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17.4.6.15.5 REGEXTEXT
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17.4.6.15.7 TEXT COMBINER
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17.4.7.1  ANGULAR DISPLAY
17.4.7.2  ART-NET
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1 HAZARD WARNING
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Gefahrenhinweise:

Betreiben Sie das Gerat nur in Innenrdumen und vermeiden Sie den Einfluss von
Feuchtigkeit,Staub sowie Sonnen- oder andere Warmebestrahlung. Offnen Sie
das Gerat nicht, es enthalt keine durch den Anwender zu wartenden Teile.

Die Steckdose muss nahe der Einrichtung angebracht und leicht zuganglich sein.

Hazard information:

This device is to be operated indoors only and to be kept away from the influences
of humidity,dust and sunshine or other radiating heat sources. Do not open the
device. It does not contain any parts to be maintained by the user.

The socket-outlet shall be installed near the equipment and shall be easily
accessible.

Awertissements de danger:

Installez I'appareil dans un endroit & I'abri de la chaleur, de I'hnumidité et de la
poussiére. N'exposez pas l'appareil directement aux rayons solaires ou a des
sources de chaleur telles que radiateurs, fours, etc. Ne pas ouwrir I'appareil, il
contient aucun composant a maintenir par I'utilisateur.

Le socle de prise de courant doit étre installé a proximité du matériel et doit étre
aisément accessible.

Vorsicht! Explosionsgefahr bei unsachgemallem Austausch der Batterie.
Batterie nicht ins Feuer werfen!

Caution! Danger of explosion if battery is replaced improperly.
Do not throw the battery pack in the fire!

Attention! Il existe un risque d'explosion si la pile n'est pas correctement
remplacée. Remplacez lapile uniquement par une pile identique.
Ne pas jeter les piles au feu.

Verbrauchte Batterien gehdren nicht in den Hausmuill! Entsorgen Sie diese in Ihrer
ortlichen Batteriesammelstelle!

Used batteries are not to be disposed of with the house-hold waste! Please
dispose them at your local battery collection point!

Ne pas jeter les piles aux ordures menageres (loi relative aux piles et accu).
Veuillez rapporter vos piles usagees dans un centre de collecte agree.

Entsorgungshinweis:

Gerat nicht im Hausmilill entsorgen! Elektronische Gerate sind entsprechend der
Richtlinie fir Elektro- und Elektronik-Altgerate Uber die ortlichen Sammelstellen fur
Elektronik-Altgerate zu entsorgen.

Instructions for disposal:

Do not dispose off the device as part of household garbage! Electronic devices are
to be disposed of in accordance with the guidelines concerning electrical and
electronic devices via the local collecting point for old electronic devices.

Instruction pour I’ élimination des dechets:
Ne jetez pas I'appareil en fin de vie avec les ordures ménagéres, mais déposez-le
a un endroit préw a cet effet par les pouwoirs publics pour son recyclage.
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2 CONFORMITY AND ELECTRICAL INFORMATION

Electrical Information

AC Input:

100VAC / 240VAC
12/ 6A (max.)
50/60Hz

Warning! This is a class A device. Operation of this equipment in a residential area is likely to cause
harmful interference in which case the user will be required to correct the interference at his own
expense.

Please see below the declarations of conformity and compliance statements for Player and Server
hardware. Please contact the support team if you need documents for other hardware e.g. the SMPTE
Link, NET Link, software dongles, or if you need them in German or another language.

Pandoras Box Server Conformity
The Pandoras Box Server devices (including the models Server Dual, Server Quad and Server Broadcast;

hardware revision 2) are ETL and CE certified. The devices comply with FCC Rules and Regulations as
Part 15 devices, as well as Industry Canada standard ICES-003.

€ 7
L ",
—
ETL Listed

qb Conforms to

. | ANSI/UL STD 60850.1
— CERTIFIED TO
Intertek  ¢,n/csa 510 £22.2 No.

4005936 60950-1

FCC and ICES-003 compliance statement

FCC, part 15, Class A erification:

This equipment has been tested and found to comply with the limits for a class A digital device, pursuant
to part 15 of the FCC rules. These limits are designed to provide reasonable protection against harmful
interference when the equipment is operated in a commercial environment. This equipment generates,
uses, and can radiate radio frequency energy and, if not installed and used in accordance with the
instruction manual, may cause harmful interference to radio communications. Operation of these
equipment in a residential area is likely to cause harmful interference in which case the user will be
required to correct the interference at his own expense.
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conlot GmbH
Richard -Byrd-Sr. 1%
SOEZS Kaln § Garmany

coolux

A CHFEISTIE COMFPAMY

e +d49221 995120
fa + 45 221 005 12 222
raillcoohur.de

Declaration of conformity taccording to EN 1S0/ IEC 17050-1:2010) v cocur. de

Wea, manufacturer

coolux GmbH
Richard-Byrd-Str, 19
50829 Kéln
Deutschland

Declare under our sole responsibility, that the product including options and accessories

Product: Pandoras Bax Server
Articles: Dwal Server LT/ STDY PRO, Quad Server LT/ STOV PRO.

Broadcast Dual Server LT/ STDY PRO, Broadcast Quad Server LTV STDV PRO
Manufacturer: coolux GmbH

to which this declaration relates, is In conformity with the following standards and directives

2014/35EU Low Voltage Directive
2014/30/EU EMC Diractive

EN 60950-1-2006+A1 1+Al+AL12+42

EN 55022:2010

EN 550242010

EN 61000-3-2:2006 +A1:2009 +A2: 2009
EN 61000-3-3:2008

RoHS Conformity

Through intermal design controls and supply chain declarations, the described praduct has been verified
to comply with EU RoHS Directive 201 1/65/EU

Thig dasiarafion carifies canformance witl the sbove meanfiored dings fives. Affinmation of atfiibufes @ fege) sense & mat
includad.

Kdln, 14.04 2016

City und Date

Geschdfsiiihee: Gany Ramers Lhst - |d Mr: DE 230800045 Bankwerhindurg: Knessmorkasse Koin IBAN: DE 31 3706 (2958 0000 0621 29
Stewmrmummer: 21757 18/1243 Amtsgercht Kiin, HRE 51649 BLZ 370502 08, Konto 62129 SIWIFT - B0 COKEDETD
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Pandoras Box Player Conformity

The Pandoras Box Player devices (including the models Player Dual and Player Quad) are CE certified.

q )5 ¢

19



(PAN DORAS [EJe)%

corlun GmbH
Richard-Byrd-Ste. 19
BOEZS Kiin | Germany

ccolux

A CHISTIE COMPANY

|l +4F 221995120
fas +49 22] 995 12 222
maildeonlux.de

wwrw. Cooluz. de

We, manufactures

coolux GmbH
Richard-Byrd-5tr. 19
BOB20 Kéln
Deutschland

Declare under our sole responsibility, that the product including options and accessories

Product: Pandoras Box Player / Workstation
Articles: Dual Player, Quad Player, Workstation
Manufactures: conlux GimbH

to which this declaration relates, is in conformity with the following standards and directives

2014/35EL Low Voltage Directive
2014/30/EL EMC Directive

EMN B0950-1:2006+A1 1+A1+A12

EM 55022:2010

EM 55024:2010

EN 61000-3-2:2006 +A1:2009 +A2:2009
EN 61000-3-3:2008

ReHS Conformity

Through internal design controls and supply chain declarations, the described product has been verified
to comply with EU RoHS Directive 201 1/65/EU

This declaralion cerfifies conformance with ihe above mantionad directives. Affirmalion of attributes in & fegal sense (s nol

{HCID coolux GmbH
Kéin, 14.04.2016 P L]
A gl2 2x2
City und Date
Gesc hirtsithner: Gamy Remars Usl « |d Nr.: DE 2308045 Bankverbindung: Kreitaparkssis Kiln IEAN: DE 31 3706 0295 0000 DE21 25

SheuEmumimer: 2100 TR248 Armlsgericht Kien, HRB 51649 BLZ 370 502 99, Koo 62129 SWIFT - BIC: COMEDES
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3 WHAT'S NEW ?
[Rev 13338] - Version 5.10
++ NEW PRODUCT STRUCTURE ++

Pandoras Box version 5.10 introduces a product structure with
new products. In the long term these will replace old licenses
and hardware but at present the license structure supports old
and new licenses equally. All products purchased or upgraded
after May, 2" 2016 represent the new product structure.

For existing products nothing changes with the installation of
version 5.10 at first sight. At second sight you might notice that
the number of Layers or Sequences has increased.

Note that the software features of all Servers have been unified and include the Server PRO features
with unlimited Audio, Graphic, Video Layers and since 5.10 unlimited Sequences. Existing Server
PRO products are upgraded automatically. It is possible to upgrade a LT or STD Server.

Same applies to the software Players: The software features of the Player PRO, STD and LT have
been unified and include the Player PRO features with more Audio, Graphic, Video Layers and since
5.10 multi-license Sequences. Each license unlocks an additional Sequence in the same way as the
layer count is multiplied. Existing Player PRO products are upgraded automatically. It is possible to
upgrade a LT or STD Player.

DUAL and QUAD Players are automatically upgraded to represent the Hardware Player features with
more Layers and four Sequences. Compact Players are automatically upgraded with two Sequences.
Last, the software features of all Managers have been unified and include the Manager STD features
with 8 Sequences and the option to have unlimited ones. Existing STD and PRO products stay
unchanged, whilst it is possible to upgrade the Manager LT.

All products have now unified software features with the exception that each product group (Server,
Player, Compact Player, Software Player) is available with a different number of Output layers. The
hardware is separated into the categories ULT, PRO, STD and LT.

The Product Oveniew chapter' %%’ includes more detailed information and an oveniew table' %8’ with all
products and their features.
[Rev 12803] - Version 5.9
++ NEW KIOSK MODE: A SIMPLIFIED USER INTERFACE ++
Pandoras Box version 5.9 comes with a new Kiosk Mode. The
idea behind the Kiosk Mode is to offer a selection of Pandoras

_ Box features including our playback standards within a simple,
00026 dotoutloop easy-to-operate interface.

P D 5
o) | When a PB Player or Server software is installed, you can start

| the Kiosk Mode through the Start Menu > Programs > Coolux. In
the View menu you may activate "Show Playlist" to view and edit a selection of videos or images. The
File menu offers the commands to load a single file, save or open existing playlists. More settings
can be found in the Configuration menu: audio playback, general options or output settings. The
output settings depend on the originally installed license. A Dual Server offers for example the option
to set up an owerlap, softedge and warping for a maximum of two outputs.

In sum, the Kiosk Mode offers an interface for user-operated installs such as nightclubs or similar.
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++ MANAGER PREVIEW GOES FULLSCREEN ++

The preview in the Manager is now able to be toggled into fullscreen when
previewing a Camera or Output. This is of interest for all who like to preview a site
without loosing pixel accuracy. The new feature also applies to so called non-local
nodes, e.g. when using a Player as a master and programming on a Server client.
In both cases, the coolux watermark appears in the fullscreen preview irregularly.

Manager
Preview

Full Screen

In addition there is an improvement when working with two (Dual View) outputs on the Master PC. In
earlier versions it was only possible to render the preview on the primary output. Now, it is visible on
any output! Note that it can only swap between outputs. It's not possible to see it on two outputs at
the same time.

Last but not least, we made it easier to toggle Cameras and Outputs into the preview. Right-click
them in the Device Tree and choose "Load in Preview".

++ REVISED PATCH TAB AND NEW PATCH TEMPLATES ++

For Pandoras Box version 5.9 we revised the Patch tab
completely. In addition we introduced the possibility to create,
apply, export and import patch templates. This allows easier and
faster workflows when patching Pandoras Box layers with DMX
addresses and remote controlling them with a lighting console or
the like.

In the Patch tab you decide to include a layer in the patch by ticking the check box next to it. The
number to the left is the total number of patched channels in this layer. To exclude a parameter from
the patch open the layer and uncheck the according check box. Note that the total patch count
drops. When you have decided for all layers, you can patch them from the top to bottom with a "Start
Address". Enter the start address for the site to affect all layers included in it at once.

The most used workflow is to decide once which parameters are included in a layer patch and apply
this to all layers. To meet this requirement we introduced the possibility to copy and paste a patch or
to create and apply patch templates. As described above, check or uncheck parameters from a layer,
then right-click the layer and choose "Patch > Copy". On another layer choose "Patch > Paste".
These options are available in the Patch tab as well as in the Device Tree.

Alternatively, you can choose "Patch > Create Template" on the first patched layer. In the Project
tab, there is a new folder "Patch Templates" into which your templates are saved. Here, you can also
edit the template, i.e. adding or removing parameters and renaming the template. To patch another
layer according to the template drag it onto a layer in the Device Tree or Patch tab, alternatively right-
click the template and choose to apply it to a selection of layers.

At last, you can create a folder and drag a Video Layer template into it (followed with one for the
Graphic Layer, Camera Layer etc). Now you can drag the folder onto a site and all layers will patch
their parameters according to the template.

You now simply assign different starting addresses for all sites and all patched parameters will have
unique DMX addresses. You can do this in the Patch tab as described abowve, or by right-clicking a
site in the Device Tree and choosing the option "Patch > Set Patch Start Values". The entire patch
state (parameters and channels) can be exported as a csv file when right-clicking on a site (or layer
or parameter) and choosing this option. You may want to exchange this with the lighting desk
operator.

When you hawe created a layer template or folder with various layer templates and you like to use it

again, you will find the options to export and import templates in the Project tab. Note that in a new
project, you will now be able to adjust your patch without the need to work in the Patch tab itself.

22



[PAN DORAS [Ele)%

++ NEW CUES TAB ++

In Pandoras Box version 5.9 you
Mame Note Type Time Countdown may now find a new tab, the Cues
tab. It gives you a great oveniew of
all cues in your sequence and
allows fast changes. In addition,
you can also export the information
about cues as a csvfile.

Scene 1 Play

Pauze

With a right-click in the title line,
Play ’ you can adjust which rows show

& jump back Jumnp i 3 =i according information: Cue ID,

Name, [Internal] Note, Type, Time,

Countdown, Jump/Wait [Time], Target [Time / Cue].

When adding or editing cues in the Sequence tab, changes are displayed instantly in the Cues tab,
and vice versa. To edit a cue in the Cues tab, click in the according cell, e.g. Name from Cue2, and
enter your changes. You can also multi-select cues and change them at once.

When right-clicking on a cue, you can either choose to "Select Cue in Sequence" to display it in the
Inspector, or you can choose to "Jump" to its position in the Sequence. Additional options are to
"Add Cue at Current Time" and to export the entire cue sheet as an excel or csv file.

++ NEW TIME MONITOR TAB ++
Tirne Maonitar: [1] seql Besides the Cue tab, version 5.9 introduces the "Time Monitor"

tab. You can choose to display the Sequence Time, the System
Time or the Countdown for the next cue. Or you open three Time

00 . 0 -1 . 24 . -1 8 Monitors and display all time editions. Of course you can adjust
. . . the size of the new tab, or as known from previous versions,

break it out 2% the main user interface. The new layout can be

Sequence Time -

saved to a view 257,

++ NEW LAYER TYPES: PARTICLE AND TEXT LAYER ++

With this version we introduce new layer types for all Player and
15] Particle System [2D] 1 Senver editions. To add a new layer type, go to the Device Tree
E]| [2.16] Text Input 1 tab, right-click on the site and choose to "Add (multiple)
Device(s)" and the type.

The Particle Layer has significantly reduced layer parameters and one Particle System with a Particle
Emitter already applied, hence its ready to be used.

The Text Layer is a common Video Layer which only accepts Text Assets as a media.

By the way, it is still supported to drag Particle Systems or Text Assets to a normal Video Layer.
The new layer types simply provide an easier workflow or save the number of Video Layers. All new
layers can be added unlimited times. So, on a system with a reduced amount of Video Layers, you
can now add an unlimited number of Text Layers for example to display scrolling text.
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++ ADJUSTABLE LINE HEIGHT FOR LAYERS IN SEQUENCE ++

In the Sequence tab 2% you can now adjust the line height of a
shown layer or device.
At the end of the button bar?8", there is a "Line Height" button
that lets you choose between Standard, Medium and Large. For
i@ opg;  Medium medium or large line heights parameter keys can not only be
dragged to the left or right, which changes their time, but also up
and down, which changes their value. To do this, hold the Shift
- key down whilst dragging the key. In addition to that small
feature, keys from the "Bezier" type show their Bezier handles
when being selected. Again, you can drag them in the sequence directly.

Line Height

Standard

In the Sequence section '** from the Configuration tab '3, there is an initial value for the Line Height.

++ ADDED CONFIGURATION OPTIONS ++

Murnber of creaked Layvers: In the Configuration tab'3?, there are various new options.

Yideo: Light: One of the most important ones is to enter the number of

o "Created layers" per site. This describes how many layers

’ exist initially when creating a new site in the Device Tree

Browser:  Text: articles: 168 From the number of existing layers you can choose

0 i 0 which ones to show and which ones to hide. So to provide
a faster workflow, you can now adjust the number of

16

existing and shown layers separately.
In addition, it is a recommended method to reduce the number of existing layers to save time and
disk space when saving a project, especially when working with a big amount of Players or Servers.

++ ADDED HARDWARE SUPPORT: 3D MOUSE INPUT ++

Jdconnexion:

Any Pandoras Box master versions now support the product SpaceNavigator from 3Dconnexion. In
short, this is a mouse device that allows to navigate in three axes (position and rotation).

After installing the driver, go to the Configuration tab '3 > 3D hardware and enable the new mouse
input. Now you hawve the choice to either control selected layer(s) with it, or to control the camera
selected in the Preview tab'?32. Note that the mouse input alters the parameters relatively, not
absolutely.
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++ NEW PARAMETERS ON OUTPUT LAYER: BLEND MEDIA AND PIXEL WARP ++

EBlend

For the Output layer, there are two new parameters. The first one is the "Blend
000_softedge png Media" and allows for custom softedge. Drag any image format that describes
your softedge preferences, e.g. a softedge following a curve. Preferably the image
is black and white as it is multiplied to the entire image from the Output. Note
that all other Softedge parameters have no effect when using the Blend media!
With the "Warped" check box, you can decide whether the blend media should
be affected by keystone adjustments or the warp mesh that is applied to the
Output or not.

"Blend Media" is available on all Server and Player editions, excluding the Player
LT.

'f I|.|'|I|I ar| l:| B |:|

The second new parameter "Pixel Warp" is for internal use and will be described in the future.

[Rev 12383] - Version 5.7
++ NEW VIDEO FORMAT SUPPORT: HAP CODEC ++

Pandoras Box version 5.7 now supports three additional formats
of the Hap codec family: Hap, Hap alpha and Hap Q.

H&P alpha. mowy [- Technically, these formats are comparable to the DDS snappy
H&AP. oy [-] image sequence formats: DDS, DDSA and DDS with YCoCg.
HAPO. This is in regards to image quality, file size and playback
performance as well as to the necessity that the width and

height of the video is divisible by 4.

++ ADDITIONAL CODEC INFORMATION IN FILE INSPECTOR ++

With the support of the Hap codec, we also introduced a small
new feature for the File Inspector '°°. When clicking on a *.mov
file in the Project tab?*®, the Inspector now displays additional
information regarding the codec included in the mov container.
When using the Hap codec, the inspector shows that the "Frame
Type" is "Hap" in that case. The Frame Type can only be
displayed, when the codec is supported natively by Pandoras Box, i.e. is not loaded via the
Quicktime Extension which also consumes more performance.

The native support of mov codecs includes now the Hap family as well as the coolux codec "% of
course.

Regarding the coolux codec, you can either render a mov file or an image sequence. In both cases,
clicking on the *.mov file or the image sequence file, the Inspector displays the current file format,
e.g. "BMP with alpha" or "DDS (in snappy)".

Frame Type: Ha

Conkains Audio:

++ NEW LOOP OPTION IN CLIP INSPECTOR ++

Yideofaudio Only;: Imagine, you have a video on the timeline and after playing it

ok Ta Tire back you like to keep the last frame as a still image on the
screen.
v Loop
Pre Rall: First, you change the length of the container in the sequence,
then you select the container and look in the Inspector 2°2. You
will find a new check box called "Loop". Per default this option is
on, resulting in a looping video when the length of a container is longer than the clip itself. When
deactivating the "Loop" option, the last frame is hold.
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[Rev 11903] - Version 5.7
++ SYNCHRONIZED AND 4K LIVE INPUT ++

Current Pandoras Box Server hardware can be customized with DVI or SDI input cards. For the SDI
input cards this revision offers the possibility to synchronize genlocked input feeds with the same
resolution and framerate. This is of interest for a "mask-and-fill" setup or for creating a larger format
like a 4K texture. For a Dual SDI card, you can synchronize both feeds from the same card. For a
QUAD SDI card, you can synchronize two pairs (the first two and the last two) and for the QUAD 3G
SDI card, you can in addition synchronize all four inputs.

To synchronize two or four inputs: Pandoras Box Master > Assets tab'” > choose the Client with
the card and open its "Live Input" folder. Drag all feeds into the Project tab 248 select them there and
make a right-click to choose to synchronize them.

To create a 4K input texture: Pandoras Box Master > Assets tab '®” > choose the Client with the
card and open its "Live Input" folder. Drag only the first feed into the Project tab 248, and there, right-
click it to choose to toggle into 4K mode.

Note: The icon of the Live Input in the Project tab will change if the synchronized or 4K mode is
activated.

Important: The coolux input card driver installer includes a new version 5.16. 5.16 is only mandatory
when you like to use the new SDI input features. There is no need to update, when you like to use the

SDI inputs the way you used to.

Very important: Please do not update yet when you use DVI inputs. Currently there is an issue with
Dual Link signals!

++ MORE FLEXBLE VIRTUAL SITES ++

Wirtual Site Virtual Sites 226 combine several Clients to one
. Site to fasten the programming workflow. This
Wirtual Site greatly used feature is now more flexible, as it is
possible to create a Virtual Site of unalike
Clients. For example, you can now sum up a

- ILLALY SERM QUAD Server and a DUAL Server, as long as
Open in Virtual Site ) both are PRO or STD or LT editions, meaning
that the different number of cameras or output

I Skark:

]

does not matter any more.

[Rev 10386] - Version 5.7
++ NEW QUICKTIME COMPONENT / COOLUX CODEC ++

coolux has developed a codec for use on PC and Mac. With this codec, content artists can directly
produce image sequences for Pandoras Box without any further transcoding step. Keep in mind that
image sequence playback is mainly aimed for SSD based systems. Pandoras Box is able to
playback uncompressed image sequences. So if the sequence was rendered in an according
lossless file format, you can play it back without any quality loss as Pandoras Box never compresses
files internally!

More information about the coolux codec in general 1'%
the description about the Quicktime Converter).

and the codec settings "7 in detail (including

++ NEW IMAGE (DE-)COMPRESSION: SNAPPY FORMAT ++

With this revision we now support a new format for images and image sequences %9 .snp files. The
tools Dome Master 32, Splitter'®8, Image Converter®3® and the new Quicktime Converter''” offer to
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save images using the snappy format. Pandoras Box itself can playback the format.

To be accurate, the snappy format is actually not an image format itself but a compression library
offered from Google. So if you have a .jpg, .png, .bmp or .dds image, snappy compresses the file size
but keeps the available quality as it simply reduces the file data. If you work with .snp files, the saving
or reading process does not need more time, as the (de-)compression works in highspeed and real-
time. In other words, Pandoras Box can decompress snappy image sequences on the fly.

The result is a much smaller file size whereas the size difference depends on redundancy in your
visual content, such as alpha channels or same colors in motion graphics. This way you gain a lot
more drive space which is especially interesting for SSD systems as their drives normally offer less
space.

++ NEW TOOL: THE QUICKTIME CONVERTER ++

e Corvn Naturally, it is not recommended to playback .mov files with

: g8 Pandoras Box due to several reasons, e.g. synchronization. The
Quicktime Converter "7 enables you to convert .mov files, for
instance if the content has been rendered and delivered in that
format and there is no time to render it again.

You may find the Converter along with all other coolux tools
(Warper; Matrix Patcher,...) in the "Tools" menu.

Choose "Convert Single File" or, in case you have multiple files,
"Add Files to batch" and select the original .mov file(s). The
Convwerter requires an installed Quicktime Player. Keep in mind that .mov is a container format not a
codec itself. Thus, the container can contain any common or uncommon codec. To convert a .moyv,
the codec used in it, must be installed on the PB system as well.

As a next step, choose the format into which the file(s) should be converted. For instance, you may
choose the .avi format or to render an image sequence.

++ COLORIZABLE LAYERS ++

00030 oA 0:00 IFEI]l  The new Pandoras Box
version offers the
possibility to colorize
¢ layers and other

(T oo devices. The color is
seen in these tabs:

- Device Tree 68

- Sequence %°

- : 182
v Include in Store Ackiy - Device Viewer

Mute External Inpuk

Simply select a single or
multiple devices (i.e.
Video Layers, Cameras,
etc) to open the Video and Graphic Layer Inspector 208, There you click on the color field and choose
any new color. The button "Reset" applies the default color again.

HEEEEEE B ®[G[E

Muke Audio

++ PANDORAS BOX SUPPORTS KINET ++
With this version we introduce the support of a protocol called KiNET. KiNET is a lightweight UDP/IP

based protocol used to communicate via Ethernet with Philips Color Kinetics light fixtures and power
supplies. The KiNET settings are available in the Matrix Patcher ’®” only.
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++ NEW SHORTCUTS ++

The following shortcuts have been added or changed:
- CTRL + F: enters or leaves the fullscreen mode
- CTRL + A: selects all entries in a playlist 22°

- CTRL + T: calls the Assets tab' 137

See here all keyboard shortcuts for a Master system %2 and for a Client system 2%°.

++ VERSION 4 PROJECT CONVERSION ++

There is a considerably improved import / conversion of older Pandoras Box projects saved under
version 4.

Before, the entire timeline was missing. Now, all sites and devices, as well as cues, containers and
other timeline settings are converted. Please note that still there are elements that are not possible to
be imported:

- Layer Effects (version 5 introduced the Aeon FX engine
- some Layer Parameters 2?8 (e.g. Rotation) as version 5 offers two parameters for constant and
continuous rotation, instead of one

- Presets %2 in general as version 5.1 introduced a new type of sequence presets not based on active
values

- DMX patches 2 as version 5 offers new FX and other parameters

136)

Depending on your project, there might be further attributes. Please check and edit the converted
project thoroughly to make sure it works as you expect.

++ BLEND MODES AVAILABLE ON PLAYER ++

Until this version, the Blend Mode parameter was only available on Serers. It is used to determine
how two layers are blended into each other. The default called “Normal” simply hides the lower layer
with whatever is present in the top layer. With other modes you can for instance "add" the top layer's
pixels to the ones from the lower layer, or set up a Mask and Fill combination.

All Player version have now the included this Blend Mode. More information about Blend Modes 315...

++ NEW HELP ICONS IN THE USER INTERFACE ++

Configuration The sub sections in the Configuration tab now contain a small question mark
icon. When you click it, the manual opens and displays the according
information for this configuration section. So, if you wonder what a specific
check box or option does, simply click the help icon next to it.

ned

1 Project)
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[Rev 10045] - Version 5.7
Please find below descriptions for the most important features and new hardware devices. Not
mentioned are minor settings as this version comes with an exceptional amount of small but helpful
changes. Most of the new options and settings can be found in the Inspector of each item and in the
right-click menus. For additional information, see the changelog (e.g. C: \Program Files (x86)
\coolux\Pandoras Box... Rev 9929)

++ VENUE SITES: The new way of previewing content by rendering it directly on your digital 3D stage +

Undoubtedly the coolest feature in version 5.7: Venue Sites. In
difference to normal sites a Venue Site is never a real Player or
Senver. The purpose of a Venue Site is to render your
programming (of real sites) on 3D objects that form a virtual copy
of your stage. That turns the Preview tab from being an abstract
image to a very real representation of what is happening on
stage.

Regarding real clients, you include them into the sequence by
dragging them from the Assets tab''3” or from the Device Types
tab "7 into the Devices tab'®®. You render content on them by spreading media files to it and
assigning these resources to layers. With respective settings (opacity, scaling, effects) the resources
appear in the 3D space of Pandoras Box. Whenever a Camera Device sees a resource, it renders it
as part of its camera texture. Then this texture is send to the Output Device to be re-rendered with
the output settings (warping, keystone, softedge). This texture is the real output of your graphics card
and is connected to a display device.

Regarding Venue Sites, you include them into the sequence by dragging them from the Device Types
tab '8! into the Devices tab'68. You render content on them by routing textures to it and assigning
these textures to Venue Layers. A valid texture is either a camera or output texture from a real site. It
can be a real media file too. Mind, that the site needs to be toggled into the preview. Besides the
texture, you would mostly apply a 3D object to a Virtual Layer too. The object represents a part of
your stage. This can be for instance a flat 2D object representing a display, or it can be a curved
object representing a curved projection screen, or it can be a chair object, moving head object, human
object. From that point on, the render pass is the same as above. The Venue Layer is captured by a
Venue Camera which sends its own texture to the Venue Output, again offering the known output
settings. But the Venue Output does not send its result to a real display but to the Preview tab.

You may also preview a Venue Camera and animate it on the timeline. This way you can fly through
your 3D stage and look at the content from different angles. Of course you can always export this
animation using the Video Export feature 287,

As with other sites, all settings for Venue Sites can be kept as active values 3% or be stored to the

timeline 264 in form of containers. Or you remote control them using for instance the Widget Designer
864

There is the possibility to (roughly) simulate projectors including the deformation when hitting
screens. That is what makes keystoning and warping necessary. Softedging can be roughly
simulated too.

First, add a light layer %82 to your Venue Site. The light represents the projector. The light controls
like position stand for the projector's position and the field of view, represents the lens FOV. The
projectors image is of course a texture from another site. Now you need another Venue Layer with a
3D object that represents the real screen. Apply a light effect 48 to the layer to "receive" the
projector's light.

A sample project can be found in C:\coolux\content\projects\VenueSites_Training_Stage
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++ ADDING MULTIPLE CAMERAS AND ENHANCED CAMERA FEATURES ++

er: Dutput 2 It is now possible to add multiple cameras to your Serer site
Dbject and connect them individually to the output. The number of
outputs is still determined by your product, e.g. two per Dual
Server license.
Up until today, there was a fixed pair: one camera per single
output. Whatever was seen by this camera was automatically
routed to the Qutput Device °%7 as the "camera texture". Now
you may choose to add another Camera Device 8 per right-
click onto the respective site (Server). Regarding the routing,
you may decide what camera sends its image to the Output
Device. The Device Controls tab offers a new field, right-click
into it and choose your camera. Similar to assigning different images to a graphic layer, you may
store the different camera textures as containers to the timeline 264.

hdatriz

helatrix

Find new individual settings including the size of the camera texture in the Camera Inspector?'#. This
allows for higher (or lower) resolution for rendering the individual passes which helps in many
applications: First Pass Anti alias, Flexible texture mapping, Video Export 28", ...

The navigation in the preview tab developed to be more direct which makes the orientation in preview
tab easier and more efficient. First of all, you may now choose to preview a camera just as you used
to do with an output (right-click in Preview tab > Select Preview 237). Then the chosen camera view
can be navigated similar to the global preview 23, It is a great time saver that the navigation changes
reflect as active values for the controls of the Camera Device. By storing these to the timeline, you
can create great camera fly-through animations in a glimpse of an eye. Another option is to create
accurate views, e.g. top view, site view, isometric view, particular video export view etc.

++ REDESIGNED PREVIEW ++

The new Preview tab?3? renders camera wireframes 2% with
improved design. Per default they are now more plastic and
overlapping cameras / outputs can be identified easier. You may
adjust the camera's wireframes in the camera Inspector?'#, e.g.
set the color and transparency for individual cameras.

Secondly, the rendering from 3D objects has been reformed:
object default color, grid appearance and a default light source can be set up to meet your needs.
Last but not least the new preview puts forward with an adjustable grid marking the XZ-plane to make
it easier to orient in 3D space. Find these settings in the Configuration tab > Preview Display 15" (also
accessible through the right-click menu of the Preview tab).

++ TEXT INPUT OFFERS NEW OPTIONS AND DESIGN ++

This version comes with a completely re-designed text editor 277,
The Text Input Resource now offers enhanced formatting options
including the possibility to assign different font styles withing the
same resource. There is also an automatic horizontal and / or
vertical scrolling and offset option.

In addition, it is possible to have an unlimited amount of text or to
use a continuous text input.

Create a text input as usual (right-click in the Project tab > Add Text Input), the Inspector tab now
offers new options and the button "Open in Resource Editor". There you may find the full scope of
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possibilities.
You may need .net 4 installed for using the new text input plugin.

++ AUDIO INPUT, AUDIO RECORDING, AUDIO ROUTING ++

Level Testfile -15dE 48kHz Steren.way The latest Pandoras Box audio feature development makes it
possible to input ASIO sound as well as HD-SDI embedded
audio, opening up a whole new world of real-time media
compositing.

You may input ASIO sound and route it to any ASIO output by
assigning the input to the according ASIO track. This means that
audio inputs can be arranged on any Pandoras Box timeline, or
can alternatively be triggered via external commands.

k Millisecs.

Audio delay settings are available per Resource, Layer or on Clip
Lewvel. That enables you to set up different delays for different

output signal chains.

Next to the feature to input, route and delay audio inputs, it is possible to record ASIO inputs via the
Video Recording tab 284,

++ NEW HARDWARE: COMPACT PLAYER AND COMPACT STATION ++

The Compact Player is a 9.5" wide and 1.5 rack units high. It is a
i5 hardware running a Win7 operating system. It is equipped with
a 120 GB SSD hard drive and an NVIDIA graphics card (GT640
GPU 1Gb dedicated RAM). The systems RAM is 2GB.

The Compact Player comes with an included Compact Player
license (no sequence, 2 Video Layers, unlimited Graphic Layers, 1 Output).
The Compact Station can be combined with any other additional license, e.g a Manager, Player
(multi-license), Widget Designer...

The allowed playback performance is 2 x 1920x1080 for MPEG2 or DDS image sequence.

Regarding audio support, the Compact Player license has no included ASIO Tracks as other licenses
do. Eventhough the hardware does not natily support ASIO, to install the ASIO4ALL driver is
possible. When using this driver, coolux cannot guarantee synchronization. Audio playback on Video
Layer (with MP3, WMA, WAV format and embedded sound) is supported.

The connections in the back and front:
1x DVI Out (DVI-D Single Link and Dual Link, DVI-A)
1x HDMI Out (incl. Audio Support)
1x GB Net
5x USB (2x USB 2.0 (black) + 3x USB 3.0 (blue)
1x eSATA (red)
1x DC Power IN, external 19V PSU
2x Mini Stereo Jack Out, 1x Mini Stereo Jack In, 1x Optical Toslink Out (so far not supported)
1x SD Card Reader
Read more...
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++ NEW HARDWARE: NET LINK ++

The NET Link is a modifiable interface device build to:

- provide sensor information as input signals to Widget Designer
864 or the Warper 78 and / or

- control relays by sending output signals.

Through these programs sensors can control layer and sequence
parameters in Pandoras Box ' %4'. In return, Pandoras Box can
trigger the devices too.

Regarding the hardware features 74, the NET Link is a
customizable device and comprises:
- a housing: choose between the small chassis depicted above or the 19" rack module
- min. one processor unit
- changeable boards: coolux delivers the NET Link ready-to-use as ordered by you. However, you
may modify the NET Link by changing the boards at any time. Currently, seven boards are available
covering analog and digital boards as well as input and output ones. Show examples... 70

The Calibration Link is a small NET Link device equipped with two analog fibre input boards for the
input of 16 fibre cables (single-core, diameter of 0.98mm?). It is specially designed for an automated
re-calibration of a projection setup, e.g. in a fixed installation where a projector or a screen have been
moved. Show example... 750

++ NEW HARDWARE: EDID LINK ++

The EDID Link is a device to manage DVI-EDIDs and
communicate these to the graphics card.

It can be used to generate and constantly hold an EDID

whenewer a display device is not able to send a correct or the
exact needed EDID to the source. In addition the EDID Link will ensure, that a monitor is simulated
even when none is connected to it, or powered down. The EDID Link does not need any separate
power.

Per default, the EDID Link comes with preinstalled EDIDs (i.e. a preset list) and can be used without
additional software. The software addresses more advanced users and allows to read and modify
EDIDs or create new ones and store them to the available preset list. Read more about the hardware
and software 74",
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++ SEQUENCE ICON BAR (Including merge and split Clips) ++

[0 e bd € B ® Q&

Above the Sequence tab you will now find a button bar, offering
the most used commands like "Store Active" and "Reset"in an
easy and fast accessible way.

The bar with its icons can be hidden, and enabled again via the
Merge Clips Tabs menu > Button Bar > Sequence.

=) Blue
= L k Collapse Emply Fx

Split: Clip

Trim T Clip Borders

When you right-click on a container, you find additional options
in the context menu. You may split one clip at the nowpointer's position. If you have several container
within the same track selected, you may merge them. If they have different options regarding Lock to
time or free-run, media file, mesh file etc., the first container in time wins.

++ FULLSCREEN IS SINGLE ++

Site: The option "fullscreen is single" has moved. It still has the same
[1] lacal effect: ignoring a second display and forcing Pandoras Box'
fullscreen onto one single display. In previous versions, it was
Manifest on Mode with IF: 2.0.0.95, present in the Pandoras Box client window, now it is available in
Pandoras Box master interface. Open the Configuration tab >
Cukput ha 2 configuration: Render Engine 153 and select the client you like to set up. There

you might also find all other options regarding the client's render

k Fullscreen is single .
engine.

++ NEW OBJECT SUPPORT: FBX, 3DS and OBJ FORMAT ++

Besides the known .x format, Pandoras Box version 5.7 now
supports 3 additional formats for two- and three-dimensional
objects. The Project tab?*® accepts .fox, .3ds and .obj files,
either dragged in from the Assets tab 37 or any file explorer 248,
If your *.fbx or *.3ds contains subobjects (groups of objects), you
may set up the hierarchy lewel in the automatically opened
dialog. "1" results in one file in the Project tab whereas "2"
results in a folder containing subfiles and so on. In that case,
you may drag any hierarchy level, single file or folder onto a layer
(Video Layer, Graphic Layer, Output Device, Venue Site Layer etc.).

You may adjust the global appearance of 3D files in the Configuration tab 3% > Preview Display 157
and for each file separately in the File Inspector199,
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++ SPREADING ENHANCEMENTS ++

Regarding the
spreading
mechanism,
: - : subfolder Sev.er’?l .
Bssign to Selected Devie optimizations have
been undertaken,
_ ~ : leading to more
spread To Site Spread Al Resources robustness,
flexibility as well
as better and safer file administration. Most importantly you will notice a new behavior indicating
inconsistent files. Before, only the missing or corrupt file itself had a red exclamation icon, not the
folders abowe. This has changed. Every folder, regardless of his hierarchy lewvel is marked with the
warning icon as soon as it includes an inconsistent file. Furthermore there is an "Inconsistency Info"
dialog that helps to identify defective or missing media. To access it, right-click on any folder and
select "Inconsistency Info".

Spread _ ) 0w Inconsiskency Info

++ USER DEFINED INITIAL VALUES ++

Cue: Since ever the Configuration tab amasses numerous settings

v Auto-Increase Cue Mumber influencing the owerall appearance and behavior of the Pandoras
Box master interface. Now it consists of many more sections

Initial Walues: and settings that allow to be user-defined and perform as initial

settings. In other words, we implemented the feature to have
default settings which individualizes, eases and fastens your
entire workflow immensely.

Amongst many settings you may define for instance the
properties of a container (Lock To Time, Preroll, Fade In,
Duration) or the type for a cue or whether resources should have FluidFrame enabled per default.
Each newly created container, cue or resource, is initialized with these settings.

++ EFFECTS: FXSEARCH, FXBROWSER EXPLORER, FX DOCUMENTATION, NEW FXTYPE:
Creating content on the fly, no matter what resolution ++

Aeon Fx
Filter Wiew: all Wersions
4 [#Daocumentation

Blur =% Alpha Glow Color

FE Fad
alar Effect

Launch Fx Exploret (For selected De
1ad Fx

ertical Crop Pixel

The Aeon FXtab awaits you with three improvements.

A new Search Field helps all who forgot the exact name of a particular effect or just the folder
containing it. It also makes finding an unknown but suitable effect easier too. Simply start typing into
the Search Field (e.g. Color) and automatically it filters effects and shows only those somehow
including the typed letters, e.g. Color Only, Target Color Burn, ....
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Secondly, an Effect Explorer has been developed. You may find it under Tabs > Launch FX Explorer
or within the right-click menu from an effect.

To the left, it shows all effects in a file tree. Select one and its description pops up in the right part. It
is almost the same description as the one found in the manual: exemplary images, a short sentence
what the effect does and a table listing all available parameters. At the browser's bottom you may find
the controls of the currently selected layer. By clicking on an effect, it is instantly added to the
controls and you may try out how the effect interacts with the layer's media file and how changing the
parameters influences this. If you found the effect you were looking for, click the "Ok" button
underneath the controls and the Effect Explorer will close after adding the chosen effect to the layer
with its the current parameters (as active values). If you like to keep that effect but add another one
on top, click the "Add Next FX' button. If you like to try another effect instead, simply select it from
the file tree. When adding more effects, you may even say where an effect should be positioned, e.g.
between FX3 and 4.

"Close" will discard the entire effect collection added since launching the Explorer and close the
dialog itself.

Last but not least, there is a new effect type: so called generic effects allow to generate moving
content in real time, without the need of pre rendering anything. In addition they are independent from
the pixel resolution from your outputs as the layer with the effect can be scaled as you wish.

++ ADDITIONAL SOFTEDGE SETTINGS ++

Pandoras Box version 5.7 added a new set of softedge blending shaders to the Aeon FXtab'3¢. The
main change to the default softedge options for an Output device is that the curve parameter controls
are strength and width of the curve instead of shifting it left and right. Plus, there is an additional
Offset parameter that lets you control the center /white/grey point of the blend. Thirdly, there are
parameters for RGB gamma corrections which might need to be applied when you want to adjust a
good projector to a bad one.

++ LEICA 3D DISTO TOOL ++

The Leica 3D Disto tool 8" comes automatically with the
installation of a Pandoras Box Manager. It is accessible in
the "Tools" menu. The tool requires that the Leica hardware,
specifically the 3D Disto, is connected and the drivers are
installed. Please note, that the distometer cannot be
purchased through your local distributor but we are happy to
forward contact details.

Fine

p
In short, the motorized distometer measures points with great

Dawn {=/8 accuracy and in return can laser to any point, measured
before. It draw our attention as it can be used in complex 3D
scenarios to measure projector positions and object position. It reduces setup times significantly.

++ UNIT HANDLING EASES PIXEL ACCURATE WORKFLOW ++

With this Pandoras Box version we included fundamental
settings to allow easy adjustable, pixel accurate settings. The
new section in the Configuration tab "Unit Management 49"
lets you setup how 3D Units relate to pixel units within one
system or across multiple clients.

When the "Unit Translation Mode" is set to "Fixed
relationship” you can enable in the Configuration tab section
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36

"Devices / Parameters 139" a Pixel Readout for Parameter
Values. The Device Control tab then allows to type pixel values for parameters like Position.
Furthermore, the Layer Inspector allows additional settings like "Media Pixel Size" or "1:1" for the
Layer Sizing Mode 2% to match the main medias resolution instead of scaling it to fit in the horizontal
or vertical fullscreen size.

Using this decidedly "pixel oriented workflow" makes it easy to set up and use split pictures, and
also aids the communication flow between operators and content designers, who are used to thinking
in terms of pixel values anyway.
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[Rev 9055] - Version 5.5
++ NEW IMAGE SUPPORT: DDS FORMAT ++

Pandoras Box revision 9055 now supports a new format for images and image sequences. The dds
format claims to perform better than other formats like jpg, png or bmp. In Comparison to these
formats dds images save performance. In addition, always depending on the kind of content, it
possible to achieve better results regarding the quality than the mpeg format can provide with videos.

The Image Conwerter supports the dds format as well, thus it is possible to convert images and
provide them for Pandoras Box. More information about image sequences in general ®®' and the

Image Converter 838,

++ NEW ASSET: CANVAS ++

There is a new media type provided by Pandoras Box and Widget Designer: a so called "Canvas". To
create a Canvas in your Pandoras Box project, right-click in the Project tab and choose "Add
Canvas". It can then be applied to a layer of your choice, e.g. a Graphic Layer. The Canvas consists
of graphical elements that may be created in Widget Designer. It is for example possible to draw on it
and create other elements on the fly. Hence, the Canvas changes the appearance dynamically and
Pandoras Box renders the image interactively in real-time.

In Widget Designer (higher Rev 506) please find the "Canvas Template Manager" under "Tools". It lets
you create a template which is seen in a preview window. Then you can set a background color and
when right-clicking in the preview, you may add text, ellipses and rectangles.

Furthermore, there are dedicated nodes under "Create > Nodes > Interaction". They can be used to
draw on an existing Canvas Asset in Pandoras Box based on the local mouse movement. To
visualize these movements in Widget Designer as well, you may use the item "Drawing Canvas"
under "Create > Panel".

[Rev 8499] - Version 5.5
++ CONTAINER DRAG AND CONTAINER COPY ++

Dragging and copying containers has been improved. If you now
drag a container it can be shifted to another layer as well, it is
not restricted anymore to the layer were it was created. If shifting
a container to another layer type, the container turns red to
indicate that some keys might get lost. In addition a warning
dialog pops up. This dialog can be deactivated in the
Configuration tab - Sequence '#4 by unchecking the option "Warn
when clip drag would lead to change of layer type"

(T fire png
[ | png

If you like to shift a container without moving it to another layer, hold down the SHIFT key. This locks
the layer "borders".

Holding down the CTRL key whilst dragging a container activates the copying function. As soon as
you let go on the same layer or on another layer you have created a copy from the original container.
You might do this with multi selected containers or keys as well. More information about

programming in the sequence... 2%*
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++ STORING ACTIVE VALUES ++

Chear &1 Active

Hide:

Share Layer Texhuore

Storing active values as key frames in the timeline has been
extended with more options. First of all, there is a new command
"Store Active to Time" when right-clicking in the Sequence tab's
time bar. A dialog opens asking for a time where all keys should
be created.

Furthermore, you may decide whether you like to store ALL
active parameters or just those belonging to a certain device or
parameter group. In order to store, for example just the X
Position, expand all parameters in the Device Tree (e.g. using
the +-symbol) and make a right-click on the parameter "X Pos"
and say "Store active". If right-clicking on a level higher, in our
case "Position", keys for XPos, Y Pos and Z Pos are created if

they were all active. In the same manner active values can be stored per layer or per Server / Player /

DMX device.

Last but not least, if you have an active value and then create a key by right-clicking in the timeline on
the parameter track, the newly created key will adopt instantly to the value and thus deactivate the

active status from the parameter.

More information about the right-click menus in the Device Tree tab 72...

++ AUTOMATIC FADE IN AND OUT FOR OPACITY AND VOLUME ++

Cpacity:

Configuration The Configuration tab 144
offers now the possibility to
set up automatic key
creation. You may choose
Audio Yolume: whether there should be

Fade In and Ouk Single Key always keys programmed for

the parameters opacity and

Fade Time: Fade Time: volume as soon as a

0:00:01: 00 0:00:01 ;00 container is created. If you

g default
B Opacit
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0:00:00:00 0:00:05:00 0:00:10:00

choose the option "single
key" a key is created at the

Sequence: [T]unnamed beginning of a container, the

option "Fade in" creates two
keys and "Fade in and Out"

four keys. If choosing a fade
scenario you may set up the
fading times.

