with an image from any other
channel.

IMPORTANT!

The new image will not appear in the Filled Preset in the shortcuts bar. A videowall set upis
required to seeit live on air in the filled preset.

4.8 Status and Logs

4.8.1 Status Bar

Display the Status bar by selecting Show status bar in the Settings window.

When minimized the Status bar shows the latest status message.

I:E:I 10:12:27:304 : Playlist loaded in 0.371s with 87 elements

4.8.2Logs
Click Expand B to show the Log Messages pane.

Message can be filtered by type (M essages, Warnings, Errors) or download them into afile using the Save
log button. Logs can be deleted by clicking Clear log tab.
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'i:z:] Messages o A Warnings o Errors e ﬂ save log Clear log
52 : Starting Viz Multiplay
5:Version: 0.0.0 (3979:4822b0697ead) @ 2015/10/16 14:13:52
16: Elr : : No search providers configured.
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16:07:37:704 : Server supports these capabilities: peptalk, noevents, pretty, prettycolors, uri, xmlsch...
16:07: 06 : Peptalk connected to henc g5
: Show loaded in 1.403s containing 5 groups with 83 elements.
 : Peptalk: ine nt path - /storage/shows/{C15348E7-7259-4D84-A533-270CDAG45FC ...
5 - Peptalk: inexistent path - /storage/shows/{9C272051-9C99-44AB-BB22-E955BDA3166. ..
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4.8.3 Version Information
Scroll to the beginning of the log messages to find the Viz Multiplay version information.

991 : Starting VizMultiplay
6:993 : Version: latest (c482357d1cef) @ 2014/07/03 08:45:31

: Server supports these capabilities: peptalk, noevent ...
A0 - Peptall».:_c:nr‘na ted to vizmultiplay:8595

See Also

® Troubleshooting

4.9 Editing Media Items

Once items have been added to the Media Column in a story, they can be edited (right-click the item and
select Edit).

The editing options depend on the type of media:

® Editing Images

® Editing Videos

® Editing Graphics

® Editing Presets

® Renaming playlist entries

4.9.1 Editing Images

Use the Image Effect Editor to crop an image or add a zoom/pan animation.

Image Effect Editor
To open the editor, right-click an image and select Edit.
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EDITOR

TITLE: Formulai.pg

P Play _'f Reset Playout effect: Crop Animation Duration:

]

The Image Effect Editor allows you to crop or animate an image instantly using a crop rectangle. By
default, the crop rectangle matches the image’ s aspect ratio, but you can also freely set the rectangles

aspect.

® Tocrop animage, drag the rectangle to the desired size.

Tip:

Hold Ctrl before dragging the crop rectangle to maintain the image' s aspect ratio.

® To animate an image, select a start and end frame and a duration for the animation. Preview the
animation using the Play/Stop button.
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The image editor uses a proxy image, so the image may differ slightly when played out onaViz

® Click the Reset button to reset applied effects to the default settings.

4.9.2 Editing Videos
Use the Video Editor to edit videos in GFX channels.

Tallship_43_1_mxf

PROPERTIES EDITING: Tallship_43_1 mxf

This section covers the following topics:

¢ Open the video editor
® Playback buttons on timeline
¢ Playback keyboard shortcuts

Open the video editor

1. Right-click avideo in achannel in the Media Column or in the Shortcuts Bar.
2. Click Edit.
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SHORTCUTS
SHORTCUTS X

Channel

. 4 "11 Layer ?"
B abcdefg Edit * anders momen

GRAPHICS

B 6: 2-Way Board: CA Pre...  B§3:2-Way Copy : 2-Way Board:

Cut

¥ GFX3 Remove

Rename

Double-click avideo in the Shortcuts Bar or Media Column to open the Image Effect Editor.
However, double-clicking to open the editor only works in Offline Mode.

e
= 0008

¢ 4« P »

00-00-00 00-01 00:02

Set Mark In: Set anin point.

Set Mark Out: Set an outpoint.

Clear Mark In/Out: Clear in and out points.

Playback buttons: Go to in point/outpoint, Play/pause, move one frame forward/back.
L oop video: Enable looping.

Volume slider: Adjust the clip volume.

ok wdNE

Playback keyboard shortcuts

Use the following shortcuts during editing on the timeline.

® Gotomark in: Move the playhead to the video' sfirst frame. Keyboard shortcut: SHIFT + i
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Play/pause: Play/pause video. Keyboard shortcut: SPACEBAR

® Movelframeback: Keyboard shortcut:

® Move lframeforward: Keyboard shortcut:

® Gotomark out: Move the playhead to the video’ s last frame. Keyboard shortcut: SHIFT + o

4.9.3 Editing Graphics

BREAKING NEWS/EARTHQUAKE

PROPERTIES "'I“ TITLE: BEREAKING NEWS/EARTHQUAKE

BANMERS :

Breaking ne
BREAKING NEWS

Text :
EARTHQUAKE

BRE & H I NS

EARTHQUAKE

Graphics Editor

Open the Graphics Editor by right-clicking a graphics element and selecting Edit. Any changes made
inside agraphical element are visible immediately.

On the left isthe Payload Editor, where you can edit the fields that are available in the graphical element.

On the right you can adjust how you view the preview of the element:

® TA: Show/hide the Title Areain the edit window.

® SA: Show/hide the Safe Area.

¢ BB: Show/hide the Bounding Box for the tab field currently selected in the edit window.
® K: Show the key signal for the graphics.

® Scrub the timeline back and forth using the slider.
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4.9.4 Editing Presets

There are two types of presets, Presets and Filled Presets, each with their own editing options.

Preset

A Preset defines the layout of the graphics channels on a video wall.

New presets are created in the Videowall Tab. Drag presets to the Shortcuts Bar in order to switch
between layouts during a broadcast and send presetsto air.

This section covers the following:

® Createapreset
® Send apreset to air
® Open the Video Wall Designer

Create a preset
Add anew videowall preset.

1. Click the Videowall Tab in the Sources Pane.
2. Click the + icon.
SOURCES

25 Templates

MAIN_WALL

b=t TEST £=¢ doctest

B 3: 2-Way Board: AR US...

Add new videowall preset.

+% 0

3. Givethe preset atitle.
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New preset

Please enter a name for the new preset

e Ly B

OK Cancel

4. Click OK.

Send a preset to air
Send a preset to air viathe Shortcuts Bar.

1. Drag apreset to the Shortcuts Bar.

« m X 9 53

HIDE OPEN SETTINGS CLEAN INITIALIZE

SHOW: M AY PROFILE: HENDRIX WORK CE SHORTCUTS

GRAPHICS
doctest

New group

SOURCES

MAIN_WALL

3. Click the preset in the Armed column, or click the Take button.
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i=f doctest

4. The preset moves to the to the Program column and is now on air.
Open the Video Wall Designer
Edit the preset layout in the Video Wall Designer. There are two ways to access the Video Wall Designer,
as described below:

Access the Video Wall Designer via the Videowall Tab:

1. Right-click apreset in the Videowall Tab.
2. Click Video Wall Designer.
SOURCES

25 Templates

MAIN_WALL

. 6/ Video Wall Designer

1] D
sms New pres...

Access the Video Wall Designer via the Shortcuts Bar:

1. Right-click apreset in the Shortcuts Bar.
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2. Click Video Wall Designer.
SHORTCUTS
SHORTCUTS

==% doctest

«»
o video Wall Designer

Channel 3

s - .
H-- New prese. it Camtant

Filled Preset

A Filled Preset isavideo wall layout which also includes predefined content. Use Filled Presets to send
content onto your video wall quickly. Content can only be added to presets which are in the Shortcuts Bar.

Edit the content in a preset in the Preset Content Editor (right-click a preset in the Shortcuts bar and select
Edit Content).

See Also

® Using your new presets

4.9.5 Renaming playlist entries

There are two ways to rename mediaitems added to a playlist in the Shortcuts Bar or Media Column:

® Rename from the context menu
® Rename from the Editor

Rename from the context menu

1. Right-click anitem in either the Shortcuts Bar or Media Column
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2. Click Rename

*
<]
IMITIALIZE
NALL SHORTCUTS

PRESETS

Channel

Layer

Edit
M first-drafi-hillar

A
¥ BACKGROUND

3. Enter anew title

Rename element

lease enter a New Nai for the element.

Enter new title here|

Cancel

4. Click OK
5. The new title shows on the element.
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SHORTCUTS
PRESETS

The new name will not be overwritten by the auto generation process when entering new field
valuesin the Editor.

Rename from the Editor

1. Right-click an item in the Media Column
2. Click Edit to open the Editor

New group
¥ BACKGROUND

- Edit
e gm

Curt

M Cat-In-Space-\

Copy

Remove

¥ MEZZAINE

3. Click thetitletext field
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Cat-in-Space-Wallpaper-1920x1080.jpg

Crop

Animation

4. Enter anew title

5. PressENTER

6. Click ‘x’ to close the editor. The element shows in the Media Column with the new title.

4.10 Keyboard Shortcuts
® Main window
® Profile Config
® Video Editor
® Workspaces
4.10.1 Main window
Shortcut Action Comment
T + [number] Take on channel. If in 1-Tap mode, take the currently s
If not in 1-Tap mode, take the armed «
A + [number] Arm on channel. Arm the currently selected or first ele
If in 1-Tap mode, do nothing.
C + [number] Cue armed element on channel. Cue the currently armed element.
If in 1-Tap mode, do nothing.
P + [number] Continue current element on channel. Continue the currently running eleme
O + [number] Out the current element on channel. Take OUT the currently running elem

Shift + R, [number]

Re-Cue the current video on channel.

Re-cue the video element currently se

Shift + P, [number]

Pause the current video on channel.

Pause the currently playing video on t

Shift + V, [number]

Play the current video on channel.

Play/continue the currently cued/paus

Shift+ C Collapse al channels.

Shift + E Expand all channels.

Shift Revea channels. Hold the shift key to reveal GFX char
channel the shortcuts elements are ass

F2 Rename a group. Supported for groupsin aplaylist or s

Delete Delete an item.
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Shortcut Action Comment

Enter Take or Arm the selected element.

The number in the above table refers to the index of the visible channelsin the Multiplay GUI. The first
visible channel has shortcut key 1, the second visible channel has shortcut key 2 etc. This meansthat if the
GUI contains two channels A and B - A has shortcut key 1 and B has 2.

Note that Number should be typed without any modifiers (Ctrl, Shift, ALT etc.).

4.10.2 Profile Config

Shortcut Action Comment

Ctrl + Arrowup Moveachannel upinthelist.  Click achannel in aprofile and apply these shortcuts
to reorder channels.

Ctrl + Arrow Move achannel down in the
down list.

4.10.3 Video Editor

Shortcut Action Comment
Shift + 1 Go to mark in.
Shoft + O Go to mark out
Space Play/pause
, Move 1 frame back
Move 1 frame forward
4.10.4 Workspaces

In the Workspace Settings, you can assign your own keyboard shortcuts to switch between workspaces.
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5Tools

This section describes the following tools:

® Video Wall Setup Tool
® Video Wall Designer
® Preset Content Editor
® Studio Editor

5.1 Video Wall Setup Tool

When setting up video walls with graphics channels, each graphics channel needs one Viz handler and one
video handler. The Video Wall Setup tool allows you to add al the necessary handlers and channelsin one
step. Y ou can also combine the video wall with manually created channels and handlers.

Open the New Video Wall Setup tool by going to Viz Multiplay Settings > Profiles Tab and clicking the
Add © button at the bottom of the Video Walls pane.

This section contains the following topics:

® Video Wall Setup Fields
® Clip Channels

® Multi Video Wall Control
® External Preview
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5.1.1 Video Wall Setup Fields
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® Name of the video wall

® Mergelnto: Merge thisvideo wall with other video wall to setup a multi video wall control. (See
Studio Editor)

® Hostnameor | P of the Viz Engine

® Asset Storage: Select the Viz Engine storage point to which the Viz One can send assets

® First GFX Port for the Viz Engine ports (eg. | ocal host : 55000, | ocal host : 55001, etc)

® GFX Channelsto be created (1-16)

The number of graphics channelsis not necessarily linked to the number of screens you have.
The graphics channels are virtual, whereas the screens are the physical outputs on the video wall.

® Main Channel name
® Channel Prefix for the sub-channels (eg. GFX1, GFX2, GFX3, etc)
® Number of Screen Rows and Screen Columnsin the video wall
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® Wall Offset Left and Wall Offset Top: Define the relative position of this video wall compared to
the main wall if using several Viz Engines combined ina_multi video wall setup _(See Studio Editor
). Use the same units as you use for Bezel width/height and Screen width/height.