In the example depicted left
(click to enlarge the picture),a
fade in and out scenario is set
up with the default time of one
second. As soon as a right-
click is now made in the
Sequence tab, for example in
the opacity track or X Pos
track, a container is created
holding automatically four
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keys, two for the fade in and
two for the fade out.

Besides, these four keys are generated as soon as an active value is stored (creating a container) or
when an asset is dragged from the Project tab into the sequence.

++ PANDORAS BOXWEB BROWSER, CLICK EVENTS AND POINTER LAYER ++

Pandoras Box version 5.5 includes the feature to access internet
pages and render them as so called "Browser Assets" in order to
make them visible on graphic or video layers.

To create a browser asset, simply right-click in your Project tab
and say "Add Browser", then assign a domain (e.g. http://
coolux.de) and texture size within the Browser Inspector®2. You
may as well change the look by influencing the background color.
The asset can then be assigned to a layer, just like a video or
image. You may click on the left picture in the middle to enlarge
the depicted GUI.

Please note that the render and loading process might take up to
15seconds depending on the texture size and web site
complexity. This is also subject to the internet connection.

In addition, version 5.5 features the possibility to accept click
events (click inputs) happening on the master or client system, for
example when a mouse button is clicked or when an AirScan is
used. The click input is then routed to the \isible layer and in
case it is a browser asset, it executes the underlying link. These
click inputs can be single touch inputs when using Win XP or
multi-touch inputs when using Windows 7 and higher.

To activate click events, select the client in the Device Tree tab
and turn to its Inspector2%, The button "Input Settings" opens a
dialog where you can activate your output(s) of choice and the
option to route the local inputs to layers.

Routing them to a Widget Designer Device %99 requires this device
in your Device Tree and allows to monitor and work with the
mouse input information in the Widget Designer. This recently
introduced feature is called Layer Picking %*4. The chapter
includes a step-by-step example and detailed information about
Layer Picking.

If you like to be able to click in the rendered preview tab on your
Master, simply activate the "Picking Mode" by highlighting the
link symbol in the right upper side from the tab as seen in the left
image at the bottom.

As a third feature we introduced "Pointer Layers 58'" to make the
mouse pointer visible. Right-click in the Device Tree tab, choose
"Add Layer > Pointer" and assign a media to it. Now, depending
on the layer's opacity, this pointer layer is automatically shown:
a) in the Preview tab if you are in the picking mode

b) in the client's small render window

c) in the client's fullscreen render window
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++

++

++
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PANDORAS BOXWEB SERVER ++

1 Version 5.5 comes with the newly developed Pandoras Box Web
Senver. It offers remote control of a Pandoras Box project that
can be implemented into a web site. All PB Automation
commands, known from the SDK, are now executable in
JavaScript language '***, and thus can be embedded in the HTML
code by your web developer.

The Web Sener settings can be found in the Configuration tab -
Web Senver %8,

Per default the port number used by the web server is 6214. We have prepared a demo web site to
show what can be done and how the PBAutomation commands are implemented in the web site's
code. If you like to view it, open a Pandoras Box Master - this activates the web server. Then go to
your browser and enter your IP address and the port number, e.g. http://2.0.0.100:6214
(alternatively you may copy-paste the address from the Configuration tab) - this calls the web server
and shows the delivered web site. This site contains a link to the demo site which is installed per
default in the web root folder under c:/coolux/content. If you like to write your own site please make
sure to place it in this web page root directory.

Please note that the internal Pandoras Box Web Server can be used without access to the internet, it
is meant to be used in (secure) local networks. For bigger installations it might be of interest that
external web seners can be used in combination with the PB web server. For example, an Apache
HTTP Server can be used or any other web server that supports the scripting language php. This
server is then used to deliver the web sites to the browser and forward commands to or receive
information from the PB web server. This setup has advantages for larger installations and for those
that need access to the internet (as the PB server can be invisible), or for database applications.

FIREFLY™ 2D PARTICLE SYSTEM AVAILABLE FOR PLAYER SOFTWARE ++

Pandoras Box now offers a particle system for Player solutions
as well. Up until version 5.5 the FireFly™ particles were
restricted to Sener systems. The feature has been redesigned to
match the 2D compositing space on Players.

Particle systems make flexible content creation possible and
can be used for creative as well as interactive solutions. As
known from the 3D particles, various emitters can be setup
consisting of different parameters that influence the look and
behavior of the FireFly Particles 182,

NEW STARTUP DIALOG AND CONFIGURATION TAB ++
= A new startup dialog pops up as soon as Pandoras Box is

Mot | | R b | | started. It gives you the choice to either load a (recently) saved
project or start a new one.

If you like to start a new project you can name it in this dialog
but it is not mandatory any more to decide the saving path at this
stage. As well, the choice is given to start with or without
defining advanced configuration settings.

These configuration settings can be found as usually in the
Configuration tab '3 which has been restructured into several

chapters. The configuration settings for clients were moved from the Inspector tab to here as well and
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can be viewed after selecting the according client from the drop-down list. The tab in general includes
some new options, e.g. regarding the behavior of the Pandoras Box Web Senver.

All configuration changes concerning software settings are stored in the show file itself and are loaded
when opening the project on a different computer. Settings conceming the hardware (the system
itself) are stored on the local machine.

++ RELATIVE CONTENT PATH AND BUNDLE PROJECT ++

We now support a relative path whereto content can be saved. This is especially of interest for users
that use the "Bundle Project '2°" feature.

When saving a project a folder named "assets" is generated just next to the show file. If you copy
content files to that folder and drag them from here into your Pandoras Box project the content links
are relative. That means that you can mowe the project folder ( including the *.xml and asset folder) to
every path wanted without the need of re-linking the content.

You may as well use the assets folder as a "Watch Folder" in Pandoras Box...

++ IMPORTING CONTENT: WATCH FOLDER AND EXPLORER DRAG ++

Importing content to your Pandoras Box project has been
facilitated by two features.

Firstly, you may turn a folder in the Project tab into a so called
"Watch Folder" by clicking on it to view its properties in the
Folder Inspector % and, there, ticking the according check box.
If the folder already contains files, the check box can be found
after clicking on the +-symbol in front of "Attributes of Folder".

A dialog opens and lets you choose a folder on the hard drive.
Now, all files contained in that folder are imported to your Watch
Folder and in consequence to the project. Additional files copied
to the folder on the hard drive automatically appear in the Watch
Folder. Modified files are reloaded optionally (read below). Removed files, either in Pandoras Box or
on the hard drive will still exist in the other place.

Secondly, it is possible to open the Windows Explorer or any other file explorer and simply drag files
and folders from there into Pandoras Box. You may either complete the mouse drag in the Project tab
248 in the Preview tab or in the Device Tree tab as depicted left.

++ RELOADING CONTENT HAPPENS AUTOMATICALLY ++

All files in the project are monitored constantly on the hard drive and as soon as a file changes, an
automatic reload is executed by Pandoras Box. In addition the reloaded file is spread to connected
clients.

In former versions you only had the possibility to reload content manually, either by restarting
Pandoras Box entirely or by clicking the Reload button in the File Inspector 29, A reload is
necessary when content has changed on the hard drive after having been imported to Pandoras Box.
This concerns especially still images as Pandoras Box saves them as a separate cache file. With the
triggered reload, this cache file is now renewed automatically.

If you like to turn the monitoring off, please uncheck this option in the Configuration tab 139, section

"General Settings". There you find as well the option to deactivate an automatic spread triggered by a
file change.
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++ DEFAULT OPACITY VALUE ++

The default value for the opacity parameter has changed to be 255 or 100%. In former versions the
default value has been 0. If you like to return to that behavior you may uncheck the check box
"Default Opacity is full" in the Configuration tab 39, section "General Settings". Please note that this
option results in a different show appearance when switched during or after show programming.

The default wvolume parameter for video layers and ASIO tracks has changed from -96dB to 0dB and
can be toggled with the same check box.

++ PARAMETER VALUE SMOOTHING ++

Setting up parameter smoothing is now possible per each Layer and Parameter separately not only
for translation, rotation and scaling parameters per system. The default smoothing setting for all
parameters is still 500. That means that active values are applied to the parameter not instantly or
abruptly (Oms) but within 500ms in order to smooth movement.

If you like to change the time frame or deactivate the smoothing entirely, e.g. when working with a
lighting console and color effects on the layers, select the client in the Device Tree tab and turn to the
Inspector tab. The system-wide smoothings are still modifiable in the Inspector directly, whereas the
button "Individual Parameters" opens the Smoothing dialog ?°” that enables specific modifications.

++ PLAYLIST ++

Pandoras Box MANAGER PRO [Rev 8451]
Fle Edt Tabs Tools Backup Help

Playlist @

A Playlist offers the easy and fast possibility to play a certain number of media files in a row without
the need of programming separate containers on the sequence.
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In the Project tab's right-click menu“*®, you may find the command to add a Playlist. In order to add
media files to it, select the Playlist and look for the new tab "Playlist" 22° (next to the Particles tab).
Now you may drag and drop images, videos and audio files from the Project tab into the Playlist tab.
Each newly dragged resource will simply be added at the end of the list (even when the Playlist is
already playing back). If you like to put the files in another order, (multi-)select an entry and drag it
between to others or assign a different "Index" number. Deleting files is possible with the Delete key
on your keyboard or by choosing the respective command in the right-click menu.

You may as well change the duration, fade time and transition effect - again, multi selection applies
the chosen setting for all selected items. Further to the right you find "In" and "Out" times that take
effect on videos or audio files only and define the starting and ending frame. Notes for internal use can
be added too.

248

The overall duration of all files (minus the fade times, as there, two files are played back at the same
time) results in the length of the Playlist. This is displayed in the Playlist Inspector '%. It offers
general settings like Folder and File ID, resolution or aspect mode.

As a last step, the Playlist needs to be assigned to a video layer. You may assign it as an active
value or program it on the timeline as one single container. Please note, that you may assign the
same Playlist to several video layers. Then the playback status can be different per layer, e.g. one
layer can be in pause mode showing the file with index 5, the other in play mode between index 10
and 11. The Playlist tab offers a drop-down menu containing all layers the Playlist has been assigned
to. Depending on this drop-down menu, the Playlist changes and displays the layer's playback mode
and the currently active index file with a green highlight. In the image to the left (which can be
enlarged) the chosen Playlist on Layer 1 is currently fading between two images.

++ NEW WARPER WITH AUTOMATIC MARKER CALIBRATION ++

Version 5.5 includes a new version of the Warper "%, In addition to the import of third party 3D
objects it is now possible to attach so called "Markers" on them. They are available using the tab
"Marker". First add some markers and position them on the virtual object looking at your screen. In
the "Calibration Mode" you may position the marker's second instance within the projected image on
the real object. Having done so, the button "Update Cal" calculates the camera position that fits the
best to the relative distance of the two marker instances.

As a last step (that can be alternatively taken before positioning the markers) you need to set the
Lens factor or FOV in the tab "Camera / View". Read more... 8'°

[Rev 7831] - Version 5.3
++ NEW MATRIX PATCHER AND MATRIX OPTIONS IN PANDORAS BOX ++

» We deweloped a new interplay of Pandoras Box and our tool
"Matrix Patcher" that is more time-saving and opens up new
possibilities when working with Art-Net LED walls. Create a patch
in the Matrix Patcher and export (or update) it in real-time to your
Pandoras Box project with one click. Drag the new format ".pbx
file" on any(!) output *” and sawe it onto the timeline. The preview
234 can be toggled between the visualization of the DVI output
and the Art-Net patch.

The maximum number of controllable panels has increased
enormously as it is now possible to save a specific network card
and target IP address within a fixture. This allows as well to
separate the Art-Net data from the Pandoras Box show data.

In addition to these improvements, the Matrix Patcher 757 offers

L C - =
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an array tool, a great time-saver when working with several tiles
from the same type.

From now on, Art-Net data for matrix patches can be sent within
any IP range, it is not tied to the Art-net specification to be sent
over a 2.x.X.x network anymore!

As well, Pandoras Box accepts incoming Art-Net from outside the
2 IP range.

++ NETWORK CARD SELECTION ++

The Configuration tab '3? offers per each protocol a drop-down lists with all network cards installed on
the system. Select one and restart the application. Now the entire Pandoras Box communication of
master and clients will be transferred by this defined adapter and its IP address.

You may choose a different network adapter for the Pandoras Box show data '4¢, DMX/ Art-Net
Mode 48, CITP_Thumbnail Exchange *® and Streaming ACN %2 and of course for the client 2.
Thus you can for example separate the show data generated by the video / graphic containers and
their keys in the timeline from all Art-Net data.

++ BREAKOUT PANES ++

The User Interface of Pandoras Box master software may be
altered in a more flexible way. Right-click on a pane or tab and
choose to break it out of the main frame. Now it can be moved
and scaled independently. In addition each tab can be split into
two. Read more... 2%

&% Image sequences 9! have the advantage of keeping the best
possible image quality, presening alpha channel information and
= . allowing more flexible and safe workflow. With Pandoras Box 5.3
Refresh Folder it is now possible to add image sequences directly to your

project and play them back.
Imnport As Imnage

In addition we do offer SSD drives for our Server hardware.
Compared to normal hard drives they allow better playback performance regarding image sequences
and other uncompressed video formats.

++ WIDGET DESIGNER DEVICE ++

The new device type "Widget Designer" allows to execute
commands directly from the timeline in a very convenient
workflow. The commands can be now stored within keys.
Primarily, Widget Designer®“ has a built-in script language
allowing you to create customized routines of commands that
control specific features of Pandoras Box, Widget Designer or
other 3rd party products and protocols but it was only possible to
call these commands from Widget Designer itself. Currently
there are over 800 commands "**° available.
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Now it is possible to execute commands as soon as Pandoras
Box' timeline calls them up, that means at a defined time in the show. This topic 699 explains in detail
how to program Widget Designer commands directly into the timeline and how to get trigger values
from it.

++ CONTENT AS INTERFACE: LAYER PICKING ++

With the feature "Layer Picking" in version 5.3, content
interaction has gone one step further. It is now possible to
recalculate the mouse position within the preview or even the
client’s fullscreen window and thus recognize what layer is
touched and where exactly on the layer the mouse is located. A
layer has become a true interface. This chapter?*4 explains
"Layer Picking" in more detail.

++ RENDER PASSES AND BLACKLEVEL COMPENSATION++

From now on, layers can explicitly set to be included or excluded
by the first Pandoras Box render pass and thus be placed
outside from the warp / keystone / softedge structure. This
setting is available in the layer's Inspector2%8. More details
regarding the Video Processing Pipeline 2%7 can be found here.

Combined with new effects, it allows to set up blacklevel
compensation '3 when working with multi-softedged
projection(s).

++ IMAGE CONVERTER: Transparency in mpeg-videos ++

The Image Converter838 s able to render a mpeg video from an image sequence. In version 5.3 it
includes the feature to generate a black-and-white mask in addition to the main video. You may
choose to include the b/w information 842 side-by-side like, resulting in one video. In Pandoras Box,
the Masking effect "Alpha Left Right" (respectively "Alpha Top Bottom") separates the two videos
again and renders them while applying a keying effect to the main video.

This workflow leads to transparency (alpha channel) in mpg-videos and saves far more performance
than other codec solutions.

++ SOFTWARE DEVELOPMENT KIT ++

There are new functions within the Pandoras Box SDK (PB Automation). Please refer to the chapter
SDK "** that has been revised and now offers many examples and detailed description.

++ UNLIMITED ASIO TRACKS++

The number of available ASIO Tracks has been increased. Unlimited audio tracks for synchronized
audio playback, are available for:

- all Pandoras Box Server PRO versions

- Pandoras Box Manager PRO

- Pandoras Box Editor and

- Pandoras Box Offline Manager
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See Audio Tracks 578 for more information. The Product Oveniew' 85 informs about the available
number of ASIO Tracks on other products.

++ WIDGET DESIGNER VERSION 4 ++

There is a new version for the Widget Designer®*. Among many features and enhancements, the
new build-in Web Server ™" allows to export pages to be accessed online with using a standard web
browser.

[Rev 7135] - Version 5.1

++ STREAMIX ++

StreamiX®%9 is a TCP based Desktop Streamer that works as a Live Input in Pandoras Box. This tool
streams any Windows XP / Win7 desktop region without using capture cards.

++ MEDIA ENCRYPTION ++

Pandoras Box Media Encryption 2! is a technology that encrypts media in order to protect content
from being played back by unauthorized persons or systems without permission. To decrypt the
media it is necessary to possess the correct key and policy. They can be transmitted digitally or be
bind to an optional additional hardware Media Dongle to make the process even more safe. It is
possible to set a time limit for the playback.

++ LIGHT AND SHADOW ++

Light Layers 82 allows setting a light source to illuminate other
Video and Graphic Layers. The light source is customizable, e.g.
it can be adjusted in its direction and color. As well it can project
any media, images and videos. Video and Graphic Layers with a
Light Effect 8% may receive the light and cast shadows on
themself and other layers. Again, the way how they reflect light
is adjustable, thus it is possible to give them a specific material
look.

++ ASIO CLIENTS: Audio Tracks on all playback products ++

All Pandoras Box 5.1 playback products support ASIO Audio Tracks. In most cases the number of
ASIO Tracks available to each playback product is equal to the number of Video Layers. For detailed
information please have a look at the Product Oveniew °'.

++ DYNAMIC WARPING AND NEW WARPER 3D ++

Users can now animate and control the Warper via keys in the timeline or any other Art-Net sending
device. In return the warping object influences the layer on the timeline in real-time.

This new development is perfect for realizing projects that involve the tracking of moving head
projectors and moving sets, where the warping has to change in a seamless way according to the
different positions. Click here 828 for a step-by-step tutorial.

With version 5.1 there are two different Warper variations available. The Warper 2D is available for all
Player products. The new Warper 3D is available on Server products.
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3ds Max files can now be directly imported and used for warping - they can be edited too. In addition,
the Warper mesh points can be moved and worked with along the Z axis. Camera View settings are
possible and can be applied to a Camera Layer in Pandoras Box with one mouse click.

Global planar textures can now be applied to multiple meshes as well.

The Warper 3D will be explained in detail in the next version of this manual.

++ PRESETS ++

The preset feature has been improved. Not only single snapshots
from active values can be taken. Now, a preset can hold an entire
set of keys. Both preset variations can be applied at any (other)
point in time to any (other) layer. In this way one situation can be
created and then be reused sewerally in the programming
process.

In addition a preset can be modified in later programming and
automatically change all according keys in the sequence.

++ QUAD SERVER AND PLAYER SUPPORT 3G++

V5 QUAD Server and QUAD Player workstations now support 3G. The manual explaining the Quad
setup can be found here 662,

[Rev 6700] - Version 5.0
++ MULTI-INSPECTOR ++

The Inspector 88 has been improved, allowing a faster and easier work flow. It is now possible to
multi-select items and modify them all at once. This applies to all possible items such as key frames
and containers, cues, files and layers. The Inspector informs you how many items are selected and
applies the new settings to all in the same way.

++ NEW MATRIXPATCHER AND PIXEL REMAP FX ++

¥ Pandoras Box is featuring an easy and fast work flow when
working with rotated LED video tiles.

Previously the Matrix Patcher was only used if working with LED
tiles controlled via Art-Net. From now on it plays also an important
role if working with LED video tiles that are connected via DVI and
a LED video processor. Most LED video processors are capable
of creating only horizontal and vertical layouts for the video tile
alignment. As soon as any of the tiles are rotated (in any angle),
content mapping can be very difficult and complex to setup.

For those creative applications Matrix Patcher ’*” and a new Pixel
Re-Mapping FX52% were designed.
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++ IMAGE CONVERTER ++

Pandoras Box Image Converter 83 now supports direct Mpeg Encoding (where PB Encoder license is
available). This will decrease render and converting time significantly.

++ SPLITTER ++
Pandoras Box Splitter 848 now allows to export 24bit png files requiring less space on the hard disk.
In addition a new function "Output Auto-Alignment" allows easier and faster work flow.

++ CURVE EDITOR ++

The Curve Editor 18" has been improved: New value references,

different mouse modes and an improved zoom function create a
more comfortable oveniew and faster work flow.

[Rev 6107] - Version 5.0

++ VIDEO EXPORT & LIVE INPUT RECORDING ++
The video export offers users to greatly improve their work flow and export entire scenes as HD video
while having the flexibility of a real-time editing system. For live video ingest, you can now record &
capture from any live input source up to 2K/HD.

++ AEON™ FXENGINE ++

The dynamic shader effects engine enables users to create and combine an almost unlimited number
of effects. All effects and animations are automatically synchronized across the system network,

see AEON™ FX Engine 36,

++ FIREFLY™ 3D SYSTEM ++

FireFly™ allows for the creation of elaborate real-time particle effects in a true interactive 3D
compositing space. Various emitters can be setup and applied with forces such as Wind & Grauvity,

see FireFly Particles 182,

++ QUAD HD Output ++

The new QUAD Server and QUAD Player workstations offer users up to four independent HD DVI
outputs with built-in EDID Management.

++ ASIO Multi-Channel Audio++

The Pandoras Box Manager Software now supports ASIO audio interfaces and offers synchronized
multi-channel audio playback, see Audio Tracks 378.
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++ LAYER FLEXBILITY ++

It is now possible to re-structure individual layers easily per drag & drop. This way the rendering order
can be instantly re-ordered and organized according to your project setup. Arranging your layer
structures has never been easier, see Device Tree '%® chapter.

Devices

[1]local

[1.2] Layer 2
[1.4] Layer 4

++ UNLIMITED GRAPHICS & SOURCE ROUTING ++

Create and add any number of graphic layers depending on your project needs. Make use of the new
efficient source routing to route any video layer sources to any other layer.

[Rev 5771]. - Version 4.7
++ NEW WARPER FEATURES ++

The Warper 78 allows now to work with several meshes 2% inside one project simultaneously.

The Warper can be used to merge several .x-files 789 as well.

++ NEW MATRIXPATCHER FEATURES ++

With the new Matrix Patcher”®”, users can work with patches up to Full HD resolution (1920x1080
px) and can set up individual fixtures in a variety of sizes. It allows the patching of matrixes that can
mix e.g. moving lights and LED fixtures, which can also be individually rotated and scaled. The new
Matrix Patcher comes with a fixtures library.
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++ THREE NEW WORKFLOW TOOLS IMPLEMENTED ++

IMAGE CONVERTER 838
Many operators find themselves being handed an ever greater variety of picture data with different

sizes. The Image Conwerter can recalculate images prior to them being used, in order to maximize
the overall system’s performance efficiency. It also offers high performance batch conversions and

can turn image sequences into video files.

-

Pandoras Box Image Converter

Input

Output

COriginal

Output Fit b (=

1|:|24= % 1[|24= 1.000 ¥  Scalng HighQualitpBiinear +  HighGualty

DOME MASTER 832
This tool is a spherical map converter that allows the conversion of dome master files to spherical

map files, making it an essential tool for the dome content production workflow. Its sub-pixel
accuracy allows optimum image sharpness for large scale projections. It processes up to 8K files.
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* PB Dome Master

File
* Single mags Jome Master IN\landscape_512bmp
Baich Folder  Input
Output

Driginal

£x4035 24bit RGE Aspect: 1,000 Save

Format  BMPS20R - Resize 2045 m * 1024 mm 204024 ~

SPLITTER 848
With the Spilitter, one can create files for panoramic projections and/or dome projections. The Splitter

allows users to render out the individual split files needed for individual projectors. The Splitter can
also batch image sequences and export video files.
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[Rev 5237]:
++ USER FEEDBACK IN CASE OF LOW MEMORY SITUATIONS ++

This maintenance update includes an optimized memory management and user feedback in master
software in case of low memory or failed events due to low memory.

If you are running into low memory situations you will see that the status bar turn red.

These warnings will show up if the output display is inconsistent with timeline or device parameters.

Example:

Click on the status bar to see the cause of the warning.

++ HIGH PERFORMANCE MODE ++

With Pandoras Box version 4.7 50/60p video playback has introduced a "High Performance Mode"
that requires more system and gpu ram.

From this release on the "High Performance Mode" should only be used if you intend to playback or
process high frame rate content or live inputs.

This feature can be found in the client/device inspector or if you are running in standalone mode in

the Configuration Tab''%8.
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++ TEXT ASSET ENHANCEMENTS ++

The Text Asset'®” in Pandoras Box now allows using multi line, non-Latin characters, styles, colors
and alignment. It is possible as well to center the text input on the layer.

++ MPEG4 USAGE ++

The MPEG4 file types .mp4, .m4v and .m4a are legal asset types now, see_Video Formats 192.

++ ENHANCED AUDIO USAGE ++

- PB now allows using built-in Audio capture devices. They can be found in the asset tab for each
device in the Live Inputs folder.
- The audio track of a video file may now be muted, see File Inspector190.

[Rev 4804]:
++ FLUIDFRAME ++

FluidFrame™ 190 Technology addresses a challenging and highly complex topic in frame rate
conversion common to all media servers, live video processing units as well as signal processing in
general.

With FluidFrame™, a smooth cross-conversion that can take any input and output frame rate,
supporting both interlaced and progressive sources and clips is possible now.

This way for example 59.94 video input signals are displayed without any frame drop on 60Hz output
displays. FluidFrame™ can therefore also handle 50Hz to 60Hz real-time conversions.

In addition to this, it allows smooth playback of high-speed frame rates such as 50 or 60p content
and higher. FluidFrame™ Technology can be applied to any live video input or content playback
scenario ranging from straight forward Live Video processing to the synchronization of multiple HD
SDI streams for Live Stereo 3D applications.

++ NEW WARPER ++

The Pandoras Box Warper Rev. 19 allows the user to create cut outs and a ScreenMask 810™ while
painting onto the projected surface from within PB Warp.

dd

The new zoom and pan features allow precise texture based warping.
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[Rev 4621]:
++ NEW PB AUTOMATION COMMANDS++

If you want to write your own software to control Pandoras Box from outside, please have a look at
the description of our SDK "**?. Newly added commands:

- AutoAddContentFromLocalNode,

- AutoSaveProject,

- AutoChangeFullscreenStateByID,

- AutoChangeFullscreenStateBylp.

++ MENU ITEMS TO START WARPER & MATRIX PATCHER FROM WITHIN PANDORAS BOX++

Have it simple! The Tools menu now allows you to start PB Warp "8° and PB Matrix Patcher ””
directly from within the software.

Edic Tabs [FS0EY °

[Rev 4569]:
++ MATRIXPATCHER BACKGROUND IMAGE ++

The Matrix Patcher now allows you to load a Background Image 78 in your patch to simplify
patching.
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# Pandoras Box Matrix Patcher
File  Edit

~ [
Riotate 90° -» Fiotate 90° <-

Mirrar Harizontal Mirror Yertical

Artriet |

Auto Increment Apply

a0

Show [nfo

¥ 1 Patch: 1,0,0

[Rev 4417]:
++ ENCODER EXTENSION NOW ALLOWS TO INCLUDE AUDIO++

From now on the a video file including audio can be encoded not only to a Mpeg Video Elementary
Stream with separate audio part, but also to a Mpeg Audio and Video Program Stream, please see
Encoder Extension 104,

++NEW PB WARPER++

The PB Warper 78 Rev. 12 has new features implemented. You now have the possibility to:

- also rotate and scale selected mesh segments,

- cut out selected faces in the mesh to easily create a mask,

- load a texture (picture or video) directly on the mesh inside the Warper to control if the mapping is
done perfect.
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[Rev. 4254]:
++ BUNDLE PROJECT ++

The File Menu'?° now allows you to bundle your project under a new name and location. All content
used in the timeline will be copied to the new location as well as the show file. This option allows you
to only have one folder to archive your show on a external hard drive. To play your show again, just
copy this folder at its original location on your hard disc and all paths will be recovered.

++ AUTO ASPECT RATIO ++

Choose for each layer how it should handle the aspect ratio of the loaded media files.
Four modes are available, see detailed information in the Layer Inspector208:

1. none (by default) - same behavior like before, see Figure B.

2. Horizontal Fit, see Figure C.

3. Vertical Fit, see Figure D.

4. Horizontal and Vertical Fit, see Figure E.

Example:

Figure A: this is the original media file.
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56

Preview

Figure B: Layer Aspect Ratio is set to "None" and the image is scaled to a 4:3 layer.

Figure C: Layer Aspect Ratio is set to "Horizontal Fit", the files aspect ratio is kept and it fits
horizontally into the layer.

Preview

Figure D: Layer Aspect Ratio is set to "Vertical Fit", the files aspect ratio is kept and it fits vertically
into the layer.
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Preview

Figure E: Layer Aspect Ratio is set to "Horizontal and Vertical Fit". Regardless whether the file is
upright or crosswise, all parts of the file will always be shown in its original aspect ratio.

++ NEW SEQUENCE FEATURES ++

- Countdown for next Cue in Timeline (1)

- Large Display of Sequence Timecode (2)

- Cue Names displayed on top of Cues (3)

- New Cue mode available: Wait Cue, see Cue Inspector?®* (3).

Sequence: [1] unnamed

ot 00 : 00 : 05 : 1 7 0:00:10:00 _I_:El[lﬂﬁtl:l[l 1:00:20:00

Light -

++ COUNTDOWN FORASSETS IN DEVICE VIEWER ++

The Device Viewer shows now the asset's countdown (when the file is stored to the timeline).
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= [1] unnamer

[1.3] Layer 3 [1.4] Laper 4

[1.5] Laper S [1.9] Laper 9 [1.10] Layer 10

++ ENCODER EXTENSION GETS ITS OWN TAB ++

You will find the Encoder Extension now in its own tab instead of being integrated in the Configuration
Tab. Open the Encoder Extension via the Tabs Menu - Extensions - Encoder Extension.

[Rev. 4135]:
++ CENTERED VALUES ++

Most of the fader values now appear in centered position by default, whether the readout is decimal or
percentage. To set this option back to non-centered position, please refer to configuration tab 139,

unnamed: Layer 1 unnamed: Layer 1
i ) hdexdi h

R Fes=et Reset Feset Reset ] Feset Reset Feszet Reseat

Figure 1: Fader values appear in centered position (left side) or in non-centered position (right side)
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++ LINK PARAMETERS ++

165

To link several parameters click on the link icons above the faders in the device control tab or left

to the listed parameters in the device tree. If you move one of the linked faders all linked parameters
will accept the values in relation to the moved fader. Please note that only parameters from the same
type (like rotation or scaling) can be linked.

Figure 2: Xand Y Scale are linked as you can see on the dark grey linking icons

++ SEQUENCE TRACKING ++

The enforce defaults handling for timeline tracking is now optimized. There is also a new drop down
menu.

Please see the pages Sequence 289 and Tracking 25 for a better understanding which mode results
in no / half / full path dependency!

v Auko Scrall

Enforce Defaults:

Figure 3: Choose between different Sequence Tracking options

++ AUTO SPREAD RESOURCES ++

When adding new content to your project, it will now automatically be spread to all available clients.
To change this default setting back to manual spreading, please see the resource options in the
configuration tab 7.

The improved taskmanager ?7% lets you monitor if a site is still loading files and if all file send and
receive actions that were initiated by a file or folder spread process.

If the site icon in the device tree gets a green stripe it indicates that the site is still active receiving or
loading assets.
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N 00005017 42 5

[1.2

[1.3

[1.4] Lay

[1.5] Layer &
Figure 4: The green stripe in the site icon lets you know, that the site is still busy receiving or loading
assets.

++ RENAME LAYERS AND CAMERAS ++

You now hawe the ability to rename the labels of sites, layers and cameras for better orientation,
especially in complex projects. Do this via right click on the device or pressing [F2]. Please see the
Device Tree Context Menus 168,

oo 7
ONT
[1.1]Bac
[1.2] Lay
[1.3] Layer 3
[1.

& [1.5]L
oo 1.1
o8 [1.14]

3 3 3 3 3 Y

Hn

Figure 5: Example for renamed devices

++ HIDE / UNHIDE DEVICES ++
Hide/unhide several devices in the device tree now very fast and easily. Select the devices using

CTRL or SHIFT key, do a right-click on one of these devices and click on Hide. Please see the
pages Device Selection 72 and Structured View '”® for details and enhanced workflow.
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[1.1] Layer

AlLaver  Clear All Active
B] Layer
7] Layer
& [1.8]Layer  Hide
[ [1.9] Layer  Toggle Parameters
[<&) [1.10] Laye
B[] Laye 2%

Figure 6: Hide seweral layers via the context menu

Rename

& Selection Lock.

EEEEEEHEEEBKBE

++ ENHANCED DEVICE MULTI-SELECTION ++

You also hawe the possibility to keep a multi-selection in the device tree while modifying other devices
via Selection Lock 8. Right-click on one of the devices and choose Toggle Selection Lock or press
CTRL+L. A lock icon will display the locked device selection.

Server Light
] Layer 1
- 3 -

If you now e.g. click on Layer 4, it will be loaded into the device control tab. You are able to modify
this layer and keep your locked selection for later purposes.

Devices unhamed: Layer 4
C§ [1] unnamed . pedia f besh Opacity X Paz ¥ Pos
E=| [1.1] Layer 1

Figure 7b: Layer 4 is loaded into the device control tab and can be modified although you keep your
selection.

++ NUMBER OF SHOWN LAYERS IN NEW SITES ++

61

You are now able to define how many layers should be shown if you add a new site to your project,
depending on how you have the best ovenview. Use the Configuration Tab '3° to modify the default
number of two video layers and two graphic layers. You can easily show all layers later on by using
the site context menu.
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HEEEEA B

Figure 8: 2 video and 2 graphic layers are shown by default when adding a new site.

++ ENHANCED DEVICE VIEWER ++
The device viewer now only displays all devices that are shown in the device tree.

Hidden devices are not displayed in the device viewer anymore.

Drevice: [1] unnamer

[1.3] Layer 3 [1.4] Layer 4

[1.3] Layer 5 [1.9] Laper 9 [1.10] Layer 10

Figure 9: The device viewer

You also get more information about the loaded files such as size and frame-rate. Please see the
device viewer 82 page for detailed information.

++ THUMBNAILS FOR TRANSITION FX ++

Thumbnails in the Transition FXlist now make it easier to go over the different transition effects.
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ipel&0

0ET *ip=0e

Figure 10: The Transition FXlist with thumbnails

++ NEW SHORTCUTS ++
- Toggle Ignore Next Cue'?%?2  [CTRL+SHIFT+I]

The behavior of next cue in the current sequence will be ignored once, no matter if it is a pause, stop
or jump cue. The nowpointer will keep on going as if it was a normal play cue.

Figure 11: When Toggle Ignore Next Cue is set, the ignored Cue will be highlighted in orange.

- Lock Selection 176 [CTRL+L]

To keep a multi-selection in the device tree while modifying other devices, right-click on one of the
devices and choose Toggle Selection Lock or press CTRL+L. A lock icon will display the locked
device selection.

- Mowe Keys [SHIFT+ Arrow right/left]

The selected keys in the sequence can exactly be moved frame per frame forward or backward.
- Jump to Next / Previous Cue [CTRL+ALT+ Arrow right/left]

- Change of fader value by arrow keys [Arrow right/left]

- Change of fader value by arrow keys (factor 10) [CTRL+Arrow right/left]

See here the list of all keyboard shortcuts 292,

++ ICONS DISPLAY CLIP MODE ++

A clip stored on the timeline can be in two different clip mode states ?%2. The default setting is Lock
to Time, this means that the video clip synchronizes to the timeline. All video playback keys inside
the clip do not take effect in this mode. Lock to Time is displayed by the clock icon inside the clip,
see figure 7.

If Lock to Time is disabled, the clip is in a free-run mode and the video playmode keys (play once,
play loop, pause, stop) take effect. So although the timeline is pausing, the clip where the nowpointer
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stays on could play if it has a play key stored. The running-stick-figure icon indicates that Lock to
Time is disabled.

unnamed
00000 :00 0:00:05:00 0 5:00 0:00:20:00 0:00:25:00

PO 0401 _kiozk mpg P2 A t0401_kiosk mpa

Figure 12: The first clip is locked to time; the second clip is in free-run mode.

++ BLOCK EXTERNAL INPUT FOR LAYERS ++

When controlling Pandoras Box through any input data like Art-Net, MA-Net, TCP etc, you now can
mute layers 208 not to be influenced by the incoming commands.

v Include in Store Ackive

Muke External Inpuk

Figure 13: Check Mute External Input to block any data from outside

4 FIRST STEPS AND TROUBLESHOOTING

This chapter is for all who are new to the Pandora Box product family, it covers:

- a product oveniew %5': how are the different products called (hardware and software) and what are they
used for

- how to troubleshoot 9’ (e.g. for technicians who have to maintain a Pandoras Box installation but did
not attend a training)

- the most important tabs and buttons of the user interface to do basic changes 8°
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4.1 PRODUCT OVERVIEW

Introducing the Manager, Player and Server

The coolux Pandoras Box product family consists of software and hardware based solutions. In short:

The "Manager" product range is a software solution. Hardware can be custom hardware or Pandoras Box
hardware. Mainly, the Manager functions as a master system used for show control. There is also a
special Manager Offline solution that is used for show pre-programming and video editing. Other
differences are listed in the product structure table 88’ at the end of this chapter.

The Pandoras Box Player product range is divided in two groups of upgradeable models featuring a real-
time 2D compositing engine for image and video playback.

A "Software Player" can be purchased as a software solution to be free to run it on custom hardware or
Pandoras Box hardware. The "Player" and "Compact Player" solutions are bound to Pandoras Box
hardware. As shown in the product structure table ¢’ the product defines, among others, the number of
available layers and sequences.

Any Player can run in master mode for show control to control other clients, in master mode as stand-
alone to combine show control and video playback on one output in one machine, or as a third solution,
in client mode for video playback on one or multiple outputs.

The Pandoras Box "Server" product range features a real-time 3D compositing engine for image and
video playback at any size.

A Server is always bound to Pandoras Box hardware. Depending on the product, the number of available
output viewpoints (cameras) for individual output setup differs. A Servers includes all different layer types
296

A Senrver can run in master mode for show control to control other clients, in master mode as stand-
alone to combine show control and video playback on one output in one machine, or as a third solution,
in client mode for video playback on one or multiple outputs.

Show Control

We offer the Pandoras Box Manager for interactive media control. It is a timeline based show control
solution, allowing fast and easy on the fly programming and show setup. A Manager is always the so
called master system, to which one or several clients connect to. The master administrates client(s),
media file(s) and timeline(s) whilst the client renders and plays back what the master commands. A

client can be either a Player or Sener.

Note that a Player or a Server can be used as a master software as well, e.g. if used stand-alone.

Please refer to the chapter User Interface > Master 126 to learn more about the elements of the master's
user interface.
As additional interactive media control device we offer the Widget Designer 864.

Video Processing / Playback

Pandoras Box Servers and Players make the scalable Pandoras Box playback system. They
communicate directly via TCP/IP with any Pandoras Box master control system. A synchronization
process takes care of all connected client devices to be controlled in sync. Read more about the
master / client remote setup ®47. In difference to a Manager, a Player or Server can toggle into full
screen.

Please refer to the chapter User Interface > Master''?8 to get more information about the elements of the
Sener's / Player's user interface if they are started in the master mode. The chapter User Interface >
Client 2%* explains the client's user interface. Device Control 2% describes the different device types, i.e.
layers.

For hardware settings regarding the included input and graphic cards, please read the topic about
Hardware and Accessories °9.
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Accessories

All Pandoras Box Systems are designed to interact with multiple protocols and output devices. Beside
the Pandoras Box product range other SMPTE, DMX, RS232 / 422 or any TCP/IP devices might be
remote controlled from any timeline as well. This allows perfectly synchronized show control.

We offer specialized interfaces for SMPTE 1/O, DMX, serial and sensor control.

All accessories and optional features are described in Hardware and Accessories 6% whilst the

programming is detailed in Device Control 2% and External Control 62",

Additional Tools

There is software pre-installed on Pandoras Box hardware called the PB Menu7%*. It starts automatically
when booting. It covers the Windows desktop and consists of a few buttons that give access to the most
needed actions, e.g. starting the master or client software, opening the Windows Explorer (File
Browser).

The PB Menu includes another software called the VNC Remote °*, or simply Remote. With that
software you can establish a VNC connection to another computer that is in your network. The other
computer needs to have a VNC client running to pick up the connection. If there, PB Menu is started, it
automatically does this for you. You enter the according IP address and see the desktop of that
computer. Now you can click your local mouse and use the local keyboard to interact with the remote
desktop.

860

Product Structure

The following product structure was introduced in May 2016 with version 5.10.

Pandoras Box Server and Software Player Version 5.x "LT" and "STD" as well as the "Manager LT"
purchased earlier are supported and provided with free software updates for one year. Existing features or
software restrictions are not altered. Please contact your distributor in case you are interested in
upgrading your products to the new product structure.

In case you purchased a "PRO" version or "Manager STD" you might notice that some features were
upgraded to meet the figures listed below.

The products "Server", "Player" and "Compact Player" include hardware. We offer three to four editions
(Light to Ultimate) defining the size of memory and in case of Servers the CPU and RAM. The number of
physical outputs is defined through the graphics card, for the time being that is four Display Port outputs.
The number of Output layers is defined with the software, e.g. with a Server Single Output you will have
access to the parameters of one Output layer.

Below, you see that all hardware models can be purchased with zero (software) outputs, this is of
interest for applications with backup systems or in case you like to use them for Pandoras Box software
products. In other words, for the software products EDU Server (Educational version), Software Player,
Manager, Manager Offline and Widget Designer you have the choice of using your own custom hardware
or purchasing additional hardware from us.

The Software Player is a Multi-License product, meaning that multiple licenses multiply some features,
e.g. the number of Layers or Sequences. When you start the software, it will automatically recognize
how many licenses are available on your hardware and start in the according Multi-License mode. This
applies in case you use multiple dongles or in case you purchased one single dongle with multiple
licenses.

66



[PAN DORAS [Ele)%

Show Control and Playback Solution

Hardware / Hardware + Hardware + Hardware +
Software Software Software Software Software Software
Zero -0 Zero -0 Zero -0
Software Model - Single - 1 Single - 1 Single - 1 Single - 1
Output Layers Dual - 2 Dual - 2 Dual - 2 Dual - 2 3
Quad - 4 Quad - 4
Base Parameters 3D 3D 2D 2D 2D
Video Playback max. 16k max. 16k max. 4k max. 4k max. 4k
Video Layer Unlimited Unlimited 8 4 4 3*
Graphic Layer Unlimited
Audio Tracks Unlimited Unlimited 8 4 4
Effects / Layer Unlimited Unlimited 8 4 4 3+
Particle Sys. / Layer | Unlimited Unlimited 8 4 4 3
Warping, Keystone, Yes
Softedge, Matrix
Network Sync Yes
Sequences ° Unlimited Unlimited | 4 2 13+
Mpeg2 Encoder ** Included Included Optional Optional Optional
StreamiX Inputs °* 32 32 8 4 4
Input Recording ** Yes Yes No No No
. De- and . . .
H H 5%
Media Encryption Decryption Encryption Decryption Decryption | Decryption
Playlists %* Yes
Web Browser %* Yes
Hardware Model - | o 480 LT - 480 LT - 480
STD - 1440 STD - 1440
Redundant SSD STD - 1440
(in GB) PRO - 2880 PRO - 2880 PRO - 1900
ULT - 5700 ULT - 5700
4U 4U 1U %%
Form Factor 19" Rack 19" Rack 19" Rack
Video Inbut None, DVI, None, DVI, DirectShow
P HD/3G SDI * HD/3G SDI ?* only
. None, 1x/4x None, 1x/4x
Audio Output ADAT or MADI ADAT or MADI
Framelock / Sync Optional Optional
10Gb Ethernet Optional Optional

Optional Accessories

DVI Processor
SDI Processor

DVI Processor
SDI Processor
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Show Control Solution Interactivity Solution
Manager
limi
Hardware / Software | Software Software Unlimited Optional
Web Clients
Audio Tracks 16’. optional Unlimited
unlimited
Network Sync Yes No
Sequences 8, gpt_ional Unlimited
unlimited
Mpeg2 Encoder Yes Optional
Input Recording Yes No
. . De- and ;
M E D t
edia Encryption Encryption ecryption
Playlists Yes Yes
Jog Shuttle Jog Shuttle
. . Fader Board Optional Fader Board
Optional Accessories | qore | jnk Accessories SMPTE Link
DMX Link DMX Link
* A maximum of 2 input boards can be configured
2 Only 1 input board can be configured
3 Count multiplies with number of Multi-Licenses
4* Expected 2016 Q4
5* Available in show control mode
6* The Education edition is available only to universities and schools with an approved education
contract

Date: May, 2016. All information contained in this document is subject to change without prior notice.
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4.2 How to connect via VNC Remote

This is the screen you start with. What you see is called the PB Menu. If you like to access another
computer, click the "Remote" button.

You will see a an image, while you wait for the Remote window to open.

CLIENT

T00LS

REMOTE

Now, you see the interface from the Remote tool. With that software you can establish a VNC
connection to another computer that is in your network. The other computer needs to have a VNC client
running to pick up the connection. If PB Menu is started on that computer, it automatically did this for
you. Now, you can enter the according IP address in the "VNC" text field.
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Pandoras Box Remote -0 X

File  Edt Vb aols 7 ~| XD efault - IP; 201,100

Now VNC Remote tries connect. If the connection cannot be established, check:
- if you entered the correct IP address

- if the computer is in the network

- if the network is OK, e.g. by pinging the computer

Pandoras Box Remote - 3 X

File Edit WYWC  Commands oals 7 VNC s Disconnect  Page:  Defaul - IP;2.0.1.100

VNC Viewer Connecting ...|

When the connection is established, you see the desktop of that computer. Click your local mouse and
use the local keyboard to interact with the remote desktop.

If you connected to client computer that renders in fullscreen, you might want to leave fullscreen: click
into the window and then use the shortcut keys: CTRL + F

If you connected to a Win7 client that renders in fullscreen, you do not see the fullscreen, even though it
is there. Instead you see the desktop underneath it. You will notice that you cannot click something in
the desktop. Do the abowve steps, click in the Remote window and use CTRL + F and you will see the
small rendering window.
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Pandoras Box Remote - 2.0.4.1
File Edit VNC Commands Tools ? [l <+ WNG 2041 * % Disconnect Page: Default

pang

File Edit VNC Commands Tools ? [R <+ NG 2041 - ¥ Disconnect Page: Default 1P: 182.168.169.10(

CLIENT

TOOLS

WIDGET DESIGNER

FILE

HELP

SETTINGS

If the client does not render anything, for example because the content was not spread, it looks like this.
How to spread content is explained in the chapter "Basic steps" 8%

If there are problems, also check, that "Master IP" displays the correct IP and not the words "Not
connected"
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4.3 How to see the taskbar

This is the screen you start with. What you see is called the PB Menu. It hides the taskbar. If you like to
see it, click the "Settings" button.

PANDOR.

ER

CLIENT

VIDGETDESIGMER  EUTTON CONFIG

EDID LINK

DMXREMOTE

Then click on "Taskbar On".

Astart| @B © B [

[l Pandoras Box MANAGER..,
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4.4 How to ping other computers and check your IP and MAC address

This is the screen you start with. What you see is called the PB Menu. It hides the taskbar. To see it,
click the "Settings" button and then the "Taskbar On".
Now click the Windows Start button and choose "Run...".

& windows Update

Programs
% Documert s

[ Pandoras Box MANAGER. . BB @ s, 119

Enter the below code and click OK:
cmd

R 21

Type the name of = program, folder, document, or
Internet resource, and Windaws wil open it for you,

Open: | cmd |

oxi | comel | g |
CEYAEOE @

The Command Prompt window opens. Simply write (behind the already existing entry) the below codes
and hit the Enter key.

In order to ping another computer in the network, write "ping " and the IP address. If the ping goes
through it looks like the below image.

Enter for example:

ping 2.0.4.1
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rasoft Windows RP [Uersion
C> Copyright 1985-2001 Microsoft Corp-

C:\Documents and Settingshcoolux>ping 2.4.8.1

Reply from 2.4.8.1: byt time<ims ITL=64
B.1: byt time<ims ITL-64

H time<ims TTL=64
IReply from 2.4.8.1: time<ims TTL=64

Ping statistics for 2.4
Packets: Sent = 4. Rec

Approximate round trip times
inimum = Bms, Maximum =

WINDOWS' system32',c

Microsoft Windows XP [Uersion 5.1.26881
(C> Copyright 198520881 Microseft Corp.

C:\Documents and Settings“coolux>ipconfig

Windows IP Configuration

Ethernct adapter Lan2:
Media State
Ethernet adapter Lan:
Connect i
1P Addre
Subnet Mask
Default Gateway

C:\Documents and Settingscooluxie

If the ping request is not successful, there is either:

- a fundamental network problem (loose or broken cables, overloaded or broken switches or other
connected devices)

- an IP conflict with other devices, for example because other devices have the same IP address (check
all IP addresses within the Windows settings or with the PB Menu button "Network Setup" or the
command in the below image)

- the entered IP address is wrong. The answer takes then longer and says for example "host not
available"

- entered text is wrong, check that you have not forgotten to write "ping", that there is a space and that
the numbers are separated with dots

In order to check what your own IP address and the MAC address, enter:
ipconfig

For more advanced results:

ipconfig /all
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Microsoft Windows RP [Uersion 5.1.26881
(C} Copyright 1985-2001 Microsoft Corp.

C:\Documents and Settings:ceoluxripconfig

Windows IP Configuration

Ethernet adapter Lan2:

Media State . . - . : Hedia disconnected
Ethernct adapter Lan:

Connection-specific DNS Suffix

1P Address. - . - . . - -

Subnet Hask . . . . . . .

Default Gateway . . - . .

C:\Documents and Settingshcoolux>.
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4.5 How to check and change the resolution

This is the screen you start with. What you see is called the PB Menu. If you like to check the
resolution or need to change it, click the "Display Setup" button.

CLIENT

Now you see the NVIDIA Control Panel (or another window if another graphics card is used). To check
the current resolution, or in order to change the resolution, click on "Change resolution". For other
settings, see this chapter675,

|c=| N¥IDIA Control Panel
File Edt Desktop Display Help

I

Q= -0 “ﬂ

Select a Task...

) 3D Settings
L. Adjust image settings with prewview
- Maniage 30 settings
*. Set Physk Configuration
) Display
L Run display optimization wizard

- Adijust deskiy Folor settings

L. Adjust desktop size and position
- Ruatate display

. Wiew HDCF status

+-Run television setup wizard
*.Set up multiple displays

= viden

- Adijust video color settings

L Adiust video image settings

@ Change Resolution

—

You can adiust the amount of information sppeating on the screen and reduce flickering. You can also chosss the high-definition (HD] format if you are using an HOTY and set & county-specific signal for

your standard-definition (50] TV

1. Select the display you would like to change.

(S

Digltal Display

2. Apply the follawing settings.

Connector:
DV - PC display

N d

Resolution: Refresh rate:
e = [ =
2048 % 1536
1920 5 1440 Color depth:
1920 % 1200
1920 3 1080 Hghest (32-bit)  x
1680 x 1050
1600 x 1200
1600 x 1024
1600 % 900 =l

Customize...
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4.6 How to access log files

This is the screen you start with. What you see is called the PB Menu. If you had problems and the
technical support asked to receive your log files, first of all you need to connect to the computer you had
problems with. That means, if it was a client, first connect to it. These steps are described in the

chapter "How to connect via VNC Remote" 9.

Now, click the "Settings" button and then the "Show log" button.

REMOTE

HELF

ESIGNER  BUTTON CONFIG

You see the Windows Explorer with the according Logs folder.

(I e

CLIENT Eile Edit View Favorites Tools  Help ‘ l';'

oS Q- - B Ot [ roes [ [ 30 X 9 |1

Address [ C:iprogram Filesicolux|Pandaras Bo VS Manager Pro Rev 9410ogs =l

Folders X | | Name =~ Size [ Type [ Date Modifie
Desktop e E] engine_log.txt 94KE  Text Document 21.05.2014
| 9 by Computer || B A 27KB  Text Document 21.05.2014

] % Local Disk (C1)
(& conux
IC2) Documents and Settings
El 153 Program Files
IE5) AGEIA Technologies
1) Common Files
1) ComPlus Applications
Bl () cookux
I (3 Pandoras Box V5 Manager Pra Rev 9410
5 data
(23 extensions
3 logs
) oIFx
I3 Instalishield Installation Information
15 Inkel
|3 Inkernet Explorer
I LSI Corporation
[ MegaRAID Storage Manager
(D Messenger
1) micrasoft frontpage
I Micrasoft NET
12 Mawie Maker
I msBuild
1D SN
=

Take all files that you see and mail them all to the technical support.

You might need to do that for the Manager as well as for the clients (Players and Senrvers). If yes, enable
a VNC connection to the client as described in the chapter "How to connect via VNC Remote" 69, Then
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do the abowe steps to enter the logs folder. In order to copy them through the network to your local

machine, open a second browser. In there, you enter two backslashes and the IP address, e.qg.

\\2.0.1.100

Then you can make a new folder, in our example it is called "files to be copied to USB stick" and copy

the files from the client to that folder.

Pandoras Box Remot 2
File Edit VNC Commands Tools ? [R <+ VNG 2041 - ¥ Disconnect

PAND

Page  Default

@ coolux on 2.0.1.100

_o ﬂk B Weh mmedrs dmds

Ele Edt Mew Favortes Iook Help b

| A ek - ) - ) ssarch ([ Foiders | [ (30 X 16) |-

Qe - © - T | Psewer [l e [ 15 3 X |-

ress [ 112.0.1.100hcoolx

Address |D Ci\Program Filesicoolux|Pandoras Box ¥S Player Dual Rev 94101logs

j lders X || Mame =

2 Desktop 4] =] engine_log.txt
¥ (= 14 My Computer 2] qui_Jog.txt
= < Local Disk (C:) [Z] site_log.bxt
& coolux
12 Dacuments and Settings
=1 [ Program Files
|3 AGEIA Technologies
(2 Commen Files
() ComPlus Applications
= (53 coolux
=) ) Pandaras Box ¥S Player Dusl Rev 9410
(2D data
(3 extensions

) DIFR
(23 InstallShield Installation Information
1) Intel
(2 Tnkernet Explarer
(3 LSI Corporation
() MegaRAID Storage Manager
(2 Messenger
® (23 microsoft frontpage
(3 Microsoft NET
(2 Movie Maker
(23 M3Bwild
(3 Mk
Pt ==

Folders X | | Mame = & coolux | | Econtent
() wersions

(23 Documents and Settings
() Program Files
() system
() WINDOWS
b DVD-RAM Drive (D7)
@ Control Panel
|5 Shared Documents
(3 My Documents
& Metwork
El @ Entire Netwark
Y Microscft Terminal Services
= Y Microsaft Windows Network
El 3% Conlux
4 PbaL140078
') Pb33140048
' Phagn4n04y
4 Pb33l400s0
') Pb33140051
J Phasidn0sz
) Ph33140054
4 Pb33140055
*J Phas1400s6
4 Phan14ninz
4 Pha0140103
4 2.0.1.100

(B files to be copied to LISE stick

UEEEEEHEEEEEE

File: Folder
File: Folder
File: Folder

Afterwards you close the VNC Remote tool again, and back on your local PC you can then copy the files
to an attached USB stick and transfer them to a PC that is online and send a mail to coolux support.
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4.7 How to install a new Pandoras Box version

If you need or wish to update your current Pandoras Box version, you first of all need to download the
new installer. To do so, go to coolux.de > Support > Download-Center and log in with your user account
settings. If you have not registered, please do so, it will only take a minute. Click on the link for the new
version to start the download.

Copy the installer file to all (!) computers that run Pandoras Box. That applies to the Manager as well as
all Players and Servers. Please read the chapter "How to copy files from and to a remote PC" 82/,

Run the installer on each computer.
Then, you need to tell the PB Menu to start the newly installed version when clicking the Master and

Client button. If you do not do that, the buttons will start the old version. So please click on "Settings"
and "Pandoras Box".

TDESIGHER

A dialog opens where you can see all already installed versions of Pandoras Box. Pick the newest
version and press "OK".
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Pandoras Box Yersion Dialog
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4.8 How to copy files to a remote PC
This is the screen you start with. What you see is called the PB Menu.

This explains how to copy files to a remote PC (e.g. a new installer). Important notice: Do not follow
these steps if you simply want to copy content to all your clients. The content spreading and
management is done via the PB Master (e.g. the Manager).

Open two Windows Explorers by clicking twice on the button "File Browser".

In order to copy files through the network to a remote computer, enter two backslashes and its IP
address. In the example below, the browser on PC 2.0.4.1 copies files to the remote 2.0.1.100, so this
was entered in the second browser:

\\2.0.1.100

Commands Tools 7 (Kl + VNG 2041 -  Disconnect  Page Defaulf

@ coolux on 2.0.1.100

_O 1|F B Weh e dEdn Ede
Fle Edt wiew Favortes Eools el kg | & |Beak - @ (T | O et [ potters [ [ (2 X B) |'
Q-0 - % /.)search [ poders | | (8 x 9 ‘ N ress |2 112.0.1.100hcoolx

B Addvess [ Ciprogram Fiestcoolux{Pandoras Box ¥ Player Dual Rev 9410}ogs | |fders hame_~ Size [ Type

Folders % | | Mame = &3 coolux = |23 content File: Folder
E] | | £l engine_log.txt [ Documents and Settings (Cversions File Folder
Desktop 1= = ) Program Fles (EiFiles to be copied to USE stick File Folder

=1 13 My Computer [Z) qui_log.txt
Y 2
= % Local Disk (1) [ ste_log bt & 3 system
() WiNDOws

(& coohix
b DVD-RAM Drive (D:
) Documents and Settings > rive (D1
@ Control Panel

Bl 2 shared Documenss
(2 Commen Files
(3 ComPlus Applications
B (3 conlux
) [ Pandoras Box VS Player Dual Rev 9410
() data
() extensions

(23 Wy Documents

& Hetwork

E @ Entire Network
3 Microscft Terminal Services
= ¢ Microsoft Windows Network

B 3y Coolux

4 Ph3L140078

“J Pba3140048

4 Phagr4nn4y

4 Pb33140050

“J PbE3140051

" Phasi4nnsz

'Y Pb33140054

'y Pb33140055

J Ph3IN40056

4 Phan14n1nz

'y Pba0140103

4 2.0.1.100

2 DIFR

(23 InstallShigld Installation Information

2 neel

(23 Internet Explarer

(23 LSI Corporation

(23 MegaRAID Storage Manager
() Messenger

(23 microsoft frontpage

() Microsaft MET

(53 Movie Maker

(23 MSBuild

(23 Mk

KES- = &

IHEEHEEHEEEEER

Afterwards you close the VNC Remote tool again, and back on your local PC you can then copy the files
to an attached USB stick and transfer them to a PC that is online and send a mail to coolux support.
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4.9 How to copy content to your hard drive

This explains how to copy files from an external hard disk, e.g a USB stick, to Pandoras Box hardware.
Important Note: There is no anti-virus software running and protecting Pandoras Box hardware!! It is
highly recommended to check ANY hard drive for viruses BEFORE plugging it in.

This is the screen you start with. What you see is called the PB Menu. To copy files we need the
Windows Explorer, so click the "File Browser" button.

TOOLS

TDESIGNER

REMOTE

HELP/ M

In the explorer, go to the drive "Removable Disk".

% My Computer 3

mEES
Fle Edt Yew Favortes Tools Help | w
e - C = &

Qe - ) - 3 | ) seareh ([ poers | [ (50 X 16) ‘
adress [ 1 iy Computer H
Folders % | | Mame [ Type | Tokal Size | Free Space | Comments
(@ peshtop Files Stored on This Computer
=] -

e Local Dis (C2) [)Shared Documents — File Foldsr

2 :

< DYD-RAM Drive (D:) Hard Disk Drives

e Remoyable Disk (E:

G’ ContreiPane! <@ Local Disk (1) Local Disk 29,2 GB 17,1 GB

(2 Shared Documents
() py Documerts Devices with Removable Storage
& metwork

3 Recycls Bin {ADVD-RAM Drive (Dt} <D Drive

e Remavable Disk (E:) Removable Disk

Search for the files you need. Make a right-click on them, and say "Copy". You can also use the short
cut CTRL + C.
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=[5
Fle Edk Wew Favorkes Tooks Help ‘ o
: - =
Qosck - ) - (T | O searen F
file Edt Yiew Fovorites Tools Help ‘ o 5
Address | ') My Computer = = — A
— E] ek - ) - (F| P seach [ Foders ‘ & (3% X B |
@ vositop Address [+ E1y =
B '§ My Computar Name_~ [ size [ Type [ Date Modified | -
% Local Disk (C) Trashes File Folder 11.03.2014 15:40
5 DVD-RAM Drive (D?) [CDongle Readouts File Folder 14.12,2013 16:36
“#* Remaovable Disk (E:) ELED SCREEM File Falder 19.05.2014 13:09
@ control Panel [Cimac office File Folder 12.07.2013 19:11
I Shared Documents (ZIResalume Arena 4.1,3Inc, Pa... File Folder 30.05.2013 11:57
My Documents [C)Resolums Arena v4.1.2 revs2... Fils Folder 30,05.2013 00:14
& Hetwark ()58tnalma stek Fils Folder 13.06,2013 12:00
2 Rrerycle Bin [5TOK 2013_06_03 File Folder 03.06.2013 17:22
(zorl File Folder 03.05.2014 13:40
=) _dihan.xlsx 4KB  XLSXFile 07.12.2013 09:32
= Interchange, _Intro_workb... 4KB PDFFile 03.03.2014 16:17
_IB LIGHTING@SPARRT M3(, 4 KB  Text Document 12.03.2014 14:49
JDJ ._MuraControlSetups,00.00.... 4KB Windows Installer P...  14.04,2014 17:11
/=] ,_Sentinel_HASP_Runetime_s. .. 4KB _SEMTIMEL_HASP_... 14.12,2013 16:38
YDA EGITIM TUTANAK. doc 4KB Wordpad Document  21.02,2014 1557
YDA KESIN TESLIM, doc 4KB Wordpad Document  14.02.2014 15:14
YDA TALEFLER. doc 4KB Wordpad Document  14.02.2014 15:18
DA TEKNIK SERYIS RAPOR. .. 4KB DOCK Flle 30.01.2014 1436
2.137KB  JPEG Image 26,09.2013 17:33
EINDE Freview 11.252KE  PDF File 28.02.2013 23:17 b
[Bganais EdE 23KB  KLSX File 29.07,2013 13553
H|Canak PRt ! 180,351 KB Windows Media Aud... 13.12,2013 13554
[Bban: e with » 641KB  XLSXFile 05.12.2013 01:12
[Edaveti —————————— S46KB  IPEG Imags 18.11.201317:16
[H|hknw 5200 TO G 52.335KB  Windows Medis Aud... 05.06.2013 14:37
[Emtere o 33.365KB  PDF File 15.05.2011 00:13
£l ®ue = 19KB  Text Document 12.03.2014 1449
[l e artal 494 KR DM File 4 11 7117 1551 =l
Creats Shortcut
Delete
Rename

Go back to the "Local Disk (C:)" > coolux > content and the folder that already exists.

OR

Go back to the "Local Disk (C:)" > coolux > content and create a new folder. Choose a good name.

[C3) Documents and Settings
|3 Program Files

@ system

WINDOWS

i5 DVD-RAM Drive (Dt}

“= Removable Disk (E:)

[} Control Panel

Customize This Folder. ..

Paste
Faste Shortout

w
sharkzut

Properties =

Fil= Edit ‘“iew Favorites Tools Help
e Back - \\) - lﬁ 7 ) search H:‘ Folders | | =2 | B x g
Address I\v Cilcooluxicontent
Folders ® | Mame = Size | Type Date Madified |
(2 Desktap ] File: Folder 17.05.2014 16:14
= :} My Computer |3 contert Pandara File Folder 10.04,2014 16:55
[ e Local Disk (C:) [C3IHD Timecode Testvideo File Folder 10.04,2014 17:01
B G coolux [ MOY-File File Folder 10.04,2014 16:41
[=] <& conkent [ZINazarbayev Center video File Folder 20,05,2014 09:56
I3 _Pandoras_Rox_Data [projects File: Folder 20.05,2014 09:12
() contert: Pandora [C3)5tock Assets File Folder 17.05.2014 16:13
IC3) HD Timecode Testviden [S)warps File Folder 19.05,2014 10:43
[ MOv-File [Z)web_root File Folder 17.05.2014 16:13
IC3) Mazarhayey Center video
I5) projects
IC3) Stock Assets e 7
1) warps s
1) web_ront Arrange Icons By 3
1) versions Refresh

I5) Shared Documents
@ My Documents

“g Metwark,
'!‘)l Recycle Bin

a Briefcase

[ﬂ Bitmap Image

‘“Wordpad Document:

Rich Text Document

=] Text Document

4 Wave Sound

] Compressed (zipped) Folder

Paste the content into the folder with a right-click and "Paste" and the shortcut CTRL + V.
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Fle Edr View Favorites Tools  Help

@Eack 3 O - lj;

j_’) Search

[ Folders | =9 3 X |Q‘

Address |@ CricoolxlcontentiNazarbayey New Contant

Falders Nams_~ [ Size [ Type | Date Modified
(& Desktop
B 1 My Camputer
= < Local Disk {:)
=] coolux
B S content
[0 _Pandoras_Box_Data View 3
() content Pandora
Arrange [cons By 5

() HD Timecode Testvideo
() MOV-File
() Mazarbayev Canter Yiden
|23 Mazarbayeyv New Content
() projects
() Stock Assets
(2 warps
() web_root
() wersions
(2 Documents and Settings
|23 Program Files
(23 system
(23) WINDOWS
4 DYD-RAM Drive (D1}
= Removable Disk (E:)
3 control Panel
|23 shared Documents
(£ My Documents
&3 Hetwark
2 Recyde Bin

85

Refresh

Customize This Folder.

Pasts gnrtcut

Unda Rename: Chrlz

Nep >

Froperties




PANDORAS =165

410 How to copy content to the project

The last chapter explained how to copy content from an external hard disk, e.g a USB stick, to
Pandoras Box hardware. Now, it needs to be included in the Pandoras Box software.

This is the screen you start with. What you see is the Pandoras Box Master, in this case a Manager.

In the "Assets tab" open the C drive from the "local" and then go to the folder you have copied the files
to. Mostly, that is C:/coolux/content/...

140086

140077

If you do not see the folder, make a right-click and choose "Refresh Drive".
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PANDORAS BOX Pandoras Box MANAGER PRO [Rev 9410]
Ele Edit .

REMOTE

doras Box MANAGER PRO [Rev 9410]

Elle ckip Help

Prai
& Nazarbayev Center Video
]

-

[1] unnamed =

Sometimes you need to Spread the file manually. Spreading means that the Master sends this file to
ALL of its clients (Players or Senvers).
Right-click on the file and choose "Spread".
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Pandoras Box MANAGER PRO [Rev 9410]

nir Filberinn
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4.11 Basic steps in the user interface

This chapter covers the most important tabs and buttons of the user interface to do basic changes.

This is the screen you start with. What you see is called the PB Manager. In the chapter "How to copy
content ... to the project” 88 you have already met the "Assets tab" and the "Project tab".

This is the "Devices tab" where you see all clients. The icon displays a red exclamation mark that warns
you that the client is not properly connected, e.g. because

- network problems

- wrong IP address (in below picture, the "Inspector tab" shows IP 2.0.1.1. for the selected client "[1]
area1-PB..."

- client not turned on

- client software not started (no Auto-Start)

If that happens, try to ping the client' 7' or try to connect to it via VNC 9/,
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o) [100.6] T
o [1

Z: 500

The clients in the "Devices tab" have different layer types. Below, is an example of a Video Layer [1.1] of
the selected client "[1] area 1 - PB...". To the right side you see the "Sequence tab" with the according
container. The container has stored parameters for the Video Layer. Stored parameters are called keys
and are displayed as diamonds.

On top of the sequence there is the time bar with play or pause "cues". On of them is called in the
example "HOME position".

ce: [1] unnamed @

If you need to change the parameters of a Layer, select it and then go to the "Device Control tab" which
is right next to the "Sequence tab". Here you see for example the parameter "Media / Mesh". If you need
to exchange content, simply drag the file from the "Project tab" onto the media thumbnail.
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¥ output 1
v

To see what the client renders and what your changes look like, you have the option, to use the "Preview
tab" on the top right side. If your client is not seen in there, right-click on it and choose "Toggle
Preview". All previewed clients show a blue icon in the "Devices tab".

If you stand in front of the display and want to see your changes but the client is only running in the
smaller window, you can enter fullscreen in the same menu.
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Pandoras Box Remots

File Edit VNC Comm H .100 # Disconnect  Page: Default

TOOLS

T A FILM_ 1 0mey

To store your changes, go back to the sequence and choose the time:

- click in the timecode and enter a new number ( 500 means 5 seconds and 0 frames)
- drag the blue line (now pointer) by clicking in the time bar

- use the shortcut CTRL + ALT + "left arrow" to move in front of a container

Right-click and say "Store active". You can do the right-click on:
- the time bar

- aclient

- a layer

- a parameter

Enn

When you make changes like these, you might want to save your project. To do that, click "File" >
"Sawe project".
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Pandoras Box MANAGER PRO [Rev 9410]
abs To sackup  Help

Crl-n
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5 PANDORAS BOX

The Pandoras Box section is divided into these themes:
Content %
User Interface 128

Device Control 2%

Input / Output Control 62!
Network & Synchronization 64¢

StreamiX Live Input 8°°

5.1 CONTENT

All Pandoras Box systems are Windows XP / 2000 based and will allow you to play back multiple audio,
video and image formats.

Since real-time rendering requires specific encoding settings, you will find detailed information about the
supported file types in the following chapters.

Display and Content Formats 94
Defining Content Resolution%°
Output Resolution Table
Audio Formats ' %8

Image Formats %8

Image Sequence Formats 99
Video Formats 192

Encoding %3

5.1.1 DISPLAY & CONTENT FORMATS

Since the invention of film and the area of black & white as well as colour TV, a lot of image formats have
been around and are still in use. Three different fields have their specific image formats:

Film 8mm, 16mm, 35mm, IMAX
Television SD: PAL, PAL+, NTSC
HD: 720i/p, 1080i/p
Digital Displays VGA, SVGA, XGA, SXGA, SXGA+, QXGA, 4k

Aspect ratio

All these different image formats have different aspect ratios. The aspect ratio describes the relationship
of the image's width and height. A very common aspect ratio used by standard TVs and computer
monitors is a 4:3 ratio.

Another - very common - aspect ratio is 1:1,85 which is used for widescreen cinema projection.

In HD digital projection the common aspect ratio is 16:9.

The aspect ratio is a very important figure to consider during content production. Wrong settings lead to
distortions in your images, e.g a circle may not look round anymore. In Pandoras Box, you have the
following possibilities to influence the aspect ratio of an image:

- Layer Inspector 208

- Xand Y scaling 399
- for more advanced users, the Camera 989 settings might be of interest.
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Resolution

It is also useful to know the resolution differences between film, television and digital displays. Film is an
analog way of recording and projecting images, while TV and digital displays have specific resolutions.
When film is transferred to a digital medium, it has to be scanned at a specific resolution; 2K and 4K are
common. At this point, it is important to say that the resolutions are superior to High Definition TV.

TV is available through different standards today. The formats PAL and NTSC are called SD: Standard
Definition. High Definition is an independent format and is subdivided into progressive scan and interlaced
image. Since most digital devices are optimized for progressive scan, this is important for digital
projection and digital lighting. High definition is known in two common standards 720i/p (1280x720pixel)
and 1080i/p (1920x1080pixel).

In Pandoras Box, the setting "Deinterlacing” can be found in the content's Inspector tab %0,

Digital displays support multiple resolutions that reach from VGA (640x480pixel) to QXGA
(2048x1536pixel).

In the past the most common resolution for digital projectors was XGA (1024x768pixel). Today HD
formats are widely used by high profile video projectors on the market.

The next topics give suggestions how to define your content resolution %%, provide an output resolution
9! table and explain in detail different content formats, such as audio' %8, single images %8/, image
sequences %' and videos 192,

5.1.2 DEFINING CONTENT RESOLUTION
Resolution optimization for onscreen design

Depending on the screen design, you may not always need a fullHD resolution for playback. If your setup
consists of a large background image with a smaller video insert window, the video resolution of the
insert window does not necessarily need to be fullHD resolution. Playing it back with an originally
smaller size, will save you performance!

Resizing content to a smaller output resolution may lead to a worse image quality. Therefore it can be
more effective if the content has been created for the desired image size.

It is recommended to work with high resolution files if you need the largest flexibility. If the flexibility is
not required or if the performance limit is reached, it is better to decide which content must have a
smaller resolution.

For a maximum of performance and image quality, the optimum case would be to have all video files in
several resolutions. A standard case would be HD, SD and Video-CD format.

HD or not HD

Even if your screen has a large dimension, this does not necessarily create the need for a high definition
video projection. Creating content in 4k or HD is more expensive than SD and the decision should be
taken upon the following considerations. Based on these criteria you should decide, in which resolution
your content needs to be created.

How far or close will the audience get to the screen?

Is the nature of the projected image more graphical background animation or real film footage?

What kind of projection medium is used?

What kind of aspect ratio is intended?

What is the native resolution of the projector / display?

The last topic describes the display and content formats' %' in general. The next one provides an output
resolution %' table and explains in detail different content formats, such as audio %8, single images %,

image sequences %°' and videos 192
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5.1.3 OUTPUT RESOLUTION TABLE

After talking about display and content formats' 94’ in general and how to define content resolution 9%/,
this topic shows the standard digital and television resolutions and display sizes.
The next chapters explain in detail different content formats, such as audio %8, single images 98, image

sequences 99! and videos 192,
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2048x1536 (4:3) QXGA

1600x1200 (4:3) UXGA

1280x1024 (5:4) SXGA

1024x768 (4:3) XGA

800x600 (4:3) SVGA

640x480 (4:3) VGA

HD 1440x1080 (4:3)

HD 960x720 (4:3)

SD 768x576 (4:3)

HD 1280x720

(16:9)

HD 1920x1080 (16:9)
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5.1.4 AUDIO FORMATS

Audio files may be played back in several different ways within Pandoras Box.

Firstly, you may playback a video file with an embedded audio stream or play an .wav, .mp3 or .mp4 file
directly. In order to play .mp4 files please make sure the Quicktime Player is installed on your computer.
To convert other audio formats for use in Pandoras Box Servers, you might want to use Adobe Premiere
or CleanerXL from Discreet.

Please Note: Please be aware that embedded audio will only synchronize to the local audio clock! It is
recommended to separate audio and video files onto individual layers for proper playback.

Secondarily you may play back an audio file using ASIO. The PB Manager, Player and Server software
support all common ASIO sound cards and offers audio and video playback synchronization to the audio
clock via dedicated Audio Tracks. The number of available tracks differ according to the chosen product.
The topic "Product Oveniew %" gives an oveniew.

The ASIO Tracks will play mono and stereo PCM Wavwe files (16 or 24 bit) whilst the sample rate
depends on the ASIO sound card.

More destgils regarding the setup and use of ASIO in Pandoras Box can be found in the chapter "Audio
Tracks ™",

Another possibility would be using Sonic Emotion, supporting up to 16 channel audio, please use the
Sonic Emotion Hardware Player. For more details please contact www.sonicemotion.com.

With the Sonic Emotion 16CH device %%, mono wave files with 48 kHz 16 bit can be uploaded and
synchronized to the Pandoras Box Timeline Playback.

The next topics describe other content formats, such as single images %', image sequences *®' and
; 102
videos 4.

5.1.5 IMAGE FORMATS

Pandoras Box supports the most common file types such as .bmp, .jpg, .tga, .png. Since version 5.5
the dds format is supported too. With version 5.7 we introduced the support of .snp files.
Please make sure, that the images are saved with an RGB(A) color profile as CMYK is not supported.

Image resolution

There is no resolution limit for the images, but bigger files will be scaled to the maximum texture size of
your graphics card. So you don't get any effort using images larger as your texture size!

When using graphic (as well as video) content with more than 2048 x 2048 pixels you might need to alter
the texture size in the Configuration > Render Engine '®3. Some FX and features like deinterlacing and
FluidFrame need to buffer the media file. The memory space for that purpose is limited to 2k per default.
Choosing another texture size will enlarge the buffer for all textures, which increases the used memory
space. Thus it will consume plenty of graphic card memory. Please use the option only if needed.

Image compression, quality and file size

Bitmaps and Targa images provide uncompressed images; this means that there will be no loss of colour
depth or resolution. In general uncompressed files have a larger file size than compressed data, thus
they are using more memory on the hard drive. Nevertheless, don’t be afraid to use them. Pandoras Box
converts any image to an uncompressed format anyway to play it back in real-time.

The image format .jpg does an image compression that leads to a lower image quality. The conversion of

a .jpg to a .bmp does not enhance its quality, it only maintains the quality. If you save a .jpg as .jpg
again, the quality will decrease even more due to the re-compression.
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The image format .png does an image compression too, but other than jpg it is a loss-less data
compression.

The dds format is a special format. Different to the other mentioned formats, most tools cannot edit or
display this format. Photoshop for example offers dedicated plug-ins to support the format. The Image
Convwerter supports the dds format as well, thus it is possible to convert images and provide them for
Pandoras Box. You may use them as single images or for image sequences. More information about
image sequences in general % and the Image Converter83® ..

The dds format claims to perform better than other formats like jpg, png or bmp. In comparison to these
formats dds images save performance because it is a texture format that can be interpreted by the
graphics card directly. In other words, the CPU and the bus have no load regarding the decompression.

To be accurate, the .snp (snappy) format is actually not an image format itself but a compression library
offered from Google. So if you have a .jpg, .png, .bmp or .dds image, snappy compresses the file size
but keeps the available quality as it simply reduces the file data. If you work with .snp files, the saving or
reading process does not need more time, as the (de-)compression works in highspeed and real-time. In
other words, Pandoras Box can decompress snappy image sequences on the fly.

The result is a much smaller file size whereas the size difference depends on redundancy in your visual
content, such as alpha channels or same colors in motion graphics. This way you gain a lot more drive
space which is especially interesting for SSD systems as their drives normally offer less space.

The tools Dome Master 832, Splitter®*®, Image Converter ®3® and the new Quicktime Converter "7 offer to
save images using the snappy format.

Alpha channel

Alpha is the transparent part of an image where you can always see thru and choose a different
background. Pandoras Box will play both alpha file types: Straight Alpha and Premultiplied Alpha.

Each pixel from an image is now saved with its RGBA information: Color and transparency. Not all image
format do support this, some are designed to save the RGB color information only. So if you like to
create see-through logos or transparent images, use the .tga or png file format, or dds.

The previous topics describe the display and content formats °*' in general, how to define the content
95

resolution and provide an output resolution table °8'. Please click these links, if you are interested in
other content formats, such as audio %', image sequences %° and videos %2

5.1.6 IMAGE SEQUENCE FORMATS

An image sequence is a series of sequential still images that represent frames of an animation.
Commonly, the images are saved within one folder and are labeled with an incrementing file name in
order to preserve the chronological order. They have the same pixel resolution, size and file format,
whereas Pandoras Box supports .bmp, .jpg, .png and the graphics card texture format .dds. With version
5.7 we introduced the support of .snp files.

Please read the previous chapter Image Formats %8 where - among other things - the difference between
these formats is explained.

Most high-level programs like Adobe After Effects, Premiere Pro or 3D Studio Max are able to render an
image sequence.

The advantages of working with image sequences

+ Quality

When rendering an animation as one single video you need to decide which codec should be used. Each
codec must decide between high / low file size and low / high image quality. When rendering a png or
bmp image sequence, no image information, e.g. color depth or resolution are discarded and thus the
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best possible quality is preserved. The downside is the file size.

A good balance is the dds format, eventhough it compresses the file size the quality does not suffer
much. The dds format is a special texture format send directly to the graphics card without drawing
performance from the bus and the processor. This way you may play back much more dds image
sequences than with the other image formats. Please refer to the previous chapter, "Image Formats" 98
for more information.

In addition, always depending on the kind of content, it possible to achieve better results regarding the
quality than the mpeg video format can provide.

+ Alpha channel

Only few codecs support the alpha (transparency) channel. The recommended codec for Pandoras Box
playback - mpg2 - only supports RGB. Transparent parts must be keyed out, for example with a
masking effect and an according mask which can be generated using the Image Converter 838, When
rendering a png or dds image sequence, you can decide to keep the alpha information.

+ Safety

When playing back a video you need to have the same codec installed that was used to render the
video. When working with special / unusual codecs you have to keep in mind that they need to work
platform independently and with good performance. When rendering and playing back an image
sequence, no codecs are needed.

+ Flexibility

Most of the times content production starts before all hardware or technical decisions are made. In case
of large scaled high-resolution softedge projections, for example, the total number of projectors might not
be known, or the final projector positions are still in question. Cropping images or scaling them down
with a batch program is far easier than editing a video. Please see other coolux tools Dome Master 832,
Image Converter 838 and Splitter 848 that are free of charge. Other image adjustments can be made e.g.
with Adobe Photoshop.

Furthermore there might be limitations and misunderstandings regarding the communication between
companies that participate in the same project. Sometimes there is no direct contact between the
content creator and the operator or other companies within the production chain. In some cases it is a
safer or more confident workflow for them to receive an image sequence and either do the final rendering
process with one of our above mentioned tools or - since version 5.3 - to playback the image sequence
directly in Pandoras Box.

The disadvantages of working with image sequences

- File Size

Bmp image sequences preserve the best image quality possible thus no information is compressed or
discarded. That increases the entire system requirements regarding file transfer and memory. The critical
question for a smooth playback is definitely the number of pixels per frame and the number of file
accesses per second.

- Decompression

Png and jpg sequences compress the image's information in order to get a smaller file size. When being
played back, the system need to decompress each single frame. Here not only the number of file
accesses per second is critical, but also the processor's performance consumption due to
decompression. For that reason we recommend to use bmp sequences. If you like to playback png or
jpg sequences you might want to alter the number of threads used, this is described below.

It is recommended to use image sequences in Pandoras Box with SSD drives as normal hard
drives are slower regarding the number of file accesses per second. If you do not necessarily need to
change individual frames during playback it is a very good and recommended workflow to render an
uncompressed avi at the very end of the content production; you may use the Image Converter 838 for
example. The avi format combines all advantages but as it is only one file, the system will be able to
load it faster and the playback requires less performance.
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How to use an image sequence in Pandoras Box

Just like any other file an image sequence must be first added from the Asset tab into the Project tab. It
is recommended to save all images belonging to one sequence within one folder as well as to remowe all
other images (and other files, e.g. .dsstore, indexing files added automatically from MAC operating
systems) not belonging to the sequence from this folder! In order to add the image sequence you cannot
simply drag the folder, as this would generate a folder with multiple files. Right-click on the folder within
the Assets tab and choose "Import As Image Sequence". A dialog opens and asks for the frame rate;
depending on how the content was created enter for example 25fps or 30fps. As seen below, at this time
a new resource with the sequence icon was added to the Project tab.

A second way to add a sequence to the project would be to right-click in your Project tab, choose "Add
Image Sequence" and attach a sequence using the Inspector.

Thumbnailz: short =

1 001 png

_00%.png coalus_004.png

coolux

Now you can start programming with the image sequence by dragging the sequence from the Project tab
into the timeline or by assigning it to a layer via double-click after selecting one in the Device Tree tab. If
the sequence does not play back fluently, you can activate "Fluid Frame" in the Inspector (select the
sequence in the Project tab to see its information in the Inspector). As well you can choose another
setting in the text field "Number of Threads". The other options are explained in the topic "Image
Sequence Inspector".

The number of threads influence how many threads are called by the Pandoras Box application from the
operating system in order to run the sequence. There is no rule of thumb how many threads are the best.
A higher number of threads can make the sequence run more smoothly and at the same time a too large
number can make the playback more stuttery. There is no definite minimum or maximum. It depends on
your hardware, e.g. the processor and type of hard drives. Regarding bmp sequences the default setting
of 5 will give you good results. As png and jpg sequences require more processor performance, another
thread number can give you better results. The optimal number depends on their compression rate.
Please make sure that the threat number is smaller than the total number of images in the sequence.

Tips for the workflow for image sequences

Before using image sequences in Pandoras Box...:

- Check the file names:
best is to name all files with the same number of characters, in other words, if you have 100 files, the
first one should be named image001 instead of "image"

- Delete additional files from the folder:
best is to have a folder including the same number of files as images (there should be no thumbs file,
notes or administration data)

- Name the folder with the frame rate:

best is to have a folder including the frame rate the image sequence was rendered out for, e.g.
"Stars_25fps"; ask the content creator to do that for you; this way you will later on, know for sure with
which frame rate the image sequence should be imported
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The previous topics describe the display and content formats °*' in general, how to define the content
resolution %' and provide an output resolution table %'. Please click these links, if you are interested in
other content formats, such as audio %', single images ®®' and videos 1%2.

5.1.7 VIDEO FORMATS

There are several video formats on the market. Pandoras Box Server aims to support most of them.

PB supports the following video file types:
.avi, .wmyv, .mpg1, .mpg2, mpg4, .mov.

Also supported video file types:

.mxf (e.g. used by Avid and Sony XDCam). A dedicated decoder is required.

.mx| (proprietary coolux file type, basically it is a mpg2 format). The implemented Encoder Extension
enables you to encode and decode 4k resolution files in this format (depends on available graphic card
RAM).

104

Please note:

PB Player versions are limited regarding the play back of large videos, currently the limit is 4k for the
maximum file resolution.

On PB Sernvers, when using video content with more than 2048 x 2048 pixels you might need to alter the
texture size in the Configuration > Render Engine '®3. Some FX and features like deinterlacing and
FluidFrame need to buffer the media file. The memory space for that purpose is limited to 2k per default.
Choosing another texture size will enlarge the buffer for all textures, which increases the used memory
space. Thus it will consume plenty of graphic card memory. Please use the option only if needed.

For more information about differences in Players and Senvers, please read the Product Oveniew 6%

Codecs

A video codec is a compression / decompression method based on a specific algorithm, optimized for
different uses, e.g. for web, CD or DVD use. Not all codecs are optimized for synchronized playback.
An important thing about the AVI, Quicktime and .mxf file format is its kind of container format. This
format may contain different video codecs, it is not clearly determined by its file extension.

Pandoras Box uses all available codecs that are currently installed on your Windows system.

If a video file may not play in Pandoras Box, please check if the codec is installed. For Windows XP
systems you may try to playback the file in Windows Mediaplayer. Windows Mediaplayer is able to
display the properties and codecs of the loaded files.

Other media players are not recommended as they might use their own codecs which are installed on
the system and cannot be used by other applications.

You might need to re-encode the file in a codec that is supported by Pandoras Box. For re-encoding we
recommend to use the Encoder Extension 1%4.

Optimum video playback and bit rates for encoding

For a proper video playback with synchronization we recommend video files to be encoded to Mpeg2
(.mpg), respectively to .mxl. Other codecs might be used, but it is recommended to test new codecs
before using them on a show.

Each codec must meet the two demands to encode a file with low file size but high image quality. The
mpeg codec strikes a good balance between the two demands. At the same time it supports the
possibility to playback the file with frame accuracy and synchronization.

In general it does not support to have an alpha channel included (transparent information). However,
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coolux dewveloped a feature in the external tool Image Converter that allows to use mpeg with alpha
channel 838,

To provide a synchronized playback it is mandatory to encode the Mpg?2 files with a constant bit rate
(CBR) and as elementary video only! That means that the audio information needs to be splitted or
discarded. Even if the audio level is at Odb, it is still included in the file and will destroy the possibility to
play it back synchronized.

The bit rate itself depends on the content. The more pixels each frames has, the higher the bit rate
needs to be. The more different color information the frame has, the higher the bit rate should be to
preserve quality. The statement that coolux gives, e.g that a Server may play back 4 HD files smoothly
refers to the recommended bit rates seen below. If you encode HD files with a higher bit rate you will not
be able to play back four files at the same time!

Recommended bit rates:

PAL or NTSC resolution: up to 8.000 kbit/s with a progressive scan
HD resolution: up to 20-25.000 kbit/s

4k resolution: up to 80-120.000 kbit

Playback with uncompressed formats

If you are interested in playing in uncompressed formats please keep in mind that those codecs preserve
the best possible image quality but also lead to very large files. They draw plenty of performance during
playback. We recommend to use uncompressed formats with SSD drives. You might also be interested

in image sequences %

The previous topics describe the display and content formats °*' in general, how to define the content
resolution > and provide an output resolution table %'. Please click these links, if you are interested in
other content formats, such as audio %', single images % and image sequences .

5.1.8 ENCODING

To transcode most AVI-and Quicktime as well as WMV files to Mpeg1 or 2 in SD, HD or custom
resolution, please use one of the following tools:

- Pandoras Box Encoder Extension 104

This Encoder is implemented in every Pandoras Box Software (up from Vers. 4.5). It allows Auto-
Encoding when adding files into the project.

Please note that the Encoder Extension needs to be activated on your dongle, depending on your
license this will be fee required.

- Mainconept MPEG Encoder 10°
This Encoder is installed on older Pandoras Box Servers. This chapter is only interesting for users who

have no access to the Pandoras Box Encoder Extension.

To transcode any Quicktime codec to a .dds, .png and .bmp image sequence (a folder containing
sequential images), or .mov files (containing sequential frames) please use the Quicktime Conwerter:
- Quicktime Converter 17

This tool comes with every Pandoras Box installation and can be found in the "Tools" menu of the PB
Master.

To encode your content to a .dds, .png and .bmp image sequence (a folder containing sequential
images), or .mov files (containing sequential frames) please use the coolux codec:

- coolux codec / Quicktime component 115

The codec can be used for content creation. Load the codec into third-party rendering software solutions
like AfterFX or third-party content conwerters like the Quicktime Player.
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5.1.8.1 ENCODER EXTENSION

The built-in Pandoras Box Encoder Extension allows to transcode most AVI -and Quicktime- as well as
WMV files to Mpeg1 or 2 up to a 4k resolution. The files will be encoded to MPEG Elementary Video
Streams. If the original file contains audio, a separate wav-file will be created

The resolution can be set to SD, HD or a custom one. The Encoder Extension allows you to transcode
files larger than 1080p to our proprietary .mxI format. The maximum resolution is 4080x2800 px and the
encoding process depends on available graphic card RAM.

Please read the topic "Video Formats 1°2" if you are interested in knowing more about video formats and
codecs that are supported by Pandoras Box and about optimum video playback.

To open the Encoder Extension Tab, please click on the Tabs Menu and choose Extensions - Encoder
Extension. The Encoder Extension tab will appear next to the Inspector tab.

Please note that the Encoder Extension needs to be activated on your dongle, depending on your
license this will be fee required.

Encoder Extenzion

2dd Resources Fremowe from List
Auto-Encode: Sekkings:

avi Ty v Lse fuko-Setting

1T sk -

mpeq ik

Edit Setting=
mpg il
T il Mew Settings
Tricy T

Currently Encoding:

. @ ]

Start Encoding Stop Encoding

Auto-Encode

To use the Auto-Encode function please set a check in front of all file formats that should be
automatically encoded when added into your project.

The Encoder Extension supports the following file formats:
avi

wmv (Windows Media Video)

mpeg (Mpeg)

mpg (Mpeg)

m2v (Mpeg 2 Video only)

mov (Quicktime Video)

mpv (Mpeg)

m4v (Mpeg 4 Video)
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mxf (File Exchange Format e.g. used by Avid and Sony XDCam)
m1v (Mpeg 1 Video only)

mx| (proprietary coolux file type)

mpe (Mpeg)

Encoder Extension

[Dane] Billard. o )

Setkings:
¥ Lse Aukto-Setking
L ey
mpeq ik
Edit Settings
mpg mlv
ety il
v oy mpe

Currently Encoding: JumpingBall. oy

- ]

Start Encoding Stop Encoding

The added files will appear in the Encoder Extension Window, the encoding starts automatically. The
status bar shows the progress of the currently encoded file. Once a file is completely encoded, the file
extension in the project tab changes to .mpv. The original file is discarded from the project but kept in
the windows folder from where you added the file into the project.

To stop encoding, please press "Stop Encoding". Pressing "Start Encoding" will continue the encoding
process.

Manual encoding

To encode files manually please select the files in the project tab.

In the Encoder Extension press "Add Resources", the selected files will be added into the Encoder
Extension window. The drag and drop function does not work here. To start the encoding process press
"Start Encoding".

Now everything behaves as described for the Auto-Encoding.

REMOVE FROM LIST:
To clear files from the encoder extension window - no matter if new encoded or not, select the files and
press "Remove from List".

Settings

Auto-Settings
Using Auto-Settings will encode all your files to MPEG2 Elementary Video Stream.

The bit rate will be set to a constant bitrate: CBR 8.000 kbit/s (SD) or CBR 20.000 kbit/s (HD).
The field encoding will be set to “Progressive Frame”.
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All other parameters like video mode (PAL or NTSC), resolution and frame rate will be adopted from the
original file and are not affected through encoding.

Choose Profiles manually
By unchecking "Auto-Settings" you will be able to choose one of the default profiles manually.

Encader E:

Add Resources Remaonwe from List
Buto-Encode: Setkings:
avi TP se Auko-Setting
AT sy
mpeq mxF

mpg iy

My il Z:||:I Mksc

W ooy e

Currently Encoding:

L. @@ |

Start Encoding Stop Encoding

Using one of the default profiles will not only affect the bitrate and field encoding but might change the
files resolution: e.g. encoding an HD-file (resolution 1920x1080 px) using the SD PAL Profile will resize
the video to 720x576 px.

Please note: the default profiles can not be edited.
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Creating new profiles

Please uncheck "Auto-Settings" and press "New Settings" to create a new encoding profile.

Edit Encoder Setting

Mame:

new encoder sethings

MPEG Type: Incaming Framerake:
MPEG-2 Auko -
Prafile;

High Profile {2

If I:_-.I:_:IF'-LE_ru;ltl'u = 1 only I-Frames are

Deinterlacing: Field Crder:

Enable .

Mation Estim, Lewvel: Maotion Estim,. Range:
7 - medium guality * 15 >
Scene Change Detect.:

Mone i 4k

audio Processing {when applicable):

Discard

The new dialog allows you to:

[Name]
Name the profile

[MPEG Type]
Choose the MPEG Type (MPEG-1 or MPEG-2)

[MPEG Profile / Level]

Set MPEG Profile and Level. Please note that you will need High Profile (Profile 4:2:2:) and High Level for
HD 1920x1080 px resolution. The Level automatically changes to MXL if you encode files to a format
bigger then 1920 x 1080 px.

[Resize Video]

To resize your video, check the box and insert the resolution your video file should be resized to. Note
that the "MPEG Type" and "Lewel" influence the maximum allowed resolution. In general, the highest
resolution is 4080x2800 px for the mpeg2 format and MXL level.
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[Bitrate]
Choose an amount of kbit/s (recommended are about 8.000 kbit/s for SD, 20-25.000 for HD and 80-
120000 kbit/s for 4k)

[GOP-Length]
The length of the Group of Pictures is editable from 1 to 100. The higher the GOP-Length the better the
compression rate gets at the expense of quality.

[Number of B-Frames]
Choose a value between 0 and 7.