® Bezel Width and Bezel Height define the width/height of the bezel around a screen. That is, the
distance between the edge of the video display area (screen) and the outer edge of the physical
device.

® Screen Width and Screen Height define the total width/height of a particular screen or avideo wall
screen.

® External Preview: Armed elements are taken to air on the external preview video wall to check the
appearance before sending it to the main wall. For more detail, see External Preview.

See Also

® Combine video walls

5.1.2 Clip Channels

Viz Multiplay supports up to 16 clip channels, and will start at clip channel 1.

This may cause a conflict if you have a graphics scene which uses clip channels (for example, a butterfly
scene which plays video clipsinside the graphics using clip channels 1 and 2). If these scenes are played
out on a GFX channel on the video wall at the same time as the clip channels inside the scene are used to
play out content on the corresponding GFX channels, it creates a conflict.

The solution isto redesign the scene to use clip channel numbers that are higher than the highest GFX
channel. For example, if you have 8 GFX channelsin the video wall, the clip channels used in the scene
should start at 9.

5.1.3 Multi Video Wall Control

It is possible to control multiple Viz engine, video walls and screens with the Multi Video Wall
Controller. It supports playing out content across the screen, controlled by multiple Viz engines.

5.1.4 External Preview

An External Preview for avideo wall can be generated by a separate Viz Engine. When one video wall is
configured as a preview for another, elements that are armed on the main video wall are played out on the
preview video wall. In thisway, it is possible to see what the program channel looks like on a physical
screen, before elements are taken to air on the main screens.

After you have created your main video wall and your preview video wall, you can set up the externa
preview as follows:

® |nthe Profiles Tab, double click your main video wall. The Video Wall Setup Tool will open.
® |nthe External Preview field, select the name of your preview video wall.
® Click OK.
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5.2 Video Wall Designer

Use the Video Wall Designer to create and modify video wall presets. Each channel in the designer
represents a graphics channel. Create desire layout by moving, layering and resizing the channels.

5.2.1 There are two ways to open the Video Wall Designer:

® Right-click a preset in the Shortcuts Bar.

SHORTCUTS

Doc test group >

R Video Wall Designer

Channel

l’;\ A-NQ Edit Content

B abcdefghijklmnopqrs’ / H

Cut

Remove

Rename

SOURCES

% Templates & G 525 Videowall

PRESETS [

[N |
empty - Video Wall Designer k|
knut . -

darne

bjarne

-
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5.2.2 Areas of the Video Wall Designer

T- LAYOUT A

CHANNEL DETAILS

The Video Wall Designer is organized into the following areas:

® Toolbar

® Channel Bin

® PresetsBin

® Channel Details

¢ Channel Layout Editor

Toolbar

® Save: Save changesto the current preset.

® SaveAs: Savethelayout as anew preset.

® Undo/Redo: Undo/redo last move.

® Toggle snapping: snap to grid.

® Keep agpect ratio: Maintains aspect ratio of the channel when the frame is cropped or resized.

® Zoom in/out: Click to zoom in or out.

® Pan mode: When Pan mode is on, pan by dragging the background or a channel. When Pan modeis
off, you can still drag the background to pan, but dragging a channel moves the channel. Dragging a
handle always moves the handle.

® Studio Editor: Open Studio Editor.
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® |ivePresets: When Liveis checked, al changes done to the preset are taken on air immediately.
Thisis useful while adjusting and testing video wall configurations. Note that although the changes
have been taken on air, they have not been saved - this must be done manually. The live presets
check box is disabled in Off Air mode.

® Take Presets: When the Take button is clicked, the current state of the preset, including any unsaved
changes, istaken on air. Thisis useful while adjusting and testing video wall configurations.

5.2.3 Channel Bin

Click an item in the Channel Bin to turn it on or off in the Channel Layout Editor. Y ou can also drag
channels from the Channel Bin to the video wall.

5.2.4 Presets Bin

PRESETS BIN

Layout1

Layout2

-+

The Presets Bin lists the presets which are available. These presets are available in the shortcuts bar with
their saved names.

® Add or delete presets
® Double click on the preset to open it in the editor
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® Double-click the name to rename it

If the preset or element is shown in aplaylist in Viz Trio, the name given in Viz Multiplay will
be shown in the Description column in Viz Trio.

5.2.5 Channd Details

VIEWPORT: CROP:

I__'. Df X0 - 25 - 2 O leftds: O Top%: 0 0
- O v 0 - o0 Right8a: 0 Bottom % : 0

¥l

For each channel, you can modify the Layer Order, Viewport and Crop.

Layer Order

® Bringtofront / Send to back: Move the selected channel to the front or back. This changes the
order in which items are layered, from front to back. Each channel is drawn on its own layer, which
means all channels are independent and can be moved on top of, or behind, other channels.
A dashed line indicates that a part of the channel is behind another channel.

E

Viewport
Position of the channel frame relative to the video wall. Either type inside the text boxes, or drag your
mouse to change the values.

® X%/Y%: position of channel’s top-left corner, relative to the width and height of the video wall.

®* W9%/H%: Width/height of the channel’ s frame, relative to the width/height of the video wall.

®* Reset: Resets the Viewport valuesto (0, 0, 50, 50) which relocates the channel to the upper left
corner of the video wall.
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Adjust the Snapping and K eep aspect ration settings in order to achieve the precise viewport
you require.

In the example on the | eft, the Viewport has been dragged from the top left corner, into a new
position. On the right, the width and height have been set to 0 to make the channel shrink to

nothing.

VIEWPORT:

¥ - 75

Y0 -

Crop
Position of the content of the channel relative to the content size. With this control you can perform
cropping, shifting and zooming. Any part of the frame which is not filled with content will be transparent.
Alternatively, use the Crop Editor to make these changes.

The Crop valuesin the channel tabs control the cropping. Either type inside the text boxes, or drag your
mouse to change the values.

® | eft %/Right %: Position of channel content’ s Ieft/right border, relative to the channel frame

(positive values push content outside the frame, negative values bring the content inside the frame)
®* Top %/Bottom %: Position of channel content’s top/bottom border, relative to the channel frame
® Reset: Resetsthe Crop valuesto (0,0,0,0), so that the content fills the frame.

s
Adjust the Snapping and K eep aspect ration settings in order to achieve the precise crop you
require.

Example: In this case, the user has set the crop valuesin order to shift the entire content to the
left by 10%, and zoom in by 5%.
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CROP:

left®: O Top % : O Left%: 10 Top%: 5

Right % : -10 Bottom % : 3

Right % : O Bottom % ; O

5.2.6 Channel Layout Editor

Use the Channel Layout Editor to arrange and resize the channels on your video wall.

Each channel is*drawn” on its own layer, which means al channels are independent and can be moved on
top of other channels.

Context Menu

Right-click a channel to access the context menu:

® Hide: Hide this channel from the video wall. To show it again, choose it in the Channel Bin.
® Reset viewport: reset Viewport to (0, 0, 50, 50).

® Reset crop: reset Cropto (0, 0, 0, 0).

® Bringto front: Put this channel in front of the other channels. See Layer Order.

® Send to back: Send this channel behind the other channels. See Layer Order.

® Swap channel: select another channel with which to swap al Viewport and Crop values.

® Set Mask: Create a Video Wall Layout Mask.

® Clear Mask: Clear aVideo Wall Layout Mask.

¢ HideAll Channels: Hide all GFX channels.

Crop Editor

Double-click achannel frame to allow dragging and resizing the channel content, relative to the frame. In
this mode, aspect ratio is forced on. Press <Esc>, or double-click the channel, to exit this mode. Any part
of the frame which is not filled with content will be transparent. Alternatively, use the Crop valuesin the
channel tabs to make these changes.

In the image below, the user has double-clicked Channel 1 to enter edit mode. They have dragged the
handle (Ieft-hand image) and then pressed Esc to see the final result (right-hand image).

123



Video Wall Layout Mask

It is possible to set amask for each screen in the video wall, meaning that an inner rectangle specifies the
active areain that screen.

Due to the way video walls are implemented in Viz Multiplay, all of the screensin avideo wall are
depicted as having the same rectangular resolution. However, it is possible that the physical screensin the
video wall have different dimensions. Masking gives avisual indicator of the active area, but it does not
effect the actual output.

To add amask, drag a channel to the area you want to mask, right-click and select Set M ask. The masked
areais shaded black, asin the image below. When channels are dragged to that areain future, they will
snap to the masked area. To remove the mask, drag a channel to the area, then right-click and select Clear
Mask.

Hide

Reset viewport
Reset crop
Bring to front

Send tx back

Swap channel 2

Set Mask k‘

Clear Mask

5.2.7 Animation between Presets

Y ou can move channels outside the visible area of the video wall area, by dragging them or setting the
Viewport values. This allows interesting in/out animations to be made when switching between presets.

Example 1

When switching from Preset_A to Preset_B (see diagrams below), channels 2, 3 and 4 will become
smaller and sweep to the right, off screen, and channel 1 will stretch to fill the whole video wall.
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Example 2

Animate a channel so that it shrinks into nothing by using the Viewport settings to set the channel frame
width and height to (0, 0).

Example 3
Control the order of the items using the layering of the channels relative to one another. Either right-click
achannel frame and select Send to back/Bring to front, or select a channel frame and use the Layer Order
buttons.

Hide
Reset viewport

Reset crop

Bring to front

#®  sendto back

Swap channel
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5.3 Preset Content Editor

The Preset Content Editor is an editor for filling video wall Presets with predefined content, which are
then referred to as Filled Presets.

In the editor, search for content (videos, graphics, images) and drag it into a preset. Depending on your
configuration, content is contained in various tabs, including the Templates, GFX and Media tabs etc.
When thefilled preset is ready, drag it either into the group for the main channel of the video wall, or to

the shortcuts bar in the show.

This section covers the following:

® Open the Preset Content Editor
¢ Adjust thumbnail size of graphic elements

5.3.1 Open the Preset Content Editor
Double-click a preset in the Shortcuts Bar to open the Preset Content Editor.

1. Right-click a preset in the Shortcuts Bar.
2. Click Edit Content.

P =

5.3.2 Adjust thumbnail size of graphic elements

1. Click the GFX tab.
2. Dragthe slider to adjust the thumbnail size of the graphics. Drag right to view bigger thumbnails

and left to view smaller thumbnails.
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Graphics

B Full screen ... B Nameplate

5.4 Studio Editor

Design your studio, including multiple video walls, using the Studio Editor.

Studio Editor
Video Wall Video Wall2
Offset Left O cet Left 10000

Offset Top ©

Screen Height 900 Screen Height 900

2
o
Screen Width 1600 screen Width 1600 2
2
Width 42 Width O 2

o

Bezel Height O Bezel Height 0

Color correction.  On/refresn Off Color correction.  On/refresh

Open the Studio Editor by clicking the icon on the toolbar of the Video Wall Designer
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The Studio Editor defines the physical positions for the screens in each of the video wallsin the setup. It is
especially useful when there are multiple video wallsin the studio. Updates made to the values in the
Studio Editor are instantly reflected in the actual outpuit.

5.4.1 Multiple Video Walls

In Viz Multiplay multiple video walls can be merged into one “studio”. Each wall is controlled by one Viz
Engine, and when content is played out on a GFX channel, each Viz Engine plays out the same content,
but different parts of it, so it looks like content can span over several video walls.

Each wall has adimension and an offset in the total “studio” area.

To configure the setup of the locations and sizes of the walls, use the Studio Editor to adjust the screen
positions “live’. While some test content is played out in the GFX channels, use the Studio Editor to
configure the bezels, dimensions and locations of the physical placements - until the content matches the
pixels on the outputs.

Studio Editor

Video Wall S ELRTEL
Offset Left O Offset Left 1060
Offset Top 0 Offset Top

Screen Width 1600 Screen Width 1600

Screen Height 900 Screen Height 800

Bezel Width O Bezel Width O

Bezel Height O

Color correction: Onfrefresn Off Color correction: Onfrefresn Off

5

MAIN SHOW_COMMANDS on

See Also

® Combinevideo walls
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5.4.2 Color Correction on the GPU

Color Correction viathe Studio Editor requires Viz Engine 3.8.2 or later, aswell as NVIDIA Quadro
5000, 6000 or Piex 7000.

From the Studio Editor, RGB intensity can be controlled directly on the GPU for each video wall.

To use this feature, open the Studio Editor from within the Video Wall Designer, and adjust the RGB
slidersfor each of the renderersin the video wall setup.

When Show Viz expert mode is enabled, commands can be sent directly to the Viz Engine.
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6 Workflows

This Chapter provides an overview of Viz Multiplay and its supported workflows.