[Deinterlacing]
To enable Deinterlacing, please check the box and also choose a Field Order.

[Motion Estimation Lewvel]
Set a value between 0 (no motion search) and 15 (high quality). The higher the value, the better the
quality, the longer the encoding process.

[Motion Estimation Range]
Set a value between 0 (no motion search) and 15 (high quality).

[Scene Change Detection]
Choose between None, Fast and Refined.

[Audio Processing]

- Discard: discards the Audio Part, the video file extension

- Split to separate wav. splits the Audio part to a separate wav-File. This file will be added into the
project. automatically. On the hard-drive it will be created in the same folder where the related video
source is located.

- Include: includes the Audio Part into the encoded video (the video file extension will be "mpeg").

The Audio Part is discarded by default.
If there is no Audio Part included in the encoded video file, the file extension will be *.mpv (Video
Elementary Only). Including an Audio Part, the \ideo file gets the extension *.mpg

Click OK when the new setting is finished. The created profile will appear in the drop down menu.

EDIT SETTINGS:

Select your profile from the drop-down list and click "Edit Settings". All settings are described above in
"Create New Settings".

Please note that the default profiles are not editable!
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5.1.8.2 ENCODING (up to Version 4.5)

Pandoras Box Servers up to Version 4.5 ship with the Mainconcept MPEG Encoder that allows to

transcode most AVI and Quicktime as well as WMV files to Mpeg1 or 2 in both SD, HD or custom
resolution.

B Mainconcept MPEG Encoder ' o =]
File Options Tools Help
Video source: | ] Open ...
; Yiden inpuk File, Source For video stream. b—

Audio source: |_ Open ...
Cluatput file: l Browse ..
—Wideo input info Audio input info

- hane - - Rane -
— Dutput format

MPEG tppe: |00 j Yideo mode: [P "

Stream bpe; |E lementan, Video j Audio mode: || 50 2 -

Detailz ...

DirectShaw [mpart

Eatert | I

An extensive help file is provided with the encoder. The easy steps to encode SD or

HD files are explained below.

SD - PAL/NTSC Encoding

To start encoding, please open the Mainconcept Encoder from the Start menu.
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(1]

File Options Tools Help
Viden source: |E:"-.n:n:u:u|u:-:"-.n:n:untent Fandora'Medialoops 1012004001 Open ..
Aydio gource: | Open ...
Output file: |E:"-.n:n:u:u|u:-:"-.n:n:untent Fandora'Medialoops 1012004001 Browse ..
—Wideo input info Audio input info

Frame rate: 25 000 - NONE -

Framesz; 300, length: 12z

Size: 720 = BYE pixel
— Dutput format

MPEG type: |% Video mode: |PaL -
Stream type; IF'ngrEIT'E["-r"idED] Audio mode: {| 50e 2 s
|MF'EI3 2. 720 % 576 pirel, 26.00 FPS Dretailz ..

MFEG Import

Cormert | I

E stimated file size: & MEB

Click on the “Open...” button in the video source section to load your source file that you want to
encode. You may also drag and drop a file from a directory directly into this section.

Choose “MPEG2” as MPEG type and - depending on the format - choose NTSC or PAL. If your source
file contains any audio that should be encoded, use Program (Audio and Video) or Elementary Video to

encode Video only.

Then click on details to set up the advanced features of the encoder.

PLEASE NOTE:

FOR SYNCHRONIZED NETWORK PLAYBACK, ALL FILES MUST BE ENCODED AS ELEMENTARY

VIDEO ONLY!

Then click on details to set up the advanced features of the encoder.
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octicasetinas i
| ~Yideo

Wwidth: I?E':I _I? Frame rate: |25 j
I Height: Iﬁﬁ?a _:| Field encoding: o

D einterlacing: IN.;.ne

¥ Keep proportions

Crop & Scale | fast eract

Search method:

sl o

[T Enable lin filkering kot s
[T 2-pas: encoding Search range:; 2
Chapter points: |
T Audio b imer
Adyanced ...

Frequency: |48000 Hz ,l [ Eriable file spfittirg

e Cancel |

tode: [Dual Channe ,l Il file size: ||:| ME
_EIK

In the detailed settings you will need to set the field encoding to “Progressive Frame”.
The \video resolution can be set in width and height.

Advanced MPEG Settings x|

“way MPEG Encoder £\

Vidso Setings | Advanc{Videa Setings |

www.mainconcept.com

Frame rate: Bitrate type:
[ 25 fps - PAL/SECAM, geneic 625/50Hz rate ~| -
ged din ~ Constant bitrate:
i 4:3 Display ﬂ Bitrate [kbgs): Rate control mode:

Pulldowa: | B000 ME!dE] 'I
l?]-:-.-lr -‘I

~ GOP shuctuse [distance between frame typesk [ Wanable bitrate:
| frames; Auito GOP; Closed GOF intervak Masmum kbpst [ 0 o
B [ s avmaontin: [0 =3
P frames: Enample;
[3 S0 BEIEBFEEREEP . ' Mrimean (bgst [ O

[ok ] cawe | Hen |

In the Video Settings tab of the advanced menu make sure to set the frame rate aspect-ratio according
to the source file.

It is important to set the bit rate type to constant bit rate and choose a bit rate between 6000-8000 kbp/
S.
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]
“wuain MPEG Encoder

Video Selfings - Advanced Video Setings |

www.mainconcept.com

E Additional selfings: Vale: | ]
T -] | " et [ Saence Heade
; ™ Eriable B Sequence Extension
Lewel IDy; ) = - [+ Sequence Display Exdension
[Main Level = il : : mH*‘#'E s
: - + & Coding Extension
Veticat I g 3 & General
Moize senstiil | i [#- Rate Contiol
[# Mobon E simation

MR [ i 3,

—I Stant time [seconds): o
Mation search mode: ™ Input videso iz RGB16-235

| B 'l
I User quant matrices:
¥ Do halipel search £ it |

I,

[or ] _ coes Heo |

Click on the “Advanced Video Settings” tab and make sure that both profile and level ID are set to main,
all other parameters should be set to default.

Now return to the main menu by clicking “OK”.

To launch the encoder, click in the main user interface on “Convert”
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B Mainconcept MPEG Encoder =] =i
File Options Tools Help

Wideo source: |E:\cunlux\cuntent FandorahMediaboops 1002004001 Open... |

[pen... |
|E:\cunlux\cuntent PandoratMediaboops 10120045001 Browse... |

—idea input info
Frame rate: 25000
Framesz: 300, length: 12z
Size: 720 # 576 pixel

Audio zource:; |

Output file:

Audia input info
- AneE -

— Dutput format
MPEG type: IMPEG 3

| Videa mode: [
j Audio mode: |La_l,ler Fi

7]
B

Stream bype; IEIementar_l,l Videa

[retailz...

|M PEG 2, 720 » 576 piwel, 25.00 FP5

Murmber of CPL: 2, available: 2
SIMD: S5E2
‘_Jiu:leo encoder initialized[SMF_':M C+]

1 | I
T

Time: uzed Gz, left 4z

-

N

HD - PAL/NTSC Encoding

Compared to SD, the HD encoding requires both the profile and level ID to be set to high.

a
“wan MPEG Encoder ) wwwmainconcept.com
s ) — ]
i .
Video Setings Advanced Video Settings |

T Addiional seltings Vahue =

Im ~ Molion seaich pecel movement: ) Sequence Header
I [~ Enable [+ Sequence Extension

Ll IO _ = - # Sequence Display Extension

- | = i

i - - # Pactuse Coding Extens:
Veitical L . [+ General
MNoise senzimaly i+ Fate Control
[#- Motion E stimation
NR | 5 =

—i = Start time (secondsy [ 0

Motion seanch mode: [ Input video iz RGE16-235

i ] 3.

[T User quant matrices:
¥ Do hali-pel seasch Edi
0K | Cancel Heo |
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With these settings, resolutions above 768x576 can be accessed and configured.

It is recommended to start further reading in the Mainconcept Encoder manual for more in-depth details.
PLEASE NOTE:

FOR SYNCHRONIZED NETWORK PLAYBACK, ALL FILES MUST BE ENCODED AS ELEMENTARY
VIDEO ONLY!

Advanced MPEGSettings x|
“way MPEG Encoder www.mainconcept.com
__ i
' vmsa&-ﬂmmvmsml
! Frame rate: Bitrate type:
| 25 fps - PAL/SECAM, genenic 525/50Hsz rate =] | Constart bitrate =
I =
'm ~ Constant bitrate;
: Bitate fkbps) Riate contiol mode:

GOP structure [distance betwesn fame typesk ————————— - ariable bitrate: — =
| frames: Auta GOP; Closed GOP interval M asarnuen [kbps]: I 0
2 s N - 0 :

P hiames; E wampls:

| BEIBBPBBPBEP . Mirioum (kbps): [ 0

e

For HD playback, you may choose a constant bit rate of 10000-20000 kbp/s.

114



(PAN DORAS [Ele)%
=

~Yideo
Wfidth: |192EI _Ij Frame rate: I25

Height; I'IEIEI:I _I? Figld encoding: | oo oressive Frame

¥ Keep proportions Deinterlacing: {Mone j
e
I 25

Crop & Scale | fast enact

Search method:

.

™ Enable line filtering shart R
T Zpas: encoding Search range: |
Chapter points: |

mAudio i [FR=;

Advanced ...

Frequency: [48000Hz  #] || || I Enable fie spitting SR
' s Cancel |
| I fd e file srzer |0 M E

pade: 10ual Chante «
K

Before you leave the advanced mode, check the target resolution as well as field

encoding and frame rate.

5.1.8.3 COOLUX CODEC

coolux has developed a codec for use on PC and Mac. With this codec, content artists can directly
produce .mov files or image sequences for Pandoras Box without any further transcoding step. Keep in
mind that image sequence playback is mainly aimed for SSD based systems. Pandoras Box is able to
playback uncompressed image sequences. So if the sequence was rendered in an according lossless
file format, you can play it back without any quality loss as Pandoras Box never compresses files
internally!

In what programs can the codec be used?

Obviously, Pandoras Box software itself can play back videos rendered with the coolux codec. No further
steps are necessary, simply install Pandoras Box (Rev 10386 or newer) and the latest Quicktime Player.

The codec can be used for content creation, especially when there must not happen quality reducing and
time consuming format conversion. Load the codec into third-party rendering software solutions like
AfterFX

It can be also used in (third-party) content converters like the Quicktime Player or the Quicktime
Converter from coolux.

In both workflows, the codec renders content by using the Quicktime API. This is, why the codec is also
called the "Pandoras Box Quicktime Component".

As soon as you hawe installed the coolux codec you can access it. Simply start or execute the
according encoding / transcoding command which then offers a drop-down list to choose a custom
format. The coolux codec is listed as "coolux".

Where can the codec be downloaded?

If you hawe installed the latest Pandoras Box version, the codec is already available on your system.
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If you like to use the component without PB, download it from our web site's "Download Center" and
install it on your PC or Mac system. Note that Mac OS 10.7 or newer is the minimum required version
for the coolux QT components to work, older OS version will not be supported. On Mac and Windows PC
systems, the codec requires the latest Quicktime Player for rendering as well as playback.

In what formats does the codec render?

First of all, the component allows to create .dds, .png and .bmp image sequences °°' (RGB or RGBA,
i.e. with transparency). To save disk space you can choose to directly compress the image files using
the .snp format. No matter what format you chose, the result from the rendering process is a folder with
separate single (image) files. The folder can be played back from Pandoras Box by choosing "Import as
Image Sequence" in the PB Assets tab '3”. Snappy image sequences are decompressed on the fly.

To play the image sequence on another system than Pandoras Box, you need to choose a media player
that supports image sequences.

Secondly, the component allows to render a .mov file. By using our codec in the mov container, you have
the advantage of the same quality as an image sequence offers. That is because the container simply
contains the single (image / frames) files, there is no additional intra-frame compression. On the other
hand, you gain the advantage of a single file, that is a more conwenient file handling and management.
The advantage of using a .mov file is, that everybody can play the content with a Quicktime Player.

To play the .mov file in Pandoras Box, simply drag it into your Project tab248.

Please keep in mind that eventhough PB can playback these .mov files, .mov files containing other
codecs are not recommended playback formats!

All .movs require an installed Quicktime Player during playback.
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How to convert other .mov files? What is the coolux Converter?

As mentioned above, .mov files containing other codecs are not recommended playback formats for
Pandoras Box.

However, you can convert other .mov files using either a Quicktime PRO Player or the new coolux tool
called the Quicktime Conwerter.

The Quicktime PRO Player allows to access the coolux codec as soon as it is installed on the system.

The Converter allows to read, i.e. decode any .mov file as long as the codec used in its container is
installed on the system. Again, the latest Quicktime Player needs to be installed.

Afterwards it renders i.e. encode the file into an image sequence or single .mov using the new coolux
codec instead. You may find the Conwerter along with all other coolux tools (Warper; Matrix Patcher,...)
in the "Tools" menu in Pandoras Box.

The next chapter covers the use of the Quicktime Converter and the codec settings 17

5.1.8.4 QUICKTIME CONVERTER

This topic explains how to use the coolux Quicktime Conwerter using the coolux codec, and the codec
settings itself. Please refer to the previous chapter for general information about the coolux codec '®
also called the coolux Quicktime Component.

If you use the coolux codec in third-party software like AfterFX and the Quicktime Player PRO, please
refer to their documentation to learn how to start the encoding process itself. There should be
somewhere a choice what format you like to render in. The coolux codec is listed as "coolux". The first
of the below steps do not apply to you, the others do eventhough the dialogs probably look different.

As mentioned in the last topic, the Quicktime Converter allows to transcode other .mov files into a format
that is recommended for Pandoras Box. The coolux codec renders i.e. encodes image sequences (a
folder containing sequential images), or .mov files (containing sequential frames).

Keep in mind that image sequence playback is mainly aimed for SSD based systems.

To convert other .mov files, install the latest Quicktime Player and start the coolux Quicktime Converter.

How to start the coolux Quicktime Converter?

Pandoras Box MANAGER PRO
File Edit Tabs Tools Backup Help

Image Converter, .,

Splitker. ..

kkime Converter...

You may find the QuicktimeConverter along with all other coolux tools (Warper; Matrix Patcher,...) in the
"Tools" menu in Pandoras Box. Alternatively, you can open the Windows Start Menu or File Browser and
go to Programs > coolux > Pandoras Box Rev ... (> data) > Tools > Quicktime Converter

117



[PAN DORAS [Ele)%

How to choose a source file?

PB GQuicktime Converter x

&dd Files to batc Single File

Output Falder

Clear Batch List Batch Ta MOV Batch Tao A Batch Ta

Cloze

Single File:
The "Convert Single File" button opens a dialog where you can choose a .mov file as a source. As soon
as you have picked one, the "Export As" dialog opens automatically.

Batching:

With the button "Add Files to batch" you may choose several source files that will be added to the batch
list. Click the button again to (multi-)select additional files. Enter a output folder yourself or click the [...]
button. In this folder all new files will be exported with the same name as the source files. Click one of
the "Batch To..." buttons to convert all files.

Please note that a .mov file is a so called container format, which means that it can contain other

codecs. If the coolux Converter fails to read your source file(s), make sure that the source codec is
installed on your system.
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How to choose the export format?

Exportieren als:

Speichern l chosen folder for the exported file = & g W B~

Marne Anderungsdaturn T

Es weurden keine Suchergebnisse gefunden,

L
Dateiname:  exported file.moy Speichem

Dateityp: Alle Dateien [*.] Abbrechen

Filrn -> Quick Time Movie . Cptionen. ..

Einstellungen:  FFuletzt benutzte Einstellungen

Single File:

The "Export As" dialog opens automatically. Enter a name and choose the entry "Film -> QuickTime
Movie" in the "Export" drop-down list.

Click the "Options" button to the right, to set up the output format in more detail. If you use the Converter
for the first time, its strongly recommended to set up the format according to your needs. Every following
rendering will call the settings previously chosen as a new default.

Batching:
This dialog is skipped when you clicked a "Batch To..." button.
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Filmeinstellungen

v Wideo

kiuelle Groke]

v Fur [ntern

) . zzahl [Little Endian]
Ahtastiate: 4410 .

In the "Movie Settings" dialog, click "Settings".

Click "Filter" only if you like to add or adjust additional video filters. If you wish to resize your movie, click
"Size".

If your original .mov file contains audio information, you can choose to export a separate wawe file. Click
"Settings" if you like to change the default settings regarding sample rate etc. For ASIO playback please
ensure that "PCM" is chosen.

Internet-Streaming is not needed.
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Standardeinstellungen fir videokomprimierung

Daterrate: »

Optimiert fiir: _ -

F.arnpr

Farmat: e c

This placeholder video was created by Quicl

as part of coolux Image Sequence generatio
may delete this file after all your exports har
completed. You can find the individual imag
in the folder you chose in the codec setting:

Subfalder:

Few 10355 Please note that exporting Image Sequence:

In the "Standard Video Compression Setting" dialog there is a drop-down list to select a codec. All the
standard as well as third-party video codecs installed on your system are available. Select "coolux".
Now, three sections "Motion", "Data Rate" and "Compression" offer adjustments influencing the quality
of your export. Define the "Frame Rate" of your exported movie only if you like to change the original
one. The "Data Rate" should be set to be optimized for Upload. The Compression settings are explained
in the next paragraph.
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How to export a .mov file based on the coolux codec?

Follow the above steps until you reach the section "Compression"
in the "Standard Video Compression Setting" dialog. To convert
Compress To SHP your source .mov file into a .mov that uses the coolux codec
(recommended for Pandoras Box playback), follow these steps:

FHG

As Image 5 equence 1) Choose the image format %8 .dds, .png, or .bmp

(in short: .dds compresses the most and allows the best playback
performance, .png compresses the file size but not the image
quality but generally needs more performance whilst .bmp is
uncompressed but demands most performance). Choose the
alpha version if your source file consists of transparent parts.
The image format mainly influences the quality of your content. The coolux codec simply renders single
frames and bundles them into a mov container. There is no additional intra-frame compression!

2) Decide whether the chosen image format should be compressed (in real-time) using the snappy
compression library %8, Snappy reduces the file size but keeps the available quality. The result is a
much smaller file size which is especially interesting for SSD systems as their drives normally offer less
space.

3) Uncheck the option "As Image Sequence".

Single File:
Click "OK" twice to return to the "Export As" dialog. The button "Sawe" starts the conversion. The result
is a .mov file with the name and path chosen in the "Export As" dialog.

Batching:

Click "OK" twice to return to the "PB Quicktime Converter" dialog that starts the conversion
automatically. The result are several .mov files with the original source name in the folder chosen in the
"Output Folder" text field in the "PB Quicktime Converter" dialog.

drop-down in "Standard Video
Compression Setting" dialog

"Choose Folder" button -

Single File) "Export As" dialog: C:\folder A\newname.mov

Result for single conwerted file C:\folder A\newname.mov
Batching) "PB Quicktime Converter" dialog: C:\folder A\

Result for batch list item #1 C:\folder A\sourcename1.mov
Result for batch list item #2 C:\folder A\sourcename2.mov

To play the exported .movin Pandoras Box, simply drag the file into your Project tab 248,
To play it back without using Pandoras Box, use the Quicktime Player and install the coolux codec.
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How to export an image sequence - a folder with separate image files?

Follow the above steps until you reach the section "Compression"
in the "Standard Video Compression Setting" dialog. To convert
Compress To SHP your source .mov file into an image sequence, that is a folder
containing separate, sequential images, follow these steps:

FHG

v Az |mage Sequence 1) Choose the image format %8: .dds, .png, or .bmp

(in short: .dds compresses the most and allows the best playback
performance, .png compresses the file size but not the image
quality but generally needs more performance whilst .bmp is

Fram Latest File uncompressed but demands most performance). Choose the
alpha version if your source file consists of transparent parts.

The image format mainly influences the quality of your content. The coolux codec simply renders single
frames and bundles them into a mov container. There is no additional intra-frame compression!

2) Decide whether the chosen image format should be compressed (in real-time) using the snappy
compression library %8, Snappy reduces the file size but keeps the available quality. The result is a
much smaller file size which is especially interesting for SSD systems as their drives normally offer less
space.

3) Check the option "As Image Sequence". Now, the images are not bundled into a mov container but
will be rendered as separate image files into a folder.

4) Choose a folder where the folder(s) should be saved that contains the separate images. It is a good
workflow to choose the folder whereto the .mov file is exported as well. That was the step in the "Export
As" dialog or "Output Folder" text field in the first "PB Quicktime Converter" dialog. In both cases, the
image sequence folder will be named with the same name as the .mov.

Single File:
Click "OK" twice to return to the "Export As" dialog. The button "Sawe" starts the conversion. The result
is a image sequence folder with the name and path chosen in the "Export As" dialog.

Batching:

Click "OK" twice to return to the "PB Quicktime Conwerter" dialog that starts the conversion
automatically. The result are several image sequence folders with the original source names, all in the
folder chosen in the "Output Folder" text field in the "PB Quicktime Converter" dialog.
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drop-down in "Standard Video

Compression Setting" dialog From Latest file
"Choose Folder" button choose where you saved the mov file (e.g. C:\folder A)
Single File) "Export As" dialog: C:\folder A\newname.mov

C:\folder A\newname.mov
C:\folder A\...hst

Result for single converted file | C:\folder A\newname\newname_[00000001].png
C:\folder A\newname\newname_[00000002].png
etc.

Batching) "PB Quicktime Converter" dialog: C:\folder A\

C:\folder A\sourcename1.mov
C:\folder A\...hst

Result for batch list item #1 C:\folder A\sourcename1\sourcename1_[00000001].png
C:\folder A\sourcename1\sourcename1_[00000002].png
etc.

(these files can be deleted)

(these files can be deleted)

C:\folder A\sourcename2.mov
C:\folder A\...hst

Result for batch list item #2 C:\folder A\sourcename2\sourcename2_[00000001].png
C:\folder A\sourcename2\sourcename2_[00000002].png
etc.

(these files can be deleted)

drop-down in "Standard Video Uniaue Number
Compression Setting" dialog q
"Choose Folder" button choose where you saved the mov file (e.g. C:\folder A)
Single File) "Export As" dialog: C:\folder A\newname.mov

C:\folder A\newname.mov
C:\folder A\...hst

Result for single converted file | C:\folder A\folder A_[001]\folder A_[001_00000001].png
C:\folder A\folder A_[001]\folder A_[001_00000002].png
etc.

Batching) "PB Quicktime Converter" dialog: C:\folder A\

C:\folder A\sourcename1.mov
C:\folder A\...hst

Result for batch list item #1 C:\folder A\folder A_[001]\folder A_[001_00000001].png
C:\folder A\folder A_[001]\folder A_[001_00000002].png
etc.

(these files can be deleted)

(these files can be deleted)

C:\folder A\sourcename2.mov
C:\folder A\...hst

Result for batch list item #2 C:\folder A\folder A_[002]\folder A_[002_00000001].png
C:\folder A\folder A_[002]\folder A_[002_00000002].png
etc.

(these files can be deleted)

124



[PAN DORAS [Ele)%

drop-down in "Standard Video
Compression Setting" dialog

None (All Files in Main)

"Choose Folder" button

choose where you saved the mov file (e.g. C:\folder A)

Single File) "Export As" dialog: C:

\folder A\newname.mov

Result for single converted file

C:\folder A\newname.mov

C-\folder A\ hst (these files can be deleted)

C:\folder A\folder A_[00000001].png
C:\folder A\folder A_[00000002].png
etc.

Batching) "PB Quicktime Converter" dialog: C:\folder A\

Result for batch list item #1

C:\folder A\sourcename1.mov

Ci\folder A\ hst (these files can be deleted)

C:\folder A\folder A_[00000001].png
C:\folder A\folder A_[00000002].png
etc.

Result for batch list item #2

C:\folder A\sourcename2.mov

C-\folder A\ hst (these files can be deleted)

C:\folder A\folder A_[00000001].png

C:\folder A\folder A_[00000002].png

etc.

Note that this overwrites the files from the first batch item!

To playback the image sequence in Pandoras Box, right-click on the folder in the Assets tab, and
choose "Import As Image Sequence".
To play it back without using Pandoras Box, use a media player that supports image sequences.

07 - o it Audio
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5.2 USER INTERFACE - MASTER

This chapter explains the user interface of a Pandoras Box Master system. The Client's interface 2% is
covered in the next chapter. The chapter Master / Client Remote Setup ®*” explains the general
difference between a PB Master and PB Client, how to connect them and how to include a Client device
in your Master project.

To ensure an easy learning curve throughout all Pandoras Box products, we have created a unique user
interface design. Importantly, the user interface of each Pandoras Box product looks identical.

This image includes links to different chapters, please click on the tab to read its respective description.
The tabs not included in the default view can be found in the topic "Tabs Oveniew 134"

The user interface is designed for real-time playback and operation; therefore all important functions are
accessible directly through a tab and view oriented workflow.

Pandoras Box supports a dynamic context-menu structure. A right-click on a particular item opens a
context sensitive menu and shows the corresponding commands.

Of course the entire user interface layout can be customized to meet your needs. The tabs size and

location can be adjusted either within the main frame or independently on the entire desktop area as a
so called breakout pane. You may store several views 226 and recall them with one click at any time
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urin eration.

Tabs with customizable commands are available as well. Add your own buttons to the tab and assign a
desired command in order access it faster.

The Master User Interface section is divided into these themes:

Startup Dialog'??: explains the menus File, Edit, Tabs, Tools and Backup seen in the top

Menu Bar '?9: explains the menus File, Edit, Tabs, Tools and Backup seen in the top

Layout 2%: jllustrates how to influence and rearrange the look of the user interface

Tabs Oveniew '3: gives an oveniew on each visible and hidden tab

Keyboard Shortcuts 2%2: includes all shortcuts existing in the master version of Pandoras Box

5.2.1 STARTUP DIALOG

Welcome to Pandoras Box!

[PANDORAS BOX

New Project Open Project Recent Projects

8910 laver order Load
8910 test softborder Lo
Testalpha Laad

praoject name Load

Marme:

Lintitled

Maode;
®* Skandard

Do niok show Ehis dialog on startup.
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With version 5.5 a Startup Dialog was introduced. It gives you the possibility to start fast with the project
of your choice, you may load a new project, a recent project or one from the directory.

On the left side you may choose to open a new project. If necessary, change the default settings and
then click the button.

- Name: Enter a name for your project. It will appear in the Project tab'248 and will be the file name when
you later on save the project to a directory of your choice. Until you do so, the project is temporarily
saved under "C:\coolux\content\projects\temp_projects\temp".

- Mode: Decide to load a standard project or one that has optimized settings for being remote controlled
by a lighting console 187,

- Settings: Choose whether the default settings should be applied or whether a pop-up should show the
Configuration tab '3 first to let you decide particular settings.

The button in the middle opens a dialog where you can choose the directory from where to load an
existing project.

The right side shows a list of recently saved or opened projects. Simply click on the "Load" button next
to a name.

Click the check box at the bottom if you do not like to display this dialog on the next startup. The same
option can be found in the Configuration tab > Startup 49,
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5.2.2 MENU BAR

The menu bar on top of your Pandoras Box Software contains the following application menus:

Pandoras Box MANAGER PRO

File Edt Tabs Tools Backup  Help

- File Menu'12°
- Edit Menu 130
- Tabs Menu '3
- Tools Menu 132

- Backup 132
- Help (?)

5.2.2.1 FILE MENU

The file menu allows you to achieve all project related actions.

Pandoras Box MANAGER PRO
File Edt Tabs Tools Backup  Help
Mew Projeck Ckrl-Fl

Cpen Project Ckel-Or

Open Recent Project

[New Project]

Click here to create a new project. Before leaving the current project you will be asked if you want to
store the current project. You will have to choose if you want to create a project in Standard Mode
(shortcut: CTRL-N) or in Lighting Console Mode 8",

[Open Project]
Click here (or use CTRL-O) to open an existing project.

[Open Recent Project]
Open a list with recently used projects.

[Save Project]
Click here (or use CTRL-S) to save the current project.
Please note: There is no auto-save function!

[Save Project As]
Click here (or use CTRL-Shift-S) to save the current project under a different name and go on working in
the renamed project.

[Save Project Copy]
Click here (or use CTRL-Shift-Alt-S) to save a copy of the current project and go on working in the
current project.

[Bundle Project]

Click here (or use CTRL-Shift-B) to bundle your project under a new name and location. All content used
in the timeline will be copied to the new location in a folder called "Assets" next to the show file. This
option allows you to only have one folder to archive your show on a external hard drive. To play your
show again, just copy this folder at its original location on your hard disk and all paths will be recovered.
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Since version 5.5 Pandoras Box supports a relative path whereto content can be saved. When saving a
project a folder named "assets" is generated just next to the show file. If you copy content files to that
folder and drag them from here into your Pandoras Box project the content links are relative. That means
that you can move the project folder ( including the *.xml and asset folder) to every path wanted without
the need of re-linking the content.

As bundling the project creates an assets folder as well, you can copy the bundled folder wherever you
like to. As all paths are relative paths, Pandoras Box is able to load all the content. It will not become
inconsistent any more.

[Close Project]
Click here (or use CTRL-W) to close the current project.

[Remove Unused Resources]
Click here to removwe all content files from your project that are not used in the timeline.

[Exit]
Click here (or use CTRL-Q) to Exit Pandoras Box. You will be asked if you want to store your project if
there are not stored changes.

5.2.2.2 EDIT MENU

The edit menu allows you to execute the following commands. Most commands influence the Sequence

tab2¢? and the Device Tree tab"®® and can be found in the respective context menus as well.

Pandoras Box MANAGER PRO
File Edt Tabs Tools Backup Help
L do k-2

Redo Zkrl-Shifk-2

Ckrl-Shift-&

[Undo]
Undoes a step of sequence editing as well as changes in project tab. Actions that are not stored to the
timeline like changing a value on fader cannot be undone.

[Redo]
Redoes a step of sequence editing as well as changes in project tab.

[Refresh Asset Tree]

If any changes have been made on the local hard disc system, you have to refresh the File Tree in the
Asset Tab to see these changes inside Pandoras Box. Please note that refreshing the whole tree will

close all subfolders and you have to open them again. See the Asset tab 137 to get information about

how to refresh single subfolders.

[All Active]
Sets all parameters to the active status.

[Clear All Active]
This command clears all active parameters.

[Reset All]
Resets all parameters to their default values and remowves their active status.

[Store Active]
Stores all active parameters as containers to the sequence.
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[Store Active (Selected Devices]

In contrast to the above command, this one filters active values for those devices (layers) that are
selected. The values are stored at the current time at the blue nowpointer. All active values influencing
other layers will stay active.

[Store Active To Time]

A small dialog opens and asks for the time whereto all active values will be stored. The time can be
entered in the format H:MM:SS:FF or shortened to SS:FF or even SFF. So, for example 3 seconds can
be 0:00:03:00 or 03:00 or 300. Click Enter or the button [Ok] to close the dialog and save the active
values.

[Copy]
Sawes an selected item, for example a key or a clip container from the sequence.

[Paste]
Pastes the copied selection to the device where it was copied from in the Sequence Tab.

[Paste to Selected Devices]

Pastes the copied selection (keys, clip containers) to other devices in the Sequence Tab. To do this,
select one or more devices holding down SHIFT or CTRL. Please see Sequence 250 for detailed selection
information.

[Cut]
Cuts out an selected item, for example a key or a clip container from the sequence.

[Trim Left]

This applies to a selected container, it erases everything between the nowpointer and the left clip
boarder. The last key of a parameter before the nowpointer will be moved to the new clip boarder time.
The video clip will now be shortened at the beginning.

[Trim Right]

This applies to a selected container, it erases everything between the nowpointer and the right clip
boarder. There will be a new key set at the right clip boarder containing the value a parameter had at the
nowpointer before.

[Trim To Clip Borders]

If a clip container was scaled down, there could be hidden keys beyond the clip borders. This command
removes these hidden keys and sets new keys at the left and right clip border to ensure the wanted
behavior in the visible part of the clip.

[Add Cue at Current Time]
Adds a cue at the current time, indicated by the blue nowpointer. Click onto the cue to select it and see

its properties in the Inspector tab 204

5.2.2.3 TABS MENU

The tabs menu allows you to open / reopen all tabs in the user interface. Each tab is explained in detail
in the topic "Tabs Oveniew" '3* and "User Interface 126",

Pandoras Box MANAGER PRO
File Edt Tabs Tools Backup  Help
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Please note:
There is no option to open a preview tab, because you can not close this tab (running a PB preview
version). If you are running a non-preview manager version, you do not have a preview tab at all.

The Extension drop-out includes all extensions that are available like the Encoder Extension and
Compulite. The Encoder Extension is only available on certain Pandoras Box products, please see the
chapter “Product Oveniew 6%,

5.2.2.4 TOOLS MENU

The Tools menu allows you starting the additional tools from within the Pandoras Box master software:

780
Pandoras Box MANAGER PRO Warper ™%, -
Matrix Patcher

File Edt Tabs Tools Backup  Help

Image Convverker,..
Splitker. ..

Art-het Monitor, ..

5.2.2.5 BACKUP MENU

The backup menu allows you to run a second master as backup device in the same domain as the
“show” master device without causing any conflict. As long as this device is in Backup Mode, it won't
give out any control data.

If it is necessary to change over to the backup device, this backup master may take over all sites in the
domain in order to run the show.

Pandoras Box MANAGER PRO
File Edit Tabs Tools

To change a master into backup mode, go to the Backup menu and choose “Change Mode to Backup”.
The status line at the bottom of the user interface displays “Backup” highlighted in orange instead of
“Live”. When you have to change over to Show Mode, choose “Take Over All Sites In Domain” from the
Backup Menu.
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Top) Manager in Backup Mode, Bottom) Manager in Live Mode.
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5.2.3 TABS OVERVIEW

In this chapter information about each tab in the user interface may be found.

See here the list of all available tabs in the PB Master Device. A picture with all tabs available in the
default view can be seen in the chapter "User Interface 126", If you are not famliar with the names, it
might be of interest for you, that it includes integrated links to each tab, simly click on one tab.

Active Values 135
Aeon FX 136
Assets 137
Configuration 3°
Controller Setup 15°
Curve Editor 161
Device Control 164
Device Tree 68
Device Types 18!
Device Viewer 182
Encoder Extension '8

FireFly Particles 82
Groups 251

Group View 187
Inspector 188

Media Encryption 218
Patch 222

Presets 253
Preset View 230

Preview 232

Project 248

Sequence %0
Sequence Control 273
m 258
Taskmanager?”®
Text Input Editor 2”7
Thumbnail Viewer 289
Video Export 281

Video Recording 284
View Tab 286

Virtual Site 286

2
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5.2.3.1 ACTIVE VALUES

Device parameter values are designed to have different states:
Active and Inactive.

As you edit and change device parameter values from within the device tree or device control tab, all
manually changed values will be activated and highlighted in red.

The active value state of a parameter value indicates the changes you have made but not stored yet.
Therefore any store operation within Pandoras Box will be based on the active values only.

Active values are always displayed in red everywhere in the user interface until the values are either
stored to a preset or sequence, reset to default or simply deactivated. As long as there are active values
for a parameter, all values that have previously been stored in the timeline will be ignored until you store
or reset these active values.

3d.jpg
none

Restrict to Selected

The Active Values tab lists all currently active values. This gives you an oveniew of all changes you
made since the last store operation.

To see all active values of the selected devices only, check [Restrict to Selected] at the bottom of the
Active Values Tab.

By left-clicking on the values in the Active Values tab you may apply direct changes to any parameter
value.

Restrick ko Selected

This concept is particularly useful if you do not want to mess around with programmed timeline values
and change values only temporarily for creation and setup.

To reset a value right-click on the desired parameter and choose “Reset”. In the right click menu it is
also possible to activate parameters or to clear active parameters.
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Media

Layer 1

Reset Al

Clear &ll Ackive

Restrick ko Selected

Every reset command will deactivate the active values based on the reset target.

5.2.3.2 AEON FX

The AEON FXtab allows choosing between varieties of different effects.
Aeon FX

Filter View: &ll Versions hd

M Animation

Depending on your PB Device, different FX are available. Choose your PB Device from the Filter View
drop-down list (Player LT / Player STD / Player PRO / Dual Player / Quad Player or all kind of Servers).

Now all available FX can be found inside the FXfolders, sorted by themes.
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Aeon FX

-

The FX may be assigned to video and graphic layers and to the outputs. To do this, choose the effect
and drag and drop it onto the device, or select the device (it will be highlighted in blue) and execute a
double-click on the desired effect.

The_FX list 328 shows all FX that are included in the FX theme collections as well as the availability of the
effects for the different PB products.

5.2.3.3 ASSETS

gﬂ lozal [1 01891 |:|:E-]
P
B live inputs

The Asset Browser tab has two main functions:

1. Import files from any available file system
2. Load available Client devices into the device tree of the current project.

FILE IMPORT

Files are imported from the asset tree by drag and drop into the project tab.

The best way to import files is to get these exclusively from the local hard disc system of the Master
system. This is especially useful, if you want to transfer show files to other systems later on for backup
scenarios or other purposes.

Even though you may import files from client systems as well, it is important to know that each time you
import a file; the source location will be used as a reference for remote file management.

When a file is imported to the project tab, it will be shown as a link to the file system.

To view the properties of the imported file, click on the inspector and after that on the desired file. Then
you can see the file location on the systems.
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All files will automatically be spread (copied) to all connected clients by default. To change this
spreading mode into a manual mode, please see Configuration > Resources '4".

Since live input cards are treated as live video textures, please import your live input sources from the
asset browser as well. Each listed client will list its live inputs that are available for import.

CLIENT IMPORT

Once the Master and Clients are started and set up, they can communicate via the same domain
channel.

To check if a Client can be connected with a Master system, the Client should be in the same IP
address range and on the same domain channel. Once this is set up, the Client will display the Masters
IP address in its main user interface window.

The Master system will then show all available Clients in the asset browser.

El_ﬂ local [10.163.10.2€]

o8 COC portshuttle [10.169.10.38]

To import a Client from the asset browser, simply drag and drop the unit from the asset list into the
device tree of the Master GUI.
The device IP information and properties will be stored from now on with the current project.

=B

gi cO |_|I Al MO A Ca A0 20
CO0OLUX-supportshuttle

A right click on a Client lets you refresh the whole Client Tree. You can toggle the Client into or out of
the fullscreen. If the connection between Master and Client was disconnected, choose [Reset
Connection] to recover this Client device.

Please note:

If any changes have been made on the local hard disc system, you have to refresh the folder containing
these changes. Do this either by

- selecting the changed folder and pressing [F5],

- by doing a right click on your local folder and choose 'Refresh Tree' or
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- by doing a right-click on the drive containing the changes and choosing 'Refresh Drive' or
- by doing a right-click on a folder and choose 'Refresh Folder'.

Please note that refreshing the whole tree, a drive or a folder will close all subfolders and you have to
open them again.

E-85) lve it pefresh Tree

5.2.3.4 CONFIGURATION

rameters The Configuration tab is divided in several sections, each described in detail on
the following pages:
- Devices / Parameters 139
i e - Resources 11
- Sequence 44
- Network 146
- Remote Control Protocols '46: e.g. DMX, Art-Net, Midi...
- Startup 14°
- Unit Management 4°
Exten - Preview Display 15
WP Tine Loz - Local Preview 153
- Render Engine 153
- ASIO Audio 1%®
- Extensions %7
- SMPTE Time Code 157
- Web Senver 158
- Cache'1%9

5.2.3.4.1 DEVICES /| PARAMETERS
b 139

The section "Devices / Parameters" in the Configuration ta enables you to set up the general
appearance and behavior of devices and parameters in your project.

Site Initial Values

- Number of Shown Layers in New Sites

- Show Pointer Layer
0 Enter the amount of layers 29 that should appear when a
new site is added to the Devices tab. Choose whether it
shows the Pointer Layer or not.
All other layers are hidden to ensure a good ovenview. To unhide or add additional layers to an existing
site, right-click on the site. (see "Site context menu"'172.)

Light:

Shows Poinker Laver
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Layer Initial Values

- Layer Sizing Mode

e Choose the Layer Sizing Mode 2% that should be applied
for newly added layers, e.g. whether they should be
stretched fullscreen or keep their original resolution.
Click "Apply now" if already existing layers should adopt that mode.

Params

v Default Opacity and Audio Yalume is Full - Default Opacity and Audio Volume is full

value Readout When checked, the default value for Opacity is 255 and for
Volume it is 0dB, i.e. both are at 100%. This means that
as soon as a media file is assigned to a layer, it will be
visible or hear-able. When a container is created, and no
key for Opacity / Volume is generated, the default value
takes place.
In Versions before 5.5 the default value has been 0. If you
like to return to that behavior you may uncheck this option.
Please note that this option results in a different show appearance when switched during or after show
programming, thus it is recommended to test the show or check this option only once before starting to
program.

Invert ¥-Axis

- Parameter Value Readout

-- Percentage

Use the check box to enable percentage readout for all values of all parameters in the project, see figure
b) and c¢). This setting can be changed at any time during runtime.

-- Pixel (where applicable)

This option is available, if the Unit Translation Mode '#? is changed to "Use Fixed Relationship".
Some parameters (like Position and most Camera parameters) are then based on pixel values. This
makes it possible to enter an exact pixel number, e.g. move right by 50 pixels.

By default, the positive X-axis points to the right direction and the Y-axis to the top. If you like to have
the Y-axis pointing down, check the option "Invert Y-Axis".

-- Centered (where applicable): Some of the parameter values appear in centered position by default
(default value is here set to 0), irrespective if the readout is decimal or percentage, e.g. the following
parameters: X'Y/Z Rotation Speed of a Layer, Keystone faders of an Output. If you disable this function,
0 will be the minimum and the 8 bit /16 bit decimal value (depending on the properties of each parameter)
will be the maximum value. With percentage value readout the value range goes from 0 to 100%. Please
note that the value parameter or the layer appearance is not changed, it is just a way of displaying the
value.
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L. Rat
43151

L Percentage Percentage Percentage U Percentage
Centered Centered [ Centered [ Centered

- Initial Values (for Parameter)

Check the option "Link Scale Params" if all newly added layers should have a locked aspect ratio. If you
now change the X Scale, the Y and Z scale follow.

For existing layers, you can link parameters by using the chain icon underneath the parameter fields,
see Device Control tab'®* and Linking Parameters 6%,

5.2.3.4.2 RESOURCES
b 139

The section "Resources" in the Configuration ta enables you to set up the general settings for
resources to improve your workflow. In addition you can influence the (initial) properties of specific
resources like videos, image sequences and others.

General

2 (Folder ID ko 255 . :
- Set maximum DMXFile / Folder ID to 255

When checked, the File ID and Folder ID''%° can

reach a maximum of 255. The next item would start
with 1 (instead of 256) and a consecutive Folder ID.
This option is especially useful when working with a

lighting desk and / or exchanging thumbnails via CITP
146

ces after change ko File

Showe Faolders in Thumbnail Browser

- Auto Spread Resources after adding to Project
All media files added to the project will automatically be spread to all available clients (by default). To
determine the time of spreading manually, uncheck this option.

- Monitor changes to files on disk

This applies when a file that is part of your Pandoras Box project is saved by another program under the
same name, i.e has changed. In versions before 5.5 it was necessary to reload the file manually or to
reload the entire PB project to load the new state of the file. Now, you can decide to monitor the hard
disk and reload a file automatically as soon as it has changed. If you like to spread it too, please
activate the next check box as well " Auto Spread Resources after change to file".

Please note that this only applies to the system from where the file was originally added to the project. If
you spread a file and change it on the remote node, you will not see the updated file as the remote disk
is not the source disk and was not monitored.
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- Auto-Spread Resources after change to file
If a file change is monitored (see check box "Monitor changes to files on disk") it will be spread to
available nodes too.

- Show Folders in Thumbnail Browser

If you click on a folder in the Project tab or Assets tab, its contained files are displayed as individual
thumbnails in the Thumbnail tab. If the folder includes sub folders, they are depicted with a folder icon. If
you do not like that and only wish to see the files itself, untick the check box.

Initial Values: Initial Values (for Resources)

¥ Anisotropic Filtering These options apply to newly added images, videos,
FluidFrame playlists, etc. For more information about the settings
see the File Inspector199,

Initial Yalues: Video Initial Values
Wideo Alpha Channel These options apply to newly added videos. For more
Use Yideo Memory Buffers information about the settings see the File Inspector
190
Mute Sound :
MPEG Initial Yalues:
v Optimize Mpeg Color Space
Space Conversion in Decoder
Image Sequence Initial Yalues: Image Seque nce Initial Values
Mumber of Threads { / These options apply to newly added image

sequences. For more information about the settings
see the Image Sequence Inspector 194,

Texk Inputk: Text Input

v Warn when Text Input changed to Skreaming Mode

Choose whether you like to be warned with a
Initial Yaluas: message box when a Text Input is changed from

hiHeight "Static" or "Scrolling" to "Streaming"”.

£l All other options apply only to newly added text

Fonk Family: assets.
Arial For more information about the text settings see the
Text Inspector Editor?7”.

Font Size:

3k

Editar Made:

Skakic
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Playlist Iritial Yalues: Playlist Initial Values
These options apply to newly added playlists 22°.

For more information about the settings see the
0:00:10:00 Playlist Inspector1%6.

Fit Wertical/Horizontal

Resolution Determination:

Largest Enkry

Width: Height:

Browser Initial Yalues: Browser Initial Values
Ciefault Brawser LRL: - Default Browser URL:
about: blank Enter a URL that you wish to assign to a Browser
Fps: asset as soon as it is created in the Project tab, e.g.
a5 http://www.coolux.de

- FPS

Enter the frame rate a newly created Browser asset should be rendered with.
Mesh Import (FBX/3DS/OBDEF): Mesh Import Initial Values

v fpply object kransfarmation ko vertices, . . . "
G The following options are offered in an additional

Import separated sub meshes: dialog as soon as you import an object. The dialog
Mone opens with the values set up in the Configuration tab.
- Apply object transformation to vertices
This is of interest if your object was saved with sub
meshes or levels and one sub mesh exists multiple
Override system unit:  Inch times. In case you de-activate "Apply object
transformation to vertices" it can happen these copied
sub meshes are imported with a different position, i.e. their own 0,0,0 origin (pivot point) has moved to
the coordinate system's origin, the global 0,0,0. point.

Import scale Factor:

1

- Import separated sub meshes

This is of interest if your object was saved with sub meshes or levels.

None: The imported object consists of only one mesh. All sub meshes are merged into it.

All: The original hierarchy is not changed. All sub meshes will be available as separate meshes. In the
Project tab, double-click onto the main object and a tree structure will open with all available sub folders
and sub meshes. Please note, that it is possible to use either a single sub mesh or an entire folder entry
abowe it; the folder merges all consisting sub meshes when assigned to a Layer.

Specifies Lewels: The original hierarchy can be flattened. Enter how many lewels you like to use. If the
original file was saved with more “deeper” lewels, they will be merged.

-Units of measurement

-- Import scale factor
Enter a scale factor for newly added meshes. For example: 0.5=half size; 2.0=double size

143


http://www.coolux.de

[PAN DORAS [Ele)%

-Ovwerride system unit

If the "Scale factor" does not return the expected result, you may enable the option to override the
system units the file was saved with. If you see this scaling issue with 3ds files, in most cases it helps
to set "Inch".

5.2.3.4.3 SEQUENCE

The section "Sequence” in the Configuration tab*®® enables you to set up (initial) properties of timeline
specific elements like the sequence itself, container, cues and others.