It outlines setting up and configuring video walls and video wall layouts. It provides instruction on
preparing, organizing and editing content, in addition to previewing and playing out videos, clips and
graphics.

This chapter contains the following sections:

® Glossary of terms

® Setup and organize content

® Setup and configure single and multiple video walls
® Screenswith different sizes and resolutions

® Presets

® Creating prefilled walls

® Working with Viz Pilot and MOS content

6.1 Glossary of terms

Thefollowing isalist of the terms and their definitions found in this chapter:

¢ Show: A Viz Trio compatible data structure on the Media Sequencer that describes a set of elements
(graphics, videos, images) and playlists.

® Profile A defined set of playout channels and video walls. A profile

® Channel: One or more Viz Engine connections. Typicaly either aViz output, a video output, or
both.

® Videowall: A unit describing the physical layout of a set of screens. Each video wall belongs to one
profile. The layout (rows, columns, screen dimensions, bezels) must match the NVIDIA Mosaic
setup.

® Main channel: The Viz output on which the video wall presets are run. Thisis normally host:6100.
On this channel, only presets and backgrounds should be taken.

® GFX channels: Each video wall has one main channel and up to 16 GFX channels. The GFX
channels can freely move and resize within the video wall. The GFX channels can host images,
videos or Viz Artist scenes.

® Preset: Thelayout of avideo wall, describing the placement of the GFX channels. The presets are
scenes played out on the video wall main channel.

® Workspace: A set of constraints that enable customizing the GUI per client. For example, hide
channels that are uninteresting for a specific user, i.e. an anchor in the studio.

® Arm: When 1-tap mode is off, elements are sent to the arm column, indicating that the element is
ready to be played out.

6.2 Setup and organize content
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This section covers how to import graphics and set up serversto fill Viz Multiplay with content ready to
be played out on the video wall.

The following topics are covered in this section:

® Setting up apreview server

® Getting started with shows and profiles
¢ Shortcuts

® Working with graphics

® Inboxes

® Working with images and videos

® Edit graphics, videos and images

6.2.1 Setting up a preview server

Viz Multiplay’s GUI largely consists of thumbnails for the elements, including video clips, images and
graphics.

The thumbnails for video clips and images are fetched by following URL s to thumbnail images served out
by the asset management system. But the thumbnails for graphics are generated on the fly by a Preview
Server, which ensures that the thumbnails contain the actual data of the elements:

Viz Multiplay uses the Preview Server configuration in the Media Sequencer. So if you use aMedia
Sequencer with a Preview Server already configured, there is no need to do anything in Viz Multiplay.

Running Preview Server

To run aPreview Server, you need a separate Viz Enginein VGA mode. A Viz Engine generating
snapshots for a Preview Server cannot be combined with other taskslike running Viz Trio or Viz Artist.

1. When aPreview Server isup and running, click Settings-> Servers
2. Enter the hostname of the Preview Server in the input field
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Settings

IL Mot Connected
Data Server : Example: http//flocalhost:2 [L Mot Connected

Media Service : Example: hitp2/localhost:21099/apifservice A\ Not Connected

Graphic Hub : Example: http//localhost19398 [L Mot Connected

3. Pressthe TAB key, Viz Multiplay will fill out the rest of the URL
4. Click Ok
5. The thumbnails should now appear in the GUI if you have graphicsin your show or playlist

Tip:

The Viz Engine will generate snapshots requested by the Preview Server. Thisis normally
done very quickly. However, it can take afew seconds before the thumbnails appear if your
show or playlist contains alarge number of elements. After that they should be cached in the
Preview Server or in the web browser, so the GUI will redraw quicker.

Tip:

Remember that the Preview Server is connected to one or more Viz Engines. These engines
are connected to one Graphic Hub database with the scenes and resources. When you later
import graphics from different sources (e.g. Viz Trio, Pilot Data Server) the scenes used in
these graphics must exist on the Graphic Hub used in the Preview Server. Preferably, you will
only have one Graphic Hub on the system containing all your graphics.

See Also

® Preview Server Administrator’s Guide 3.0

6.2.2 Getting started with shows and profiles

In aplayout situation, Viz Multiplay is an independent client. When preparing and configuring material
for playout, Viz Trio is needed to:

® |mport graphics from aViz Engine
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® Configure aViz Gateway (a MOS/newsroom workflow)
Content in Viz Multiplay is based on the Viz Trio show structure. Any show you create in Viz Triois
usable in Viz Multiplay and vice versa. However, there is one important difference: In Viz Multiplay
the content is organized in groups. The workflow in Viz Multiplay is to select agroup and control
the content in the selected group. Therefore, elements on the root level in the show or playlists are
not accessiblein Viz Multiplay.

Creating shows and profiles involves the following steps:

® Create anew show

® Createaprofile

® Create playout channelsin the profile
® View output channels

Create a new show

The first step isto create a new show.

1. Click the Open button OPEN

2. Click the Add @ button in the bottom of the dialog box
3. Givethe new show aname

4. Click Ok

The Show Pane will nhow have one tab with the same name as the show, as shown here:

] Y
HIDE OPEN SETTINGS 1-TAP

SHOW: MY FIRST SHOW! / PROFILE: (NO ACTIVE R
My first show! | +

New group

This tab displays the content of the page list in the Viz Trio show.
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Differences between Viz Trio and Viz Multiplay

Shows and page lists appear in both Viz Trio and Viz Multiplay, but they behave differently in each
program.

In terms of the page list, the difference between Viz Multiplay and Viz Trio isthat, in Viz Trio, the page
list ismostly used to host pages with unique callup codes. In Viz Multiplay, however, the pagelistisa
free structure that can contain any type of element with any name.

Another difference between ashow in Viz Trio and Viz Multiplay isthat Viz Trio displays the playlist of
elements as a tree structure while Viz Multiplay organizes the playlist per channel. So all elementsin a
group assigned to, for instance, the channel GFX2 are placed in the row representing GFX2 in the GUI.
Thisiswhy you must create and activate a profile for your show in Viz Multiplay, because the profile
contains the channels Viz Multiplay needs in order to organize the elements.

Create aprofile

Y ou need a profile so Viz Multiplay can create one row for each channel in the GUI. The profiles you
createin Viz Multiplay are compatible with any Media Sequencer client that uses profiles such as Viz
Pilot, Viz Trio etc.
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General Profiles @ Workspaces Inboxes

Profiles Channels
]

Na.. 0O Progran

Clapton-1GFX
ot-engine Activate
Composite TestProfile
3screens_test
ChannelChosingTest
Calpton 4x2 Activate
Video Walls

testgfx
3

Another profile to the list]

1. Click Settings > Profiles.
2. Create anew profile by clicking the Add © button at the bottom of the Profiles list
3. Enter the name of the new profile

Create playout channelsin the profile
There are two ways to create playout channelsin the profile:

1. Createchannels manually (usually for a non video wall scenario). In this case you must add
Viz Engines and Video Engines in the window to the right in the Profile Configuration. Then
create channelsin the middle window and drag engines over to the channels. One channel can
contain several engines.
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2. Create avideo wall. The channels and engines will be automatically created. For now you can,
for instance, create a video wall with 4 GFX channels on local host.
To create playout channelsin the profile

1. Click Settings > Profiles.
2. Click the Add O button in the Video Wallslist

Video Walls

No items to show.

3. Fill in some dummy datain the Video Wall Setup dialog
4. Click Ok

Mew Video Wall Setup

Mame : |My first video wall
Merge Into : (Mone)

Hostor IP:  localhost

fain Channel
Channel Prefix -
Screen B

Screen Columns :

Wall Offset Left -

Bezel Height :

reen Width -

r
k4
ik
b
y
b J
y
k4
r
k4
ik
b
y
b J
y
k4

External Pres
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L1 o SRS

The channelslist in a profile can be reorganized by clicking a channel, holding down CTRL
and using the ARROW KEY S to move the channel up or down. Thisisuseful if you want to,
for instance, display GFX8 on the top of the GUI in Viz Multiplay. Viz Multiplay draws the
channel groups in the order channels are found in the profile.

Now you have a profile and a show with a page list containing one group called ‘ New Group’.

SHOW: MY FIRST SHOW! / PROFILE: (NO ACTIVE PROFILE)
My first show! <

New group

View output channels

Y ou must activate the profile for this show in order to view the output channelsin the GUI.

1. Goto Settings> Profiles
2. Click the Activate button for your profile

Profiles Workspaces

Profiles

My first profile! | Active |
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Activating a profile is a Media Sequencer operation. Y ou now activate your show in this
profile for al clients with this show open. Activating a show in a profile means that the Media
Sequencer starts monitoring resources in that show, so the operation is potentially resource
demanding in the event of alarge show that contains lots of media assets. Y our show can only
be active in one profile.

6.2.3 Shortcuts

When you created the new show, Viz Multiplay created and set up a special playlist in this show called “
shortcuts’. The shortcuts playlist is aregular playlist with groups and elements.

If desired, you can use another playlist as the shortcuts playlist by clicking Settings > General. In the
Shortcuts dropdown, you can select any available playlist and use it as the shortcuts playlist.

Settings

General Profiles Workspaces Inboxes

SETTINGS FOR SHOW: "Training’
Shortouts :
Videowalls :

Graphics :

Thumbnail Size

100

Play videos locally in Program

Show status bar

The shortcuts playlist will appear in the Shortcuts Bar. Each tab here is agroup in the playlist. Create a
new group in Viz Trio or click Settings > General and de-assign it as the shortcuts playlist. Select (No
playlist set) as the value in the Shortcuts dropdown. Now it becomes aregular playlist in Viz Multiplay,
where you can add or remove groups.

The Shortcuts bar is not assigned to any special channel, as the other channel groupsin Viz Multiplay are.
Elements in the shortcuts bar play out on the assigned channel of each element. This means that if you
drag an element from the GFX playlist directly to the Shortcuts bar, the element will keep its assigned
channel. If the element has no assigned channel, it will play out on the Program channel in the profile.
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The Shortcuts bar normally contains the video wall presets, “filled” video walls (presets with content)
and backgrounds. These should be played out on the main channel of the video wall using the defaults
from Viz Multiplay. The main channel is called “A”. Right click elements on the Shortcuts bar to
check and change the playout channel.

6.2.4 Working with graphics

Now we want to import some graphics from a Graphic Hub. It is useful to open Viz Trio and verify that
everything you do in Viz Multiplay isreflected in Viz Trio and vice versa. Y ou need Viz Trio when you
want to import graphics into the show, because thisis not supported by Viz Multiplay.

InViz Trio:

1. Select Import Scenesin the Page Editor menu

’r_ N-—-w Scroll
E Show Script
Snapshot
Render Videoclip

The show workflow and the GFX workflow are the two main ways of working with graphicsin Viz
Multiplay

The show wor kflow

Thisworkflow aims to pre-create all the content needed for the Viz Multiplay operator, before the actual
show or broadcast starts. Thisis meaningful if you already have a Viz Trio workflow, or if you have
content that changes very little during the broadcast.

InViz Trio:

1. Createadl your content in Viz Trio as pages
2. Drag the pagesinto the relevant groupsin your show.
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3. Set achannel on each of the pages to make them appear in the right group channel in Viz
Multiplay.

InViz Multiplay:

1. Drag elements between channels

The GFX playlist workflow

Asyour studio increasingly becomes the location for event analysis, you can get more video wall
flexibility by allowing the Viz Multiplay operator to fill in content for graphics.

You can use Viz Trio to create default content (i.e. pages) for the graphics you want to expose to the Viz
Multiplay operator. These pages can be dragged down to relevant groups in the GFX playlistin Viz Trio.

Viz Tric 2.1.1 (Build 225600 - MSE: hendrix - Show: Training

T — |
il ojn/s| @) «| | el S 5

HEADLIME

The GFX playlist will appear as atab in the Sources Pane. After completing this Viz Trio is no longer
needed. From the GFX playlist, the Viz Multiplay operator can drag graphics into the relevant groups and
channels, quickly edit the datain Viz Multiplay and take the element on air.
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Real Madrid news
Half time analysis

Match analysis

Images

Thisworkflow isamore rapid, ‘live’ workflow where you can, for example, place aset of graphicsin the
GFX playlist (nameplates, match results, fullscreens etc.) During the broadcast or event, the Viz Multiplay
operator can drag the set of graphics out to the playout channel, fill the graphics with relevant data and
takeit on air instantly.

Create playlists for shows
A show can aso have playlists, asin Viz Trio. You can create new playlists inside the show with Viz Trio
or Viz Multiplay. A playlist is usually a subset of the pagesin the page list.

InViz Multiplay:

1. Click the Add & button rightmost on the tabs in the Show pane
SHOW: MY FIRST SHOW! / PR(

My first show! | 4

New group
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2. A diaog box appears asking whether you want to create a new internal show playlist or create a
reference to an external Viz Pilot or MOS playlist. These playlists are compatible with Viz
Multiplay.

Add Playlist

o Create new playlist
Add existing playlist

New playlist name :  Playlist

Cancel

These playlists are compatible with Viz Multiplay. The difference between internal and
external playlistsisthat the internal playlists are owned by the show. They follow the show
when exporting it and are deleted when removed from the show. The external playlists are not

owned by the show.

6.2.5 Inboxes

The inboxes are global shows that are always available in the Sources pane. They can contain any type of
element (images, clips and graphics), and the content does not have to be placed in groups.

Typical use of inboxes are:

® [or aspecia show that isatarget for Sequencer Ingest. New ingested material will then appear
automatically in the inbox, ready to be used in Viz Multiplay.

® For listing available live source elements. These can be dragged to any group channel in Viz
Multiplay and played out.

® For graphics created during the broadcast or event that are imported by a Viz Trio operator into the
inbox show. Then the graphicsis available instantly in Viz Multiplay.
To use a show as an inbox:

1. Click Settings > Inboxes

2. Create anew show or select an exisisting show
3. Drag the show over to the Inboxes list to the right
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Settings

General Profiles  Workspaces

v @ shows

v W archive
Inbox demo 1

ii'ﬂ(i\kru
014 SsNoOws
. inbox test

W material e
- me . Inbox1

Inbox2

Mark low show

4. The show will now appear in the Sources pane
SOURCES

GFX ide Inbox test Inbox1

scription Thumb...

6.2.6 Working with images and videos

To get media assets into Viz Multiplay, you need to have accessto aMAM system such as Media Service,
Viz One or a Graphic Hub REST service (images only).

When aMAM system is up and running:

Go to Settings > Servers

Enter a hostname in the input field for the service

Press TAB, and Viz Multiplay will fill out the full URL

After clicking Ok, the Media Tab in the Sources pane will contain your MAM system as a search
provider.

APwWDNPE
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SOURCES
Q Media [E Templates

Type to search..

'VICE Al items

\i7 Dne
&4 vizone

Graphic Hub

Setting asset storage

The Viz One setting is global for the Media Sequencer. Configuring this means that the M edia Sequencer
starts to monitor shows and playlists and transfers assets to the Viz Engines. In case you have aViz One
system, you also need to set the Asset Storage in the video wall dialog box.

Do so by clicking Settings > Pr ofiles and double-clicking the video wall in the selected profile.

If you do not have video walls, the Asset Storage must be set for each Viz and or Video Enginein the
list to the right. Failure to do so will result in videos not being transferred to the Viz Engine.

Configuring the Media Service

There are two ways to configure the Media Service, as explained below.
By entering the hostname in Media Service

1. Click Settings> Servers

2. Enter the Media Service URL (or hostname) in the Media Service input field
This setting is private for Viz Multiplay; the Media Sequencer is not aware of it. The Media
Sequencer will think that no asset storage is configured. This works fine, because a Media Service
is meant to host its clips on the clip root of the Viz Engine, so they do not need to be transferred.
But it can lead to some error messages from the MSE and in Viz Trio - so there is another way of
configuring Media Service.

By entering the hosthame in Viz One input field

1. Click Settings> Servers
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2. Enter the Media Service URL (not only the hostname) in the Viz One input field.
The Media Sequencer now thinks it communicates with aViz One service - and Media Service
uses the same APl as Viz One, athough no file transfers are needed. Use this method if it is OK
that the Media Sequencer is configured with a Media Service. Remember that this configuration is
common for all users of the Media Sequencer.

If you use a Media Service, al the Viz Engines must use the Media Service clip folder astheir clip root, i.
e. ashared disk. This can affect playout performance. If you have asingle Viz Engine, aMedia Serviceis
well suited to run on the same PC as the Viz Engine, and they both have access to the local clip root
folder.

If you have set up a Graphic Hub REST service you have access to images in the Graphic Hub. These
images will have best performance when playing them out because they can be pre-loaded. Images from
Viz One and the Media Service are loaded when they are played out, and that can produce a small delay.

Y ou can configure all search providers and only search in some of them by checking or unchecking the
boxesin the search provider’slist in the search panel.

SOURCES
Q Media Inbox test Inbox1

Media Service * Al items v Show meta data :
Graphic Hub g

Data Server

Viz One | 00:13 00:20
B Avid IMX30.. B Clip-with-da...

02:03

[ KDPXNUIO... B SvartePeng...

6.2.7 Edit graphics, videos and images

Viz Multiplay is not just a playout client. If ashow is carefully prepared and an asset provider is set up,
the Viz Multiplay operator can also add and edit elements during the broadcast or event. This provides for
more flexibility in the studio.

This sub-section covers the following topics:
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® Example workflow

® Editing elements

® Setting in and out pointsin video clips
® Zooming and cropping images

® Editing graphics

Example workflow

InViz Trio:

1.

4,

Prepare a show by importing scenes from a Graphics Hub into a show. These scenes become
templates in the show.

Create pages of the most used graphics and drag them to groups in the GFX playlist.

Now these pages are available for the Viz Multiplay operator.

InViz Multiplay:

During the broadcast or event, the Viz Multiplay operator selects the page list or aplaylist in the
Show Pane

Click agroup. Now each group channel is populated with the relevant elements.

The Viz Multiplay operator sees that he needs a new element (a video, an image or graphics). He
findsit in a source (the Media tab, an inbox, the GFX playlist etc.) and then drags it into the
channel where it will be played out.

The operator can now edit the element by right clicking and selecting Edit

Editing elements

Common for all operationsis that the changes done on the elements being edited are done ‘live’ on the
elements in the Media Sequencer. They are saved immediately and it is not possible to undo.

SHORTCUTS
PRESETS

Clip-with-dashes.mxf /

Channel

BT

Remove

|
i
i
!
—
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Setting in and out pointsin video clips

The operator can scrub through video clips and set new in or out points.

1. Drag avideo into the channel where it will be played out

2. Right-click the video and click Edit

3. Scrubin the timeline to where you want to set an in point.

4. Click the Set Mark Inicon or pressthei key to set anin point

EDITING: Avid_IMX30_PAL_4Ch_16bit_25fps.mxf

4

Set Mark In (i) :04 00:08 00:10 00:12

5. Click the Set Mark Out icon or press the o key to set an out point
See Also
® Editing Videos

Zooming and cropping images

The operator can add a zoom or crop effect to images.

1. Drag an image into the channel where it will be played out
2. Right-click the image and click Edit
3. Click either Crop or Animation

See Also
® Editing Images

Editing graphics
For graphics, the operator can fill in datainto the fields exposed by the scene designer.
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6.3 Setup and configure single and multiple video walls

This section deals with creating a profile and setting up and configuring the layout of one or severa video
walls representing the physical screen setup at the location. Using a separate Viz Engine as an externd
preview for the video wall is also covered.

A profile can conceptually be seen as a studio, or a physical location where you want to control content on
aset of screens. The profile can have one or more video walls - combined walls or single walls, or both.

The GUI in Viz Multiplay can quickly be crowded with alot of GFX channelsif aprofile containing
several video walls. In that case, creating different workspaces to hide channels can be a good idea.
The workspace is a private setting per Viz Multiplay client.

This section covers the following topics:

® Get started with one video wall

® Screens with different sizes and resolutions
® Combinevideo walls

® Setup and use external preview

6.3.1 Get started with one video wall

This section covers the following topics:
Set up profile and video wall

1. Click Settings > Profiles

148



2. Create aprofile by clicking the Add 0 button in the bottom of the Profileslist
Settings
General Profiles Workspaces Inboxes Servers
Profiles Channels

Name

testgfx Activate
» A

My first profile! Activate

Video Walls

_+_

3. Enter aname for the new profile

4. Create avideo wall by clicking the Add € button in the bottom of the Video Walls list

5. Enter the hostname of the Viz Engine driving the video wall, the number of screen rows and
columns the video wall consists of (this must match the NVIDIA Mosaic settings), and how many
GFX channels you need to use.
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New Video Wall Setup

Name : |Video Wall

Merge Into : (None)
Host or IP:  localhost

Asset Storage : (No Storage)
First GFX Port :
GFX Channels -
Main Channel :
Channel Prefix
Screen Rows :
Screen Columns :

Wall Offset Left :

4 4O O O

Wall Offset Top :

Bezel Width :
Bezel Height :
Screen Width :

4 4O O O

Screen Height -

External Preview :

Cancel

Currently, the Viz Engine supports up to 16 GFX channels, and you need to license the
number of channels you want to use. Do not enable more than you need. The number of GFX
channels does not need to match up with the total number of screens you have.
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Remember also to enable GFX channelsin the Viz config file. See the Viz Engine Viz Engine
Administrator's Guide for more information.

6. Enter an approximate number for the screen width and height.

These numbers can be in any units (mm, cm, pixels etc.). They are just relative numbers used
to calculate where the physical pixels should be drawn. Later on, you will use the Studio
Editor to fine tune the output, so you can leave the numbers as they arein this diaog box, if
your screen isin HD aspect (i.e. 1600x900).

The screen width and height are the dimensions of the physical rendering area, not including
the frame around the screen.
The bezel width and height is half of the horizontal and vertical distance between the screens.

7. Bezel values must first be set in the NVIDIA Mosaic settings. When that is done, the GPU knows
how large the total output dimension is. The larger the gap between the screens, the larger output
dimension. The point of setting bezel valuesin Viz Multiplay isto guide the preset designer on
where the screens are located in the physical wall, and where the ‘dead’ areas are.

The offset values are only used when combining two video wallsinto one big area. Leave the
values on 0 (zero) for now.

When you Click OK and confirm in the next warning dialog box, Viz Multiplay will create the
necessary Viz and Video engine outputsin the lists to the right, and also add them to the newly
created playout channels for this video wall. Notice that the channel list now has a channel called
A (the main channel) and a number of GFX channels.

8. Set the main channel as Viz program. All elements not containing an explicit channel will now be

played out on the program channel.

Channels

Mame O Program O Preview
&

» A

Adjust screen dimensions and bezels numbers

Now that we have a profile with a video wall setup, we should adjust the numbers we entered for screen
dimensions and bezels, so our content matches the physical screens. Thisisimportant if you have alarge
bezel value, or use multi video walls. If not, you can skip this step.

We can adjust the configuration visually in the Studio Editor, but first we need to have something to play
out in out GFX channels, so we visually can confirm where the pixels end up on the screens.

Instructions:
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1. Create anew show by clicking Open

2. Click the Add @ button. Viz Multi play will create a show with three default playlists (see
previous chapter) and one video wall config preset you can use to do the wall adjustments.

3. Click Ok

4. To usethe new show together with your profile, click Settings > Profiles

5. Click the Activate button.

Tip:

Activating a profileis a Media Sequencer operation. Y ou now activate your show in this
profile for al clients while the show is open. Activating a show in a profile means that the
Media Sequencer starts monitoring resources in that show, so the operation is potentialy
resource demanding if the show is big and contains lots of media assets. Y our show can only
be activein one profile.

arne

7. You now have avideowall tab with one group and one preset called ‘ config’ in the Sources pane
in the bottom left corner. Use this preset when you configure your video wall.
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SOURCES
ox1 E Templates @ GFX :=: Videowall
Default

config -
D 3

252 CC nfig

8. Inthe Sources pane, click the Videowall tab

9. Right click the‘config’ preset and enter the Video Wall Designer for designing the layout of the
GFX channels

SOURCES
jox1  [52] Templates  [28 GFX  §5§ Videowal

Default

config --

New group 2 Video Wall De5|gner ]

352 config

10. The GFX channelswill not match the physical screen setup the first time you open the Video Wall
designer. Right click a GFX channel and select Hide all channéls.

11. Drag channels one by one from the Channel Bin and drop them onto the areas marking each of the
screens.

For the configuration preset, it is smart to have one GFX channel per screen. This allowsyou
to see how the physical output of each screen matches with the configuration.
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VIEWPORT:

12. Savethe preset by clicking the Saveicon m

13. Click Close
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Take presetson air

Y ou are now back to the main GUI in Viz Multiplay, and you have created one default config preset. It's
time to take this on air on the main channel:

1. TheVideowall tab isasource for different presets, pre-made to quickly be used in a show.
2. Toplay out apreset, drag it onto the PRESETS group in the Shortcuts bar
SHOW: MY FIRST SHOW! f PROFILE: MY FIRST PROFILE! SHORTCUTS
My first show! <+ PRESETS

New group

New group

SOURCES

Q, Media GFX 52 viieowall

Default

3. Click it and verify that the preset now appearsin the Armed column

4. Click Take and verify that it appears in the Program column

Tip:

To ensure the preset is on air also watch the Media Sequencer console (it is smart to run the
Media Sequencer in a console during configuration). Also watch the Viz Engine console,
preferably with the Viz commands enabled.
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Adding content to GFX channels

Now that the preset is on air, we need some default content in each GFX channel. See the previous chapter
on how to get content into Viz Multiplay.