Sequence Initial Yalues: Seque nce Initial Values
' - Framerate
- Length
- Auto Scroll
00-00 - Enforce Defaults

. Enter the properties that should be applied as
e soon as a new sequence is added to the project.
Enforce Defaulks: For more information about these and other

sequence settings see the Sequence Inspector

on 200

Clip
lapped Clips Resolution Mode: - Overlapped Clips Resolution Mode
rarning with option to cancel When a container is being copied (or dragged) to

a time where another container already exists

there is a conflict. With the options from the drop-
R N o e e e LR e A dar = down menu you can decide how this conflict

should be resolved.

- Show warning with option to cancel: A pop-up warns about the container overlap. You can choose to

cut the existing container or to cancel the action.

- Cancel operation: The action that would lead to the overlap will simply not be executed. This is the

same result as choosing "Cancel" in the above mentioned pop-up.

- The existing container will be cut at the beginning and/ or end of the pasted container. This is the same

result as choosing "Ok" in the above mentioned pop-up.

v Trim/3plit adds k Clip border

- Trim / Split adds Keys at Clip border

When you trim a container or split it, per default a new key is added at the new container end. Image,
that you have a container with a value fade from 0 to 255. If you split the container in the middle, a key
with value 125 is added to new clip borders. Uncheck this option if these keys should not be generated
automatically.

- Warn when clip drag would lead to a change of layer type

Since version 5.5 containers can be dragged26® from one layer to another. When a container is dragged
to a different layer type (that does not share the same parameters as the original layer) its borders turn
red and a dialog pops up that warns you about the parameter key loss and needs to be confirmed. If you
like to deactivate this additional dialog, untick this check box.
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Initial Values: Clip Initial Values

Clip Duration For durationless Resources (e.g. Images): - Clip Duration for duration-less Resources

0:00:70:00 Images, meshes and other resources do not have
a duration like videos. However, if you drag them
v Lock To Time onto a device in the timeline, they create a
container that needs to have a duration. Per
default, this container is 10 seconds long. If you
like to change this for all new containers, enter a
new time. For 5 seconds you can enter "5:00" or

simply "500".

- Lock to Time

- Pre Roll

Enter the properties that should be applied as soon as a new clip / container is added to the timeline.
For more information about these and other clip settings see the Clip Inspector 2°2.

Cue; Cue

v futo-Increase Cue Mumnber - Auto-Increase Cue Number

¥ Show Cug ID When checked, the Cue Number will
automatically increase when the next cue is

Initial Values: created. When unchecked, all cues will be
Mode: created with ID 0 and can be edited later on.
Play
- Show Cue ID
WWait Time: Per default the ID from a cue is shown in front of

its name. If you like to see the name only, untick
this check box.

- Initial Values
-- Mode
Choose whether a newly created key should be a Play-key or another mode.

- Wait Time
If you generate a Wait-key it has a default Wait time of 2 seconds. If you like to change this for all new
Wait-keys, enter a new time. For 5 seconds you can enter "5:00" or simply "500".

Key Initial Values

- Generate Opacity Keys (in new Clips)

Audio Volume: This takes place when a container is created:

- when saving active values

- dragging media files from the Project tab

Fade Time: directly in the Sequence

0000700 - right-clicking in a parameter track to create a
key

Single Key

Yalue (dB):

1] Choose with the drop-down menus whether you
want to have automatically created Opacity and /
or Volume keys in new containers. You can
choose to have

- a single key for a constant value

- two keys for a fade in (the maximum value for
the fade is either 100% or the active value

- two keys for a fade out
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- four keys for a fade in and out
- no key at all

The Fade Time can be entered in the format
H:MM:SS:FF or SFF, e.g. "100" equals 1 second

5.2.3.4.4 NETWORK
b139

The section "Network" in the Configuration ta
to the Master-Client-connection.

enables you to set up connection properties applying

Damain:

- Domain

Please enter here a domain channel number to setup a Master/Client connection.

Please make sure that both, Master and Client, use the same domain channel number in order to be
connected to each other.

Valid channel numbers are from 0-65535.

- Preferred Network Adapter (In Next Session):

The drop-down menu contains all network cards installed on the system. Select one and restart the
application. Now the entire Pandoras Box communication of master and clients will be transferred by this
defined adapter and its IP address. This applies for example to show data generated by the video /
graphic containers and their keys in the timeline. With choosing a different network adapter for other
protocols like Art-Net, you can separate different communication levels from each other.

These protocols can be assigned separately: Pandoras Box show data, DMX/ Art-Net Mode 46, CITP.
Thumbnail Exchange '4® and Streaming ACN 193,

Here, "Art-Net" refers to the data generated when a layer has been patched or if DMX devices are
included in the timeline. It does not refer to possible Art-Net data generated by using matrix patches on
an output layer®®” (when working with LED walls and the Matrix Patcher 757).

If an explicitly named network adapter is not found, the "any" adapter will be used. "Any" is to be
decided by the operating system Windows and its internal adapter order.

5.2.3.4.5 REMOTE CONTROL PROTOCOLS

The section "Remote Control Protocols" in the Configuration tab'3° enables you to set up connections
between your Pandoras Box master system and other devices. You may receive and send Art-Net and
DMX, exchange thumbnails via CITP or run MANet, Midi Show Control and Streaming ACN.
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Ark-Mek: DM via LISE: Art-Net and DMX

Activate Input Activate Input Art-Net:
- Press “Activate Input” to toggle Art-Net receive mode 62!
for remote control of devices or sequences according to
Preferred Mebwork Adapter (In Mexk Session): the settings in the Patch tab 222,

— - Press “Activate Output” to toggle Art-Net output mode
642 for sending data from DMX devices added to the

Activate Jutput Ativeate Cutput

sequence.

Since version 5.3 the IP address does not necessarily need to be in the 2.x.x.x range to be able to
receive Art-Net. Sending Art-Net is still tied to this specification. If you are working witch matrix patches
57 'you may address a different IP range there, but currently this is not possible for DMX fixtures.

DMXvia USB:

- Press “Activate Input” if you want to toggle DMX receive mode 2" via a local DMX Link In USB interface
35 This is for remote control of devices or sequences, see also the Patch tab 222,

- Press “Activate Output” if you want to toggle DMX send mode ®4? via a local DMX LinkOut USB
interface. This is for sending data from DMX devices added to the sequence.

Please note: While Art-Net supports multiple DMX universes simultaneously, a DMX Link USB interface
offers only 512 DMX channels that are send on Subnet/Universe 0/0.

- Preferred Network Adapter (In Next Session):

The drop-down menu contains all network cards installed on the system. Select one and restart the
application. Now the entire Pandoras Box communication regarding the DMX/ Art-Net protocol will be
transferred by this defined adapter and its IP address. This applies to the DMX/ Art-Net data generated
when a layer has been patched or if DMX devices are included in the timeline. It does not refer to
possible Art-Net data generated by using matrix patches on an output layer®%” (when working with LED
walls and the Matrix Patcher 757).

With choosing a different network adapter for other protocols like for the Pandoras Box show data, you
can separate different communication levels from each other.

These protocols can be assigned separately: Pandoras Box show data ™46, DMX/ Art-Net Mode, CITP
Thumbnail Exchange 6 and Streaming ACN 153,

If an explicitly named network adapter is not found, the "any" adapter will be used. "Any" is to be
decided by the operating system Windows and its internal adapter order.

CITP based Thumbnail Exchange CITP based Thumbnail Exchange

If you want to exchange Thumbnails with a Chamsys
MagicQ console or with the Widget Designer:

- Enter a TCP Port

- Press "Exchange Thumbnails"

Please note: The ChamSys console / Widget Designer
have to use the same TCP Port to get a connection.

Pressing "Exchange Thumbnails" again will stop the CITP connection.

- Preferred Network Adapter (In Next Session):

The drop-down menu contains all network cards installed on the system. Select one and restart the
application. Now the entire Pandoras Box communication regarding the CITP based thumbnail exchange
will be transferred by this defined adapter and its IP address. With choosing a different network adapter
for other protocols like for the Pandoras Box show data, you can separate different communication levels
from each other.

These protocols can be assigned separately: Pandoras Box show data ¢, DMX / Art-Net Mode 14€,
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CITP Thumbnail Exchange and Streaming ACN 153,
If an explicitly named network adapter is not found, the "any" adapter will be used. "Any" is to be
decided by the operating system Windows and its internal adapter order.

randra GrandMA

* [MA-Nek 1 To interface with GrandMA lighting consoles, please
] enable the MA-Net:
- Choose the GrandMA Series from the combo boxes.
- - Enter the MA-Net Session ID.
Sessian 10 - Press "Run MA-Net".
1 Fun bdA-Het

Please note:
MA-Net Series 1 supports up to 64 DMX Universes, MA-Net Series 2 supports up to 256 DMX Universes.
They can be patched in the Patch tab 222, For more info please read the topic about DMX Input 627,

Midi Show Cantral Midi Show Control

To control a Sequence via Midi Show Control Protocol:

- Midi Device:
Run bidi Choose an installed Midi Device from the drop down list
Ilse Cue Subsection - ID:
Enter the ID of MSC Message Mapping ( = Device ID -
Cue ID 0 Handling: you find it in front of the Servers/Players name in the
Regular Cue device tree)

- Sequence:
Enter the ID of the Sequence to be controlled via MSC

- Run Midi:
Press Run Midi to launch MSC and MIDI Input

- "Use Cue Subsection":

As decimal places for cue numbers are not supported in Pandoras Box, you can use the check box
option "Use Cue Subsection". Doing this will multiply the incoming cue command x1000 (for example:
GO to Cue 1.020 will be interpreted as GO to Cue 1020). With this option three decimal places are
supported.

- Cue ID 0 Handling:
Choose between Regular Cue, Ignore, Stop and Stop & Reset all for Cue ID 0 Handling.

The following message types are supported:
Midi: Channel Voice Messages (all Note-On messages are processed)
MSC: System Exclusive messages (SysEx) according to the MSC specification

Please see the following links for detailed information: Midi ®3” / Midi Show Control 637

148



[PAN DORAS [Ele)%

Strearning ACM - DMXS12 using ACK Streaming ACN

Fun s4CN If you want to control Pandoras Box Master via
Preferred Metwork Adapter (In Mext Session): Streaming ACN (sACN), please prepare the patch 2?2 as
: usual. For more info please read the topic about DMX
Selects) - M 621
To run sACN press [Run sACN].
Please note that Streaming CAN does not use Universe
0, so do not patch below Universe 1.

ACN Universe Hibybe:

1 et - Preferred Network Adapter (In Next Session):

Skt R The drop-down menu contains all network cards installed
Streaming ACN does nok use Universe O, on the system. Select one and restart the application.
- Now the entire Pandoras Box communication regarding
Streaming ACN will be transferred by this defined adapter and its IP address. With choosing a different
network adapter for other protocols like for the Pandoras Box show data, you can separate different
communication lewvels from each other.
These protocols can be assigned separately: Pandoras Box show data'#®, DMX/ Art-Net Mode 46,
CITP_Thumbnail Exchange #® and Streaming ACN.
If an explicitly named network adapter is not found, the "any" adapter will be used. "Any" is to be
decided by the operating system Windows and its internal adapter order.

5.2.3.4.6 STARTUP
b 139

The section "Startup” in the Configuration ta
project is loaded.

enables you to set up the look and properties when a

Qpen Project on Startup: - Open Project on Startup:
nione Here you can set up the system to load the lastly opened
project or a specific project file:
- Press “Browse” to choose a specific project file
- Press “Clear” to reset the load option

- Tick the check box to always open the lastly opened
Skin {in next Session) project file

arakor Color {in nexk 5

- Show Startup Dialog

> This de-/activates the startup dialog 27 that pops up as
soon as Pandoras Box is loaded. There you can choose a
project to be loaded instead of using the File menu 22,

- Use Dark Skin
If the check box is activated, the user interface is rendered in the so called Dark Skin. If the check box is
not ticked, the interface looks light gray. This option takes effect in the next session.

- Pane Separator Color
You may choose between a darker and a lighter color for the space between two panes. This option
takes effect in the next session.

5.2.3.4.7 UNIT MANAGEMENT
b 139

The section "Unit Management" in the Configuration ta enables you to set up what units Pandoras
Box 3D space is based on. If you are interested in a pixel-oriented workflow, please note, that an
according check-box is offered in the Startup Dialog, when you create a new project.
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Unit Translation Made: Pandoras Box allows you to work in a 3D space based on
so called 3D units or generic units (GU).
The result you see on your display is a rendering of the

Use Fixed Relationship

1 Urniits per 1000 Pixels: 3D space done in two steps, so called render passes.
First a 3D compositing and then a 3D output space is
P E——— created. The chapter "V5 Video Processing Pipeline" 2%7
. describes the Composition and Output Pass in more
same value for \Warping Pass detail.
WWarping Pass: The final render output is based on pixel units. Depending

on the resolution set up in the Display driver 67%, the pixel
width and height changes.

Now, there are different options how to translate a 3D unit to a pixel. The default value for the unit
translation is "Map 16 3D Units to each Resolution". Pandoras Box sizes the 3D spaces so that 16 3D
units exactly match the pixel width of each render pass. This is achieved by applying specific
parameters to the camera; the XYZ-position equals 0,0,-25 and the opening angle, the field of view, is
35.489°.

To give you an example, no matter whether your display / render pass resolution is 1024px or 1920px,
moving a layer with 8 units has the same result in both displays. If the layer's center was in the middle of
the screen, it will now be at the monitor's edge.

In other words, different render passes may map same 3D unit distances to different pixel distances. In
the example, 16 units were mapped to the 1024px as well as the 1920px output, hence 8 units is half
the width of both monitors.

16units / 1024px = 0.15625 units / px = 15.625 units / 1000 px

16units / 1920px = 0.83333 units / px = 8.333 units / 1000 px

When positioning and sizing elements based on pixel values it can be helpful to ensure that the entire
system globally uses only one fixed relationship for translating between 3D units and pixels. This is for
example of interest when displays with different resolution form one "pixel space", one large screen. Or,
when you like to work with pixel values in general e.g. to be able to shift the layer exactly 512px.

This form of unit translation can be enabled by selecting 'Use Fixed Relationship' below. In this mode, a
distance in pixels always results in the same distance in 3D units independent of render pass
resolution.

If you choose to use a fixed relationship, enter how many 3D units should be mapped on 1000 pixel. Per
default the Output Pass uses the same translation factor and should be changed only if needed. If your
Clients are already connected to the Master system, you may click the "Init with Resolution" button.
This opens a dialog that lists all output resolutions from the Clients. Choose one resolution and
Pandoras calculates the translation factor automatically. As a result, the cameras of each site will adopt
to new default values. Whilst the Z-position stays at -25units, the FOV (field of view) changes to a value
according to your translation factor. To ensure consistent translation of units, leaving the cameras in the
default state is strongly recommended!

"Origin Settings" are further options that become available when working with a fixed relationship. Layers
and other devices (Camera, Output) can be positioned differently in regards to the origin of the coordinate
system.

In the left image you see that the layer's and the camera's center

=== match the origin of the coordinate system XYZ=0,0,0.
Crigin Setkings (ignored in

Venue Sikes):

This is the default when the "Unit Translation Mode" is set to
"Map 16 3D Units to each Resolution".
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In this example the "Compositing space" is left in the center
(check box not ticked) but the "Default Layer Mesh" is activated
so that the 0,0,0 origin is in the layer's upper left corner.

Crigin Settings (ignored in Yenue Sites):

v| Compos ace origin in Upp
Defaulk Lay

=== Space" and the "Default Layer Mesh" match the 0,0,0 origin.
-] Crigin Setkings (ignored in Yenue Sites);
v Compos
This is the default when the "Unit Translation Mode" is changed to
"Use Fixed Relationship". Note that the default values for the
camera's XY-position have changed.

If you now like to invert the Y-axis to point downwards, go to
Configuration > Devices / Parameters 139 and tick the according
check-box "Invert Y-Axis".

Set All Layer Sizing hodes To Media Fisel Size At last, these three buttons ensure that your workflow is
based on correct settings.

Riaset Al Eameras "Set All Layer Sizing Modes To 'Media Pixel Size'"
Reset Al Layer 2-Fositions changes the Sizing Mode from a Layer. Please see
further information in the Layer Inspector208.

"Reset All Cameras" resets all (active) parameters from the Camera Layer. As explained abowe, the
translation modes set different default parameters for the cameras. In case you have already changed
some parameters, please click this button (and adopt your programming).

"Reset All Layer Z-positions" resets all (active) Z-position parameters from all Video and Graphic Layers.
If you work with "Fixed Relationship" and the pixel-oriented workflow the pixel accurancy is only
achieved when leaving the layers on Z-position 0.

All these options are already prepared for you in case you open a new project and click the check-box
"Pixel-Oriented Workflow" in the Startup Dialog.

5.2.3.4.8 PREVIEW DISPLAY

The section "Preview Display" in the Configuration tab 139 allows to influence how the grid and untextured
objects are rendered in the Preview tab 232 as well as the output of a Client. You can also access the
settings through the right-click menu of the Preview tab.

around Grid: Ground Grid
Displary in: - Display in...
g With these check boxes you may choose were you like to see

Compositing Pass the Ground Grid.

Ckpuk Pass
v Yenue Site - Width / Height

With the number fields you can influence the size of the Ground

v Local Preview Grid.

Clienk
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Default Mesh Shading: Mesh Shading and Color

el Please note that the Inspector for an object 9% allows to

overwrite the below settings with individual ones.
The left bottom example shows an untextured object with gray
material color and blue wireframe edges.

o -Shade untextured object

Jalpha:  Wire ¢ With an activated option, even objects without an assigned
texture are visible as they can be shaded according to the
below settings e.g. colored and with visible wireframes.

ess Fackar 0.750 - Wireframes
Choose whether an untextured object should be rendered
without Wireframes, with Wireframe Edges or Wireframe

Specular: '
0500 0200 Trlangles.

- Width
Define the thickness of above mentioned Wireframes.

- Mesh Colors

Adjust the color of untextured objects.

--Define Colors

Click on the color fields to define a color that is used for the Fill
Color and Wireframes. Use the number fields to adjust the
transparency.

--Use in file defined color

If the object was originally saved with an assigned fill and
wireframe color, Pandoras Box can use them also. Use the
number field to adjust the wireframe's brightness.

- Material

Adjust the Ambient, Diffuse, Specular reflection levels and the
shininess that influence how an untextured object reflects the
global light, e.g. to appear rather glossy than dull. Eurther
information. .. 484

- Global Point Light

You may adjust the X-, Y- and Z-position of a global light that is
reflected from untextured objects according to the "Material"
settings.
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5.2.3.4.9 LOCAL PREVIEW

The section "Local Preview " in the Configuration tab '3® enables you to set up properties of the local
Preview 232,

Use Thumbnails For Preview - Use Thumbnails for Preview

Using this option will show thumbnails instead a full
preview of the file. This saves graphic card power on
Current Screen Ratio the master system.

Global Camera Aspect Ratiog

Don't Scale Camera Resolution in Presvies .
S Stals L aliEte REsHERE A FTEE - Global Camera Aspect Ratio

i Anki-Aliasing: The Aspect Ratio of the Global Camera can be set to
one of the options in the pull down list: Current Screen
Ratio, 5:4, 4:3, 3:2, 16:10, 5:3, 16:9 or 17:9.

This setting refers only to the global cameras
wireframe in the preview. If you like to change the
aspect ratio from your output, please refer to the

Camera Inspector 2™ or Output Inspector?'®; or
change the resolution in your graphics card driver ¢7°.

venue Texk

CEfvE iNpUk)

Ciutputs

75 ' PP ;
U - Don't Scale Camera Resolution in Preview

This is of interest when working with Matrix Patches
757 on a Player or Server as Master. In case you are not rendering fullscreen but in the Preview tab, the
Art-Net data would be based on a scaled image. If you need to see correct Art-Net pixels even if the
preview is toggled into the user interface, tick the check box. The checked option saves graphics card
memory on the Master system. This is especially helpful when previewing many Clients e.g. working
with a Venue Site.

- Preview Anti-Aliasing
The Anti-Alias lewel for the preview can be set to the value 0, 2 or 4, 4 being the maximum. For memory
and performance enhancement the default value is set to 2.

- Camera manipulation by mouse input for Cameras and Outputs

When the preview displays the "Global" camera, you can use the mouse to navigate it. Using the middle
mouse button (wheel): Scroll = Zoom, Drag = Pan, ALT+Drag = Rotate

If the preview displays a camera from a Site, and the according manipulation check box is ticked, the
navigation works as well and results in active values in the Camera Layer, i.e. Target and Viewport
parameters.

Same applies for the output. Per default the navigation is activated for the camera but not the output.

5.2.3.4.10 RENDER ENGINE
b 139

The section "Render Engine " in the Configuration ta
and remote render outputs.

enables you to set up properties of the local

Site: : The following settings are site sensitive, please select the
| according Pandoras Box system with the "Site" drop-down menu.

. If the node is found in the network the below information will say
CERTEE RN R EES RN RN "Manifest on Node with IP:..." otherwise it says "Node not available
in Network".

[3] Gerver

These settings are also accessible with the button "Open Engine Configuration"in the Inspector for the
Sij 206_

Output hardware configuration

Depending on the settings in the graphics card 877, different configurations are possible.
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If the driver reports to be in Dual or Extended View, all outputs can be configured individually regarding
the ability to go into full screen. This is depicted in the left image. In case one screen should not toggle
full screen, check the "Full Screen is single" option and the grayed out check boxes in the column "Use
for Full Screen" become available to be activated or deactivated. This is of interest when you like to see
the user interface of your master eventhough you are in full screen mode.

In addition, you can route the physical output adapter (meaning the graphics card output) to an Output
Layer. "DISPLAY 1" means the primary display, "DISPLAY?2" the secondary. This setting is also
available in the Qutput Inspector 213,

graphics card with 2 outputs set to graphics card with 2 outputs set to
Dwal or Extended Wiew Qutput hards guration: Horizontal Span

If the driver reports to be in Stretched Desktop (Horizontal Span or Vertical Span) you have two
possibilities. First, you can leave the default option, meaning that Pandoras Box subdivides the available
output. In case you have two displays devices, the value for "Used Subdivision" is "2" whilst the first one
starts at XY-position 0,0 and the second one with an offset of one subdivision width or height. As a next
step you can change the routing of physical output adapter (meaning the graphics card output) to an
Output Layer. This setting is also available in the Qutput Inspector2'°.

If you have chosen a setup with a Vertical Span, make sure that the "Subdivide vertically" option is
ticked.

The second possibility for both stretched modes is to change the subdivision count to "1". In that case,
Pandoras Box handles the entire output as one software adapter. This means that you have one Camera
and one Output covering the reported width / height. But as the driver splits the image, you still have an
image on all graphic card outputs.

This can be an advantage as you work with less parameters and options. The second Camera and
Output have no effect and can be hidden 72 or removed from the timeline. On the other hand this also
means that you loose the flexibility of having more parameters. If you like set up one display differently
e.g. less opacity, softedge on another side, etc. you need both Output Layers, hence 2 or more
subdivisions.

Please note that you cannot take one subdivision out of full screen!

Cutput hardware configuration: If the Client is not available in the network, e.g.
because
- it is not turned on
- it is assigned with no or a wrong IP address
- the PB Client software is not started
el TR TN - the PB Client software is with a wrong Revision

SWidth: He ||;| bk

19200 9080 (Initial valoe)

no hardware configuration can be read from the
driver or the operating system. If you like to preprogram your show, you can enter the resolution you will
later setup in the Client's graphics card and the Camera and Output will adopt to it. This also influences
some "Layer Sizing Modes" ?%. If this resolution change in the real setup, Pandoras Box warns you by
displaying a red exclamation mark icon in this Configuration tab. Click on it to see a pop-up showing the

user-defined resolution. Check whether this effects your programming and adjust it if needed.

Remzp Remap Oukputs starting from firsk Full Screen Adapker.

The "Remap" button routes the physical output
adapter (meaning the graphics card outputs) in the same order as found displays or subdivision are
listed. This is of interest if you have changed the routing and want to go back to the default setting.
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Rendering Performance Settings

Again, these settings depend on the Site chosen in the drop-down list at the top.

Full Screen Anti-aliasing: - Full Screen Anti-Aliasing
- This refers to a anti-aliasing method used for smoothing object edges in
- the last rendering pass. Per default this is the Output Pass, thus the
R == quel  anti-aliasing works on the output mesh. In case you have set the
Output's parameter "State" to Bypass %7, the anti-aliasing applies to
the Compositing Pass meaning objects on layers. The higher the anti-
Enable Alpha Backbuffer aliasing value, the more memory and performance is drawn but the
smoother object edges are rendered (as seen in the below example).
The maximum anti-aliasing level depends on the graphics card. For
performance enhancement the default value is set to 2.

Level O Level 4 Level 8

en Buffer Count

v Load videos in single thread

- Full Screen Alternate Rendering

Check Alternate Rendering to get a better performance for laptops or older PCs. This setting can
influence the fluent playback of videos.

Please note, the settings for Antialias and Alternate Rendering only take effect in full screen mode. In
preview mode Antialias will be set to 0 and Alternate Rendering is off.

- Increase Video Buffer Count

When using FluidFrame 9 with high-framerate content (50p, 60p files or live inputs), please check the
option “High Performance Mode” to ensure smooth playback. In all other cases the High Performance
Mode should NOT be used because it requires more system and GPU RAM.

- Enable Alpha Backbuffer:

Tick this check box if you like to clear the background from the backbuffer texture with alpha. The
backbuffer is the result from the output pass. More information regarding Pandoras Box' render passes
can be found in the topic "V5 Video Processing Pipeline 2°”". The background RGB(A) color can be set
up in the Output Layer ®®” (Server only!)

- Load videos in single thread

This is of interest when you have programmed multiple containers with video content all starting at the
same time. Under circumstances (number of containers, resolution of videos, etc.) this can lead to
different render issues as all videos start to be decoded at the same time. With the enabled option the
videos start with a millisecond offset enhancing the robustness of the render engine. A drawback is that
delay is added. If you need to sync many videos, disable the option and make sure that your
programming does not affect the robustness of the render engine.

- Max. Internal Texture Size

During the rendering process content is buffered onto a so called internal texture. The internal texture is
only called when the content is used with

- deinterlacing

- FluidFrame (= frameblending)

- particular effect combination, e.g with Blur

Depending on the resolution of the content you are using with those optional features, you might need to
select another entry from the drop-down list. Please note that EVERY content file is then buffered with
this size. As this consumes plenty of graphic card memory it is recommended to choose the entry next
in size and not simply the largest available.
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The drop-down list replaces the 2k or "4K Texture Support" check box known from version below 5.5.

5.2.3.4.11 ASIO AUDIO

Sike: The ASIO Audio section in the Configuration Tab 39 allows
[1] local setting up connected ASIO sound card per Pandoras Box
system. ASIO sound cards are used by dedicated Audio
Manifest on Mode with IP: 192,168.2, 120, tracks 578 in PB Manager software or (since version 5.1) in
PB Player / Server running as client or master. Audio
tracks allow playing back ASIO wav files while being
synchronized to a master clock.

Video to audio synchronization
none
Choose with the "Site" drop-down menu a Pandoras Box

system, and assign an available ASIO device with the

none "Device" drop-down. Decide by ticking the check box "Use
Audio Clock as Master" whether this system should send
the master clock. Please note, that there can be only ONE
master in the system! The ASIO clock will be the system’s
master clock and all video layers on all clients within the
entire PB network will be synched to it.

Sample Rate:

It is possible to output ASIO on multiple systems but it is
not possible to synchronize the audio on more than one
system while playing back. If you output ASIO on another
system (than the one that generates the master clock),
THEIR audio tracks cannot be synched while playing back.
They will be triggered in synch but as soon they are running
they are in a free-run mode.

Timecode master — not timecode slave

Show Channel Details The ASIO clock will be the system’s Timecode master. It is
not possible to have two master clocks in a system; ASIO

and SMPTE can’t be used simultaneously.

Sample accurate audio and master volume

Choose a sample rate from the "Sample Rate" drop-down list (41 kHz, 44.1, 48 kHz, 96 kHz as
supported by the sound card). All sound files within the project should be created as wave files with the
same sample rate.

Please note that the ASIO Tracks will play mono and stereo PCM Wawe files (16 or 24 bit). The Audio
Tracks will play mono and stereo PCM Wawe files (16 or 24 bit) with the sample rate that is preset in the
Audio Configuration only, there will be no sample rate conversions done: each sample will played back
1:1.

There are test files with various sample rates and wlumes in the Stock Assets folder.

The fader sets the master volume of your ASIO sound card. Value Range: -96 dB (muted) up to 6 dB
(max.). Default value is -9 dB.

Multi-channel ASIO output

The ASIO protocol allows multichannel audio output, depending on the sound card up to 64 audio
channels are supported. In order to assign a track to a specific audio channel of your ASIO sound card,
please refer to the Track Inspector 213
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Show Channel Details:
This list reads the sound cards settings and gives you an oveniew how the channels are routed in the
sound card.

5.2.3.4.12 EXTENSIONS

The section "Extensions" in the Configuration tab 139 allows to set up additional extensions.

{3 Console Edition To interact with WYSIWYG CE coolux console edition, enable this option

first by pressing [Enable] and then start your WYSIWYG console edition.
Enzble

5.2.3.4.13 SMPTE TIME CODE

The section "SMPTE Time Code" in the Configuration tab 13 allows to set up timecode options for an
attached SMPTE Link interface 735.

Available: no Retry If you want to use a SMPTE Link interface for either

' SMPTE send or receive mode, please connect the SMPTE
Link USB device, the availability will then switch to "YES".
If not, Pandoras Box cannot find the SMPTE Link. Try to
reconnect it to the hardware, restart Pandoras Box or re-
install the driver found in the coolux Download Center our
web site. To set a timeline to "Send" or "Receive" please

see the Sequence Inspector?%9.

Frame Rate:

Transport Changes if Input Repeats

- Retry:
Use the “Retry” button if you have lost communication or the SMPTE Link was removed from the USB
port.

- Frame Rate:
Setup the frame rate that you want to use for either send or receive mode of the SMPTE Link interface.

- Level:
The level setting is important for send mode only. You may enter values between 0 and 1 to amplify the
SMPTE output signal level.

- Transport Changes if Input Repeats

Some SMPTE sending devices continue sending the last frame instead of stopping the SMPTE
transmission.

If this option is not enabled, and the SMPTE devices sends 3x an identical frame, the timeline will
continue running until it receives a different frame.

If this option is enabled, the timeline will execute the Stop-Action set up for this sequence.
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5.2.3.4.14 WEB SERVER

The section "Web Browser" in the Configuration tab''3° allows to set up the integrated web server in
Pandoras Box.

Status: 'Web Server is not running.
Start

Part Mumber:

E214 any Web Browser

| B3 Pandoras Box Webserver  x |

Web Page Root Direckory: € C | [) 10.2.0.14:6214/Coolux_PB_Web_Server/indext | =

o hoooluxhcontenthweb_root

Logging Made:

Nare + LLogfile: logshweb_log.bxt)

Rook LFL:

The principle of Pandoras Box' Web Server

Version 5.5 comes with the newly developed Pandoras Box Web Server. It offers remote control of a
Pandoras Box project that can be implemented into a web site. All PB Automation commands, known
from the SDK"**, are now executable in JavaScript language, and thus can be embedded in the HTML
code by your web developer.

There is a demo web site that shows what can be done and how the PBAutomation commands are
implemented in the web site's code. If you like to view it, open a Pandoras Box master system and
activate the web server. Then go to your browser and enter your IP address and the port number, e.g.
http://2.0.0.100:6214 (alternatively you may copy-paste the URL from the Configuration tab) to -
this calls the web server and shows the delivered web site. This site contains a link to the demo site
which is installed per default in the web root folder under c:/coolux/content. If you like to write your own
site please make sure to place it in this web page root directory.

Please note that the internal Pandoras Box Web Server can be used without access to the intemet, it is
meant to be used in (secure) local networks. For bigger installations it might be of interest that external
web servers can be used in combination with the PB web server. For example, an Apache HTTP Server
can be used or any other web server that supports the scripting language php. This server is then used
to deliver the web sites to the browser and forward commands to or receive information from the PB web
senver. This setup has advantages for larger installations and for those that need access to the internet
(as the PB server can be invisible), or for database applications.

Settings in the Configuration tab

Click the Start button to activate the web server which acts then as an interface. You may send
commands to the web sener, it "translates" them and forwards them to Pandoras Box; in return
Pandoras Box sends requested information through the Web Server to you.

Per default the port number used by the web server is 6214, it can be changed if needed. As well the
directory and URL for the web page root can be altered. There is a log file that logs when a command
was send or received, an error or another action happened. The log entries can be filtered; choose your
logging mode (None, Limited or Full) in the drop-down list.
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5.2.3.4.15 CACHE

The section "Cache" in the Configuration tab '3° allows to clear the internal cache in Pandoras Box.

Thumbnails are used in various places in Pandoras Box:

- the Thumbnails tab

- the Inspector when a media file in the Project is selected

- as a small thumbnail in a container in the Sequence tab

- in the Preview if "Use Thumbnails for Preview" (Configuration tab > Local Preview '%%)

For ewery file in the Project tab, Pandoras Box generates an according thumbnail and saves it in the
project folder\local_cache_thumbs.

In case that you encounter any issues with loading images or thumbnails,
you may press “Clear Thumbnail Cache” which deletes all files in the
"thumbs" folder , and the next time you start the project, the thumbnail and image files will be rebuilt.

Clear Thumbnail Cache

5.2.3.5 CONTROLLER SETUP

In the Controller Setup Tab the assignment of Sequence Faders and Cue Button controls for the coolux
Jog Shuttle and the coolux Fader Controller will be done. Without assigning these Faders / Buttons the
controller boards won’t work.

HAVING A JOG SHUTTLE CONTROLLER CONNECTED

Contro 4k

quence onfoff Key
v Load Selected Sequence
Jogyshuttle: Sequence ID;
1
Fader 2

Cue IDs: Fader 1 [/ [1] unnamed:

4 pu]

12
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The image above shows the Controller Tab with the Jog Shuttle Controller Board 7% connected to the
Pandoras Box Master device.

[Reload]:
Press this button if the connected Controller Board is not shown in the tab. This will reload the
connection.

[Enable Sequence On/Off Key]:

This option is valid for the former Jog Shuttle Controllers ”''. The Sequence On/Off Key is enabled by
default. This button will toggle the opacity of the selected sequence between 0% and 100%. This option
may be disabled so that the sequence can't be turned off by fault.

[Load Selected Sequence]:
When this option is enabled, the sequence selected by the sequence faders will be active and loaded
into the Sequence Tab 260,

[Jog Shuttle]:

The Jog Shuttle Board allows controlling two sequences. To assign a sequence in Pandoras Box to a
Sequence Fader and Select Button on the Jog Shuttle Board, please enter the sequence ID into the text
field next to Fader 1 or Fader 2.

[Cue IDs]:
For each sequence that is linked to the faders 16 specific cues may be called via the Cue Buttons.

To assign the Cue Buttons to specific CuelDs in Pandoras Box:

- Select the Sequence whose cues you want to link to the Cue Buttons by clicking on Fader 1 or Fader
2 in the Jog Shuttle section.

- The title of the Cue IDs changes to the Fader number and the Sequence ID linked to this fader.
- Enter a Cue ID for a Cue Button.

HAVING A FADER CONTROLLER CONNECTED
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Contro 4

Reload

1

Sequence IC:

Fader 4

Fader 5

If there is a_Fader Extension Board' 719 attached to the Pandoras Box Master Device as well, the
Controller Setup Tab shows 6 additional faders.

Assign sequences in Pandoras Box to these additional faders the same way you do when working with a
Jog Shuttle Board. For each of these sequences 16 specific cues may be called via the Cue Buttons on
the Jog Shuttle Controller as well. For information about how to assign these CuelDs, please see
“CuelDs” above.

5.2.3.6 CURVE EDITOR

To open the Curve Editor Tab, please click on Tabs' in the Toolbar - Curve Editor.

For changing the curve of a parameter, make a right-click
on this parameter in the device tree and choose "Load
into Curve Editor".

You can also double-click on the Curve Editor icon in front
of the parameter's name in the device tree.

Please note that you need a sequence in order to edit
curves.

In the example, the opacity of Device [2.1] is loaded into
the curve editor.

Underneath the tabs you see the timeline and the current
position of the now pointer. The first time you open the
Curve Editor it opens with time 0:00:00:00, press play (or
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hit the space bar) to jump to the time the now pointer is
located in the sequence tab. From now on as soon as
you position the now pointer differently in the sequence
tab, the frame in the Curve Editor will follow automatically
and vice versa.

As well container and keys are synchronized.

Curve Editor [2.7) Lapes 1- Opacky @ Below the timeline there is the clip container including a
thumbnail and the name of the clip. The greyish borders
on the left and right mark the start and end time of the
clip container. The greyish borders on the top and bottom
mark the value range of the parameter (depending on 8 or
16 bit values).

In this example the opacity key at the left border shows a
constant value going until the end of the clip.

QAE: 1200

To navigate in the Curve Editor there are three modes:

- select and edit clips, key frames and their handles
& - z00m the y-axis (the parameter value range) that is
depicted on the left diagram border. Pressing ALT will
zoom out. Alternatively you may use the shortcuts SHIFT
and + / - on your main keyboard.

To zoom the x-axis (the time) use + / -, just as you do it
in the sequence.

- mowve the content depicted in the Tab in both axes
(without moving the now pointer). Alternatively hold down
the M key on your keyboard.

Curve Editor: [2.1] Laper 1 - Opaciy @ INSERTING / REMOVING KEYS

To insert more keys for the used parameter, right-click in
the Curve Editor and a new key will be created.

To remowe a key, select it and press DEL on the
keyboard.

01200

EDITING KEYS

To mowe a key, please drag and drop it to the new
position.

Moving it left and right will mowe it within time.

By moving it up and down, the value of the key increases
or decreases.

With the shortcut CTRL and the left / right arrow keys you
snap the now pointer exactly to key frame. Now, when
dragging the key frame up and down it will stick to the
same time.

If you want to mowe it to a certain value, do a right-click
on the key and insert the value or click inside the value
field and move the mouse-cursor up and down.

Alternatively you may use the Device Control Tab or the
Inspector Tab. But only the Inspector gives the possibility
to multi-select item and change them synchronously.
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CURVE TYPES

To change the curve type of a key, select the key and
choose a Curve Type from the drop down menu in the
Inspector Tab.

You can choose between Linear (Standard), Bezier,
Bezier Corner, Constant and Stop.

- Linear
A linear line is drawn between the previous and next
key.

- Bezier

The key gets two handles and you can intuitively
smoothen the curve by moving the handles and changing
their length. The handles always will stay in a line.

- Bezier Corner
Compared to Bezier the handles can be modified
independently from each other.

- Constant
The value of the key will be continued until a new value
is given.

- Stop
The connection to the next key will be removed, the
key's value will be held until a new value is given.
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5.2.3.7 DEVICE CONTROL

= Reset | R || Reset | Resst | Resel || Reset | Resel

Figure: The Device Control Tab, having Layer 1.1 loaded.

Depending on the device selection from the device tree in the_Device tab '®®, the device parameters will
be loaded into the Device Control tab.
A selected device in the device tree will have its node icon highlighted in blue.

See the following chapters for information about the handling of the Device Control tab:

Parameter Value Readout %4

Parameter Value Ranges %4

Changing Parameter Values '®°

Linking Parameters 6%

Expand & Collapse Parameter Sections ¢’

If you are interested in detailed information about all available layer types and parameters, please refer to
the topic "Device Control 164", e.g. including a chapter only describing the controls within a Video Layer
on Pandoras Box Servers 298,

5.2.3.7.1 PARAMETER VALUE READOUT

The parameter values are shown in decimal readout and centered by default.
To display them in percentage readout and/or non-centered, please have a look in the Configuration tab >
Devices / Parameters 139,

5.2.3.7.2 PARAMETER VALUE RANGES

Depending on the parameter type the values cover different value ranges.

For example the opacity parameter can be set from 0 up to 255, the rotation parameters can be set from
-9999.99° up to +9999.99°.

When controlling the Pandoras Box Master via DMX, MA-Net, Art-Net or sACN there is only a limited
value range useable for the most parameters. This is due to the 8 bit / 16 bit channels of DMX control.

For example the opacity parameter value range can be used completely (0-255 = covered by one 8bit
DMX channel). But the rotation parameter values range only from -1080° up to 1080° (instead from -
9999.99° up to +9999.99°). This value range is divided into 65535 DMX steps (one 16Bit DMX channel),
so that 1 DMX step corresponds 0.033°. Please see the DMX tables 2% and the Device Control 2%°
Section for detailed information about each parameter of the different device types.
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5.2.3.7.3 CHANGING PARAMETER VALUES

All changes made to the parameter values will turn the parameter active and red.

Op=city If there is a fader for the parameter, you have the following possibilities to change the
o parameters value:

- Use the fader handle for coarse control

- Click the fader once and use the arrow keys (up/down) = +1 / -1 value;
Holding [CTRL] while using the arrow keys (up/down) = +10 / -10 values.

- Click in the numeric value field above the fader, hold the mouse button clicked and move
the mouse up / down for sharp tuning.

- Click + / - next to the numeric value field for finest control.

- Enter the new value manually into the numeric value field and press [ENTER] to apply the
change.

- Press [Reset] to set the parameter back to its default value. The status “active” will be removed from
the parameter.

If there is only a numeric value field for the parameter, you have the following possibilities
to change the parameters value:

- Click in the numeric value field, hold the mouse button clicked and move the mouse up /
down for sharp tuning.

- Click + / - next to the numeric value field for finest control.

- Enter the new value manually into the numeric value field and press [ENTER] to apply
the change.

- Press [Reset] to set the parameter back to its default value. The status “active” will be
removed from the parameter.

5.2.3.7.4 LINKING PARAMETERS

To link several parameters click on the link icons above the faders or numeric text fields in the device
control tab or left to the listed parameters in the device tree. If one of the parameters is changed now, all
parameters linked will accept the values in relation to it.

Please note:
Only parameters from the same type (like rotation or scaling) can be linked!
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Figure 1: X-, Y- and Z Scale parameters are linked in the device control tab; changes on X Scale apply to
Y- and Z Scale as well.
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5.2.3.7.5 EXPAND & COLLAPSE PARAMETER SECTIONS

To have a better oveniew in the Device Control Tab, parameter sections may be shown in collapsed or
expanded mode.

unnamed: Layer 1

Figure2: the parameter sections that are currently not relevant for the programming are collapsed.

To collapse a parameter section:

- Click the ““iicon in front of a parameter section name

- Double-click the parameter section name or its following line
- Double-click in the area below the parameters

- Use the right-click menu

Expand a parameter section:

- Click the “+" icon above the parameter section name

- Double-click the line following the parameter section name
- Double-click in the area below the parameters

- Use the right-click menu
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Right-click menu:

tion Dirtmtine

k Position
F

Collaps

Collapse All Others

Remove All FX

Flayback
Audio
Position

Rotation

Rotation Pivot

Scale Pivot

Blend Mode

The right-click menu (right-click in the height of the parameter section names) allows to:
- Collapse / Expand the current parameter section

- Collapse all other parameter section except this one

- Remove All FX328 from the device

- Expand any parameter section by name.

5.2.3.8 DEVICE TREE

The device tree is the main place to browse and edit all available devices in the project.

If you are working with a Pandoras Box Player or Server system in stand-alone mode the "local" lists all
layers that are part of your system. If you are not working in stand-alone mode but with a master and
client system(s) you need to add these clients (including their layers) to the Device Tree as well. If the
clients are already connected, i.e.:

- started (in the same Revision as the master system) and showing the Pandoras Box client window 2%*
and

- set to the correct IP address and Pandoras Box domain

you may see them in the Assets tab 37 and add them from there to the Devices tab (shown in the right
image below).If this is not the case, e.qg. if you like to pre-program a show, you may drag an according
system from the Device Types tab '8! into the device tree. Later on, when the real systems are
connected, you can simply select the pre-programmed client and enter the IP address in the Device

Inspector 28,
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Fand
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Pandar;

wen LT - [l e

wer LT.chb
wer PRO - Hulh Lic
[10.169.50.27

After adding a system to the Devices tab, it is shown with collapsed layers. To unfold/fold a site or
device tree double-click on it.

Devices

*2"##00:00:00:00

Server Light

*1 27 00:00:00:00

Bl [1.1] La*,rer1
[1.2] Layer 2
[ [1.9] Layer 9
_I [1.10]

e A

%2 11.14] Camera 2
& [1.15] Output 1
& [1.16] Output 2

H

Figure left: The Site named “Senrver Light” is collapsed. Figure right: After a double-click on the Site icon
the standard amount of devices is shown.
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The Device Tree...

- Is always linked to the Sequence Tab in order to browse and edit keys stored to the sequence
- Allows you to sort the layer and FX structure

- Allows to show / hide parameters, layers, sites

- Allows a site to be included in / excluded from the preview.

The Device Tree section is separated into the following themes:
Build-Up 170

Context Menus
Device Selection 178
Structured View '8

172

If you are rather interested in the devices itself, e.g what is the meaning of a parameter in a Video Layer,
how to add an effect to a layer or how to use a DMX device (DMX fixture) please refer to the topic about
"Device Control 2%",

5.2.3.8.1 BUILD-UP

This topic explains how to change the view in the Device Tree tab itself and how to change the render
order of layers.

Device structure and different layers

When adding a site (from the Assets tab'3” or Device Types tab '8") to the Device Tree it does not show

the included layers. The site looks like the one in the left image.

Once a site is unfolded (by double-clicking on the site) the default device structure is shown, see the
middle image. The default view includes for example the first two graphic, video and audio layers as well
as all available cameras and outputs. The number of layers shown per default, can be changed in the
Configuration tab'3® > General Settings.

You may unhide layers or add new ones. The right image shows the Server with an added Pointer and
Light layer. The commands can be found when right-clicking on the site itself; as explained in the next
topic "Context Menus 172",

22 00:004>

rver Light

L m)

o .
H

{_ul

1] Layer 1

3 3 3 3 3 3 3 Y

3] Output 1
4] Dutput 2

How many and what type of layers you may add, depends on your PB device. See the topic Product
Owenview %% for more details. See here the list of the different layer/device types:
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Video Layer 28

Graphic Layer
577

Pointer %8’
Lght 582

Audio Track °78
Camera 589

Output %7

Manager

yes

yes

yes

Player
yes
yes

yes
yes
yes
yes

Server
yes
yes

yes
yes
yes
yes
yes

Changing the render order of layers

All Video and Graphic Layers are arranged close to each other in Z order:
Layer 1 is the bottommost layer, all other layers enqueue above this layer 1.

The device tree allows you to change this layer order (without having any Z Position changes applied to
any layer). Simply unfold the site and drag and drop any layer to another position.

PR

3 3 2 3

171

The two images above show the default layer order.

Then, layer 3 is selected and dragged above layer 1. Note that the
mouse cursor changes and that the new position of the selected layer
is indicated by a slender white line (enhanced with a red rectangle in
the left image).

After dropping layer 3 it now sits abowve layer 1 in the device tree The
result is that layer 3 will be positioned behind layer 1 now in Z order and
the preview looks like in the image below.
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5.2.3.8.2 CONTEXT MENUS

Several context-menus are available to filter the view of the device tree. This topic explains the context
menus from a site, a device '"® and a parameter 174

The context menu of a site

‘125 00:00:00:00

[ ]k lacal

H 5} Toggle Prey
<] [1.11
A5 [1.1:
A1

Skare Active

‘0

[Site Name]
The site’s name (in the example above: local)

[Toggle Preview]

Toggles the site to be included in / excluded from the preview 232, When the site is
included in the preview the site icon is highlighted in blue as seen in the top image.
IR [f it is not in the preview the icon not highlighted.

[Store Active]
Stores all active parameters of the site's devices as containers to the sequence.

[All Active]
Activates all parameters of all devices of this site (every parameter will turn red).