Play out an image or a scene with some distinct visual edgesin each of the GFX channels. The output may
not match each screen, especially if you use screens with a gap (bezel) between, so we may need to go
into the Studio Editor to do the final tweaking.

1. Right click the Preset in Shortcuts Bar
2. Click Video Wall Designer

Click the Studio Editor button Eﬂ
4. Inthe Studio Editor, adjust bezels and screen dimensions. The content on the video wall will
adjust live as you change the numbersin the GUI.

w
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Studio Editor
Video Wall
Offset Left O i

Offset Top O )

Screen Width 1600 Foi

Screen Height 900 )

Bezel Width 9

Bezel Height 0 9

Color correction: On/refresh Off

Show Viz expert mode

Left click in atext input box and adjust the values by holding down the mouse button and
dragging sideways.

5. When the configuration matches the physical locations and dimensions of the screens, close the
Studio Editor
6. Savethe preset.
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Colour correct DVI output

Y ou can also do colour correction on the DV output. This feature requires Viz 3.8.2 or higher. RGB
intensity can then be controlled directly on the GPU. Thisworks by letting Viz Multiplay send the
SCANOUT _INTENSITY SET (r,g,b) command to the Viz Engine, and the engine then sets the intensity
values directly on the NVIDIA graphic card.

Tips.

The color correction mode is not remembered after the Viz Engineis restarted, so you need to click “On
/Refresh” if you restart Viz Engine. The numbers are remembered so you do not need to do the color
tweaking again.

Enable the Viz expert mode to send Viz commands directly from Viz Multiplay. The dropdown is pre-
filled with some common commands, including enabling the performance bar, toggling commands on or
off in the console and sending the RENDERER JOIN_SWAPGROUP 1 command. Thisis necessary for
singlewallsaso if you want to send exact values for the colour correction, if the GUI dlider is not
accurate enough.

Itiscrucial that you test-run your scenes, clips and live sources on the video wall before going on air. Use
the performance bar in the Viz Engine to get an indication on how the performanceis. To enable this, use
the Viz expert mode to send the RENDERER SET_PERFORMANCE 1 command. A performance bar in
the bottom of the renderer window will appear, indicating how many fps the system is capable of
rendering.

6.3.2 Screens with different sizes and resolutions

The NVIDIA Mosaic setup only supports output to an X * Y matrix of screens with similar resolution.
NVIDIA aso recommends that al the screensin a Mosaic video wall should be the same model. Thereis
awork around for this limitation.

Workaround limitation relating to output only to screens with same resolution

It is possibleto trick the NVIDIA Mosaic setup to think that it outputs to similar screens, while the actua
screens are of different sizes and resolutions.

Thefollowing is an example:

not usable |

gfxl g2

| not usable

Thereal video wall has three screens, two smaller screens and one HD screen in the middle. Mosaic sees
three similar HD screens.
In the Video Wall Designer, you can now set amask on each of the screens so you can mark the active
areas. In thisway, the designer of the presets can have avisual indication of where the ‘dead’ areas are
and where the active output is.

158



1. Play the config preset out on air, with some content in each GFX channel.
2. Openthe Video Wall Designer for the config preset
3. Adjust the GFX channels until the output matches the real screen area

4. Activate the Live function by clicking the checkbox. Thiswill play out content while you adjust
the GFX channelsin the editor

CHANNEL B

o3 Live | "]
=]

5. Right click the GFX channel and click Set mask

6. Repeat for al the non standard screensin the video wall

7. Clear mask
In the case above, we set the same mask for GFX3 but did not make changes to GFX2. Thisvideo
wall setup will now have a mask so the person who designs presets can see where the active and
dead areas are.

If you disable the GFX channels (by clicking them in the Channel Bin), you will see the physical layout of
the screens:
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When dragging GFX channels from the Channel Bin and dropping them on the gray (active) areas, they
will snap to the active area, as shown here:

6.3.3 Combine video walls

In Viz Multiplay multiple video walls can be merged into one studio. Each wall is controlled by one Viz
Engine, and content in a GFX channel can then span over both walls. Each Viz Engine plays out the same
content, but different parts of it.

One use case for this feature can beto let content “fly” from wall to wall by switching between presets
where the GFX channels are placed respectively on the first and second wall, or simply to have content
span over two walls.

This feature should be tested thoroughly on actual hardware and actual content. Two physical video
walls driven by two Viz Engines can have different physical output and performance. Videos will not
be frame accurately synced.

Combine video walls

1. Click Settings > Profiles

2. Select your profile

3. Add anew video wall by clicking the Add & button in the Video wall lit.

4. Inthe Video Wall dialog box, choose the first video wall in the “Merge into” dropdown.

New Video Wall Setup

Name : Video Wall

Merge Into : (None)

Host or Ip - (None)

Video Wall

s 7~ I .

Asket Storage -

5. Enter valuesinto Wall Offset Top and Wall Offset L eft
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New Video Wall Setup

Mame :
Merge Into :

Host or IP :

SCreen Rows
Screen Columns :
Wall Offset Left -

Wall Offset Top :

Bezel Height :

Screen Width -

y
v
r
v
r
b
ik
L J
y
v
r
v
r
b
ik
L J

Screen Height :

These values are just relative numbersin any units. They indicate where your second video
wall is placed relative to the first one. Do not worry if you do not provide accurate numbers
now, you will use the Studio Editor to fine tune them visually in the next step.

6. Click OK
7. A notification appears confirming your decision to create and merge video walls.

Now this second wall will share the main and GFX channels with the first wall, so these
settings will be disabled in the dialog box.

8. Click Yes.
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Adjust the layout on the new multi video wall

1. Open theVideo Wall Designer for the config preset (In Sour ces panel click the Video Wall Tab
and then ‘config’ in the list. Then right click the config preset and click Video Wall Designer.)

2. The GFX channels will now not match the physical layout. Remove them by right clicking a GFX
channel and select Hide all channels

3. Adjust the GFX channelsto fill out each of the screensin the physical layout, if you have enough
GFX channels

4. The example below has two walls are used in the example below: a4x2 wall and a 3x1 wall
below. The numbers we entered in the config did not match up with the physical locations of the
screens, so we have to use the Studio Editor to fine tune it.

5. Go back to the main view and play out content in the relevant GFX channelsto see how it fitsthe
physical output.

6. Enter the Studio Editor and adjust the offset, bezels and screen dimensions until the output
matches the screens:
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Studio Editor
Video Wall Small wall

Offset Left 0 Offset Left 1060

Offset Top 0 Offset Top

Screen Width 1600 Screen Width 1600

Screen Height 900 Screen Height 900

B Nidth 0 Bezel Width 0

Bezel Height 0 Bezel Height 0

Color correction: onfrefresn Off Color correction: onfrefresn Off

Remember that you can adjust values in the Studio Editor by dragging them sideways with the
mouse button.

In practice, you know the layout of the physical screens before you start the configuration in
Viz Multiplay. Take some basic measurements of screen size and wall placement and enter
these numbers in the Edit Video Wall Setup dialogue box in Settings. Create the walls there
first and then use the Video Wall Designer and the Studio Editor to fine tune the values.

6.3.4 Setup and use external preview

The Armed column will give you a hint of what is ready to be played out, but not an accurate preview. If
you want area Viz Engine preview of the content ready to be played out you must configure an external
Viz Engine as a preview. Depending on how much hardware you have available, this preview can be a
simple VGA version of the Viz Engine, a Video Engine with a simulated Matrox hardware (a Matrox X.
Open dongle), or afull Viz Engine with high end graphic cards and NVIDIA Mosaic.

Keep in mind the following:
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® |tispossibleto preview live sourcesif your preview engineisavideo enabled Viz Engine with a
Matrox video card. In this case, the SDI in signals must be split to go into both the video wall and the
preview engine.

® VizTrio'slocal Viz preview can also be used as an external preview. But it is mainly used for testing
because Viz Trio’slocal preview function (reading pages) and the video wall preview will conflict.

To setup and use external preview

1. Click Settings > Profiles

2. Click on aprofile and create a new video wall inside of it

3. Thisvideo wall will represent the preview wall. If you use a Viz Engine with one screen to
preview the video wall, enter the same amount of GFX channels as in the main wall. However, set
the rows and columns to 1 and name it, for example, Preview Wall

MNew Video Wall Setup

Name :
Merge Into :

Host or |P :

GFEX Channels :
Main Channel :
Channel Prefix :
Screen Rows :
Screen Columns :
Wall Offset Left
Wall Offset Top -
Width :

il
v
ik
v
y
v
y
v
il
v
ik
v
y
v
y
v

Screen Height :

External Preview - (Mone)

Cancel

4. Click OK to generate the channels for the preview wall
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5. Double click the main video wall in the Video Wall list in your profile.
6. Select your newly created preview wall in the “ External Preview” combo box.

Edit Video Wall Setup

Mame :

Host or IP :

Screen Rows :
Screen Columns :

Wall Offset Left -

Wall Offset Top

Bezel Width :
Bezel Height :

1 E&00

Screen Width - 600

4 A AP AP 4Ap AP AP 4Ap

Screen Heigts SO0
External Previegy : (Mone)
(Mone)

Preview Wall

7. Click OK
Now, whenever you arm presets and elements (with 1-TAP mode disabled), these elements are
played out on the preview engine. In thisway, the preview engine can act asa“rea” preview for
the main wall, depending on what kind of hardware you use as a preview wall.

6.4 Presets

Presets describe the layout of the GFX channelsin the video wall. Each GFX channel can have either a
clip, agraphic element or an image. GFX channels are not bound to the size and dimensions of the
physical video wall setup. A preset can have GFX channels spanning over several screens, and vice versa-
several GFX channels can be placed inside a physical screen. GFX channels can also overlap each other.
In addition, they have an Z-order, which allows content to be combined in GFX channels that are placed
on top of each other.

The definition of presets encompasses the following:
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® Presets are regular graphic elements playing out the DynamicChannel scene, which keeps track of
the positions of the GFX channels. When you import the DynamicChannel scenein Viz Trio and
create a page from it, you are left with a preset. This element can be edited and played out from Viz
Trio aswell asfrom Viz Multiplay.

® Presets are pages in a show that are not technically tied to one special video wall configurationin a
profile. Rather, in reality, the presets of a show will not be usable for adifferent video wall setup.
Therefore, the presets that are created in a show should only be used together with one specia
profile.

The following topics are covered in this section:

® Creating presets

® Using your new presets

® Finetune size or position of GFX channels
Workflow without using the Videowall tab

6.4.1 Creating presets

1. Start by creating avideo wall setup in aprofile
2. Create ashow.

Tip:

For instructions on creating a show, see To create a new show with Viz Multiplay

3. Activate the profile
4. When you create the new show, Viz Multiplay automatically creates a specia playlist for presets.
Thiswill appear under the Videowall tab in the sources pane

SOURCES
box test Inbox1 @ GFX :=: Videowall

--

Video wall gro...

3
000086 |60 ¢E

a=s My first wall =22 A Different pre..

5. If you want to organize your presetsin groups, create afew new groupsin the Videowall playlist,
or keep the existing “Default” group.

166



SOURCES

box test In

Video wall gro...

Video wall 1

6. Create some presetsin one of the groups by clicking the Add © button.
SOURCES

1box test Inbox1 E GFX EEE Videowall

Video wall gro...

Video wall 1 3
I A8

Video wall 2 5 ‘ 6]

i=2 Preset 1

Add new

+¥

The presets created in the video wall playlist should be seen as templates. They cannot be
played out directly, unless you arein the Video Wall Designer. The purpose of this step isfor
someone to prepare a set of basic presets that can be used |ater when the content of the show
is created. The presets are created default with a 4x2 layout.
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7. Right-click agroup to connect it to avideo wall in the active profile.
SOURCES

EEE Videowa

MAIN WALL Gj;%q
SRl

SOWE A [wall- Main Wall]

SIDE WAL}
> v B [wall: Tower] EEE one blg

C [wall- Side Wall]
1

6.4.2 Using your new presets

1. Right click them in the Videowall tab and enter the Video Wall Designer
2. Inthe Video Wall designer, you can reorganize the layout of the GFX channels
3. Savethe presets when you are finished

Tip:
Play out the content in the renderer in al the GFX channels before adjusting the GFX
channelsin the Video Wall Designer. This allowsyou to click Take or check the Live box
from within the Video Wall Designer. This will automatically adjust the positions and
dimensions of the content when working in the Video Wall Designer.
e
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If you have GFX channels that should be invisible in a preset - do not disable them. In terms
of performance, it is better to drag them outside the video wall area and/or resizethemto a
smaller size.