[All Active (Partially Active Devices)]
Activates all parameters of all layers of this site that already have active parameters.

[Clear All Active]
De-activates the active status off all parameters of all devices of this site. The values will be kept and not
set back to default.

[Reset All]
Resets all parameters for all devices of this site to their default values and removes their active status.

[Rename]
Enables you to rename the site. You can do this by pressing F2 as well.

[Remowe]
Removwes the site irrevocably from the device tree. You will have to confirm this action in a pop-up
window.

[Hide]
This command will hide the site in the device list. To show it again, right-click on another site and
choose the "Toggle Sides" command as explained below.

[Toggle Devices]

Choose if you want to show all devices, hide all devices or show / hide single devices of this site in the
device tree. A time-saving way to select and hide more than one layer is using the right-click menu of a
device.
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[Toggle Sites]
Choose which sites you want to show or hide in the device tree.

[Add Layer]
Adds one new layer to your site. A pop-up lets you choose the type of layer. This command depends on
your PB product.

[Add Multiple Layers]
Adds sewveral new layers to your site. A pop-up lets you choose the type of layer. This command
depends on your PB product.

[Create Virtual Site]
This command will create a Virtual Site out of all selected sites. Please see Virtual Site 286 for detailed
information.

[Adopt from Site]
Loads all current values and contents of the chosen site into the layers of this site (timeline programming
will not be affected).

[Toggle Fullscreen]
This command toggles the site into fullscreen and out of fullscreen.

The context menu of a device or layer

“ Layer 1

Skare Ackive

[Device Name]
Shows the device’s / layer's name (in the example above: Layer 1)

[Store Active]
Stores all active parameters of the device as containers to the sequence.

[All Active]
This command will activate all parameters of this device (every parameter will turn red).

[Clear All Active]
De-activates the active status off all parameters of this device. The values will be kept and not set back
to default.

[Reset All]
Resets all parameters of this layer to their default values and removes their active status.

[Rename]
This command will enable you to rename the device. You can also do this by pressing F2.

[Remowe]
Removwes the layer from the site. Please note that the layer will not only be hidden as with the command
"Hide".

[Copy FX Structure]

This command copies the FX structure of this device in order to provide it for another layer. This refers to
the FXtypes and their order.
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[Paste FX Structure]
Copy a FX Structure from another layer first. This command then pastes the FX structure to this layer. If
this layer already contains FX it will add the copied FX structure after the existing FX

[Remove All FX328]
This command removes all FX of this device. Please note: Once an effect is removed from the layer, it
won’t be available any more for all of the layer’s clip containers which used this effect.

[Hide]
This command will hide the device in the device tree.

Y A

[Toggle Devices]

 Hide

The pop-up enables you to show and
Toggle Devices Showe Al hide layers. This can be done with
Toggle Parameters Hide all single or all layers, or depend on your
ke ] e current layer selection.
Toggle Selection Lock B Selected layers are highlighted blue.
Hide Selected To multi-select layers, press CTRL or
SHIFT.

Hide Unselected

For an example refer to the topic
"Structure of devices" explains the

Shioi

Hide

[Toggle Parameters]

The pop-up enables you to show and
hide parameters. This can be done
Hide All {H} with single or all parameters, or
depend on your currently used once
(stored keys in the sequence).

In addition, the list shows you the

keyboard shortcuts %2 to apply the
filtering to any device selection.

Tog |;||E= 5
Toggle Parameters Shiow Al (4)

Toggle Selection Lock
Shiow Used in Segquence (L)

[Toggle Selection Lock]

Choose Toggle Selection Lock to lock the current selection. A lock icon will display the locked
selection. Clicking on a device beside this selection will load the device into the device control tab. You
can modify its parameters without loosing the locked selection. This explained in more detail in the next
topic "Device Selection 176"

The context menu of a parameter

Dew

of [1] |l:u::-E||

« Opaity

B Audio

Store Ackive

[Parameter Name]
Shows the parameter’s (in the example above: Opacity).

[Store Active]
Stores all active parameters of the device as containers to the sequence.
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[Active]
Activates the parameter (parameter will turn red).

[Clear Active]
De-activates the active status off this parameters. The value will be kept and not set back to default.

[Reset]
Resets the parameters to its default value and removwes its active status.

[Hide]

Hides the parameter in the device tree. To show it again, right-click on the layer and choose the "Toggle
Parameter" command as explained above. The topic "Structure of the Device View' 178" shows as well
the keyboard shortcuts to toggle parameters.

[Toggle Key Mode]

Allows you to detach the parameters events from the existing clip containers. This applies to all
sequences.

Please note: This command cannot be undone. For more details see the topic "Programming 28".

[Load into Curve Editor]

To edit the parameter curve do a right-click and choose "Load into Curve Editor" or double-click on the
Curve Editor icon in front of the parameters (you will find the Curve Editor Tab under Tabs - Curve Editor).
Please see the Cunve Editor '®' description for detailed information.

The device tree also allows direct changes to any parameter
value:

1) left-click the value and drag it

2) double-click in the numeric box and enter a new value
using the keyboard.
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5.2.3.8.3 DEVICE SELECTION

This topic explains ways how to select sites (i.e. Players and Servers) and devices (i.e. layers). If you
like to save selection-groups, please refer to the topic "Groups 2°1".

Selection of a site or device

Select a site (server) or a device (layer) by left-clicking on it. The layer icon will turn blue and the
selected device will be loaded into the device control tab.

[ |
i

local: Layer 1

L) [1.6]
L [1.19]
4 [1.5] Ti

m X
m =

Multi-Selection

To select several devices, select the first one and hold down the CTRL or the SHIFT key while clicking
on other devices to select them, too.
When several devices are selected, the last one selected will be loaded into the Device Control tab 164.

Once you have done your selection, all parameter changes (adding new media/mesh, moving a fader) on
one of these selected layers will be assigned to all selected layers. E.g.: Changing the opacity of layer 1
will result in opacity changes in all selected layers.
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Selection Lock

To keep your multi-selection while modifying other devices, right-click on one of the devices and choose
Toggle Selection Lock or press CTRL+L. A lock icon will display the locked device selection.

ocal: Layer 2

If you now click e.g. on Layer 5, it will be loaded into the device control tab. You are able to modify this
layer and keep your selection for later purposes.

1.10]Ls

b

28 [1.14] Camera 2
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5.2.3.8.4 STRUCTURE OF THE DEVICE VIEW

This topic shows how to hide and show layers and parameters in order to adjust the Device Tree.

Hide devices

As best practice we recommend to display only those devices or layers that are used in the show. This
allows faster navigating through the device tree when a lot of devices are loaded in the project. Choose
the “Toggle Device” entry from the site context menu to hide or show individual items or all items at
once.

[1.1] Layer 1
- [L2L
: [1.3] Layer 3
local: Layer 3 [1.4] Layer 4

cal

Toggle Preview

[1.8] Layer &
[1.19] Layer 9
[1.9] Track 1

Clear All A 10] Track 2
B LY dtk £

7]
7]

Adopt From Site 11] Track 3

.12] Track 4
.13] Track 5
Hide Resst R .14] Track 6
Toggle Devices Show Al .15] Track 7

=

Create Standard Presets

EHH

HEHE

Toggle Sites Hide All .16] Track &
.17] Camera 1
.18] Qutput 1

Create Virtual Site

Togale Full Screen

Using multi-selection to show/hide sewveral devices could be time-saving.
To select several devices, select the first one and use holding down the CTRL or the SHIFT key while

clicking on other devices to select them too.
Right-click on one of these layers and choose Hide from the context menu.
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Show devices

Once the devices are hidden, right-click on the site and choose Toggle Devices -Show All or -Show to
display all or parts of them again.

local: Layer 8

[l

Reset All
All Active
All Active (Partially Active Devi

Show All
Hide All

Remove i N
o : Hide
Add Graphic Layer

1.5] Layer 5
Virtual Site tciltare

[1.8] Layer &

Full Screen [1.7] Layer 7

Hide and show parameters

The device tree can also be filtered on the parameter level. To do so, right-click on any device and
choose Toggle Parameter to hide or show individual items or all items at once. In addition, the list shows
you the keyboard shortcuts to apply the filtering to any device selection.

local: Layer 8

(Partially A
Al Active
Adopt From Site

Create Standard Presets

FEEEEEEEEEE @

Rename

H H

Fese
Show Al
Hide Al
Show

Hide

[1.6] La
[1.7] Layer 7

Toggle Full Screen

When working in device tree, the following shortcuts apply to current selected device:

A Show all Parameters
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Hide all Parameters

Show only Parameters used in Sequence/Show all Parameters
Show/Hide Media Parameter

Show/Hide Mesh (Object) Parameter

Show/Hide Opacity Parameter

o=z cCcxT

Expanse/Collapse Playback Parameters
Expanse/Collapse Audio Parameters
Expanse/Collapse Position Parameters
Expanse/Collapse Rotation Parameters
Expanse/Collapse Scale Parameters
Expanse/Collapse Rotation Pivot Parameters
Expanse/Collapse Scale Pivot Parameters
Expanse/Collapse Blend Mode Parameter

Expanse/Collapse FX Parameters

O M W U d »n 3o U X <

Expanse/Collapse Particle System Parameters
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5.2.3.9 DEVICE TYPES

Device Types The Device Types tab shows you the contents of the
built-in device library.

Use Lighting Console Configuration From this device list you may choose any device and
drag & drop it into the device tree list to control it within
your current project.

If you are adding a "Multi License" item a pop-up will
ask how many licenses should be applied. The number
of licenses depends on the number of dongles used
and will result in the multiple number of Video Layers,
Camera and Output layers. Hence, whilst a normal
Player STD consists of 2 Video Layers and 1 render
output (1 Camera + 1 Output), the same Player started
with two dongles will have 4 Video Layers and 2 render
outputs. See the Product Overview for more information
regarding the layer and output count.

Please note that starting a system with multiple
licenses is only possible for certain Players and
requires absolutely identical dongles. Differences can
be an additional Widget Designer license, or supporting
version 4.x

Please note:

When adding a Pandoras Box device to the device tree,
the node icon will show a red "!I". This means that you
will need to set up the IP address of the device via the
Inspector tab?°® and make sure that the device is
available in the network in order to connect to it.

If you are starting to program a show and the client
systems are already connected you may drag them
from the Assets tab instead.

Using Lighting Console Configuration

With the new dynamic layer structures, users can now
easily add more parameters and effects to any layer. In
order to facilitate the control, users may start Pandoras Box in a dedicated Lighting Console Mode or
simply create and extend the DMX library from within the interface. This means that any parameter can
now be individually patched.

In the lighting console configuration the most relevant parameters are automatically patched and the
sites will have Multi-FX added and patched as well. Within these Multi-FX you will be able to choose FX
from the whole FXrange.

Please find more information in the respective chapters:

- Layout and commands from the Device Tree tab 168

- Controls, faders and values information in the Device Control tab 2%

- Programming and storing containers and navigating through the Sequence tab 26°

- Detailed information about each device, e.g. a Video Layer or Serial Link device, in the topic "Device
Control 296"
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5.2.3.10 DEVICE VIEWER

- [1] unnarmes

[1.3] Lawer 3 [1.4] Layer 4

[1.9] Layer 9 [1.10] Lager 10

The device viewer shows an ovenview of the loaded content and additional media information, based on
the selected node item in the device tree.

Please note:
Only devices displayed in the device tree are shown in the device tab (no hidden devices).

In the top left corner you will see the media size, in the top right corner the frame rate for videos is
shown. On the bottom of the thumbnail the clip container length is displayed. Below the thumbnail you
see the media’s name, its DMXfile and folder ID and the current opacity value. The last entry at the
bottom shows the asset's countdown (when it is stored to the timeline).

Click on a layer field here in the device viewer in order to select the layer in the Device Tree.

5.2.3.11 ENCODER EXTENSION TAB

The built-in Pandoras Box Encoder Extension allows to transcode most AVI -and Quicktime- as well as
WMV files to Mpeg1 or 2 up to a 4k resolution. Please see this chapter "Encoder Extension" 1% for
more information...

5.2.3.12 FIREFLY PARTICLES
FireFly Particles L

Filker Wiew: Al Yersions -

e Emitter 2D

E rnitter

The FireFly™ particle system allows creating elaborate real-time particle effects in a true interactive 3D
compositing space. Various emitters can be setup and applied with forces such as Wind & Gravity. The
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3D and 2D particle systems are available on Pandoras Box Server systems whilst the Player systems
support 2D particles only.

Basics information:
In order to use the Firefly Particles you have to add a Particle System to a video or graphic layer first. As
a second step you may then drag one or several emitters onto the specific system.

Adding a Particle System to a layer

To add a particle system to your layer, drag and drop the 2D or 3D Particle System from the FireFly
Particles Tab on the layer, just like you are adding FXto the layer. The particle system will appear right
from the default layer parameters, see image below.

If you expand the layer in the device tree tab now, you will see that there
is a new entry for the particle system in the folder “PS”, see image to the
left.

With the particle system you define the environment, setting up the
opacity of the system, Gravity and Wind. To see how these settings
affect the emitters, you have to add at least one emitter.

Adding a Particle Emitter to a Particle System

To add a particle emitter to your system, drag and drop the 2D or 3D Particle Emitter from the FireFly
Particles Tab onto the system, not the layer:

- either into the Device Controls tab where you can see the faders of the Particle System

- or into the Device Tree tab, onto the entry that says "Particle System"

The particle system section is now enhanced by the emitter parameters.
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System and Emitter: Parameter overview

Rofus  Length  Ange  Range  XPos

asoor [Zoooo  [Eoom

.00

XAnge
R [0:00"

¥ Ange
R [000°

SYSTEM
Parameter Description Value Range Default
PS Opacity Opacity of the whole Particle System 0-255 255
Gravity Amount of Gravity affecting the emitters | 0.000-1000.000 0.000
Wind Amount of Wind affecting the emitters 0.000-1000.000 0.000
Wind Rot X 0-360° 0°
Wind Rot Y 0-360° 0°
Wind Rot Z 0-360° 0°
EMITTER
Parameter Description Value Range Default
Media Media File used as Emitter None
Mesh Object File for the Media None
Emitter Type Choose how the emitter will appear: | None, Point, Line, None
Area, Circle, Sphere,
Cylinder
Particle Alignment | Alignment of the emitting particles None, Billboarding, None
Flight Direction
Radius Radius of the emitter type, in units | 0-100 1
(a PB fullscreen is always 16 units
wide)
Length the emitter sources dimension 0-100 1
Angle Angle of emitting particles 0-360° 45°
Range Range 0-100 0.000
XPos Position of emitting particles in X -999.999 - +999.999 | 0.000
Y Pos Position of emitting particles in Y -999.999 - +999.999 | 0.000
ZPos Position of emitting particles in Z -999.999 - +999.999 | 0.000
XAngle X Angle of particle source -1000° - +1000° 0°
Y Angle Y Angle of particle source -1000° - +1000° 0°
Z Angle Z Angle of particle source -1000° - +1000° 0°
Rot Pivot X Pos X Pos of rotation pivot -999.999 - +999.999 | 0.000
Rot Pivot Y Pos Y Pos of rotation pivot -999.999 - +999.999 | 0.000
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until it fades out and disappears

Rot Pivot Z Pos Z Pos of rotation pivot -999.999 - +999.999 | 0.000
Count/Sec Amount of particles per second 0.000 - 1000.000 100.000
Time To Live (Sec) | Amount of seconds a particle will live | 0.000 — 1000.000 5.000

Speed * Define the particles speed Start:20, End: 20
X Scale * Define the particles X Scale Start:0.1, End: 0.1
Y Scale * Define the particles Y Scale Start:0.1, End: 0.1
Z Scale * Define the particles Z Scale Start:0.1, End: 0.1
XRot * Define the particles X Rotation value Start:0, End: 0
Y Rot * Define the particles Y Rotation value Start:0, End: 0
ZRot * Define the particles Z Rotation value Start:0, End: 0
Mass Mass of particles; the flight behavior | 1.000 — 100.00 1.000

of an objects is defined by its

momentum (mass*velocity or

speed); the momentum decreases

the influence of gravity and wind
Drag Drag of particles; as drag is a force | 0.000 — 1000.000 0.000

which decreases the velocity / speed

of an object it resists the particle’s

motion, thus it increases the

influence of gravity and wind
Color * Color added to particles. Choose color

Particle Opacity *

Define the particles opacity over
lifetime

Choose color

Start:white (full
opacity), End: black
(opacity=0)

*: The parameters marked with * allow defining a curve over the particles lifetime. A right-click into the

faders background adds a new point in time whereto a parameter can be defined.

Y-Rat
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Particle Examples

In the following examples these files are used:

| Media File on Layer

Media and Object File on Emitter

In the examples only the parameter values different from the default values are mentioned.

Example 1:

Preview

Ly SR

Image abowe: Here the emitter type is set to “Point”, there is no gravity set for the particle system.

Image abowe: The particle systems gravity is now set to 155 — the emitters will fall down after they flew
into positive Y direction.

186



(PAN DORAS [Ele)%

Images abowve: The emitter type is changed to “Line”, with the Radius set to 12. No gravity.
Left) Viewed from the front, Right) viewed from the side.

Images abowve: The emitter type is changed to “Circle”, with the Radius set to 12. No gravity.
Left) Viewed from the front, Right) viewed from downside.

5.2.3.13 GROUP VIEW

The group view lets you create, edit and select groups in a browser view. The same functions are
accessible in the Project tab > Groups 257,

Groups

[1] unnamed

Groups

Create Group

To create a new group, select multiple devices in the device tree.
Then right-click in the group view tab to create a new group based on the current selection.

To select a group, only press ESC to clear the current selection and click on the group item in the group
browser to select all group members in the device tree.
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Groups

[1] unnamed

unnamed

Load Fram Selected Devices

Rermnove

If you want to edit an existing group, right-click on the desired group and choose one of the following
actions:

- Load From Selected Devices
This command will overwrite the actual group selection with the current selection in the device tree.

- Reset All
This command will reset all parameters for all devices stored within this group.

- All Active
This command will activate all parameters of all devices stored within this group.

- Clear All Active
This command will de-activate all parameters of all devices stored within this group.

- Remowe
This command will delete the group from the project.

5.2.3.14 INSPECTOR

The inspector is a dynamic, context sensitive property window that will constantly display the properties
of the selected items in the user interface.

Based on the selected item, the inspector offers different control and property settings.

Since version 5.1 it is possible to multi-select items and modify them all at once. This applies to all
possible items such as key frames and containers, cues, files and layers.

If you select items that have different settings at the time you select them the changes done apply to all
in the same way. That is, a setting that is possible to be a toggle function (e.g. a check box) would not
toggle the other way if it was already used in one of the selected items. Please note, there is no grayed
out symbol if items with different settings are within the selection. The options shown in the inspector
always refer to the item last selected or to the one afterwards chosen via the drop-down menu the
inspector offers. Underneath the drop-down you see the information how many more items you have
currently selected.

The only exception of the rule are explained in the file inspector 190,

Generally changes made for IDs apply to the first item selected. The IDs for the other items are set
incrementally
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Automatic Layver

horizontal and vertical it Fro

The different Inspectors are described in the following order:

Inspectors to be called from Project Tab:
- File Inspector 190

- Browser Inspector 192

- Image Sequence Inspector 194

- Playlist Inspector 196

- Text Inspector 197

- Folder Inspector 198

- Tab Button Inspector 199

- Sequence Inspector 200

Inspectors to be called from Timeline Tab:

- Clip Summary Inspector 29

- Clip Inspector 202

- Object Inspector 195

- Parameter Key frame Inspector 203
- Cue Inspector 204

Inspectors to be called from Device Tree:

- Device Inspector2%®

- Video and Graphic Layer Inspector 2%8
- Pointer Inspector?'?

- Light Layer Inspector 208

- Track Inspector'?'3

- Camera Inspector?'4

- Qutput Inspector2'®
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5.2.3.14.1 FILE INSPECTOR

Inzpectar

00025 diarmond loop raw_kiosk,

00:00: 10:00 (H:M:5:F)

Anisokropic Filketing

Ignore Thumbnail For Preview
Wideo alpha Channel

FluidFr arne:

n in Decoder
an (Title Safe)
z& Looping
den Memory Buffers

und

Deinterlacing:

-w
Texture Address Mode:

Clamp

Aftach

Cof Py

Reload

The File Inspector opens when a media file is selected in the
Project tab 248, The left depicted Inspector shows all properties of
a video file. A still image has less options. The File Inspector is
also included in the Folder Inspector 198, If you do any changes in
the Folder Inspector, they apply to all files as if they were multi-
selected.

The Inspectors for other resources (Browser 192, Canvas 193,
Image Sequence %4, Object 9%, Playlist 1%, Text ") are
described separately.

Since version 5.7 it is possible to set initial values in the

Configuration tab > Resources ', e.g. if you always want an
activated FluidFrame option.

IDs Folder / File

Set numeric virtual file and folder IDs for DMX®<", PB Automation
152 and Widget Designer 884 remote control and thumbnail
exchange '*’. To easily address several files in ascending order,
move over to the Folder Inspector '®® and enter the Folder ID and
the start File ID.

Press the button "Clear" to remove the virtual file and folder ID.

X 621

Anisotropic Filtering
Anisotropic Filtering does pixel smoothing for real-time video and

image scaling, default is on.

lgnore Thumbnail for Preview
Even if using the “Thumbnail for Preview’-Option (see Configuration

Tab!"39) this file can nevertheless be rendered and played back in
full quality instead of showing its thumbnail, (e.g.. if you need to
know where exactly the video playback currently is). Check the
Ignore Thumbnail for Preview option to make this exception for this
file.

Video Alpha channel
If movie type supports embedded alpha, this option lets you

activate the alpha channel. The alpha channel inside images is
always activated.

FluidFrame

Choose this option for slow motion or smooth motion frame-
adaptive frameblending and framerate conwversion.

With FluidFrame™, a smooth cross-conwersion that can take any
input and output framerate, supporting both interlaced and
progressive sources and clips is possible now. This way for
example 59.94 video input signals are displayed without any frame
drop on 60hz output displays. FluidFrame™ can therefore also
handle 50hz to 60hz real-time conversions.

In addition to this, it allows smooth playback of highspeed frame

rates such as 50 or 60p content and higher. FluidFrame™ Technology can be applied to any live video
input or content playback scenario ranging from straight forward Live Video processing to the
synchronization of multiple HD SDI streams for Live Stereo 3D applications.

Please note:

When using fluid frame with 50p, 60p files or live inputs, please check the option “High Performance
Mode '%8” to ensure smooth playback. In all other cases the High Performance Mode should NOT be
used because it requires more system and GPU RAM.
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Optimize Mpeg Colorspace
MPEG has a reduced colorspace, this option stretches the colorspace (black will become a real black).

Do Colorspace Conversion in Decoder
The mpeg format saves colors in the so called YUV colorspace, whilst Pandoras Box requires the RGB

colorspace. Per default the YUV>RGB conversion is done by the graphics card. The advantage is that
performance is saved. The disadvantage is that the card's conversion is different to the one used when
actually creating an *.mpeg file. This is for example the case when taking use of any encoding features
in Pandoras Box, i.e. Video Export or the Encoder Extension. But also when encoding an mpeg with
other programs and tools.

In other words, the Video Export converts RGB>YUV, when using this exported file in Pandoras Box, the
graphics card converts YUV>RGB. As the two ways of converting colors do not match, there are different
RGB values. To convert in the same way, tick the check box. Note that this will consume more
performance and is optimized for the Pandoras Box encoding and decoding features. There still could be
a color difference when encoding mpegs with third party tools.

This option can be used in addition to stretching the colorspace, as described abowve.

Underscan (Title Safe)

This option is mostly designated for Live Input Signals to crop the image to the Title Safe Area.

Optimize Looping
Check this option if a looped file does not play back smoothly when jumping from the last to the first

frame.

Use Video Memory Buffers
If the system memory (RAM) tends to run low and you have a powerful graphics card, this option may

be activated to use the video memory buffers of your graphics card in order to reduce the system
memory load.

Mute Sound:
If a video files contains audio as well, you may check this option if you want to completely mute the
sound part of the video file without using the Volume fader.

Deinterlacing:
This is a real-time (zero-delay) de-interlacer for live-input sources based on top or bottom field first. The

option fieldblending adds a half-frame delay.

Texture Address Mode

This setting determines how the texture is going to be addressed on objects that use texture coordinates
beyond the range [0-1].

- Wrap: the texture will be repeated (wrapped) to infinity

- Clamp (by default): the texture's last pixel will be stretched out to infinity

- Mirror: the texture will be flipped back-and-forth to infinity.

File location table

Please see the next topic 192 for a detailed explanations.

- Remowe: to remowe a specific entry

- Attach: used to attach a different file on individual machines when files are not spread.
- Copy: manual copy of files from one location to another.

- Spread: multi-file transfer to all available clients that are spared from spread.

- Reload: reloads media

Please note, that the changes made in the File location table do NOT apply in a multi-inspector. If you
have more than one file selected these changes only apply to one file at time.
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5.2.3.14.1.1 ATTACHING FILES

The attach function is a very powerful tool in Pandoras Box. In a nutshell, it achieves that different files
are loaded in different clients even though the master is programmed with only one file. This chapter
shows three exemplary applications after an explanation of the file location list

Example: A Manaer is started as a master system and two Players Clients are connected to it.
[6] [1] Consi 4 All three systems are listed as consistent in the Device Tree. The default spreading
S EERSEEEE]  behavior is not changed in the Configuration tab > Resources 4",

As soon as a file is dragged from one of the system's hard disks into the project
(see Media Files , it is spread to the other systems in the Device Tree. That means it is copied via
the network to an according file path on the others systems. Selecting the file in the Project loads the
File Inspector ' and as described in the last chapter it includes the file location list. For our example it
looks similar to this picture.

248

5.2.3.14.2 BROWSER INSPECTOR

Inzpectar The Browser Inspector opens when a browser asset is selected in the
about:blank Project tab. Please refer to the chapter about media files in the Project
tab?*8 if you like to know how to create and work with a browser asset.
If your displayed web page includes links you would like to click, please
read the chapter about Layer Picking %4*.

If you like to set up initial values for new Browsers, please refer to the
Configuration tab > Resources 14",

IDs Folder / File
Set numeric virtual file and folder IDs for DMX 62" PB Automation '**?
and Widget Designer ®* remote control and thumbnail exchange 4"

IDs
Falder:

Clear
Press "Clear" to remove the virtual file and folder ID.

URL
Enter a web site's address that the browser should open, e.g. http://
v Ise Domain as Resource MName [RAAVAe e 1r:86(}

about; blank:

Texkure Width and Height If you like to open a web site saved on a hard disk, the syntax for the
1024 76 URL is: file://host/path.
Example for local hard disk: file:///C:/coolux/web site/
Webpage Styles: index.html
* ‘Webpage Default Example for remote hard disk: file://2.0.0.100/coolux/web

site/index.html
Note that rendering from a remote path will add delay. The space
character in the folder name "web site" can also be represented with "%
¥ fnisokropic Filkering 20"

FluidFrame

Transparent ground
Background Colar

Use Domain as Resource Name
If this option is ticked, the browser asset in the Project tab refers to the
URL. In this example it is called coolux.de

Clamp

Texture Width and Height
Set the size of the texture the browser renders on.

Webpage Styles
Decide how the web page's background should be displayed. You may choose to display it like a normal

browser would do, to replace it with transparency or a custom color.

192


http://www.coolux.de
http://www.coolux.de

[PAN DORAS [Ele)%

Please see the File Inspector 19 for the options "Anisotropic Filtering", "FluidFrame" and "Use Video
Memory Buffers" and "Texture Address Mode".

Additional, advanced options including font anti-aliasing for web content and FPS settings can be found
in the file "tweak_config.txt" in the installation path, e.g. C:\Program Files (x86)\coolux\Pandoras Box V5
Player Pro Rev 9924\data\config.

5.2.3.14.3 CANVAS INSPECTOR

The Canvas Inspector opens when a Canvas is selected in the
Project tab 248,

e IDs Folder / File
Folder: File: Set numeric virtual file and folder IDs for DMX 62" PB Automation
1532 and Widget Designer®* remote control and thumbnail

exchange'47.

Clear
Press "Clear" to remove the virtual file and folder ID.

iz Texture Width and Height
Set up the size of the Canvas. This should match the size set up

in the application used for drawing onto the Canvas.

Clear Texture

¥ Anisokropic Filkering

Texture Address Mode: Clear Texture

Clamp - This deletes all input actions from the Canvas so you can re-start
with an empty one.

v Store draw commands

S e et e el Anisotropic Filtering and Texture Address Mode
Please see the File Inspector'®0.

Store draw commands

When this option is not checked, the input actions are reset when the Canvas is not assigned to a Layer
any more. The next time you assign it to a Layer, or load the project, the Canvas has cleared its texture.
Check this option to store the input actions in the project file. Please note that this option is not available
when drawing with the mouse on a Canvas.

Block canvas updates for selected nodes

You can define which connected clients receive and which ones do not receive the Canvas updates in
order to save performance.
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5.2.3.14.4 IMAGE SEQUENCE INSPECTOR

Inzpechar The Image Sequence Inspector opens when an image sequence%°
is selected in the Project tab 248,
Since version 5.7 it is possible to set initial values in the

Configuration tab > Resources 41, e.g. if you always want an
activated FluidFrame option.

short sequence

Number of Threads:

This alters how many threads are called by the Pandoras Box
application from the operating system in order to run the sequence.
The number of threads must be smaller than the total number of
images in the sequence.

Please read the chapter Image Sequence Formats %' for more
information.

| Erame Ordering
Choose whether the image sequence should be played
- from the first to the last frame
- from the last to the first frame
- from the first to the last frame and again back the first
- from the last to the first frame and back to the last

Please see the File Inspector ' for all other options like "Anisotropic Filtering" etc. and the file table.
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5.2.3.14.5 OBJECT INSPECTOR

Inzpectar

knakl . x

Mesh contains 0 submeshes,

Default Mesh Shading:
Crwerride global configur akion
v Shade untextured object

\ireframes;

‘Wireframe Edges

Ise color defined in File
olor Brightness Factor:
Material;
ambient:  Diffuse:
0200 0.200 0.600 0,200

Directory

cihcooludcontentt Sto

195

Shininess:

The Object Inspector opens when an object is selected in the

Project tab 248,
Since version 5.7 it is possible to set initial values in the

Configuration tab > Resources 4.

IDs Folder / File
Set numeric virtual file and folder IDs for DMX 52", PB
Automation *** and Widget Designer * remote control and

thumbnail exchange 47,

Clear
Press "Clear" to remove the virtual file and folder ID.

rride global configuration
In the Configuration tab > Preview Display 5" you can set up
how meshes without an assigned texture are rendered per
default. Check this override option to "activate" all further
options in order to render the selected mesh different from the
default settings.

Shade untextured object /.../ Material
Please see the explanation of these settings in the

Configuration tab > Preview Display 157,

File location table
Please see the File Inspector 1.
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5.2.3.14.6 PLAYLIST INSPECTOR

Inzpechar The Playlist Inspector opens when a Playlist is selected in the Project
tab 248

Please note that you can set up initial values for new Playlists, in the
Configuration tab > Resources 14",

Playlist

First of all the Inspector depicts the duration. The first time refers to the
duration if the playlist is played back once (here: 36 sec) and the other if
the playlist loops (here: 34 sec). In this example the cross-fade time
from the last to first clip is set to 2 seconds.

5 looped)

Click the "Show in Resource Editor" to display the playlist and its

content in the Playlist tab?2°.

Open in Resource Editor
b IDs Folder / Fil
Falder: File: S rolder/ rile
See the File Inspector 190,

Playlist Resolution Determination
Choose the texture size each content file should be rendered on. You

can for example choose the size from the "Largest Entry" or enter a
custom width and height after choosing "User Defined" in the drop-down
il list.

esolution Determination

Height:

1024 Playlist Entry Sizing

Choose the aspect ratio for the texture each content file is rendered on.
"Retain resolution" renders the playlist's content in 1:1 mode, having the
advantage of not possibly stretching the content but the disadvantage of
not filling the fullscreen and allowing different sizes.

All other option like "Fit Horizontally" or "Stretch Fullsize" possibly alter
the content's size. Please see the Video Layer Inspector?®® for an

v Anisotropic Filkering illustrated explanation for the different Fit-options.
= Mode:
- Framerate
Clarmp i Choose a framerate for the playback of the playlist, this is only for

calculating the duration. The playlist's content files are not conwerted to
this framerate.

Please see the File Inspector' 9 for "Anisotropic Filtering" and "Texture Address Mode".
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5.2.3.14.7 TEXT INSPECTOR

Inzpechar Create your Text Input by right-clicking on a folder in the Project tab
248 > Add Text Input. Select it to see its properties in the Text
Inspector.

MwText,

! I \ Use 1st Word as Resource Name
This names the Text input in the Project tab with the first word entered

in the Text Input Editor?7”.

¥ |lze 1skwWord a source Mame Open in Resource Editor
In the Text Input Editor you may set up all options regarding the

Open in Resource Editor content of the selected Text Input, e.g. the text itself. Some of the
options from the Editor are available in the Text Inspector too and
IDs apply to all (multi-) selected Text Inputs. The Editor also allows to
Folder: File: transfer style properties to other Text Inputs. Please note, that .net

framework 4.0 is needed to display this tab.

IDs Folder / Fil
Set numeric virtual file and folder IDs for DMX%21 PB Automation
and Widget Designer'8* remote control and thumbnail exchange 47,

1532

Clear
- - Press "Clear" to remove the virtual file and folder ID.
v Anisotropic Filkering Mode /.../ Texture Height

Please see the Text Input Editor 2’7 for these options.

Offset on Clients (Pixels): Anisotropic Filterin
Anisotropic Filtering does pixel smoothing for real-time video and
image scaling, default is on.

Offset on Clients
Enter a pixel value to offset the Text Input for the according Client. This is especially useful when
rendering text that spans across multiple outputs from different Clients.
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5.2.3.14.8 FOLDER INSPECTOR

-t The Folder Inspector opens when a folder is selected in the
Project tab?#®. It includes the properties of the folder itself
which can be viewed when clicking the + icon as seen in the

ktributes of Folder "Folder with Widea":

Falder with Video left image. In addition it supplies the File Inspector of all files

IDs that are part of the selected folder. If you do any changes in

Falder: File: this File Inspector, they apply to all files as if they were multi-
selected.

IDs Folder / File

Set numeric virtual file and folder IDs for DMX62", PB
Automation ***2 and Widget Designer®* remote control and
thumbnail exchange '#”. All files in this folder will get the
same folder ID, the file ID will be counted up based on the

¥ unnar given file ID. If needed you can set the maximum number to
255 in the Configuration tab > Resources '#!. In that case the
folder ID will increase as well.

Clear

Spread Content to Following Sites:

v local

ed Folder:

v For Folder with Widea,) Clear
Press Clear to remove the virtual file and folder ID.
[Mo Watched Folder]

rea ntent to following Sites
Per default, the check boxes for the local Master and all
connected Clients are ticked, meaning that content is spread
to them. In case you don't like to spread content to a Client,
deactivate its check box. Note that this does not delete the
content if is was already spread.
_ "Apply to Subfolders" copies the check box status to all
Inspectar For: subfolders within the selected folder. To (un-)select all check

i boxes click the according button.

Hint: If you right-click on a folder in the Project tab, you may
find the option "Spread to...".

Remove files from clients on delete

Watched Folder

First of all, make sure the option "Monitor changes to files on
disk" in the Configuration tab > Resources '*! is activated.
Click the button "Browse" to choose a folder from the hard
disk that should be watched. If you like to watch subfolders
as well tick the according check box. This will automatically
add all subfolders as Watched Folders.

All files that are part of the watched disk's folder will be added
to this Pandoras Box project folder. All files that are afterwards added to the watched folder will
automatically appear in the PB folder. Files that are changed will be reloaded by Pandoras Box. Files
(and sub folders) that are deleted in the watched folder will remain in the PB folder unless "Remove files
from project / clients on delete" is checked.

Click the button "Clear" to delete the Watch function.

Spread Resources

Clean Up Inc

Inspector for

Please see the File Inspector '

for information about these options.

Spread Resources
This spreads the entire content of the folder to all sites according to the above option "Spread Content to

following Sites".

Clean up Inconsistent
Removwes all inconsistent files from the master system.
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File Management
Please see the File Inspector 1% for information about these options.

5.2.3.14.9 TAB BUTTON INSPECTOR

The Tab Button Inspector opens when a Button from a Tab folder?%® is
selected in the Project tab 248,

Button Name
Change button name and text

Command

Choose a command from the drop-down list, e.g. "Paste to Selected
Devices".

[y bor
Button Mame:

none
Command:

nane
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5.2.3.14.10 SEQUENCE INSPECTOR

The Sequence Inspector opens when a Sequence is selected in the Project
tab248

unnamed

ID Start: Sequence Name

: SR Enter an internal name for the Sequence that is for example shown in the

Project 248, Sequence %% or Sequence Control 272 tab.
Frames Per Second:
Numeric ID

Enter an ID which is for example used for DMX 62!, PB Automation '*** and
Widget Designer 84 remote control.

Frames per second

Enforce Defaults: This changes the displayed time resolution in the Sequence tab?%", i.e. how
many frames are available per second. Please note that this does not effect
the frame rate used for rendering files! Pandoras Box renders each file

End Action: according to its own frame rate, the final results seen on a display device
depends on the refresh rate 7% set up in the graphics card driver.

on

Continue

Length of sequence
Default is three hours. You can manually set a new length e.g. 30 minutes by

0 |-|_'|-|_|-| entering 00:30:00:00 or just 300000. Apply the new length with pushing Enter!

Auto Scroll

If Auto Scroll is on (by default), the timeline will always show the area around
the nowpointer when it is set to play.

With the Auto Scroll option unchecked, you will be able to scroll to any point
of the timeline while the nowpointer is running.

Enforce Defaults
Choose between three states: ON, OFF and ONLY MESH / MEDIA.
Please see Tracking ?%° for detailed description!

End Action

Once the sequence reaches the end of its length, you may choose a specific
action:

The sequence stops and jumps to first frame, it will pause or it will continue

playing.

Serial

These settings apply when a Serial Link 72 or TCP/IP device is used to
remote control the sequence. The supported commands are listed in the
chapter explaining the TCP/IP_input protocol 64",

[Pandoras Box] <== TCP/IP ==> [Serial Link] <== Serial ==> [Serial Device
sending commands to control the PB sequence]

TCP IP /IP

This refers to the Sender's IP address.

Serial port

This refers to the port on the Serial Link where your serial device is attached
to. This is a specific serial port on the Serial Link Box, not a TCP/IP port. Please note, that the used
TCP/IP port from Pandoras Box is always 23 and can not be configured.

Time Code

These settings apply when a SMPTE Link 7% is used and set up in the Configuration tab > SMPTE
Time Code %7,

Mode

NONE - this sequence will not be effected by SMPTE timecode
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SEND - this sequence will send its timecode via the SMPTE link device. Please note that if a
sequence in your project is set to Send-Mode, all other sequences will be set into None-Mode.
RECEIVE - the sequence will be controlled via the incoming SMPTE timecode.

Offset
If needed enter a timecode offset here.

Stop Action
Choose which action should be executed if incoming time code stops. The timeline play mode can be

set to Stop, Pause or Continue.

(Sequence) Opacity

This fader works as a master fader for the opacity and volume of the sequence (and all the layers that
hawve clip containers in this sequence).

The sequence opacity works as a value multiplier. If you have the sequence fader at a 50% position
(value 127) all containers or layers will be shown with an opacity that is 50% of their stored or active
opacity value. If one layer has a current active opacity value of 200, it will be shown with 100. In the
same way, another layer that has a stored opacity key will reduce its opacity by one half.

This also means, if a container has no opacity key or value i.e. it is only visible because the default
opacity 139 was set to full, it is not influenced by the sequence fader! This way you can include or
exclude layers from the sequence “group”.

In the same manner the volume parameter is influenced.

5.2.3.14.11 CLIP SUMMARY INSPECTOR

The Clip Summary Inspector opens when a container is selected in the

Inzpectar
' Sequence tab 264,
e

The container is highlighted with a blue outline.
Duration: Time

; S To change the start timecode of the clip, enter the new timecode using
0:00:10:00 the following syntax: enter e.g. 0:00:06:09 or just 609 to get the new
time 0:00:06:09.

To just add e.g. two seconds to the current time, enter "++200", to
subtract e.g. two seconds, enter "--200".

Main Media Key:

Duration

To enlarge or to reduce the duration of the clip, enter the new duration using e.g. 0:00:12:00 or just 1200
to get the new duration of 12 seconds.

To just add e.g. two seconds to the current duration, enter "++200", to subtract e.g. two seconds, enter
ll__200ll.

All settings below the line are taken from the Clip Inspector 202,
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5.2.3.14.12 CLIP INSPECTOR

The Clip Inspector opens when a clip within a container is selected in
the Seguence tab 264,

The media track is highlighted in blue.

Note, that some effects have their own

media clip. Open the FXtrack and select

this media to see its properties and adjust for example a Pro Roll time.

Time in Clip: When you select a mesh or object, you will see less options. When

0000000 selecting an audio clip there is one additional setting "Time Offset
Millisecs" that allows to offset the audio content.

enlaudio O Fll':." H

Reset
¥ Lock To Time This removes the content from the Container and places a "None" key
Pre Roll: instead.

Time

To change the timecode of the start timecode clip, enter the new
timecode using the following syntax: enter e. g. 0:00:06:09 or just 609
to get the new time 0:00:06:09.
00000000 To just add e. g. two seconds to the current time, enter "++200", to
e subtract e. g. two seconds, enter "--200".
Note that the container itself stays on the same time. So by shifting the
clip, you just start with another frame when entering the container.
When you shift the left container border to the right, i.e. you crop the
container, the clip stays at the original time which has the same result as shifting the clip to the left.
Empty frames are not possible, thus you can only shift the clip to the left, meaning that you start with a
later frame. The "Time in Clip" adjust according to your entry.

Sequence FPS)

Time in Clip
Whilst the "Time" expressed the start of the clip regarding the absolute timecode, the Time in Clip

expresses the time relative to the clip beginning. So by default, this value is 00:00:00:00 as the clip
starts at the same time as the container. If you crop the clip container on its left side, this value will get
negative and shows you the starting time of your clip. You can change this value back to 00:00:00:00 to
let the video inside the clip start from its beginning.

Note that the "In" parameter also effects which frame of the clip is seen when entering the container.

Lock to Time

There are two dlfferent modes how a container clip is played back.To switch the mode, you can either
AR PN use the "Lock To Time" option in the Inspector or the toggle button

in the button bar displayed above the Sequence. The mode is

depicted by a small icon in the container.

Per default, "Lock To Time" is enabled. The clip icon is a clock. In

this mode, the clip synchronizes to the timeline. If the nowpointer

=1 AL is paused inside the container, the clip playback is also paused. If

you have programmed video playback keys 392, the sequence

0:08:10:00

playback owerrides them.

If you uncheck the option, the container is in "Free-run" mode. The clip icon is a running-stick-figure. In
this mode, the clip playback does not depend on the sequence playback mode. As soon as the
nowpointer enters the container, its video playmode keys (play once, play loop, pause, stop) take effect.

Pre Roll time

If the Pre Roll time is 0, the media clip is loaded into RAM as soon as the nowpointer enters the
container. The higher the resolution of the media is, or the more containers start at the same time, the
longer the loading process takes. To display the media faster, Pandoras Box can start pre-loading it
before the container actually starts. The Pre Roll Time defines the starting point ahead of the container.
The Pre-Roll Time can owerlap with a preceding container.
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In, Out

When the nowpointer enters the clip, it will start/stop/loop at the given In- and Outpoint. These Playback
parameters 392 can be adjusted in the Device Control tab or by entering the exact frame count in this
Inspector. You can also enter a timecode value:enter e.g. 0:00:06:09 or just 609 to get the new time
0:00:06:09.

If you like to loop within the In- and Outpoint you can adjust the duration from the container easily: right-
click on the container > "Set duration to Main Media In/Out"

Delete the values in the Inspector to get the original value.

Please note that in addition to the In- and Outpoint you can start with a later frame by using "Time in
Clip" as explained above.

5.2.3.14.13 PARAMETER KEYFRAME INSPECTOR

The Parameter Keyframe Inspector allows you to set up the following:

Tirr
:03:11:08
T i Chp:

00m0FA5

T

Curve Type: O35 0s

Limear

Time in Clip:

00515

The left image shows the standard inspector for a keyframe.

The right image shows the multi-inspector of three keyframes that belong to a preset 2°3.

Note the additional drop down menu where you can choose that keyframe the below information should
refer to. The keyframe's name in the menu consists of:

[2.1] - the site and layer ID it belongs to,

Opacity Event - the parameter it belongs to, and

@0:00:00:05:15 - the time it belongs to.

Underneath the drop down menu you see the information that you have two more preset keyframes
selected.

Under the horizontal line the standard inspector lists all customizable control and property settings.
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- Name:
Informs you about the parameter's name the selected keyframe belongs to. In case the selected key
belongs to a preset, the preset's ID and name are listed as well.

- Time:

To change the timecode of the key, enter the new timecode using the following syntax: enter eg.
0:00:06:09 or just 609 to get the new time 0:00:06:09.

To just add eg. two seconds to the current time, enter "++200", to subtract eg. two seconds, enter "--
200".

- Time in Clip

To change the Time of the key inside the clip, enter the new time using the following syntax: enter eg.
0:00:06:09 or just 609 to get the new time 0:00:06:09.

To just add eg. two seconds to the current time, enter "++200", to subtract eg. two seconds, enter "--
200".

- Curve Type: choose between Linear (Standard), Bezier, Bezier Corner, Constant and Stop. To edit the
curves please open the Curve Editor 8", here the different types are explained and illustrated.

- Value:
To change the key’s value, enter the new value or mowve the fader.

5.2.3.14.14 CUE INSPECTOR

The Cue Inspector allows you to setup the following:

Reset Trigger Count when Repeat Count Hit

Rezet Trigger Count
s

Wit Tirne:
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[Time]:

To change the timecode of the cue, enter the new timecode using the following syntax: enter e.g.
0:00:15:09 or just 1509 to get the new time 0:00:15:09.

To just add e.g. two seconds to the current time, enter "++200", to subtract e.g. two seconds, enter "--
200".

[Mode]:

Available cue mode settings are:

- Play: the timeline play status will stay the same when reaching the Cue (Timeline is playing = it
continues playing; Timeline is paused = it continues pausing)

- Pause: the timeline play status will change to "Pause" when reaching the Cue

- Stop: the timeline play status will change to "Stop" when reaching the Cue. This means that the
nowpointer stops and then jumps to the timecode 0:00:00:00

- Jump: when reaching the Cue the nowpointer will jump to the Jump Target entered and the timeline
keeps its previous play status

- Wait: the nowpointer will wait at the Cue for the Wait Time entered and then keeps on playing if it was
in play mode before.

[Name]:
By default the cue is named with its Cue ID as shown in the tool tip on top of a cue. A new cue name
may be entered here.

[ID]:
The numeric cue ID is increased for each new cue by default, this function may be deactivated in
configuration tab''39. To change a cue ID enter a new one here.

[Jump Target]:

Enter here the jump target timecode if cue mode is set to "Jump", using the following syntax: enter e.g.
0:00:15:09 or just 1509 to get the new time 0:00:15:09.

To just add e.g. two seconds to the current time, enter "++200", to subtract e.g. two seconds, enter "--
200".

[Repeat Count]:

Enter here the amount of iterations if cue mode is set to "Jump", O=endless loop. If repeat count is set to
a number >=0, the jump cue will be executed this amount of times and then will be ignored to infinity.
The amount of remaining repeats are displayed in front of the Cue Name. When the timeline is stopped
(not paused) the repeat count will always be reset to the value entered here. To reset the Trigger Count
automatically after the last repeat, please check the option [Reset Trigger Count when Repeat Count
Hit].