6.4.3 Fine tune size or position of GFX channels

Y ou are | eft with some preset templates with different layouts after working with the presetsin the Video
Wall Designer.

If you need to fine tune the size or positions of the GFX channels, do the following:

Enter the Video Wall Designer and click the Take button

Return to the main GUI in Viz Multiplay

Play some content out in each GFX channel and enter the Video Wall Designer again

Now check the ‘Live’ box and fine tune the GFX channels

The output on the physical screenswill update live as you adjust the GFX channelsin the Video
Wall Designer.

o wDdh R

6.4.4 Workflow without using the VideoWall tab

This workflow is more suitable when you have afixed set of presets that can be created and prepared
before the broadcast or event, and when the Viz Multiplay operator does not heed to change any content.

1. Create ashow
2. Drag the default preset from Videowall tab into your shortcuts playlist

Note: Optional: Go to Settings > General and select (No playlist set) in the Videowalls
dropdown. Now the Videowall tab disappears from the Sour ces panel and appears in the Show

3. You now have one preset in the shortcuts playlist. Right click it and select Video Wall Designer
4. Make your adjustments and click the Save As button to save more presets.
The end result is the same in thisworkflow: A set of presetsin the Shortcuts bar, ready to control
the layout of the video wall.

SHORTCUTS

PRESETS

£82 config £22 1 and 2 big §8% 1 and 4 right

See Also
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® Shortcuts Bar

6.5 Creating prefilled walls

Presets represent the layout of the video wall. Each GFX channel has a size and a position. When you
change a preset on air, the content of each GFX channel stays the same and the GFX channel moves to the
new position.

But imagine a scenario where you play out both alayout and content at the sametime. Y ou may have a
fixed set of images, clips or graphics for a special occasion, such as an opener for a show. Or you prepared
aset of content for a news story. In that case, you want to prepare both a preset and its content and save it
asafilled preset, and let the Viz Multiplay operator play it out with one click or tap.

The following topics are covered in this section:

® Example workflow

® Preparing content for playout
® Playing out content

® Workspaces

6.5.1 Example workflow

The following is an example workflow:

1. Create anew group in the shortcuts playlist

The shortcuts playlist already contains one group called “Presets’. Now you want to have an
additional group for your pre-filled walls. This group will appear as atab in the Shortcuts bar.

2. Drag apreset from the Videowall tab to your new group in Shortcuts, or the main channel (usually

channel ‘A’).

Right click the preset and select Edit Content.

4. You can drag elements from the different tabs (Media, inboxes, the GFX playlist) from the editor
that appears down to the GFX channelsin the video wall.

w
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Q, Media

£51 Mahres linke . X

PROPERTIES EDITING: Mahre} linked to Real

6. Finaly, close the editor when the video wall preset isfilled (partly or completely) with elements.
7. InViz Multiplay, the preset thumbnails in the “Walls’ group in the shortcuts playlist should now
reflect the content put into the video wall preset.
SHORTCUTS

PRESETS WALLS BACKGROUNDS

rl.l‘

X a| O Itk

- .
Lo sl o™, i il

$51 Real Madrid $5% Mahres linked to Real

Itispossible to fill only one or some of the GFX channelsin afilled preset. The existing

content on air of the non-filled GFX channels will then stay on air when a partly-filled preset
is played out.
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6.5.2 Preparing content for playout

Initializing
Graphics should beinitialized before the broadcast or event. Initializing means that the renderer will load
into memory all resources needed to play out the graphics, so they will appear instantly when taken on air.

Initialize a show

To initialize the show, click the I nitialize button. If you hover the mouse pointer over the button, the
progress of the initialization will show in the tooltip.

&t]

INITIALIZE

All scenes loaded on the
renderer

Clean up the renderer

Clean up dl video walls or a particular wall in aprofile. Cleaning up awall unloads al the resources from
the memory of the renderer, which may be necessary periodicaly.

See Also
® Cleanup

Arming
Y ou can arm elements, which means preparing them to be played on air, in Viz Multiplay. Armed videos

are prepared by the MSE, so the first frameisready in the renderer. Images and graphics are not pre-
loaded in any explicit way. To arm elements, disable 1-Tap mode so the Armed column becomes visible.

Armed elements are visiblein all Viz Multiplay clients connected to the same MSE. If two operators want
to arm their own private content on the same channel, ready to be played out, they will conflict. To resolve
this- it is possible to select different workspaces for the two operators. Armed elements are visible per
workspace - so if the first operator has activated his own workspace, his armed elements are not visible for
the second operator in another workspace.

6.5.3 Playing out content

There are several ways of playing out elements in the renderer. The simplest way isto click an element,
which sendsiit to the armed column or directly on air if 1-Tap mode is enabled.
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It is possible to select elements manually from one or more groups and click Take Selected or Arm
Selected. You can de-select elements by holding down the CTRL key.

Viz Multiplay also has another, more story-centric way of playing out elements:

1. Organize your materia in groups, for example one group per story.

Tip:

Each group can have one or more elements placed in the order they will be played on air.
Elements can also be assigned to the channel where they should appear.

2. Thefirst element in each channel will be selected when the operator clicks a group (story)

3. Now all the selected elements can be played out or armed by clicking Take Selected or Arm
Selected

4. The selection now jumps to the next el ement in each group

5. When this procedure is repeated, Viz Multiplay can be used as atool for sequential playout of
elements ordered in a story-centric fashion.

Tip
There should always be a preset on air when using Viz Multiplay with video wall presets. The
preset element plays out in the middie layer on the main channel of the renderer (normally
host:6100). The GFX channels will not show without a preset on air.
6.5.4 Workspaces

The workspaces can be used to adapt the GUI to one specific role, such as the anchor in the studio or the
person responsible for playing out a part of the video wall. In each workspace it is possible to hide
channels that should not be visible for the Viz Multiplay operator.

The main channel should often be hidden from the user. The main channel of avideowall is used to play
out the presets, which are usually located in the Shortcuts bar. It is therefore not necessary to populate or
show the main channel (normally called ‘A’) in the GUI.

To hidethe A channel:

1. Goto Settings > Workspaces

2. Create anew workspace by clicking the Add © button in the Workspaces list

3. Add the names of the channels you wish to hide by clicking the Add € button in the Hidden
Channelslist

Hide multiple channels by right-clicking the Hidden Channels panel and selecting the relevant
channels from the context menu. See Hide channel context menu.

4. Enter the name of the channel to hide
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Thiswill hide the channel regardless of which profileisactive. If you hide channel “A” in the
workspace, the channel called “A” will be hidden for all profiles you activate.

5. Activate the workspace by clicking the Activate button

Profiles Workspaces Inboxes Servers
Hidden Channels

A
VideoWallWorkSpace
B

Presenter

Demo

Current

Example workflow

A nice workflow isto create a workspace where you hide all GFX channels and only show the main
channel. In addition, remove the shortcuts playlist and increase the thumbnail size to 200. Then you can
drag presets from the Videowall tab over to the A channel and fill them with content. Y ou will then have a
GUI where the operator can control full walls, but not individual elements.

Only the main channel is visible in this workspace, and the thumbnails have a maximum size. With one
click or tap, the Viz Multiplay operator can now toggle complete walls with layout and content.
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6.6 Working with Viz Pilot and MOS content

This section covers integrating Viz Multiplay with Viz Pilot and MOS playlists. In addition, it deals with
setting up a Pilot Data Server directly in Viz Multiplay.

The following topics are presented here:

® VizPFilot playlists
®* MOS workflow
® Pilot Data Server

Definitions and how-to add playlists.

® |nternal playlists (show playlists): These are owned by the show. They are exported together with
the show, and they are deleted when removed from the show. Viz Multiplay automatically creates
threeinternal playlists when creating a new show: Shortcuts (for often used presets), GFX (for
source graphics) and videowall (for source presets that can be dragged into the show or into
shortcuts).

® External playlists: These are playlists created by an external system such as Viz Pilot or aMOS
playlist from a newsroom system. These playlists are not owned by the show, but they are only
referred to from the show. They will look like internal playlists, but they will not be deleted when
they are removed from the show.

® Toaddaplaylist, click the Add © button to the right of the tabs in the Show pane. Y ou can now
choose between adding an internal or external playlist.

6.6.1 Viz Pilot playlists

Y ou probably have created one or more Viz Pilot playlists if you have already set up your Media
Sequencer in aViz Pilot workflow.

These playlists can be added as external playliststo your show:

1. Click the Add € button to the right of the tabs in the Show pane
2. Click Add external playlist
3. Browseto the playlist you want to add and click Ok

Organize elements in shows and playlistsin groups to ensure that they appear in Viz
Multiplay.

Y ou cannot edit the elementsin this type of playlist if the Media Sequencer is set up with an
Oracle connection to the Viz Pilot database. Then you must use Viz Filot to edit the elements.

Y ou can, however, edit the elementsin aViz Pilot playlist by right clicking an element and selecting Edit
if the Media Sequencer is set up to connect to a Pilot Data Server (which can be backed either by an
Oracle database or a Viz Graphic Hub). The elements are then put back to the database through an HTTP
connection to the Pilot Data Server. The Media Sequencer will detect this change and update the element
in the Media Sequencer automatically.
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6.6.2 MOS workflow

The Media Sequencer contains one or more MOS playlistsif set up in a Newsroom workflow connected to
aViz Gateway. The Media Sequencer is responsible for communicating with the Newsroom system
through the MOS protocol and keeping the MOS playlists up to date. The changes are reflected
immediately in Viz Multiplay.

These playlists can be added as external playliststo your show:

1. Click the Add € button to the right of the tabs in the Show pane.

2. Select Add external playlist

3. Browseto the MOS playlist you want to add and click Ok
Initially, the MOS playlist will be empty. To request it from the V1z Gateway, right click the MOS
status label and select Request.

MOS:
Release

SOURCE Request

Q, Media |34 Templates GFX =2 videowall
p

The Media Sequencer will now take ownership of the MOS playlist and update it live whenever the
rundown changes.

The MOS playlists are organized in stories (groups), so the elements will be visible in Viz Multiplay. Each
story will become one group in Viz Multiplay. Clicking the group will expose the elementsin the group,
organized per channel. Elementsin aMOS playlist are owned by the newsroom system, so they cannot be
edited. However, it is possible to drag them from one channel to another channel.

Assign Channel

In Avid INEWS, you can specify the playout channel by right clicking the item in the story and selecting
Assign Channel.

176



Wadrid offer contract to Leicester City star Riyad Mahrez in bid to s

E]

caM [sHor [ForMAT  |crAPHICS [cH [vID-ID [sTaTU [READ [SOT: [TOTZ

[pacE [raL [sLue
002 |feal Madrid coffer
| 003 Vazquez crucial to
| | 004 Urging Barcelona t
| 1 oos Granada agoalkeeper
SelectAll Cirl+A
Farmat »
Hide Production Cues
Insert Production Cue Alt+lns
Insert Primary Shift+Alt+Ins
Cut Production Cue Shift+Cirl+alt+X
Copy Production Cue Shift+Ctri+Alt+C
Edit Production Cue... Cirl+Enter
Explore Production Cue... Shift+Alt+E
Play Production Cue 3
Launch Link to Machine Control Shift+Al+L
Delete Production Cue Alt+Del
Assign Channel... Shift+Alt+C
Production Cue Dugation... Shift+Al+D
Replace from Plugin 3
Specity Device »
Titling... Shift+Cirl+T

0:
:00
: 00
: 00
100
:02
: 00

(=g =ji=]F=0)=}}=]

oo

0:
:00
: 56
149
:00
=00
126

MO OO o

oo

0:
: 00
: 5
14
0
: 02
:2¢

MO OO O

0¢

>

SHOT FORMAT  GRAPHICS READ: SOT: TOTAL BACKTIME CG
| | 10:00|[0:00]0:00]|
ITER VID-ID CH STATUS TAPE § TIMECODE ATR-DATE
. ( .

*pilot [GFX3]
logo bright.j

Real Madrid
Pg

*pilot [GFX3]
Logo.Jjpg

Real Madrid

When the Media Sequencer receives the MOS playlist, it sets the channel on the elements so Viz

Multiplay can organize them under the right channel in the GUI. This channel must exist in the active

profile. Elements without a channel will appear under the channel set as the Program channel.

Write channel to newsroom system

If you drag aMOS element in Viz Multiplay to another channel, it is possible to write the new channel
back to the newsroom system. This feature must be enabled with Viz Trio:
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User Interface
General
Keyboard Shortcuts and Macros
Text Editor
Page List/Playlist
Paths
Local Preview
User Restrictions

Output

Graphic Hub 10.211.112.37 10640

Viz Pilot Database

Database Settings PILOT COLUMBUS

Picture Database

[#]

Connectivity =
Intelligent Interface
GPI
VDCP
MCU/AVS
Socket Object Settings
Proxy
Viz One

Import/Export Settings

Y ou can release the MOS playlist from the Media Sequencer by right-clicking the MOS status bar and
selecting Release. The Media Sequencer will stop updating the playlist for all clients connected to this
Media Sequencer, so exercise caution when releasing a MOS playlist.

6.6.3 Pilot Data Server

Viz Multiplay can connect to a Pilot Data Server if oneisinstalled on your system. In which case, it can
use the graphics directly without using an external Viz Pilot playlist.

To set up this workflow, both Viz Multiplay and the Media Sequencer must be configured to use the same
Pilot Data Server.

In Viz Multiplay

1. Goto Settings> Servers
2. Enter the URL or hostname to the Pilot Data Server in the Pilot Data Server input field

Tip:
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If you only enter the host name, press TAB and Viz Multiplay will auto complete the full

Profiles Workspaces Inboxes Servers

Preview Server :
Viz One :

Pilot Data Server : | http/my_pilot_data server-8177//service
Media Service :

Graphic Hub :

3. The Templates tab will appear in the Sources paneif Viz Multiplay connects to the Pilot Data
Server
SOURCES
Q, Mediz Templates GFX =2 videowall

COMNCEPTS TEMPLATES

VizOpusCl1 | ¥

CATEGORIES

(Mo Category) Banners
out
Fullscreen
[ ]
Logo/Bug/Teaser i All out i% Banners

Lower3rd

k

oS = 5 1
'1:.

[ s |
s Butterfly

The Templates tab not appearing after configuring the Pilot Data Server URL in Viz
Multiplay probably means that the URL is unreachable. Type the URL in abrowser to seeif
you can connect to a Pilot Data Server.

The Templates tab contains the Viz Pilot concepts and templates. Drag a template over to the
playlist area. Now Viz Multiplay will create anew Viz Pilot database element and insert a
reference to it into the Media Sequencer. The Media Sequencer is responsible for connecting to
the Viz Pilot database and insert it into the Media Sequencer so it can be played out. The Media
Sequencer will also keep the element up to date whenever someone changes the database element.
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To setup the Viz Pilot connection in the Media Sequencer:

1. Go to http://mse\_host:8580/app/pil otdbconfig/pilotdbconfig.html in a browser
2. Then add the host and port to the Pilot Data Server in the config GUI.

When you edit the Viz Pilot elementsin Viz Multiplay (right click and select Edit), the changes
are sent directly to the Viz Pilot database through HTTP. The Media Sequencer will detect this
change and update the element in the Media Sequencer automatically.

6.7 Using a switcher

This section covers using a switcher to control elements in the Media Sequencer. The switcher must
support the PBus protocol.

A switcher provides an alternative to using the user interface to perform an action such as Take or Out on
an element.

6.7.1 Background

The Peripheral Bus (PBus) protocol enables controlling the Media Sequencer from a switcher using a
seria interface and afew simple commands. The hardware hookup is a seria line running from the
switcher to the Media Sequencer machine. Since PBusis a one-way protocol, data flows only from the
switcher to the Media Sequencer. The Media Sequencer supports three commands: Recall, Learn and

Trigger.
Switcher > MSE Viz Engine
PBus

Wiz Multiplay

The workflow is as follows:
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® The switcher sends a L earn command with and 1D to the Media Sequencer. This means that the
Media Sequencer now is ready to connect this ID to an element.

® The Multiplay operator selects an element (a preset, a video, graphics, image etc.).

® The Media Sequencer has now connected the ID to an element.

® The switcher later sends a Recall command with and ID to the Media Sequencer. Now the Media
Sequencer is ready to perform an action on this element.

® The switcher sendsa Trigger command with a number representing an action. The Media Sequencer
performs this action on the recalled element.

6.7.2 Configuring the Media Sequencer

From the Settings > General tab in Viz Multiplay, click the PBus Switcher Config button. A new
browser window opens with the configuration application.

Enabled

Mote : ke ou might need to Disable and Re-Enable the PBus handler
Port :
Device
Baudrate :
Stopbits :
Databits :

Parity :

4k 4@ 4k 4k

Flowcontrol :

Consult the manual for the switcher to find the settings that enable communication between the switcher
and M SE. The Device number must match the device number of which the switcher sends commands to,
because the switcher can be connected to multiple devices. Commands can thus be sent from the switcher
to one or multiple devices, by specifying the device number when sending the command.

There is no established connection between the switcher and the Media Sequencer, so it is not possible to
test whether the connection is up or lost. The best way to test the connection is to send a Learn command
from the switcher and monitor the result in Viz Multiplay. If a successful Learn command is sent from the
switcher, a panel appearsin Viz Multiplay. The following section explores thisin more detail.

Y ou may need to disable and enable the PBus settings to make them take effect in the Media
Sequencer. Click the Enabled checkbox twice.

6.7.3 Learning elements

A learn panel replaces the clock when the switcher successfully sends aLearn command to the Media
Sequencer. This happens for al Viz Multiplay clients connected to the Media Sequencer.
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Drag any element from the Viz Multiplay GUI onto the learn panel. The panel then disappears. When this
operation is done - the dropped element will be connected to the ID given from the switcher. This
completes the "learn" operation. The dropped element is now "learned" by the switcher, and can later be

recalled with the given ID.

Verify and monitor learned el ements by opening the PBus Config application.

1. Click the PBus Switcher Config button in the Settings > General tab in Viz Multiplay.

‘Demo Show'

L T TN TS

Hige the Trio page li

Thumbnail Size

200

nfirm before Out Al

. Play videos locally in Program
. Enable CUE buttons in Armea

status bar
Rememper collapsed channels per group

Disable channel state

o

aging Config :

2. Click the Recallstab, which contains alist of all the elements learned by the switcher.
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i= one_full screen

Profile: Clapton

= Full wall

Prefile: Clapton

i# 1 and 4gfx full

Prefile: Clapton

A

6.7.4 Recalling and trigger

When the switcher wants to control alearned e ement, it sends a Recall command with an ID. The PBus
Config will then mark the recalled element.

i one_full_screen

Profile: Clapton

A

= Full wall

Profile: Clapton

A

i# 1 and 4gfx full

Profile: Clapton

Now the recalled element is ready to receive actions. The switcher then sends a Trigger command with a

number representing the action it wants to perform. The actions and their associated numbers defined
default by the MSE are listed in the Actions tab.
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Action
Take

Continue

Out
Cue

Pause

Configure switcher actions differently by editing the number associated with an action. For instance,
the switcher sends a Trigger command with ID 0 to take an element on air, click the ID to the left of
Take and changeit to 0.

6.8 Using Graphic Hub image staging

This section covers using the Viz GH ImEx Agent, a Graphic Hub staging mechanism that automatically
transfers images from URL resources to the Graphic Hub.

The agent downloads and prepares the URL resources with the suitable compression level before
transferring them to the Graphic Hub. This means they use minimal resources on the renderer when taken
to air, playing out without any framedrop.

This section covers:

® Required components
® Configuration and setup
®* Workflow in Viz Multiplay

6.8.1 Required components
The workflow requires:
® Viz Graphic Hub
® Viz Graphic Hub REST service

® Media Sequencer version 5.0 or higher.
® TheViz GH ImEx Agent

6.8.2 Configuration and setup

Install and configure ImEX over three steps by installing the ImEx Agent, creating an image staging folder
and setting a publishing point.
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This procedure requires the following components to be installed: Media Sequencer 5.0 or higher, the
Graphic Hub and the Viz Graphic Hub REST service.

Install
® |nstall the Viz GH ImEx Agent.

Create image staging folder

Create afolder in the Graphic Hub where images should be staged to. Click here for instructions on how
to create afolder in the Graphic Hub.

Set publishing point
Use the Viz GH ImEx Agent to set up a publishing point to the folder through the GH REST service.

1. Enter the URL to the Viz GH ImEx Agent, then click Options and GH REST Hosts.

@ Graphic Hub ImE

(7]

2. Click Add GH REST Host.
3. Select aserver or enter the service document from a GH REST AGENT manually.

6.8.3 Workflow in Viz Multiplay

Enable media transfers via the ImEx Agent using the Viz Multiplay interface.

1. Click Settings > General, then click the GH ImEXx staging config button.
2. The configuration application opensin anew tab in the browser:
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u StagingConfig

& c 0O |® hendrix;8580/app/StagingConfig/StagingConfig.html

ImEx Staging Configuration

n Enabled

Sratus : [l

Server : | http/hendrix

Publishing Paint :

The Server field contains the URL to the Viz GH ImEx Agent. This service is usually found
on port 19390 on the host where it isinstalled.

3. If the connection is good, the Publishing Point dropdown is populated with possible Graphic Hub

backends, where the images will be transferred.
4. After activating a show profile, the Media Sequencer monitors images in the show and transfers

from the URL source to the publishing point.
5. During the publishing operation, the progressis shown on the image, as shown here:

M Image for Stage Testi
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Set the L og level to avalue between 0 and 100 to adjust the amount of log messages from the Image
Staging handler on the Media Sequencer. A higher level will generate more log messages. This can be
useful when inspecting the system during debugging. The log messages appear in the Media
Sequencer log.

The Revert button will undo any local changesin the config window. It will not reset anything on the
Media Sequencer.

The Apply button will apply the current settings to the Media Sequencer.
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7 Troubleshooting

This section liststips for troubleshooting the Viz Multiplay application. Also, see the Related Documents
for help with other Vizrt products.

This section contains:

® Known Issues

® Tricksand Hints

® Frequently Asked Questions
Troubleshooting

7.1 Known Issues

Known issuesin Viz Multiplay:

® Thumbnailsfor graphics with video texture will only display the graphic.

® Running Cleanup also cleans up the Presets scene. Therefore, after a cleanup, you must run a Preset
before running other elements. To do this, click on a Preset.

® Do not initialize while one air, as this can result in alag in the graphics output.

® |f aplaylistisactivated by aViz Trio client, then it will be deactivated if that Viz Trio client shuts
down, and Viz Multiplay will lose its active profile. Always set the Active Profile for aplaylist in
Viz Multiplay.

® Viz Multiplay does not support videos with overlay graphics.

® Using color correction together with abezel in the NVIDIA Mosaic setup will require Viz Engine
3.8.3.

7.2 Tricks and Hints

® Tricksand Hintsfor Viz Engine 3.8.2 or later
® Tricks and Hintsfor NVIDIA Mosaic
® Performance | ssues

7.2.1 Tricksand Hintsfor Viz Engine 3.8.2 or later

Make sure you read and follow the recommendationsin the Video Wall Configuration section of the Viz
Engine Administrator’s Guide.

® To get better performance, start viz.exe with parameter -w. In addition, set the setting
create_default_renderer = 1 in the config file.

® To see commands:. “send MAIN SHOW_COMMANDS ON”.

® |f video clips and transitions flicker, send the command “RENDERER JOIN_SWAPGROUP 1”.
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® Remember that playing clips requires that all that frame rates and refresh rates match the videos -
both in Clip in formats, renderer format and on the actual physical screens.
® To see performance, send the command “RENDERER SET_PERFORMANCE 1”.

7.2.2 Tricks and Hints for NVIDIA Mosaic

Common Requirements

® Turn off Aero (thisiswhat actually introduces tearing, but it removes unaccounted visual stutters)

¢ All monitors connected to the GPU must be identical models and running at identical resolutions
[refresh rates. Y ou can not have a different resolution/model ‘control’ monitor connected to the
system without introducing tearing in at least one of the displays.

® |f possible, the monitors should be combined into asingle large virtual monitor using Nvidias
Mosaic.

® Only have one window rendering. If you are outputting to multiple monitors use asingle large
window that covers your entire desktop, not one window per monitor.

Quadros

® When setting up Mosaic, be sure to not move monitors around using this dialog. Due to a driver bug
this will disable the Preset you are trying to use in the next step. If your monitors are connected in
reverse, change the connections manually.