[Reset Trigger Count when Repeat Count Hit]:
When this option is checked, the Trigger Count for the Jump Repeat will be reset automatically after the
last repeat.

[Reset Trigger Count]:
By pressing this button the Trigger Count will be reset manually to the value entered as Repeat Count.

[Wait Time]:

Enter here the time the nowpointer should wait on this cue before continuing to play. The remaining wait
time is displayed and highlighted in orange in the devices tab below the play, stop and pause buttons.
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Please note:
It is recommended to leave 10 frames between two cues!

5.2.3.14.15 DEVICE INSPECTOR

The Device Inspector opens when a site (node) is selected in the Device Tree tab 168,
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[Site Name]
Change site/node name here

[ID Start]
Set up the numeric start ID

[Preview Offset]

Setting up the Preview 232 Offsets: apply an Xand Y offset for the
global cam by typing in the value or by clicking in the black box and
moving the mouse cursor up and down. Press the Reset button to
set the Preview Offsets back to default.

Manifest On;
MName:

[IP]

Suppart-Martina . . ol
Edit the device IP address this site should refer to

IP:
10.169.10.73

[Spare from Spread]

Type: Disables content to be spread to this device.
Pandoras Box SERVER PRO [Rev 8910]

[Show Cursor in Fullscreen]

Enables to see the mouse cursor in the client’s fullscreen window.
244

Spare From Spread

Show Cursor in Fullscreen This is useful when working with Layer Picking in the Preview <** or
o with clients. Instead of this option you may as well use a Pointer
Input Event Settings Layer 581, giving you more options to influence the look of the mouse
alue Smoothing: cursor.
- [Input Events Settings]

¥ B0 Z:
alld The pop-up dialog offers settings regarding the feature "Layer

. Picking". In short, you can route input events like a mouse click to
B0 £ Pandoras Box' layers, for example to execute links in a Browser
Asset 48

The first option "Show Cursor in Fullscreen" conforms with the abowve
described option.

If you like to use Layer Picking on an output (instead of only in the
preview tab and the Global Cam), the left setting "Enable device"

Individual Parameters must be activated, either for Output 1 or 2 or both.
The settings to the right routes the Layer Picking data to either a
Opan Engine Configuration Widget Designer Device ®®° and, or to the layers.

For more detailed information and a step-by-step example, please
refer to the chapter about Layer Picking 244

To see the Input Event Settings for all systems in the Device Tree
combined in one dialog, right-click in the Preview tab and choose
"Show Input Events" there.

[Parameter Value Smoothing]

Edit the settings for Translation, Rotation, Scaling and Effect
Smoothing. Default is 500, the value range goes from 0 - 65535 (min
to max). It defines the time in milliseconds the object will need to
reach the given parameter value.

These settings only have an effect for all incoming data, like from the
fader of the device control, DMX data from the Widget Designer, Art-
Net etc. The timeline behavior will not be influenced by these
settings.

The button "Individual Parameters" opens a dialog where you can set
the smoothing time for almost every parameter separately for each
layer.
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The button "Open Engine Configuration" gives access to hardware
related engine settings especially influencing rendering performance.
Please refer to the chapter Configuration tab > Render Engine °3.

5.2.3.14.16 VIDEO AND GRAPHIC LAYER INSPECTOR

The Layer Inspector allows you to set up the following:

Inzpectar [ID Start]
Numeric start ID

[Include in Store Active]
Uncheck this option to exclude the layer from the Store Active
command.

ICr Skark:

1

v Include in Store Ackive
Mute External Input [Mute External Input]

Tick this check box to block this layer from any external input, like Art-

Net, Input Data from Widget Designer etc.

Aukomatic Laver Aspect Ratio:

horizontal and wertical it =

[Layer Sizing Mode]:

Choose from the drop-down list how each layer should handle the aspect
ratio of the media files loaded into it. By default the Layer Aspect Ratio
is set to “horizontal and vertical fit”. Examples are depicted below.
horizontal and vertical fit: the media file will be shown in its original
aspect ratio. Regardless whether the file is upright or crosswide, all
parts of the media file will be shown, see figure B.

horizontal fit: the media file will be shown in its original aspect ratio. It
will fit horizontally into the layer, see figure C.

vertical fit: the media file will be shown in its original aspect ratio. It will
fit vertically into the layer, see figure D.

fixed ratio: choose between the ratios 5:4; 4:3; 16:10; 16:9; 1.85:1. The
media file will be stretched into the defined aspect ratio when loaded,
see figure E.

Media Pixel Size: this is a dynamic mode that depends on the
translation factor set up in the Configuration tab > Unit Management 149
For example, if you have an output with a width resolution of 1920px
(and a height resolution of 1080px) the according translation factor is
8.333. Now, the Layer Sizing Mode is based on 8.333 as well. If a
1920x1080px testpattern is assigned to a Layer, it will be displayed
fullscreen. A 1024x768px texture will be displayed with a border of 1920-
1024=896 and 1080-768=312. In case the Layers of a second client with
a 1024x768px output are set to "Media Pixel Size" as well, the same
texture is fullscreen whilst the first testpattern would be cut off.

v Cutput 1

v Output 2

[Render Layer in Pass]

The radio buttons "Composition" and "Output" toggle the layer between Pandoras Box' two render
passes. Per default, the layer is included in the composition pass - it will be part of the so called render
target and then be send through the entire output pass. It will be affected by its settings e.g. warp object,
keystone or softedge etc. If the layer is only part of the output pass, it will not be seen by the camera as
it is sent directly to the according output. In return it will not be affected by all the output settings and
can be placed outside the warped / softedged area. This is especially interesting when working with
multi-softedged projection(s) and blacklevel compensation®13 is needed. Find more information in the

topic V5 Video Processing Pipeline 297,
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The check boxes "Output..." depend on the number of cameras / outputs. A Dual Server has two
cameras, for example, and you may decide whether a layer should be only rendered by one of them. A
possible application is working with different outputs for a key & fill scenario.

Examples for different aspect ratios:

Figure B: Layer Aspect Ratio is set to "Horizontal and Vertical Fit". Regardless whether the file is upright
or crosswide, all parts of the file will always be shown in its original aspect ratio.

Figure C: Layer Aspect Ratio is set to "Horizontal Fit", the files aspect ratio is kept and it fits
horizontally into the layer.
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Freview

Figure D: Layer Aspect Ratio is set to "Vertical Fit", the files aspect ratio is kept and it fits vertically into
the layer.

Figure E: Layer Aspect Ratio is set to "4:3" and the image is stretched to this aspect ratio.

5.2.3.14.17 POINTER INSPECTOR

The Pointer Inspector opens when a Pointer Layer ®8" (used for Layer Picking ?*4)is selected in the
b 168

Device Tree ta

[ID Start]
Numeric start ID

[Include in Store Active]
Uncheck this option to exclude the layer from the Store Active
command.
¥ Include in Store Ackive

Mute Ext [Mute External Input]
Tick this check box to block this layer from any external input, like
Art-Net, Input Data from Widget Designer etc.

fvailable Pointers: |

Render in Scene (Use For Softedge) WPV E o Y=Ll 16
Choose how many inputs should be substituted with the Pointer
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Layer. If you are working with an Windows XP system only one
input is possible, whereas Windows 7 is able to work with multi-
touch events.

[Render in Scene (Use for Softedge)]

Per default, the Pointer Layer is not included in the Composition
pass. Hence, it is not part of the so called render target and not
influenced by any Output settings, like warp object, keystone or
softedge etc. Find more information in the topic V5 Video

Processing Pipeline 2%7.

5.2.3.14.18 LIGHT LAYER INSPECTOR

The Light Layer Inspector allows you to set up the following:

v Include in Store Ackive

IMute External Input

Shadow Map Size:

[ID Start]
Numeric start ID

[Include in Store Active]
Uncheck this option to exclude the layer from the Store Active command.

[Mute External Input]
Tick this check box to block this layer from any external input, like Art-Net, Input Data from Widget
Designer etc.

[Shadow Map Size]
Choose from the drop down list how high the resolution from the light texture should be. By default the
Shadow Map Size is set to 1024*1024 px.

The example below shows the difference between 256 - 512 - 1024 - 2048 - 4096. Keep in mind that a
higher resolution uses more performance.
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5.2.3.14.19 TRACKINSPECTOR

The Track ®78 Inspector on the Manager allows you to set up the following:

Inspector
Device Mame:
Track 1
ID Start:
1
v Indude in Store Active

Mute External Input

Audio Channel:
1

- Set up the Numeric Start ID
- Include in Store Active: uncheck this option to exclude the track in the Store Active command
- Mute External Input:

Tick this check box to block the track from any external input like Art-Net, Input Data from Widget
Designer etc.
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- Audio Channel:

Choose the channel of your ASIO sound card this track should be routed to. When adding an audio file
to the track, the first channel of the audio source will be routed to the sound card’s audio channel you
set up here (channel x). The second channel will be routed to the next sound card’s channel (channel x
+1) etc. Whether the sound file is mono or stereo, always at least two channels will be addressed. If you
want to hear a mono source only on one channel, turn PAN to the left.

5.2.3.14.20 CAMERA INSPECTOR

The Camera Inspector allows you to set up the following:

Inspector

Device Name:
Camera 1

ID Start:

v Indude in Store Active
Mute External Input
v Adopt Output Aspect Ratio

Camera Aspect Ratio (width/height):
1600 500

Activate Matrix

[ID Start]
Setup the numeric start ID of the camera device.

[Include in Store Active]
Uncheck this option to exclude the camera layer in the Store Active command

[Mute External Input]
Tick this check box to block the camera from any external input like Art-Net, Input Data from Widget
Designer etc.

[Adopt Output Aspect Ratio]
Uses the aspect ratio of the site’s graphics card output as aspect ratio for the internal camera.

The Output Aspect Ratio will be read out of the site’s graphics card and transferred when connected to
the master device.

If this read-out is not correct, you may:

- overwrite the read-out data in the site inspector. This will change all camera and output devices of this
site to the new resolution after next start-up.

- overwrite single camera / output devices by removing the tick from the check box “Adopt Output Aspect
Ratio” and enter a new aspect ratio.

[Enable Activate Matrix]
This output will additionally be played out as matrix via Art-Net (only for camera 1).
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5.2.3.14.21 OUTPUT INSPECTOR

The Output Inspector allows you to set up the following:

1D Skark:
71
v Inchude in !

Mute External Input

v Adopt Qukput Aspeck Ratio
Camera Asped

1920

1080

Enable Input Events

Input Settings

215

(widtbfheight:

il [ID Start]

Setup the numeric start ID of the output device.

[Include in Store Active]
Uncheck this option to exclude the output layer in the Store Active
command

[Mute External Input]
Tick this check box to block the output device from any external input
like Art-Net, Input Data from Widget Designer etc.

[Adopt Output Aspect Ratio]
Uses the aspect ratio of the site’s graphics card output as aspect
ratio for the internal output device.

The Output Aspect Ratio will be read out of the site’s graphics card
and transferred when connected to the master device.

If this read-out is not correct, you may:

- overwrite the read-out data in the site inspector. This will change all
camera and output devices of this site to the new resolution after next
start-up.

- overwrite single camera / output devices by removing the tick from
the check box “Adopt Output Aspect Ratio” and enter a new aspect
ratio.

[Enable Input Events]
Tick the check box if you like to use the feature Layer Picking 244

[Input Settings]
Choose whether you like to see the mouse cursor in the client's
fullscreen window and how / where Layer Picking 2** should work.
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5.2.3.15 MEDIA ENCRYPTION

Pandoras Box Media Encryption is a technology that encrypts media in order to protect content from
being played back by unauthorized persons or systems without permission.

ENCRYPTION

With a

- PB Manager,

- Editor or the

- Server EDU version

you can now choose to encrypt media by generating two ASCII strings inside the Pandoras Box (PB)
interface. The Media Encryption is based on AES 256-bit technology similar to the DCI Digital Cinema
Standard, which means you will get the same powerful level of encryption that most governments use for
secret documents.

Currently, *.mpg (including *.mxl, *.m2y, ...) and *.wav files are supported. Encrypted media obtains the
ending .mpx or .wax.
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DECRYPTION

Any Pandoras Box system is able to decrypt the media with the correct ASCII strings while playing it
back:

- PB Manager,

- any PB Player and Server (stand alone or client mode)

The content gets decrypted on the fly when being played back on the timeline or as an active value.
There is no decryption period beforehand, thus there is no decrypted version of the content on your hard
drive. Each frame needs to be decrypted (except the thumbnail). Only PB systems are able to
understand the ASCII string and decrypt the media !

Of course encrypted content cannot be exported using the Video Export 28" feature. In return it is
possible to encrypt an exported \video itself.

POLICIES, KEYS AND MEDIA DONGLES

The encryption is based on two different ASCII strings - the key string and the policy string. At all times,
the end customer needs both to decrypt media.

The key itself encrypts the content. The media "remembers" which key can unlock it. If you encrypt the
same content with two different keys you will get two different encrypted files.

The policy holds meta information regarding the validity of a key. A key without meta information cannot
be used, in return, meta information without the key is useless as well. Currently the only meta
information is the time stamp, you can either decide to have no time restriction or to create a string that
can only validate the key for a certain time.

As described later on?22, it is possible to modify a policy, e.g. if you need to extend the validity. That
means that the customer keeps the same encrypted media file and the same key, only the policy will be
updated.
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In case of a time-based encryption, you can save and transfer the policy as a "digital policy" or as a
"dongle policy" meaning that it is written onto a Media Dongle. A Media Dongle may be purchased as
any other coolux product, please contact your local dealer.

Working with a Media Dongle will give you the safest encryption solution possible. The Media Dongle
holds the definite time reference itself and does not refer to the system time. The Media Dongle is more
secure in other terms as well. As seen in the image abowe, you can transfer the strings (key string and
policy string) in different ways to the customer, including the possibility to send both via email. In that
case you have no chance to control whether he sends them to somebody else as well. If you choose to
export the policy to a Media Dongle and send it via mail, the customer needs to have that special
hardware. You have created the necessity of a physical key which cannot be copied.

Example:

It is possible to create content, encrypt it once with a key and create two different policies, both being
allocated to the same key. Let’s say the unlimited policy is written onto a Media Dongle and a time-
based policy is a more simple "digital policy". You will then have one encrypted file, one key string but
two policy strings.

You may then send one media file, one key and one Media Dongle to the show operator. He will be only
able to play the content on a PB system if the Media Dongle is inserted. The other media file, key and
(time-based) digital policy goes to the customers in the event agency. They will be only able to play the
content on a PB system within a given time limit. They may as well send the key and policy to another
person.

Of course you can encrypt as many files as you wish with the same key. In this scenario it has the
following advantage: Now, as soon as the agency or the operator want some changes to be done, you
can encrypt new content with the key and send only the media files to the two parties, both being in
possession of the key and being restricted to their policy version.

Please note that currently only one Media Dongle per system is read and each dongle can hold only one
policy. Likewise only one digital policy can be assigned to each PB system. As a result,one dongle
policy plus one digital policy can validate two keys per PB system.

In the future it might be possible to create meta information such as a fixed MAC addresses etc. If you
want to contribute your feedback to this new feature please contact support@coolux.de.

The difference between a creator key / policy and an user key / policy is described in the following
chapter?18.

Media Dongle hardware specifications:

- Battery Life Warranty: 4 Years

- Real Time Clock Accuracy (@ 25°C +/- 5°C) < 12.8 minutes/year
Consequentially, we recommend to factor 13 minutes per year into your time limits.
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5.2.3.15.1 ENCRYPTING MEDIA
To open the Media Encryption Tab, please click on Tabs' in the Toolbar - Media Encryption.

Clear Request

ed Re

Active Pol

Digital
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Key: Click ,Create Key*“ in the Media Encryption tab to generate a Creator Key .The appendix
"[Creator Key]" is automatically added to the given name.

In order to encrypt media files please follow these steps:

Media: Now choose the media files (mpeg or wav) which are part of your project and add them to
the key via the ,Add Files“ command. If you have chosen a file by mistake, select it and
click "Remowe Files".

Encryption: Select the command ,Encrypt® to start the actual encryption. The "status" and "%" row
inform you whether the media is unencrypted, in progress or already encrypted with the
chosen key. As a rule of thumb, two minutes fullHD footage take 10sec to be encrypted.
Already encrypted files will not be encrypted again, there is no need to remove them from
the list.

The encrypted files (mpx or wax) are saved in the same sub folder on your hard disk as
the original files. Please note that another encryption with a second key will overwrite the
first file when the original file was not mowved to another folder.

The encrypted files are automatically added to the project and will be shown in the list as
soon as you choose the used key via the drop down menu. The list helps you to keep an
oveniew and to allocate the key if you hawe forgotten it.

You may choose whether you like to encrypt the files before even assigning the policy.
This is because the key encrypts the media. The policy validates the key and has
nothing to do with the media itself.

Policy: In order to setup the time limit, please choose ,Create®.
In the pop up dialog choose a Creator Key from the drop down list. This will join the
policy and the key. Metaphorically speaking it imprints the necessary meta information
on the key. Only then, the key is of value for the end customer.
A policy will always remember the key it was allocated to at last.

Time Limit: Choose if you want to have an unlimited policy or a time-based encryption.

How does a time-based policy work on a Media Dongles?

After having chosen a time restriction including the day and time, the time difference to
your local time will be added to the time reference on the Media Dongle, and later on from
the dongle to the customer’s time. This way the timeout is always calculated correctly
even if the system’s time has changed.

Key Delivery: |EEilas It doesn’t matter which string you export first. For security
reasons there is no text file generated automatically on your
hard drive. Select the ,Export Key* button to generate the key
string. Click the "Copy" button and insert the string to a file of
your choice or into an email directly. The key is always
transferred digitally.

Policy The policy string can be transferred as a "digital policy" or as a more secure 2'7 "dongle
Delivery: policy":
To export the policy string and send it for example via email, select the "Export" button
and copy the string.

To write the policy string onto a Media Dongle, scroll further down to the list with "Active
Policies" and select the site the Media Dongle is attached to. Then click the button
"Assign" at the very bottom of the tab where it says "Change Dongle Policy On Selected
Sites". The list will update automatically and the column "Dongle" will show your policy.
In case there was already an older policy string, it will be overwritten by the new data.
The button "Clear" deletes the current policy from the dongle.

Now, you need to ship the Media Dongle to the customer and send the key via mail.
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At any time you may rename the key and policy, this does not alter the functionality! The button "Edit"
allows you to edit a policy before exporting it, you may either choose another Creator Key or time-limit.

If you have created a key it is saved within the project and the appendix "[Creator Key]" is automatically
added to its name. After exporting a Creator Key it will loose this special status and will become a
regular key.

What is special about a creator key? Only the ,creator” of a key can create a corresponding policy,
exchange it with another policy or prolong the time limit if necessary.

As the creator of a key, you can always play the encrypted files — without a policy being required, even
connected clients will play them back. A creator key can only exist within the original project, the key is
saved as a part of it. The project has to be kept/stored in case more files should be encrypted with that
particular key or in case a client demands content updates.

When exporting the key and importing it into a new project it will not be a creator key anymore. A regular
key cannot be joined with another policy! The key will only be valid if the assigned policy is allocated and
still active. This counts even when there are no specific limitations saved.

In general you can use any key in the system for encrypting media content, not just a creator key. Of
course you are restricted to the originally assigned policy when choosing an imported key. Without the
policy, no content can be played out.

Additional media files can be encrypted even later on using the same key as for the content before. As
long as the customer is in possession of the key and the policy, he will be able to play out content that
was encrypted at a later stage. In this case no update would be necessary.

Same distinction applies to policies. After creating a policy the appendix "[Creator Policy]" is added to
its name. Only creator policies can be edited and load (creator) keys, in other words imprint the time
stamp on them. After exporting a Creator Policy or writing it to a Media Dongle it will loose this special
status and will become a regular policy. A regular policy cannot be edited at all, except of its name.

Please note: We strongly recommend to:

- use specified creator projects. If you want to use encrypted content yourself it is more secure to work
with projects not containing the original creator key but the exported key.

- backup the creator projects to a separate place.

- keep encrypted content and the key and policy strings separate from each other.

It may be useful to create a data sheet to keep an oveniew which file was encrypted with which key

+policy and to whom it was sent. In addition you may want to create a folder on your (external) hard drive
where you copy the encrypted version to.
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5.2.3.15.2 DECRYPTING MEDIA
To open the Media Encryption Tab, please click on Tabs' in the Toolbar - Media Encryption.

In order to decrypt content you have to copy the key, the policy and the content to the project. The order
in which you go through these steps doesn’t matter, since the files can be played only if all elements are
present:

Key: Copy the string from the email or text file. Select ,Import Key* and click the "Paste"
command. After clicking "OK" the key string is imported to the project and spread
automatically to all connected clients and to all clients added to the project later on.
You may rename the key (and policy) at any time, this does not alter the functionality!

Policy: If you have received a digital policy via email or an text file, import it in the same way by
selecting the "Import" button. As policies are not spread automatically, you need to
assign them to each PB system. To do so:

- choose the particular policy in the policy's drop down list

- scroll further down to the list with "Active Policies" and (multi-)select the site(s) where
you want the selected policy to be active

- click the button "Assign" at the very bottom of the tab where it says "Change Digital
Policy On Selected Sites".

The list will update automatically and the column "Digital" will show the according policy.
If you have assigned a wrong policy simply choose another one in the drop down menu
and repeat the mentioned steps.

If you have received a dongle policy via one or more Media Dongles insert them to the PB
systems which should be able to decrypt media. The dongle and its containing policy are
recognized automatically. The column "Dongle" in the list with "Active Policies" will show
the current status. As well the policy will be added to the drop down list "Available
Policies" in the PB master (even though no dongle is attached there). The appendix
[From Dongle] informs you that it is no regular digital policy.

Now, on each PB Master and PB Client the policy recognizes imported keys and

validates the according one.

Please keep in mind that every system that has to decrypt media needs to have a valid

key, that may require a Media Dongle per each system!

As soon as you would unplug a Media Dongle, assign a wrong digital policy, exceed the

allowed time-limit or remowe the key in the master, the system cannot decrypt any more

and either the preview or the fullscreen window will show a dummy picture instantly. The

dummy picture tells you whether there is an issue with the key or the policy status.
Media: Now drag the encrypted content into the project. The
content recognizes its key and can be unlocked. The files
are automatically added to the particular key list. If it
cannot find the correct key it will be substituted with a
dummy picture.

The icons in the project tab tell you whether a file is

a) encrypted with a key / policy that is not part of the project,

b) encrypted with a known key / policy

¢) not encrypted.

The status does not affect the functionality of spreading. E.g. the Manager will spread
encrypted content to all clients, even though it is not equipped with a dongle-based
policy. Only those clients with the correct key and policy will actually decrypt the media.

|

NO KEY PRESENT

We strongly recommend not to change keys or policies during a show! Any change in a key or policy
status or Media Dongle connection will update all encrypted files.
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5.2.3.15.3 UPDATING APOLICY

In case the key is allocated to a time-based policy it might be necessary to prolong it.

Client:

Creator:

Client:

Update {Content User}: Choose the policy you wish to prolong. Click the
command "Request Update".

Copy the string and send it to the content creator. There
is no need to send the Media Dongle!

Request Update Import Update

If you are working with dongle-based policies, please note that the string created for the
request holds not only information about the policy itself but also information about
attached dongles. While creating the request string, please be sure that all clients are
connected and all dongles are plugged in if they need to be updated. Otherwise a
particular Media Dongle can not be updated later on without sending a new request
string! This makes the entire encryption process more safe.

Open the project with the
corresponding creator key
and creator policy. Copy the
string you received from the
end customer. Click the
button "Load Request" and paste the string. The information line tells for how many
Media Dongles the update will be valid and eases to keep an overview.

Choose the policy the customer wishes to extend and click the button "Edit". After
entering new limitations click the command "Export Update". Copy the string and send it
to the customer.

The button "Clear Request" simply discards the request information. Please note that
you cannot export an update string without loading a request string. Your customer
needs to generate that request string first hand.

Ipdate (Content Creatar):

lear Request Export Update

Current Request: Policy: "pol C* Request for change of 2 Dongles.

This time you click the button "Import Update" and paste the update string you received
from the content creator.

The policy status from all systems in the entire network is updating automatically.
If one client is not online whilst updating it will receive the prolonged digital policy as soon
he is connected to the master system.

In case you are working with dongle-based policies, the dongle data is automatically
overwritten with the new policy. A pop up lets you know if all dongles (that were part of
the original request) can be reached and updated. You may continue updating even
though one Media Dongle is missing. As the update procedure can be executed
repeatedly, simply import the update as soon as the dongle is available. Meanwhile the
policy will not only be listed with the appendix "[From Dongle]" but also with "[Variant]" in
order to inform you about different time limits within the network.

5.2.3.16 PATCH
The patch tab lets you assign an Art-Net and DMX input & output patch for individual devices.

Please note:

All Pandoras Box devices and sequences are patched to DMXinput and all DMX devices are patched to

DMX output.

The patch tab is context sensitive, please first open the patch tab and then choose a device to be
patched from the device tree.
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Patch The patch is divided into the
following section:
Site Patch 223

h /228

Sequence Patc
DMX Start Address 228

config DM Univ,

.15] Output 1
3.16] Output 2

0
0
0
0
0
0
0
0
0
0
0
0
0
0
0
0

ettt I — N — R — I — R — R — R — I — I — I — M — |

5.2.3.16.1 SITE PATCH

Within PB V5 there are two different patch configurations available:

- Standard Configuration and

- Lighting Console Configuration.

These two configuration types may be chosen when

- Creating a new project (see File Menu 129)

- Adding a site via the Device Types Tab '8 into the project.

STANDARD CONFIGURATION

In the Standard Configuration there is no parameter patched by default, no FX are added to the layers.

When no parameter of a layer is patched, there is just an empty check box in front of the DMX Channel,
Subnet and Universe settings.
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[ Preview | Thumbnails: Pandoras Bax SERVER | Configuration | Cortroller Setup Audio Corfiguration |

Siter Server LT2 ch, DMX Univ,

8 [8.1] Layer 1 I I I P e—
| [8.2] Layer 2 Flao o Jp |
B3| [8.3] Layer 3 e | [p |
BB [8.4] Layer 4 e o [p |
B [8.5] Layer 5 M7 |0 o |
BB [8 6] Layer & 96 |0 [p |
B (6] Layer 7 s b |
) [3.9] Layer 8 T | o |p |
=) [8.9] Layer 3 33 |0 [p |
= [8.10] Layer 10 32 |0 [p |
= [8.11] Layer 11 T3 |0 [p |
=) [8.12] Layer 12 430 |0 [ |
5 [8.13] Camera 1 469 | 0 [0 |
5 [8.14] Camera 2 TR
[ [8.15] Output 1 T o | |
[ [8.16] Output 2 T [0 [ |

When double-clicking on a layer / device you will see the parameters / parameter sections belonging to
this layer.

[ Preview | Thumbnaiks: Pandores Box SERVER | Corfiguration | Controller Setup Audio Configuration |

Site: Server LT2 Ch. DM Uniwv.
o] oo
@ none n |1 | |'I] ||'I] |
@A default 3 | |po |
5 Osscty rE ] o]
[ Playback
[ Audio
[ Position
[ Rotation
[ Scale
[ Rotation Pivet
[ Scale Pivot
[ Blend Mode

O FX

O Bs
B8 [8.2] Layer 2 [l o

L T R gl T B Y 1ln 1

All parameters may now be patched manually by ticking the parameter's check box and entering the
DMX start address.

By pressing [Autopatch Selected] you may patch one or several whole layers / devices.

[Autopatch Selected]:
Select the layers/devices you want to patch. Do this with the Windows standard selection method:

To select several devices click on the first one so that it is highlighted in blue, hold [CTRL] pressed while
selecting more devices one by one or hold [SHIFT] pressed and click on the last device to be selected.
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Example:

[ Preview | Thumbnails: Pandoras Bax SERVER ~ | Corfiguration | Controller Setup - Audio Configuration |

Site: Server LT2 Ch. DMX Univ,
T |0 |0 | [aopetonsecsal
[B.2] Layer 2 [0 | m D
[8.3] Layer 3 e 0
) [8.4] Layer 4 Ml T
[8.5] Layer 5 s
) [8.6] Layer 6 mET 0
[8.7] Layer 7 [ |235 | |ﬂ ||D |
3| [2.8] Layer 8 MED 00
mEE 0T
=] [2.10] Layer 10 L3 s T
&) [8.11] Layer 11 mED D
=] [8.12] Layer 12 [ n o
%8 [8.13] Camera 1 [TE T
) [8.14] Camera 2 B TE
[ [8.15] Output 1 e 0
[ [2.16] Output 2 w0

Press [Autopatch Selected]. A pop-up window appears.

Autopatch Selected ﬁ

ch.  DMXUniv.
is o fn |

|ox | [ coren |

You may now tick the check box several times to activate different parameter activation settings:

Autopatch Selected Autopatch Selectedtéj Autopatch Selected
ch. DMX Univ. DM Uriiv, ch. DMX Unlv
g - EI o ] EI g "1

v = the current parameter selection will be kept

L =l parameters will be unpatched
] - all parameters will be patched.
The DMX start address that is set by default (starting with Ch. 1, Art-Net Subnet 0, Universe 0) may be

changed by entering a different DMX start address. All devices selected will be patched according to the
patch mode you set with the check box.

Going on with the example, the pop-up window is set to patch all parameters, beginning with the DMX
start address: DMX Channel 1, Subnet 0 and Universe 4, see image below.
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Autopatch Seletted@
ch, DMX Univ,
W |1 0 4 L

[ox | [ cons |

The patch tab now is patched like shown in the image below.

Preview | Thumbnails: Pandoras Bax SERVER = | Configuration | Controller Setup  [guaciigmel Audio Configuration |
Site: Server LT2 ch. DMX Univ.
B [8.1] Layer 1 M |0 |4 | [acopstcnseectsal
[B.2] Layer 2 B |0 ]
[8.3] Layer 3 Moz o ] ]
[8.4] Layer 4 e |0 & ]
[8.5] Layer 5 E
[2.6] Layer 6 266 | o |4 |
[8.7] Layer 7 VETE
B3| [2.8] Layer 8 MET 03
: Mz | | |
= [8.10] Layer 10 M= 00
= [2.11] Layer 11 T e
=] [8.12] Layer 12 e |0 o |
8, [8.13] Camera 1 s |0 |p |
%8 [8.14] Camera 2 o
7 [2.15] Output 1 e |
7 [8.16] Output 2 w0

All selected layers are patched one after each other, according to the amount of parameters (see DMX
patch tables 623). When there were FX added to the layer before patching, the amount of parameters will
be higher. When adding FXto a layer after the patch was done, these FX are not patched. This needs to
be done manually.

LIGHTING CONSOLE CONFIGURATION

In the Lighting Console Configuration there are specific parameters patched by default, see DMX patch
tables 622, others, like i.e. Scale Pivot are not patched.

Different to a site added in STD mode, the Video and Graphic layers of sites added Lighting Console
Mode contain multi-effects by default.

The patch appears with check boxes that are ticked but grayed out. This means that there is a mix of
patched and not patched parameters in this layer, see image below.
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Site: Server LT

B [7.1] Layer 1
8| [7.2] Layer 2
B [7.3] Layer 3
B [7.4] Layer 4
B [7.5] Layer 5
| [7.6] Layer 6
B [7.7] Layer 7
) [7.8] Layer &
&) [7.9] Layer 3
& [7.10] Layer 10
& [7.17] Layer 11
& [7.12] Layer 12
& [7.13] Camera 1
& [7.14] Camera 2
3 [7.15] Output 1
2 [7.16] Output 2

EE R R R R R R R R R R e R R e

[w]
=

1 < e 5 e )

W

DMX Univ,

Preview | Thumbnails: Pandoras Box SERVER - | Configuration - | CnntmﬂarSetup- Audio Corfiguration -/

If expanded you will see that some parameters are patched, others not.

Preview | Thumbnails: Pandoras Box SERVER [ Configuration | Controller Setup  [uacicigmel  Audio Corfiguration |

Site: Server LT

i none
% default
H Opacity
[ Playback
[0 Audio
[ Position
[ Rotation
[0 Scale
mEFiotation Pivot
[ X Pos
LB Y Pos
B Z Pos
[ Scale Pivot
[ Blend Mode
= O
[ Server F 16hit 5Ch
[ Server FX 16bit 5Ch (2)
[] Server FX 16bit Ch (2)
I BS

BHBHHHE

[

Ch. DM¥ Univ.
A0 [ ey
i [ o |
IR
i [ o |
rp [ o |
W T
rp [ Jp |

If you need additional parameters patched you may do it manually by entering a DMX start address and
ticking the check boxes or use the autopatch function like described under “STANDARD

CONFIGURATION”.
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5.2.3.16.2 SEQUENCE PATCH
[ Preview [ Thumbnails | Corfiguration | Cortroller Setup  [gmucicigmgl Audio Configuration |

Sequences: V5 Ch. DMK Uiy,
@ [1] Show F ] o | [aucpmichsseces]
@ [2]unnamed o o |

When selecting the sequence folder in the project tab, the patch tab shows all available sequences
within the project.

The sequences may be patched just like the site patch is done.

See the sequence DMX tables 23,

5.2.3.16.3 DMX START ADDRESS

See here some hints for the DMX start address.

- Channel:
Enter here the DMX start address for the device.

- DMX Universe

Enter here the DMX Universe address. As the Pandoras Box patch is related to Art-Net, you hawe to
enter two numbers in the text fields.

Art-Net Patch: the first text field is the Art-Net Subnet, the second one the Art-Net ID / Universe.
MA-Net Patch has to be translated to Art-Net addressing.

Please see the following translation chart:

Grand MA Patch Pandoras Box Patch
Universe.Channel Ch. DMX Universe
1.1 1 0:0

2.1 1 0:1

3.1 1 0:2

15.1 1 0:14

16.1 1 0:15

171 1 1:0
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5.2.3.17 PLAYLIST

Pandoras Box MANAGER PRO [Rev 8451]
File Edit Tabs Tools Backup Help

Playlist @

File:

A Playlist offers the easy and fast possibility to play a certain number of media files in a row without the
need of programming separate containers on the sequence.

Adding, deleting and reordering content in the Playlist

In the Project tab's right-click menu 248, you may find the command to add a Playlist. In order to add

media files to it, select the Playlist and look for the new tab "Playlist" ?2° (next to the Particles tab). You
may as well click the "Show in Playlist Tab" button in the Playlist Inspector.

Now you may drag and drop from the Project tab into the Playlist tab:
- images

- image sequences

- \ideos

- audio files

Each newly dragged resource will simply be added at the end of the list (even when the Playlist is
already playing back). If you like to put the files in another order, (multi-)select an entry and drag it
between to others or assign a different "Index" number. Deleting files is possible with the Delete key on
your keyboard or by choosing the respective command in the right-click menu.

Duration and other settings in the Playlist

The duration of images is automatically set to 10 seconds; all other media keeps its real duration. You
may change the duration, fade time and transition effect - again, multi selection applies the chosen
setting for all selected items. Further to the right you find "In" and "Out" times that take effect on videos
or audio files only and define the starting and ending frame. Notes for internal use can be added too.

The owverall duration of all files minus the fade times result in the length of the Playlist. The fade times
need to be subtracted as fading two files is obviously shorter then playing them back one after another.
The duration is displayed in the Playlist Inspector 1. It offers general settings like Folder and File ID,
resolution or aspect mode.

Assigning a Playlist to a layer

As a last step, the Playlist needs to be assigned to a video layer. You may assign it as an active value
or program it on the timeline as one single container. Please note, that you may assign the same
Playlist to seweral video layers. Then the playback status can be different per layer, e.g. one layer can be
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in pause mode showing the file with index 5, the other in play mode between index 10 and 11. The
Playlist tab offers a drop-down menu containing all layers the Playlist has been assigned to. Depending
on this drop-down menu, the Playlist changes and displays the layer's playback mode and the currently
active index file with a green highlight. In the image above the chosen Playlist on Layer 1 is currently
fading between two images.

Please note that not only during the cross-fade the Playlist consumes the memory for the current and
the following content file, thus it needs the same performance as assigning the assets separately to two
layers!

5.2.3.18 PRESET VIEW

The preset tab lets you create, edit, paste and apply presets in a browser view. To open a preset tab,
navigate to Tabs - Presets and choose one of the preset banks to be shown in the tab. You may as well
make a right-click on a preset type in the project tab and choose "Open Browser".

Please note that the preset feature itself is described in the Preset ?%® chapter.
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The context menu of the preset view provides the following
options for creating and organizing presets:

[Create Preset]
Creates a snapshot preset by looking at the current active
values and copying them as a preset key (at zero time)

S according to the current preset bank.

Im po rt

[Remowe]
Deletes the entire preset bank and all including presets. A new
preset bank can be created in the Project Tab

[Export]
Sawes all including presets as an xml file.

[Import]
Adds the previously exported presets to the preset bank.

f] The context menu of the preset itself provides the same
EEnar 8 options for creating and organizing presets as in the project tab
(except the rename function):

[Apply (Selected Devices)]

Applies a preset, starting at the first selected layer and
activates those layer parameters that are stored inside the
preset. The values are nor inserted into the timeline.

[Paste Keys (Selected Devices)] or make a single left-click on
the preset

Expart Creates a new instance from the preset by pasting its keys the
into the currently open sequence starting at the first selected
layer.

[Revert All Preset Instances]
Discard the changes made in one or more instance and make
them all comply with to the master preset again.

[Store Active]
Stores all active parameter values to the preset that are
allowed to be stored in this preset type.

[Store Active (Selected Devices)]
Stores all active values of the selected devices to the preset.

[Remowe]
Removes the preset.

[Export]
Sawes all including presets as an xml file.
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5.2.3.19 PREVIEW

The Preview tab allows you to switch between different preview modes (i.e. cameras). In the Global
Camera Mode you are able to see all servers and other clients within the project at the same time in one
preview window. In order to see what exactly is output by one output of a client’s graphic card you can
preview a specific output only. If working with Art-Net LED walls, you can toggle the patch on and off.

Pandoras Box MANAGER PRO [Rev 7658]
File Edt Tabs Tools Backup 2

B “
[0AE3 03]

When opening a project the first time, the Preview tab will not show anything as seen in the screenshot
left. This is because you first have to decide which client(s) in the tab "Devices" should actually be
previewed, this is described in the next chapter233.

The image shows the interface from a manager software. If opening a Player / Server software as master
the button EEIELEEUREN is added just below the Preview tab. This toggles the local device directly into
fullscreen.

Important information about the preview

To be able to see all media files in the preview, the media files need to be loaded from the PB master's
hard drive into the project.

The preview is rendered inside the user interface, based on the control data the PB master device sends
out to the connected PB clients. Because of this the preview does not provide a real-time feedback of the
PB clients outputs. This means for example that if a PB Client is not able to render any media file you
won’t see this issue in the preview tab.

On the other hand the preview allows you to pre-program a show without having real PB clients
connected.

The next chapters:

- let you know how to include site into the preview 233
- explain the different preview modes 234

- describe how to zoom, pan and rotate 237 the preview
- explain what wireframes and pivot handles 238 are for
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-zinform how you can use the preview as an interactive interface with pivot handles 23° and Layer Picking
44

5.2.3.19.1 INCLUDING SITES INTO THE PREVIEW

Devices &% \When adding sites to your project, none of these sites
2 - - - i will be included to be previewed by default. To include a
00:00:04:11 i site to be previewed, right-click on the site and choose
erver Pro the context menu entry “Toggle Preview” as seen in the

left image.
Toagale Preview

R

As soon as a site is included to be previewed the site
icon in the device tree gets highlighted in blue.

All Active (Partially Active Devices)

Clear All Active Bottom left: Site 1 is not included to be previewed.
Bottom right: Site 1 is included to be previewed, the
site icon is highlighted in blue.

Please note: In order to see the client(s) in the preview,
the Manager needs to render their files. It does not
scale the content in any way! That means that the full
content needs to be encoded and displayed. The more
Remove clients you add to the preview Tab / the more content
Add Video Layer files are playing / the higher the content’s resolution or
framerate is, the more performance is required on the
Manager PC as well.

Togale Sites

Add Graphic Layer

Create Virtual Site

Toggle Full Screen When including something into the preview, the default
preview from a new project is

- the Global Camera Mode when using a PB Manager
as master

- Output 1 when using a PB Server or Player as master

Devices

The next chapter describes the difference between
these preview modes 234...

= E
m
b

= [1.40] Outpt 2

=
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5.2.3.19.2 SELECT PREVIEW: GLOBAL CAM OR OUTPUT

Mld The preview can be set into two different modes:

You may see a single Output Device (as seen in the left
image) depicting the image that is actually seen on the
display attached to a graphic card’s output.

The white wireframes you see within the preview tab
mark the camera target of the previewed site.

The aspect ratio of the wireframes represent the aspect
ratio of the_camera device 2'#.

The wireframes and other tools within the Preview tab
are explained one of the next chapters: Preview handles
and wireframes 238,

Or you may see the so called "Global Cam" (as in the
left image). It allows previewing all included sites at
once. Furthermore the whole 3D space is shown
instead of only the specific area seen by the site’s
camera device.

Please note:

Everything that is set up in the output device of this
previewed site, i.e.. a warping object, softedge etc. will
NOT be shown in the global cam preview! Please
change to the output’s preview if you want to see the
output settings as well!

To change between the global cam and any output that
is included in the preview, right-click inside the preview
tab and choose “Select Preview” and then the desired
device.

Pres Global

Edit Mode
Shaw Hani

Global

[2.71] Cukput 1 h

Toggle C fireframes Oukput 2

Toggle Light
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When working e.g. with LED walls that are controlled via Art-Net you can choose to preview the Art-Net
output instead of the video (e.g. DVI) output. Whilst being in the output (!) view right-click and select a
matrix mask. To use the matrix feature you first need to create a patch in the Matrix Patcher 7®” and
export it in real-time to your Pandoras Box project. Drag the new format ".pbx file" on any(!) output 597,
Now, you may choose to preview it as described above.

Edit Made
Handles

Select Preview

Select Matrix Mask Mone

Togale Light Wireframes Drark. Qukside OF Pakch

Black CQutside OF Patch

patch far manual .pbe
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In the example below a softedge projection with 4 outputs is shown (the 4 outputs have different X-
offsets). You can easily see which part of the whole composition is given out by each output.

Previewing several servers with different camera offsets

Preview

[ R

SOFTEDCE

When changing the preview to show the single outputs, each one would show its area according to the
wireframes:

Output 1 Output 2 Output 3 Output 4

Previewing several servers with equal camera offsets

Having sites that run separately from each other (with no X/ Y Camera Offsets), the sites outputs will
overlay in the global preview by default. The output at top is from the site that was added to the project at
last. In the inspector of site 1 and site 2 the preview offset of each site may be changed. This way both
sites can be shown at the same time.

When changing to global cam view only site 2 is
visible, because it was added to the project at last, it
owerlays the preview image of site 1.

In the Device Tree tab select site 1 or 2 and turn over
to the inspector...
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...and modify the preview offset of a site by

Inspector
Site Mame:

(1) entering Xand Y values manually in the text fields
unnamed

or

ID Start: (2) click in the little box and move the mouse while
2 holding the left mouse button clicked.

Preview Offsets (X, Y):

580 160

Reset

Preview Aspect Ratio:

Image left: having different preview offset values
applied to the sites allows you to see both at the
same time.

The next chapter'237 explains how to rotate, pan and
zoom within the Preview tab.

5.2.3.19.3 PREVIEW NAVIGATION

Within the global cam preview you may zoom the view and have a look at your composition from any
point in the 3D space, see image below.

For zooming the global cam view use the mouse scroll wheel.

For positioning the cam in Xand Y axis move the mouse while holding the mouse scroll wheel pressed.
For rotating around in 3D space move the mouse while holding the mouse scroll wheel and the [ALT] key
pressed at the same time.
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Please note: changing the view in the global cam does not influence the output at all! The output will still
show the same area as before, as shown in the image below.

Please have a look in the last chapter if you like to know about the difference between global cam view

and output view 234,
The next chapter 238 explains what wireframes and pivot handles are for...

5.2.3.19.4 PREVIEW HANDLES AND WIREFRAMES

Pri 1 Global

Edit Made

Showw Handles Show In Local Mode h

Show In Clients
Reset Global View

Toggle Cam W

Toggle Light Wit

—

In this chapter the different kinds of handles are explained. To basically enable them to be shown in the
global cam preview or in your real output(s), please make sure that the option “Show Handles” is
activated. Do this by right-clicking in the Preview tab > Show Handles > Show in Local Node (e.g. your
Manager) or > Show in Clients (e.g. the display attached to a serwer).
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The different kind of handles are:

- the three-colored pivot handles (also called gizmo).
The pivot point marks the layer’s center point regarding its position and rotation and scaling. That means
there are three different pivot points. How to use the pivot handles interactively is described in the next

chapter?39.

- the white wireframes (also called cam wireframes).

These wireframes mark the camera target of the previewed site and thus define the area that is actually
shown from the display attached to the graphic card.

Toggle the cam wireframes on and off separately within the global cam’s right-click menu. Note that the
handles must be turned on in any case.

- the yellow wireframes (also called light wireframes).

These wireframes mark the light cone belonging to a light layer 982,

Toggle the cam wireframes on and off separately within the global cam’s right-click menu. Note that the
handles must be turned on in any case.

5.2.3.19.5 INTERACTIVE PREVIEW: PIVOT HANDLES

Since version 5.0 Pandoras Box allows to interact directly with the
layers in your Preview tab. It is possible to select, mowe, rotate and
scale content directly within the Preview interface. This allows
faster editing and intuitive layer composition.

This feature may be used in both preview modes: the global cam
and a single output preview ?3* and is described in this topic.

With the feature "Layer Picking" in version 5.3, the content
interaction has gone one step further. It is now possible to recalculate the mouse position within the
preview or even the client’s fullscreen window and thus recognize what layer is touched and where
exactly on the layer the mouse is located. A layer has become a true interface. The next chapter 244
explains "Layer Picking" in more detail.

Pivot Handles allow you to select, mowe, rotate and scale a layer directly in the Preview tab.
This feature may be used in both preview modes: the global cam and a single output preview 234,

First of all the pivot handles need to be shown in the preview. Right-click inside the preview and make
sure that “Show Handles” > “Show In Local Node” is enabled as explained in the last chapter?%8.

When the option “Show Handles” is enabled for the Preview and/or the Client output, the handles for XY/

Z of the selected layer are shown in the preview, as seen in the image below. The device ID of the
selected layer is shown as well (in this example: device ID 2.1).
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Preview

L3 (e

Depending on the Edit Mode chosen for the handles, they can be used to
- select a layer / show the center point of the selected layer

- mowve a layer (changing its position values)

- rotate a layer / show the layer’s rotation pivot

- scale a layer / show the layer's scale pivot

... directly within the preview.

See here the different edit modes:

scale
rotate

move
select

The edit modes can be chosen by:
- clicking on the according icon on the top left inside the preview tab (see image abowve)
- doing a right-click inside the preview tab > Edit Mode (see image below)

Preview: Global

Edit Mode Selection
Show Handles Position
Select Preview Rotation

Reset Global View Scale

Toggle Cam Wireframes
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Moving a layer

If you want to mowve a layer from within the preview choose the edit mode “Position”. The mouse cursor
changes to a cross. You have the possibility to mowve the layer in one axis only by placing the mouse
cursor over a single handle (the handle will be highlighted) or to mowe it in several axes at the same time
by placing the mouse cursor somewhere on the layer, see example below:

Image above:

Left: the cursor is placed above the X axis handle, the handle is highlighted and the layer may only be
moved in X

Right: the cursor is placed somewhere on the layer, the layer may be moved in Xand Y at the same
time.
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Rotating a layer

If you want to rotate a layer from within the preview choose the edit mode “Rotation”. The mouse cursor
changes to a circle.