® |nthe Nvidia Control Panel, go to the "Manage 3D settings' page and select "Video Editing" as the
profile/preset to be used.

® Ensure the Windows taskbar is not on top of your display window.
We have tested our system with an external blackburst sync signal, if you try to use anything else
than NTSC or PAL as sync format the screen will start to flicker.

For normal 50 Hz European format use PAL.

7.2.3 Performance | ssues

This section covers the following topics:

® DynamicChannel scene
® VizBoldVideo wall setup
® Background loading of images (performance)

DynamicChannel scene

The DynamicChannel scene must be seen as atemplate. It must never be used in the distributed version. It
must be modified by aViz Artist expert on location to match the customer system.

Thiswill improve performance significantly:

® In DynamicChannel, disable or preferably remove al GFX channels not in use. (The default
DynamicChannels scene has 16 GFX channels, of which eight are disabled.)
In addition, during the playout situation:
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Before going on air, "warm up" (take) all the scenesthat are going to be taken. Initializing is often not
enough. Scenes should be taken on air and out again at least once on their GFX channel. The next time
they are taken, Viz Engine displays them without affecting the overall performance.

Alwaystake a preset on air before the show starts. Never take presets out. There should always be a preset

onair.

Video wall setup
Configuring avideo wall setup is not straight forward. Make sure you read and follow this advice.

There are many factors impacting the performance of avideo wall driven by one Viz Engine, so try
experimenting and fine tune the setup with real content and real constraints.

Background loading of images (performance)
Support for background loading of images was added in Multiplay 2.2.

Thisfixes abug that froze the video wall for notable periods. This arose when a fullscreen image was
added to a show and taken to air without initializing it first. While downloading the image, the Viz Engine
would then block the renderer and render the image, causing the wall to freeze.

Requirements

® Background loading of images requires the latest official Viz 3.8.3.62368 build (or later) on the

official FTP.
® The#13 version (the scene version bundled with Multiplay 2.2) of the DynamicChannels scene must

be present in Graphic Hub.

Images froma HT TPresource (Viz One and Media Service) can till cause asmall framedropin
the renderer, but at least the renderer will download it in the background and not block for along

Preparation of imagesin GH
Images from Graphic Hub should not cause any frame drop in the renderer if they are background-loading
compatible. This means they should be DXT1 or DXT5 compressed images.

To check whether a GH image is background loading compatible:

1. OpenViz Artigt, locate it in the server tree.
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2. Right-click theimage and choose Check for Background L oading.
To make a GH image background loading compatible:

Open Viz Artigt, locate it in the server tree.

Open the image by double-clicking it.

Choose Convert Format in the left menu.
Choose DXT1 or DXT5 in the menu that appears.
Saveit.

g wdNPE

7.3 Frequently Asked Questions

® Does Viz Multiplay support video walls with non HD aspects?

® Dol haveto upgrade Viz Engine or Media Sequencer to use Viz Multiplay?
® Dol need Viz Trioto set up Viz Multiplay?

® Canl useVizPilot instead of Viz Trio?

® What isthetechnical limitation of playing HD clips?

® Doesthe playlist update after changes in the newsroom system rundown?

® Can Viz Multiplay play out graphics created via Viz Pilot templates?

® Can Viz Multiplay open aplaylist from Viz Pilot?

® Can Viz Multiplay open aMOS rundown? What is the workflow?

® How do | run movie clips?

® Canwe havelive input in one of the monitors or across a group?

® Can | use atouch screen monitor in my live-to-air control room?

® Can Viz Multiplay be controlled by Viz Mosart, VDCP, Viz Trio or Viz Pilot?
® Can Viz Multiplay be integrated into a newsroom/M osart/Pilot workflow?
® Canweuse Socia TV asasource for Viz Multiplay?

® Dol needaViz Oneto feed Viz Multiplay with clips and images?

7.3.1 Does Viz Multiplay support video walls with non HD aspects?

Aslong as the video wall can be set up with NVIDIA Mosaic, Viz Engine will see the total resolution of
the wall as one renderer area. For video wall setup, see the Video Wall Configuration section of the Viz
Engine Administrator’s Guide.

If the GFX channels has non HD aspect, thisis the matrix of what Viz Multiplay support:

Type Viz Multiplay 1.1 Viz Multiplay 2.x
Images No * Yes**

Videos No *** No ***

Scenes Yes Yes

® (*) The StillAndVideo scenein Viz Multiplay 1.1 uses MaxSize pluginsto try to box images into the
GFX channel. This does not work outside the HD aspect.

® (**) The StillAndVideo scenein Viz Multiplay 2.0 can box any image aspect into a GFX channel of
any aspect. It will not stretch the image, only fill out the height or width of the GFX channel.
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® (*) Videosin Viz Multiplay 1.1 and 2.0 are limited to the broadcast formats and aspects supported by
the clip channelsin Viz Engine.
Playing out both images and videos in non standard formats is possible though, with heavy
modifications of the StillAndVideo scene and in VDOM. Contact Vizrt Support for more details.

In the profile config of Viz Multiplay - you can set the aspect of each GFX channel. This only affects the
way we draw the thumbnailsin the GUI - so if GFX7 is assigned to 32:9 content, the thumbnailsin this
channel ook better. There is no need to explicitly set this aspect for playout.

7.3.2 Do | have to upgrade Viz Engine or Media Sequencer to use Viz Multiplay?
The video wall features require Media Sequencer 3.0 (3.1.1 recommended) and Viz Artist 3.8.2.

7.3.3Dol need Viz Trio to set up Viz Multiplay?

A Viz Trio client is not strictly needed for Viz Multiplay. If you are using Viz Multiplay for clips and
images only, you may not need Viz Trio.

However Viz Trio isrequired if you need to:

® Import graphicsfrom aViz Engine
® Configure aViz Gateway (a MOS/newsroom workflow)

7.3.4Canl use Viz Pilot instead of Viz Trio?

No. Viz Trioisrequired for some of the setup mentioned above.

7.3.5 What isthe technical limitation of playing HD clips?

Thetechnical limitation of the number of channelsis 16, depending on the video board.

See Also

¢ Hardware Requirements and Recommendations

7.3.6 Does the playlist update after changes in the newsroom system rundown?

Yes. It isthe Media Sequencer that communicates through the MOS protocol with the newsroom system
(ENPS, iNews etc.). Any update is handled by the Media Sequencer, and the playlist in Viz Multiplay will
automatically display the changes.

7.3.7 Can Viz Multiplay play out graphics created via Viz Pilot templates?

Yes. Create a Viz Pilot rundown with the graphics, images and videos you want to play out. The playlist
will automatically be available in Viz Multiplay.

7.3.8 Can Viz Multiplay open aplaylist from Viz Pilot?

Yes. Add the playlist to the show with the Add button on the Show pane. Once open in Viz Multiplay, the
playlist updates dynamically, asit is changed in Viz Pilot.
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Click the Add & button in the Show Pane to open an existing external playlist.

7.3.9 Can Viz Multiplay open a MOS rundown? What is the workflow?

Y es, you can add any external playlist to the show - so both the show and the added playlist(s) are
availablein Viz Multiplay. In this way the user can, for example, have a show with video wall presets and
other more permanent elements, and add a MOS rundown or a Viz Pilot rundown to this show to make the
MOS/Viz Pilot elements available too.

7.3.10 How do | run movie clips?
Simply click or tap them and they will either be armed or played directly on air.

7.3.11 Can we have live input in one of the monitors or across a group?

Y es. Custom scenes with alive input source must be created in Viz Artist and imported by Viz Trio as
regular pages. These pages can be placed in the inbox show and then dragged into any channel.

7.3.12 Can | use atouch screen monitor in my live-to-air control room?

Viz Multiplay can easily be operated for playout on touch devices, but it is not advisable to do editing on
them. We have found Firefox to have the best touch screen experience when using Viz Multiplay.

7.3.13 Can Viz Multiplay be controlled by Viz Mosart, VDCP, Viz Trio or Viz PFilot?

Not realy. The Media Sequencer does not support detecting the last taken element per channel. This
means that even though a playlist can be controlled by external triggering or a control client, Viz
Multiplay will not detect elements taken on air, and the elements will not show up in the Program or
Armed column.

7.3.14 Can Viz Multiplay be integrated into a newsroom/M osart/Pilot workflow?

No, not in Viz Multiplay 2.x. Contact Vizrt Support for more information.

7.3.15 Can we use Social TV asasource for Viz Multiplay?

Yes. Social TV createsregular Viz Trio pagesin ashow that can be opened or used as an inbox in Viz
Multiplay, so the elements can be controlled by Viz Multiplay.

7.3.16 Do | need aViz Oneto feed Viz Multiplay with clips and images?

We do recommend having a Viz One or a Media Service installed and configured on the Media
Sequencer. It is aso possible to use a Graphic Hub REST service as a source for images.

7.4 Troubleshooting

® The Viz Engine output keeps going black randomly

® When | run Viz Enginein fullscreen my graphic quality downgradesto SD
® Video transfer from a search result to a GFX channel stays on 0%

® Video transfer from a search result gives errors
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® The search panel looks disabled and it returns an error about Viz One

® My clips/graphics do not appear on the output engines when | put them on air
® No thumbnails for my graphics appear in Viz Multiplay

® The show opens but doesn’t display any stories or content

® | have set up profiles but get an error about No Viz/video program

® Problemsrunning Preview Server

7.4.1 The Viz Engine output keeps going black randomly

If you are using your Viz Engine as a preview server you may see this behavior. Use another Viz Engine
to serve out thumbnails.

7.4.2 When | run Viz Engine in fullscreen my graphic quality downgradesto SD

This typically happens when using multiple screens. Verify that Video wall/Multi display is set correctly
inyour Viz Engine.

Go to Viz Configuration > Video Output > Video wall/Multi display, and set thisto “active”.

7.4.3 Video transfer from a search result to a GFX channel stays on 0%

This can happen if Media Sequencer hasn’t grabbed the information for asset storage(s).

To resolve this either:

® |nViz Multiplay, go to Settings > Genera > Active Profile, and set it to No Profile, and then back to
the one you were using. Thiswill reinitiate al transfers. Or,

® InVizTrio, set the pagelist to inactive, and then active again, which reinitiates all transfers. Then in
Viz Trio, confirm that videos can be searched for, added to the playlist and played out.

7.4.4 Video transfer from a search result gives errors

ARDFTP and ‘No destination available' errors can occur when there is an error with the publishing point
in Viz One. Verify that your Viz One can FTP into your Viz Engine.

7.4.5 The search panel looks disabled and it returns an error about Viz One

Viz Multiplay can’t access Viz One. This could be because there is no network connection to the Viz One,
or because thereisincorrect host or login information.

InViz Trio, verify the Viz One configuration by going to “ Search Media” and performing a search. In Viz
Multiplay, when you get the Viz One popup, use the same credentials as you used in Viz Trio.

7.4.6 My clips/graphics do not appear on the output engines when | put them on air

Always double check that the elements can be played out from Viz Trio. Also, run the Media Sequencer in
aconsole (not as a service) to get more information on what’ s wrong when taking elements on air. The
messages in the Media Sequencer console are often very useful.
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7.4.7 No thumbnails for my graphics appear in Viz Multiplay

The Media Sequencer produces the thumbnail URLs for the elements, so it needs to have a Preview Server
configured:

1. Goto Settings > Serversin Viz Multiplay, and verify that a preview server host is set.
2. When Viz Multiplay is loading, inspect the network traffic in the browser and look for the
reguests to the Preview Server. Check the HTTP response, which contains an error message.

7.4.8 The show opens but doesn’t display any stories or content

If aViz Trio show contains elements which are not within a group, then they will not be visiblein Viz
Multiplay. The show may appear empty in Viz Multiplay, even though the Viz Trio show contains
elements.

Create agroup in the show and move elementsinto the group.

7.4.9 | have set up profiles but get an error about No Viz/video program

The error may look like “ No Viz/video program for this entry. Please check the Viz/video program output
configuration” .

This means that an element has been added to a channel that does not support it (eg. adding video to a
graphics channel or vice versa). This can also occur if aprofile is selected which does not have a program
channel. Also try to deactivate the profile and reactivate it again.

7.4.10 Problems running Preview Server

To troubleshoot the Preview Server, go to the debug page for the Media Sequencer on http://mse\_host:
8580/debug and browse to your show elements. Do you see thumbnails on this page? If nat, click on the
thumbnail and you will get an error message. Y ou can also inspect the network traffic in the browser (in
Chrome and Firefox by pressing F12 and going to ‘ Network’) when loading the show in Viz Multiplay.
Inspect the HTTP response of the broken Preview Server regquests. This should give you a hint as to where
the problem lies.
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