You have the possibility to:
- rotate the layer in one axis only by placing the mouse cursor over a single handle (the handle will be

highlighted) or to rotate it in several axes at the same time by placing the mouse cursor somewhere
on the layer.

- mowe the layer's rotation pivot'31" to another position by placing the mouse cursor over a single handle
(the handle will be highlighted) and holding the [ALT]-key pressed or to mowe it in several axes at the
same time by placing the mouse cursor somewhere on the layer while holding the [ALT]-key pressed.

Images abowe: rotating a layer:
Left) in X Axis only
Right) in all three axes at the same time

Images above: moving the layer's rotation pivot
Left) in X Axis only
Right) in all three axes at the same time
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Scaling a layer

If you want to scale a layer from within the preview choose the edit mode “Scale”. The mouse cursor
changes to a scale icon.

You have the possibility to:
- scale the layer in one axis only by placing the mouse cursor over a single handle (the handle will be

highlighted) or to scale it in several axes at the same time by placing the mouse cursor somewhere on
the layer.

- mowe the layer's scale pivot 3'3 to another position by placing the mouse cursor over a single handle
(the handle will be highlighted) and holding the [ALT]-key pressed or to mowe it in several axes at the
same time by placing the mouse cursor somewhere on the layer while holding the [ALT]-key pressed.

Images abowe: scaling a layer
Left) in Y Axis only
Right) in Xand Y at the same time

Images above: moving the layer’s scale pivot
Left) in X Axis only
Right) in all three axes at the same time
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5.2.3.19.6 INTERACTIVE PREVIEW: CONTENT AS INTERFACE (LAYER PICKING)

In addition to the pivot handles (see last chapter) 239, the feature "Layer Picking" allows to use a layer as
an interface, i.e. interact directly with it. To give an example, Layer Picking can be used to execute
hyperlinks in rendered web pages, so called Browser Assets 248

Layer Picking "captures" the position from the mouse pointer and if the mouse is moved in your master's
Preview tab or the client’s fullscreen window the feature recognizes what layer is touched and where
exactly on the layer the mouse is located. A layer can now be used as a true interface. In addition
mouse clicks can be passed through.

The term "mouse pointer" actually does not only refer to a mouse device but to any device that is
recognized by the operating system as a pointing device and can send these input events. This includes
for example an AirScan or a touch screen if they are set up to do "clicks". If you are working with an
Windows XP system only one input event can be sent, whereas Windows 7 is able to work with multi-
touch events.

The input events can be sent from a local pointing device. Let's say for example you have a client that
renders layers in full screen that should be clicked with an AirScan. Connect the AirScan directly to the
client to receive local input events. Another possibility is to connect the AirScan to another computer
which sends the input events to the client through a so called "Mouse Injection". A Mouse Injection node
can be found in the Widget Designer.

To activate click events, select the client in the Device Tree tab %8 and turn to its Inspector29. The
button "Input Settings" opens a dialog where you can activate your output(s) of choice and the option to
route the inputs to layers. As a second option you may route the inputs to Widget Designer, you then
know where the mouse is located e.g. on-top of Layer 1 and work with this data. Routing them to a
Widget Designer Device %9 requires this device in your Device Tree, please see below example.

If you like to be able to click in the rendered preview tab on your Master, simply activate the "Picking
Mode" by highlighting the link symbol in the right upper side from the tab as seen in the left image at the
bottom.

The last setting in the Device Inspector lets you display the mouse cursor on-top of the fullscreen.
Alternatively you may use "Pointer Layers 81": they offer more creative options like displaying a picture
or even a Particle System instead of a simple cursor. Depending on the layer's opacity, this Pointer
Layer is automatically shown:

a) in the Preview tab if you are in the picking mode and toggled to the according output view

b) in the client's small render window

c) in the client's fullscreen render window

Please follow these steps to use Layer Picking with a Widget Designer Device: (note that a layer must
be rendered in the composition pass 2%7). If you are interested how you can use the Preview's interaction

data to draw on a Canvas asset, please see the "Layer UV Draw to Canvas""'*® chapter. If you like to
use the data to click on Widget Designer's Custom Script Buttons 884, please see its chapter.
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First of all start the Widget Designer 4.0 and enable the
connection to a Widget Designer Device in Pandoras
which we will set up in the next step.

To do so, right-click in the main window and choose
"Pandoras Box IP_Configuration 8¢%". Then make sure that
the Domain (1)and IP address (2) under "Pandoras Box
Master Connection" matches with the PC where Pandoras
Box Manager or Player /Server as master is running on. In
Pandoras Box, the IP address is shown in the Assets tab,
the Domain in the Configuration tab.

Have a look in the section "Pandoras Box Widget Device
Connection" and enable the check box "Enable
Connections" (3). You can close the dialog, but remember
the button "Input Tester", it opens a dialog that displays
incoming information.

Press Alt+N and create the following node: Input >
Pandoras Box > Layer Interaction (the input nodes "Layer
Mouse Input" and "Layer Touch Input" can be used in later
projects as well). Make a right-click on the node and
choose "ltem Properties". In this dialog again, make sure
that the IP address matches with Pandoras Box.

So far, everything is set up in Widget Designer, please
switch to your Pandoras Box master software.

After creating a project, program layer 1 and 2 next to
each other so that your preview looks something like the
example to the left.
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Device Types 1 As already mentioned we need to send the data to a
Widget Designer Device. For this, go to the "Device
Types" tab > "Widget Designer" > and drag the "Widget
Designer.clib" into the Device Tree.

As we hawe already set up the WD in the first step, the
device can connect successfully.

If you see a red exclamation mark in the symbol within the
Device Tree (as shown in the left image for the server
device), check the IP address and domain number (in the
Configuration tab). If the Widget Designer runs on a
different PC, the Widget Designer device must be set to
the according IP address. Select the Widget Designer
device in the Device tab and edit the text field "IP" within
the Inspector tab.

Ise Lighting Consale Configuration

To send the data from the feature inside Pandoras Box to
the Widget Designer Device (and then to the Widget
Designer nodes) we need to do the following:

First, select the site in your Device tab and have a look in
its Inspector. Alternatively you can right-click in the
preview and choose "Show Input Events". This opens a
dialog that shows the settings for all systems in the
Device Tree.

Click "Input Event Settings" and choose under "Route
local input to" the check box "Widget Designer Devices".
Enable . Ro Now, the mouse capturing works if the preview is in the

v Output 1 global cam mode. If you like to switch to an output view or
if you like to use Layer Picking in the fullscreen window
from a client , click the button "Input Settings" and
activate the according "Output no." check boxes.

The option to route the local input data to "Layers" passes
clicks directly through to the layers. If you are using

Ok Cance Browser Assets you can then execute underlying links. In
that case a Widget Designer Device is not necessary.

Cutpuk £

Shiow Cursor in Fullscreen
Tick the check box "Show Cursor in Fullscreen" if you like

Input Evvent Sattings to see the mouse cursor in the client's fullscreen window.
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The according option "Always Show Cursor" for seeing the
cursor in the Preview tab, can be found in the Preview's
right-click menu.

X Alternatively you can use Pointer Layers 98" to visualize
Alvearys Show Cursor - ' the cursor and touch input(s). Right-click in the Device
Tree tab, choose "Add Layer > Pointer" and assign any
media and effect you would like to see.

In case you use Pointer Layers on multiple clients, the
Preview's menu offers "Select Pointer" to choose between
them.

So far we have set up the data routing, now we can
already use Layer Picking within a fullscreen window of a
client. If you like to use Layer Picking in the Preview tab,
you need to activate it separately. Click on the hand
symbol in the upper right corner of your preview. If you
choose one of the other edit modes to select, position,
scale or rotate a layer, Layer Picking will be deactivated
automatically and you can use the other interacting tools.

Please note, that the data is only transferred when the
mouse is actually mowved.
Now we can mowve the mouse cursor across the Preview

!!_u_:_-_c_‘| @ tab or the client’s fullscreen display and see the according

gk data in the ltem Properties dialog from the input node in
**fqe: ﬂ _ Widget Designer. Alternatively you can click on the "Input
: Ml Tester" button in Edit > Pandoras Box IP_Configuration 6°

0 U-coordinate 1

Shiow Impuk Exvent Settings

Select Paoinker

The node reports the Site ID and Device ID as soon as the
mouse touches a layer. Of course its opacity value must
be greater than zero.

Xand Y relate to the width and height from the Preview tab
or fullscreen window and are measured in pixels.

U and V relate to the layer’s texture coordinates. They run
from 0 to 1, whilst (0,0) marks the upper left and (1,1) the
bottom right corner of a rectangular texture. Of course,
having an object e.g. a cone assigned to a layer will result
in other coordinates. The UV-coordinates are saved within
the object file.

The mouse buttons (value 0 or 1) and the wheel (value
depending on mouse) report whether the according button
was pressed or the wheel was used.

The left image shows the reported data in Widget
Designer: the mouse touches layer 2 from server 2 and
hovers abowe its UV-coordinate (0.1,0.5) whilst the XY-
coordinate in the Preview tab is (316.160) pixel.

0 width (X in pixel
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5.2.3.20 PROJECT

The Project tab holds all information regarding available media files
(called assets), sequences, groups, presets, views and tabs.
Whereas all devices that are managed by the project are located
IS Grow and displayed in the Device Tree tab 168.

Iz Fie

Please see the following chapters about:
- Media files 28 and folder structure

- Sequences 251

- Groups 251
- Presets 253

- Views 286
- Tabs 258

Commands in the Project tab

Right-click in the Project tab, e.g. on the very first folder and choose:

"Spread all Resources”
to copy all files from the master system to all connected clients. If you have done this before, a file will
only be re-spread if it has changed

"Add..."
to add another media source to the project. The supported media?*® is described in the next chapter

"Sawve As"
to save the current project with a different name and path

"Remowve Unused Resources"
to delete media that is not used in any of the sequences

5.2.3.20.1 MEDIAFILES
Adding media files to the project and spreading it

The Project tab lists all available media files. Only media that is part of the project can be used by
layers. Add media files to the project by dragging them from the Assets tab'37, from the Thumbnails tab
280 or from an external file explorer.

You may drag single files or entire folder(s), optionally including subfolders.
Pandoras Box creates links to the media file, it will not copy the file!

After adding content to the project it is automatically spread to all connected systems, if this default
setting is not deactivated in the Configuration tab 3. "Spreading" actually copies files to the other hard
disk. If the Auto-Spread function is deactivated you may spread single files or folders with the according
"Spread" command in the right-click menu. Content that was spread already is only copied again if the
file has changed.

Again, Pandoras Box creates a link to it, so if you move content to another folder, either on the master
system or a client system, the links point to an nonexistent file and it can not be displayed. In the
Project tab, the so called inconsistent file is then marked with a red explanation mark. To view the file
paths click the file and look into the File Inspector 190,

An exception to this rule is when you are using content from the project's "asset folder". As soon as a
project is saved, a folder named "assets" is generated just next to the show file. If you copy content files
to that folder and drag them from here into your Pandoras Box project the content links are relative. That
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means that you can move the project folder ( including the *.xml and asset folder) to every path wanted
without the inconsistency effect and the need of re-linking the content.
This is especially of interest for users that use the "Bundle Project 129" feature.

Project / LI

b= Talh 00025 diamond loo

004 bluebeamsz loop
1 bumpingradial Ic

armn l:lr'llj ||:|I:IFI ra

Inzpector

atkributes of Fold

00025 diamond loop

L -
L) ooozs di

Since version 5.5 it is possible to add media files from an external file
explorer like the Windows Explorer for example. You may drag the
files (or entire folders) into the Project tab, into the Preview tab or on
a layer in the Device Tree tab.

Files that can be included (or rather linked) from the hard disk to
Pandoras Box are described in the content chapter, detailing
supported formats as well. You may add:

- Audio files ' %8

- Still Images %8

- Image Sequences
- Videos 102

- Matrix Patches 757

99

Other media types are described below.
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Different media types

In addition to the above described media types, Pandoras Box
supports other media sources. Mostly they are created in the
project name project itself and are stored in it.

Right-click in the Project tab, e.g. on the first folder, to add one of
the following assets:

Spread All Resources

&dd Folder

Text Input
Add Text Input displays text (in various formats). When the new text entry is
Add Playlist selected, you can change its properties in the Text Inspector 97,

At the top there is a button to open the "Text Input Editor" tab
where you can modify these and more settings.

A text input can be displayed by any layer starting from a simple
Graphic Layer®’”. If you are using the "Play" function e.g. for
scrolling text, a Video Layer is needed.

Playlist
plays back various media files (images and videos) one after

another with an optional cross-fade on ONE layer. There is no
need to program all files separately in the timeline. To modify the
ORI EEERT RS Playlist, e.g. add content or change its order, open it in the
Playlist tab??°. A playlist can be displayed by any layer starting
from a simple Graphic Layer %", if videos are included a layer with
a Playback functionality is needed, e.g. a Video Layer?%.

Browser

is able to render a web page. See its properties in the Browser Inspector 192,

A browser asset can be displayed by any layer starting from a simple Graphic Layer'®’”. Please note
that the render and loading process might take up to 15seconds depending on the texture size and web
site complexity. This is also subject to the internet connection.

A browser asset can be clicked as well, e.g. to execute included hyperlinks, if the feature Layer Picking

244 is activated in the respective Device Inspector298. A click input can be displayed by a Pointer Layer
581

Image Sequence
is an alternative to video files, see the differences in the according Content chapter ®°'. The best way to

add an image sequence is actually found in the Assets tab. Right-click on a folder and choose "Import
as Image Sequence". Choose the frame rate in the pop-up. More options can be found in the Image
Sequence Inspector 194, An image sequence can be displayed by any layer starting from a simple
Graphic Layer®’7 but if you like to play it back a Video Layer2% is needed.

Matrix Patch

feeds displays like LED walls that are connected via Art-Net instead of VGA, DVI or HDMI. You may add
an existing Matrix Patch file using the Assets tab. If you create a new one in the Project tab, the Matrix
Patcher 757 opens with a new file. Matrix patch files are meant to be used on a Qutput Layer 5% or with
an Aeon FXe.g. ReMap 525,

Canvas

is a dynamic image file. It is not a static image like a bitmap for instance, nor is it a predefined video that
has been rendered out beforehand. A Canvas is a still image texture but can receive drawing data,
meaning that it can be modified in real-time without the need of saving the image itselfl The drawing data
is send from the Widget Designer and is generated through all possible tools, like a mouse or the
AirScan. You may set up a brush size (dots, circles, or even another texture using it as a brush tip) and
the color. This way you can apply the Canvas to a Layer to let your customer interact with your
projection just for fun. Or you can use the Canvas to generate a live mask. More information about the
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1150

settings in Widget Designer...
Alternatively you can use the Pandoras Box SDK "*** to draw on a Canvas.

Creating and working with content folders

As Pandoras Box only creates links to files on the hard disk it is possible to create a folder structure in
the project that is independent from the one on the hard disk. You may create content folders that only
exist in the project, not on the hard disk. On the other hand you may drag entire folders from the hard
disk to the project and the entire folder structure including all subfolders is used, but again, it is only
linked. This means, that you are free to alter the folder structure.

Right-click in the Project tab, e.g. on the first folder, and choose "Add Folder". After selecting it, you
may rename it with another right-click or the shortcut F2.

Since version 5.5 you may turn a folder into a so called watch folder. This will automatically add a media
file to your project if it is added to the watched folder on the hard disk. You may as well use the above
described project's assets folder as a "Watch Folder" in Pandoras Box... Read more in the Eolder

Inspector 198,

5.2.3.20.2 SEQUENCES

The Sequence folder in the Project tab?*® includes all

available sequences. Depending on the Pandoras Box version
(please see "Product Oveniew 85" you are using as the
master system, you are allowed to create more than one
sequence. To do so, right-click on the sequence folder an
choose "Create Sequence”.

A new sequence with a new ID is created. To rename it, right-
click on the new sequence. The other commands available in
this context menu are the same as in the context menu 262 when you right-click in the time bar within
the Sequence tab 289, This chapter also explains how to program using the sequence and how to
navigate.

Alternatively there are explained in the chapter "Sequence Control 273", This tab displays all available
sequences as large thumbnails. Among others, it enables you, to toggle play / pause of various
timelines with one click only.

To view the properties of a sequence select it in the Project tab and look into the Sequence Inspector 200
. It shows all settings, e.g. timecode settings and the master sequence opacity.

5.2.3.20.3 GROUPS

Within Pandoras Box groups define a multi-selection of devices according to their selection order.
To select multiple devices hold down the CTRL key on the keyboard and left-click on the devices to

select.
All selected device node icons will turn blue now.
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Create Group

In order to store this selection as a group for later editing, right-click on the group folder in the project tab
and choose Create Group.

unnamed

Load From Selected Devices

Renarne

Once the group is created, you can recall the saved selection by simply clicking on the entry.
Alternatively you can do this in the Group View tab 187,

If you right-click on the group name, the context menu gives access to more functions:

- Load From Selected Devices
This command will overwrite the actual group selection with the current selection in the device tree.

- Reset All
This command will reset all parameters for all devices stored within this group.

- All Active
This command will activate all parameters of all devices stored within this group.

- Clear All Active
This command will de-activate all parameters of all devices stored within this group.

- Rename
This command will allow you to rename the group.

- Remowe
This command will delete the group from the project.

To select all devices that are stored within this group, just click on the group name in the project tab.
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5.2.3.20.4 PRESETS

In Pandoras Box, presets can be used in two ways:

1. A preset can be a single snapshot taken from active values at one point in time. The snapshot may
copy all parameters or it uses a predefined parameter filter, e.g. copy opacity values only.

2. A preset can hold an entire set of keys. The "source" keys must be stored in the timeline first before
being turned into a preset. Again the recorded parameters may be chosen.

Both preset variations can be applied at any (other) point in time to any (other) layer. In this way one
situation can be created and then be reused sewerally in the programming process.
In addition a preset can be modified in later programming and automatically change all according keys in

the sequence.

CREATING A SNAPSHOT PRESET

Export

Im POl rk

PRESET PARAMETERS STORED
TYPE
Global All Parameters
INT Opacity
PRS Position, Rotation, Scale
MEDIA File Selection,
Transport Control
(Transport, Speed)
OBJ Object Selection
AUDIO Audio Parameters
CAM Camera Control Settings
ouT Output Control Settings
FX/ PS FX & Particle System

parameters
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After setting up active values do a right-click on the preset type
you want to use and chose “Create Preset”. You can do this
either in the "Project Tab" or in the according preset browser
(the Tab "Preset View")230,

The parameters that transfer their values to a preset will lose
their active status.

Please note:

By default, presets taken this way look at all devices (no
matter whether they are selected or not). If you wish to store
values for selected devices only, create an empty preset first,
then make a right-click on it in the project or preset tab and
choose "Store active (Selected devices)".

The preset folder contains default preset banks for active
value filtering during store operation. This means that by
creating a preset in any of these categories only the

parameters that match the category group will be stored.

Example:
When creating a preset in the GLOBAL bank, all active
parameters will be stored within this preset.

When creating a preset in the PRS bank, only the active
values of position, rotation and scale parameters will be
stored in this preset. All other parameter keys are not stored
and therefore will remain active.
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CREATING A SEQUENCE PRESET

APPLYING AND PASTING PRESETS

254

After creating a set of keys in the timeline choose all the keys
you want to turn into a preset. In order to make a multi-
selection use the SHIFT key. Now make a right-click on one of
the keys and choose "Create Preset".

Please note:
Presets taken within the sequence tab are always stored in the
GLOBAL bank.

= Keys that belong to a preset will change their look
from the standard diamond icon to an icon that has right
angles along the top.

"Applying" a preset to one or more layers will activate those
layer parameters that are stored inside the preset. The values
are not inserted into the timeline as long as they are not stored
intentionally.

Please note: "Applying" a sequence preset will call the first
value per parameter and ignore the following ones. E.g.,
assume a preset has three keys: XPos = 6 @0Osec and
8@2sec; Y Pos = 2 @1sec. The "Apply" command would lead
to a selected device having two activated parameters: X Pos =
6 and Y Pos = 2. Importantly, the second X Pos key (with
value 8) is ignored in this preset interpretation since only the
"leftmost" key for each parameter is taken into account.

In order to apply a preset, choose the command from the
presets right-click menu in the project or preset tab or double-
click it in the project tab.

"Pasting" a preset to one or more layers will insert all preset
keys into the timeline track (in the currently open sequence at
the time according to the nowpointer). These pasted keys are
called an "instance" of the preset. The inspector informs you
about the associated instance if you select a key in the
sequence.

In order to paste a preset, choose the command from the
presets right-click menu in the project or preset tab or make a
single left-click it in the preset tab.

Applying and pasting presets will always "start" with the
selected device. E.g., assume a preset has three keys:
Opacity for layer 1, X Pos for layer 2 and X Scale for layer 5.
When being used while Layer 6 is selected, Layer 6 itself will
obtain the opacity value, Layer 7 the position value and layer
10 the scale value. The lower left image depicts what happens
if layer 6 and layer 7 are selected the same time.
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You can, of course, repeat the "Apply" and "Paste Keys"
commands as often as you like. l.e. the preset is a form of
template which allows you to quickly create multiple
instances.

MODIFYING PRESETS

If you change the time or value of a key that belongs to an
instance, all associated keys are colored orange to show that
the instance diverts from the preset as saved in the project
tree.

Starting from a divergent instance, you have four main options:
1) apply the changes made in the instance to the master
preset and all other instances

2) discard the changes and make the instance comply with the
master preset again

3) transform the keys to be normal keys again, not being
included in the instance any more

4) create an entirely new preset, starting from this situation

1om Preset

Note that, in the initial version of Pandoras Box that will have
these temporally oriented presets, you can only edit a preset
by first placing an instance of it in the sequence. In other
words, there is no editor available in which to manipulate the
master version of the preset directly. Howewver, such an editor
is planned for future versions.

[Create Preset]
(4) Creates a new preset by mapping all selected keys. Note that non-selected keys would stay orange
as their instance has still changed.

[Update Preset From Instance]

(1) Applies the changes made in the instance to the master preset. Note that you do not need to select
all keys belonging to the instance, all together operate as the new source instance.

The current instance changes its color to grey, all other instances in the timeline change their values
additively in order to comply with the new preset.

[Update Preset From Selected Keys]

(1) In contrast to the command abowe, this time not the entire instance operates as the new source for
the preset, but the selected keys only.

This command is especially useful if an additional key (either before the first key or after the last key per
parameter or one in a totally new parameter) should be added to the preset.

Please note:

An instance is always pasted at the time according to the nowpointer. It is always the very first key from
the instance that is inserted at the nowpointer’s position and all other keys refer to this first key. If you
change the preset regarding the first key, the other presets will change so that it is always the first key
that holds the time the preset was once inserted. That could mean that other keys change their
particular time.

[Revert All Preset Instances]

(2) Discard the changes made in one or more instance and make them all comply with to the master
preset again.
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[Revert Preset Instance]
(2) Discard the changes made in the current instance and make this instance comply with the master
preset again.

[Release Selected Keys From Preset]

(3) Transforms all selected keys to normal keys again. They are not included in the instance any more.
Note that all other keys from the original instance will change they color to orange, as the instance has
now changed.

[Release Instance From Preset]
(3) Transforms all keys belonging to the according instance to be normal keys again. They are not
included in the instance any more.

[Select All In Preset Instance]
(-) Selects all keys belonging to the according instance.

ADDITIONAL COMMANDS

The context menu of the preset folder in the project tab
provides the following option for organizing presets:
Presets

[Create Bank]

Re-creates a preset banks if it was removed previously.

Create Bank

For each preset folder you may open a designated browser 230
as an individual tab within the user interface. This tab can be
stored in a view as well.

MEDIA k

As well you may import previously saved presets to them.

The context menu of a preset type provides the following
options for creating and organizing presets:

[Create Preset]

Creates a snapshot preset by looking at the current active
values and copying them as a preset key (at zero time)
according to the current preset bank.

[Open Browser]
Import Opens the Tab "Preset View" 230,

[Remowe]
Deletes the entire preset bank and all including presets.

[Export]
Sawes all including presets as an xml file.

[Import]
Adds the previously exported presets to the preset bank.
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Export

The context menu of a preset provides the following options for
creating, using and organizing presets:

[Apply (Selected Devices)] or double-click the preset
Applies a preset, starting at the first selected layer and
activates those layer parameters that are stored inside the
preset. The values are nor inserted into the timeline.

[Paste Keys (Selected Devices))

Creates a new instance from the preset by pasting its keys the
into the currently open sequence starting at the first selected
layer.

[Revert All Preset Instances]
Discard the changes made in one or more instance and make
them all comply with to the master preset again.

[Store Active]
Stores all active parameter values to the preset that are
allowed to be stored in this preset type.

[Store Active (Selected Devices)]
Stores all active values of the selected devices to the preset.

[Rename]
Renames the preset.

[Remowe]
Removwes the preset.

[Export]
Sawes all including presets as an xml file.

Please refer to PRESET VIEW tab 230 for further information.

5.2.3.20.5 VIEWS

apply Defaulk Yiew To Tabs

257

"Views" and the View tab 288 let you recall stored view layouts
of the user interface with a single mouse click. This makes it
very easy and fast to switch from one view, e.g. focusing on a
large preview window and the AEON FX tabs open, to another
view, e.g. displaying not the preview tab but the patch tab and
having the sequence and device control tab separated.

The chapter "Layout 2°" describes how you can influence the
GUI layout: inserting new tabs and panes, breaking panes out,
removing and resizing them.

Once you have set up a view layout that you would like to
store, right-click on the Views folder in the Project tab and
choose "Create View".

The new view item has now stored all tab locations and sizes
of the user interface. If you're applying any changes now, you
can recall the stored view at any time later on by double-
clicking on the entry.
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Choose "Apply Default View To Tabs" if you want to reset the
views to default layout.

The Views folder holds all stored view entries. If you right-click
on them you get access to more functions:

"Apply to Tabs"
overwrites the current layout and applies the saved one,
alternatively you may double-click on the entry.

unnamed "Save Current Tabs To View"

overwrites the stored layout with the current one
Apply To Tabs

"Rename"

lets you choose another name

Sawe Current Tabs To View

Renarme

Remave "Remowe"
deletes the view

5.2.3.20.6 TABS

To access most of the common used context and main menu commands, custom tabs may be created
to allow you a quick access via a single click from within a view layout.

Custom tabs consist of buttons that are especially useful for touchscreen operation with the user-
interface as well as for direct access to your favorite features to speed up your workflow.

As tabs are part of your project, all settings you make here will be stored with each project you are
working in.

To create a new tab, right-click in the project tab on
m Vs the folder called "Tabs" and choose "Create Tab".
N files

Create Tab

Remaove
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Once a new tab entry is created, you will need to
add button items to the tab.

Do this by right-clicking on the new tab item and
choose "create button".

unnamed

Open

ate Button

To open and show the new tab in the user interface
right-click on the tab again and choose "open".
Now you should see a new tab with a single button
in the user interface.

[1] unnamed

To assign a command to this button or to edit the
commands of any created button select the button
in the project tab. Go to the Button Inspector tab
and select your favorite command from the drop
down list. You may rename the button here as well.

Insp
Button
none

Command:

none
none

=k

= b= -['I]unnamed

cted Devices
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[1] unnamed PNl To remowve a button from the Button Tab, right-click
on it and choose “Remowe”.

k none

Remove

[1] unnamed In the Button tab view you may right-click in any
empty region to create new buttons.

Choosing “Remowe” from this context menu will
remove the whole Button Tab from the user
interface.

k unnamed

Create Button

Remaove

5.2.3.21 SEQUENCE

The sequence tab is context sensitive and always displays the selected sequence.
Select a sequence from the project tab to load it into the sequence tab.

1

The next chapters:
- give you a general oveniew ?®" regarding the layout and terms used
261

- inform you how to navigate through the time <",

- explain the commands 282 in the right-click menu

- tell you the most important things you need to know when programming and working?®* on the timeline
- give a closer look how to set up the underlying principle of value tracking 2%° (i.e. how default values can
be enforced without setting keys)
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5.2.3.21.1 OVERVIEW

Please look at the areas marked with red rectangles in the next illustration for an explanation of the
different sequence items.

Sequence: [1] unnarmed

0:r 20500 0:00:10:00 0:00:15:00

s

HEHHEE
1+]

98, [1.14] Came

1: Sequence Play Mode: Play/Pause/Stop

2: Sequence Zooming

3: Timecode (current position of the Nowpointer)

4: Countdown for next Cue in Timeline

5: Nowpointer

6: Cue with displayed Cue Name, see Cue Inspector?%*.

5.2.3.21.2 SEQUENCE BUTTON BAR

[ 1] b € » e e Q"

Above the Sequence tab you will now find a button bar, offering the
most used commands like "Store Active" and "Reset"in an easy
and fast accessible way.

The bar with its icons can be hidden, and enabled again via the Tabs
Merge Clips menu > Button Bar > Sequence.

I_L . o
= Ellu"k Caollapse Empty Fx

Split Clip

Trirm To Clip Borders

When you right-click on a container, you find additional options in
the context menu. You may split one clip at the nowpointer's position. If you have several container
within the same track selected, you may merge them. If they have different options regarding Lock to
time or free-run, media file, mesh file etc., the first container in time wins.

5.2.3.21.3 CONTROL
Zooming

To zoom in/out the sequence:

- press +/- on your main keyboard or

- click on the zoom tool (magnifying glass icons) on top of the Devices tab or

- hold the SHIFT key and left-click in the time bar (just above the timeline) and move the mouse up and
down
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Play/Pause/Stop

To start/pause the sequence, press the space button on your keyboard or use the sequence control
buttons Play, Stop and Pause on top of the Devices tab.

Navigation

- Navigate through the sequence by dragging the nowpointer (blue vertical line) on the time bar.

- You can also enter the desired timecode on top of the Devices Tab. The timecode 00:00:00:00 stands
for hours:minutes:seconds:frames. Use this format to enter a new timecode or just type the last
numbers, i.e. "409" to get the displayed timecode 00:00:04:09.

- Use CTRL + --> (arrow right) or CTRL + <-- (arrow left) to jump from key to key (including the clip
borders).

- Use CTRL + ALT + --> (arrow right) or CTRL + ALT + <-- (arrow left) to jump from cue to cue (including
the clip borders)

All available shortcuts for Pandoras Box are included here 292 as a list.

5.2.3.21.4 COMMANDS

To access all sequence commands right-click on the time bar of the sequence tab.
equence: [1] unnamed

urnamed

Add Cue at Current Time
add Cue Here

Togale Ignore Mext Cue

Inserk Time (after Current Time)

Reset all

[Store Active]
This command stores all active values at the current time.

[Store Active (Selected Devices]

In contrast to the above command, this one filters active values for those devices (layers) that are
selected. The values are stored at the current time at the blue nowpointer. All active values influencing
other layers will stay active.
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[Store Active To Time]

A small dialog opens and asks for the time whereto all active values will be stored. The time can be
entered in the format H:MM:SS:FF or shortened to SS:FF or even SFF. So, for example 3 seconds can
be 0:00:03:00 or 03:00 or 300. Click Enter or the button [OK] to close the dialog and save the active
values.

[Add Cue at Current Time]

This command adds a cue at the current time, indicated by the blue nowpointer. Click onto the cue to
select it and see its properties in the Inspector tab2%4.

[Add Cue Here]

This command adds a cue at the position of the mouse pointer. Click onto the cue to select it and see
its properties in the Inspector tab2%4.

[Toggle Ignore Next Cue]

Click here to ignore the Next Cue in the sequence (or use CTRL+SHIFT+I) or to respect this cue again if
it was set to be ignored. An ignored cue will be displayed in orange.

Sequence: [1] unnamed

0:00:00:00 0:00:05:00 0:07 100080 0:00 an 0:00:20:00 0:00:2

[Insert Time (After Current Time)]

A small dialog opens and asks for the time interval which will be inserted after the current time indicated
by the blue now pointer. The time can be entered in the format H:MM:SS:FF or shortened to SS:FF or
even SFF. So, for example 3 seconds can be 0:00:03:00 or 03:00 or 300. Click Enter or the button [Ok]
to close the dialog and insert the time.

Please note that the time of the "Jump Target" of jump cues will be adjusted automatically if the target
time and the jump cue are in front of the current time. In other cases the target time keeps its value.

[Select All (From Here To Current Time)]
All keys, containers and cues from the mouse pointer up to current time will be selected.

[All Active]
This command sets all parameters of all devices to active.

[All Active (Partially Active Devices)]
This command sets all parameters of partially active devices to active.

[Clear All Active]
De-activates the active status off all parameters. The values will be kept and not set back to default.

[Reset All]
Resets all parameters to their default values and removes their active status.
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5.2.3.21.5 PROGRAMMING

This topic explains how to generate a container in the sequence and how to edit, i.e. select, mowe,
change it. As well it shows how this can be done with keys

Creating containers

If you like to add containers to your timeline / sequence, you can simply drag a media file from the
Project tab 248 onto a layer track. If there are no files in the Project tab, drag them first from the Assets
tab 37, or the Thumbnails tab?®°. You can as well drag files from an external file manager like the
Windows Explorer into the Project tab or directly on the layer track.

1004 bluebeams loop
1 bumpingradial Ic
iarmond loop ra

Inspectar

attributes of Fald

00025 diamond loo Ju]

() 00025 di

Alternatively, you can work with active values 3. For example, select a layer and double-click on the
media in the Project tab. Other parameters can be made active when moving the faders in the Device
Controls tab 164,

Once the store active command is executed, all active values are stored into the sequence at the current
time (position of the nowpointer).

- use the keyboard shortcut Ctrl + Alt + S to store all values that are active

- right-click into the time bar from the sequence and choose one of the commands named "Store Active"
as explained in the last chapter "Commands 262"

- right-click onto a certain layer or parameter or parameter group (in the Device Tree tab '%8) and choose

"Store Active" to store only this value

ence: [1] unnamed

=] [1 -1]_ LEW&' 1 h ':E' 00017 colowrfull koop mw_k
i ,h— 00017 colourfull loop raw_kiosk.m2v M. (D 00017 colourfull koop rmw_k
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On the level of Layer 1 you see the clip summary container. Below that, there are the clip container and
the keys of different parameters. Most of the parameters are integrated in subfolders (see parameter
section of the respective layer type: Video Layer, Graphic Layer, Audio Tracks, Camera and Output
devices). To open these subfolders click on the +-icon in front of the folder's name or just double-click on

the folder.

Dievices Sequence: [1] unnamed

urfull loop raw_kiosk m2v

255

E ¥ Pos
E Y Pos
E Z Pos

h'z obowsrfull koop rmw_k
. O 00017 colourfullloop rmw_k
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How to select, move, copy and edit in the Sequence tab

Clip containers can be positioned by selecting the summary clip
container and moving it with the mouse. Moving the mouse left and
right will change the container's time. Moving the mouse up and
down results in shifting the container to another layer. The container
changes the color to warn if it is another layer type and parameters
will be discarded. If you want to make sure that the container stays
on the same layer, press Shift whilst dragging the container. To
copy the container, press CTRL instead of Shift.

Clip containers can be stretched in time by selecting the clip container boundaries and moving them with
b 201

the mouse. You can also select it and change its value in the clip summary inspector ta
To select a single key, just click on it or drag a window across it. To select multiple keys, drag a window
across the region of keys.

Once selected, the keys may be moved (left click and drag selection), copied (CTRL+C) and pasted
(CTRL+V) within the same layer or device. To copy a key within the container boundaries drag it whilst
holding CTRL.

To copy a selection of keys from one device to another, use CTRL+C to copy and CTRL+Shift+V to
paste to a new selection of devices.

Please note: If copying parameters from one device to a different device, only those parameters which
are shared by both devices can be copied.

To select both, cues and keys hold down the “ALT” key.

Devices Sequence: [1] unnamed
e Uony |3 2a

o ] : O o loop raw_k
3 i 00017 colourfull loop raw_kiosk m2v i M (D 00017 colourfull loop rew_k
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Keys can easily be added by right-clicking in the desired parameter track.

Devices Sequence: [1] unnamed

Eent Q001307

local

h e

hé} 0017 colourfull oop rew K

sobousrfull boop raw_k

Once a key is created, you may change its value by right-clicking again on the key to access its
b 203

parameter handle. You can also select it and change its value in the key inspector ta
To replace the content of a clip container, drag and drop the new content from the project tab onto the
clip. If the new clip has a different length, you may adopt the clip container to the new media duration by
right-clicking onto the clip summary container.

Devices

2% 00:00:13:22

[1]local
= 8 [1.1] Layer 1
3w 00017 colourfull loop raw_liosk m2v

Trim Left o the left of current time. )

Trim Right (Erase to the right of current time.)

Adopt Main Media Duration

A right-click on the clip summary container gives you access to the following commands:
[Collapse Empty FX]

When there are FX added to the layer without being used, this command collapses expanded FX
subfolders.

[Trim To Clip Borders]

If a clip container was scaled down, there could be hidden keys beyond the clip borders. The command
Trim To Clip Borders will remove these hidden keys and sets new keys at the left and right clip border to
ensure the wanted behavior in the visible part of the clip.

[Trim Left]

This command erases everything between the nowpointer and the left clip boarder. The last key of a
parameter before the nowpointer will be moved to the new clip boarder time. The video clip will now be
shortened at the beginning.
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[Trim Right]
This command erases everything between the nowpointer and the right clip boarder. There will be a new
key set at the right clip boarder containing the value a parameter had at the nowpointer before.

[Adopt Media Duration]
This command adopts the duration of the clip if it was shortened/extended or replaced by another clip
with different duration before.

Toggle Key Mode

Sequence: [1] unnamed

e

sem o ODON13 722

[1]local

=] [1.1] Layer 1 M ) 50017 colourfull oop rmw_k
H h 00017 colourfull loop raw_kiosk m2v A (O 00017 cobourful loop rmw_k

Clear Active
Hide
Toggle Key Mode

Load into Curve Editor

If you want a parameter value to be applied for the whole sequence and not to be set up for each single
clip, take it out of the clip orientated key mode by right-clicking on the parameter and choose “Toggle
Key Mode”. Press OK in the upcoming pop-up window to proceed this action (this command cannot be
undone!). Now the clip boarders are no longer effective for this parameter.

Devices Sequence: [1] unnamed

)

s OO 1327

[Mlocal

E [1.1] Layer 1 F e sodourfull koop rw_k
.h_:{.‘[i'[."‘l'.-" colourfull loop rEw_kiosk m2v e O 00017 cotourfull loop e _K

I RGE Add (2)

[1.2] Layer 2

To undo steps of sequence editing press CTRL+Z on your keyboard (except for Toggle Key mode).

Please note: Changes done directly to any layer without saving these to the timeline cannot be undone!
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5.2.3.21.6 TRACKING

- Enforce Defaults:
Choose between three states: ON, OFF and ONLY MESH / MEDIA:

In Pandora's Box timeline programming you normally determine the value of a parameter by setting a
key. In some situations, however, a certain parameter may not have a key associated with it that
explicitly determines its value at a certain point in time. For those situations the system can be set to
"enforce defaults”, i.e. to ensure that the parameter in question has the default value even though the
default value is not explicitly set (by key) in the timeline.

There are two "default situations”. First, the points in time in the "empty space" between clips (figure
1a). Second, the points in time to the left of the first key in a clip for a particular parameter (figure 1b). In
both of these situations, there are some parameters that the system can not associate with a key.

(3]

coaluH 1

figure 1a: empty space between clips figure 1b: left of a first key in the clip

If Enforce Defaults is ON then the system will automatically apply default values to the parameters in
default situations. This behavior ensures that each frame in the timeline is associated with exactly one
definite state for all parameters. So if you click into the timeline at TC 0:00:09:00, for example, then jump
to other places in the timeline and return to TC 0:00:09:00 later, the output will be exactly the same as
before at TC 0:00:09:00, even though you may not have explicitly set values for all the parameters.

If Enforce Defaults is OFF then the system does not apply defaults in the situations described above.

Rather, the parameters retain whichever value was set before the situation was encountered. This means
that the state associated with a particular frame in the timeline depends on two things.
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All parameters which have explicitly set keys are changed to reflect those keys. The values of the
remaining parameters, however, are not changed at all (since defaults are not being enforced). The state
of the output therefore depends in part on how the parameters for which no keys were explicitly set were
edited before.

To see this, take a look at figures 2, 3a and 3b. At the beginning of the first clip, the scale of the object
is explicitly set by a key.
Imagine the timeline is started at TC 0:00:09:00 and runs on until it is paused at TC 0:00:18:00.

TC: TC:
0:00-09:00 0:00:18:00 Output at TC: 0:00:18:00

() Earth.t () Earth br

@ Eartht @® Earth br

figure 2: Enforce Defaults is set to ON

TC: TC:
0:00-09:00 0:00-18:00 Output at TC: 0:00:18:00
i

Preview

(® Eartht (D) Earth tr

(@ Earthk (® Earth.br

OFF

figure 3a: Enforce Defaults is set to OFF; the scaling keys of the first clip have very low values
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TC: TC:
Dmfgm ”:D”im” Output at TC: 0:00:18:00

( Eanthk (5 Earth br

Earth.t Earth.br

figure 3b: Enforce Defaults is set to OFF; the scaling keys of the first clip have very high values

The state of the output when Enforce Defaults is OFF is "path dependent” in the sense that it depends
on the "path" you take to reach a particular timeline frame. When Enforce Defaults is ON it is "path
independent" in that the output state depends only on the frame that you are in.

Take a look at figure 4 and 5 for an example of path dependency when Enforce Defaults is set to OFF.
Consider a user clicking in the timeline at the different timecodes.

TC: TC:
ALl ARl Output at TC: 0:00:18:00
—

(D) Earth b (9 Earth br (D) Eartht

Earth .t Earth.br (D Earth.t

figure 4: Enforce Defaults is set to OFF.
Jumping from TC 0:00:09:00 (low values for object scale) to TC 0:00:18:00 (no scaling values) results in
an object that is scaled very small.
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e TC: Te=
0:00-09:00 0-:00:18-00 0:00:27:00
||
I I Output at TC: 0:00:18:00

(9 Earth.k (9 Earth.br (B Earth.t

Earth E Earth br (© Earth t

figure 5: Enforce Defaults is set to OFF
Jumping from TC 0:00:09:00 (low values for object scale) over TC 0:00:27:00 (high values for object
scale) to TC 0:00:18:00 (no values for object scale) results in an object that is scaled very high.

Path independence means that leaving Enforce Defaults set to ON is usually a good idea, especially
when working with a single timeline, since it helps you make sure that each frame in the timeline leads
to exactly the result you want it to. When working with multiple timelines, however, you may want to use
one timeline to control certain parameters of a device while using a different timeline to control other
parameters of the same device. In this and similar scenarios, it is necessary for each timeline to only
apply those values that are explicitly set in it via keys. This gives the other timelines the needed "space"
to apply the values determined by their keys.

In these cases, setting Enforce Defaults to OFF makes sure that each timeline yields as much as
possible to other timelines.

Note that you can use the inspector of a media or mesh assignment key to set the value of the key to
"none". This allows you to unload mesh or media from layers even when Enforce Defaults is set to OFF
by explicitly applying the default value ("none") via a key.

The setting ONLY MESH / MEDIA combines aspects of both of the other two Enforce Defaults modes.

When it is set defaults are automatically applied to the mesh and media parameters. All other
parameters besides mesh and media are not changed at all in the default situations.
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5.2.3.22 SEQUENCE CONTROL

Use the sequence control tab to monitor the status of available sequences.

All created sequences in the project's sequence folder are displayed in the sequence control tab.
The sequence tapper shows the following information:

- ID and name of the sequence

- the percentage value of the sequence opacity

- timecode of the nowpointer's position
- current play mode (play, pause or stop)

Seguence Control

If the sequences opacity is set to zero, the sequence tapper background will turn red:

Sequence Control

[2]unna

By clicking on a sequence item in the sequence control tab you may set the selected sequence to Play
or Pause.

To create a new sequence you may right-click in any empty region of the sequence control tab. The
newly created sequence will automatically be loaded into the Timeline Tab.
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Sequence Control

[1] unnam [2] unnames

Sequences

Create Sequence

Once a sequence is shown in the sequence control tab, you may right-click on the sequence item at
any time and choose one of the following available commands:

Sequence Control
Lprd RFE N |

unnamed
Skore Active

Add Cue
T|:||;||;||Ee Ignore M

Reset all

- Store Active
This command stores all active values at the current time.

- Add Cue
Adds a Cue at the position of the mouse pointer. See the Cue Inspector 2% for further information.
Please note: it is recommended to have a spacing of at least 10 frames in between two cues.

- Toggle Ignore Next Cue
Click here to Ignore the Next Cue in the timeline (or use CTRL+SHIFT+I) or to respect this cue again if it
was set to be ignored.

- Insert Time (After Current Time)
Enter the amount of seconds that will be inserted after current time.

- Select All (From Here To Current Time)
All keys, containers and cues from the mouse pointer up to current time will be selected.

- All Active
This command sets all parameters of all devices to active.
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- All Active (Partially Active Devices)

This command sets all parameters of partially active devices to active.

- Clear All Active
This command clears all active parameters.

- Reset All
This command resets all active values.

5.2.3.23 TASKMANAGER

To open the taskmanager tab, navigate to Tabs - Taskmanager or press CTRL+SHIFT+M on your

keyboard.

Site: Loading As

R hedia Server 1 complete

Shows File Transfer Tasks

Cancel Spread

The taskmanager lets you monitor if a site is still loading files and if all file send and receive actions that

were initiated by a file or folder spread process.

If you click on Show File Transfer Tasks, you will get a list with the status of all file transfers.
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Cancel Spraad

Hide File Transfer T

pending
pending
pending
pending
pending
pending
pending
pending
prg  pending
png  pending

The site icon with a green stripe indicates that the site is still active receiving or loading assets.
The same icon will also be shown in the Devices Tab.

(=1 ..?..

017 = 4

. ]Lail'r }

A Layer 4

8] Layer &

The number of assets to load is shown next to the site name in the taskmanager. As soon as the
loading process is done "complete" will be displayed and the site icon turns back to the normal one.

Clicking on [Cancel Spread] will cancel the spreading process.
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If you encounter any network problems or issues of spreading files, individual items may be selected
from the list and removed to continue with other spread operations.

If you encounter issues that you cannot solve yourself by removing and/or restarting the project, please
collect the "details" description of the task that is causing the issue and report it to support@coolux.de.

5.2.3.24 TEXT INPUT EDITOR

Create your Text Input by right-clicking on a folder in the Project tab 248 >
Add Text Input. Select it to see its properties in the Text Inspector 197 It
also offers the button "Open in Resource Editor" which opens the tab "Text
Input Editor". Alternatively, you can click on Tabs' in the Toolbar > Text
Input Editor.

In the Text Input Editor you may set up all options regarding the content of
the selected Text Input. It also allows to transfer style properties to other
Text Inputs.

Please note, that .net framework 4.0 is needed to display this tab.

Text Input Editor
Editor For: MuText,

Mo additional bex
Playback for: [2.1] Laver 1

At the top of the depicted Editor you see in the drop-down list that only one Resource named "MyText."
is selected. If multiple Text Inputs were selected, the section "Behavior / Texture" applies to all of them.
Afterwards, it is displayed, that the according Text Input is assigned to the first Video Layer of the
second Site and that the Playback command 3%? (from the Layer) is set to Play Loop. The playback is
needed when the Text Mode is set to Scrolling or Streaming and the container is changed from Lock To
Time 2%2 to free run mode. If the container is locked to time, and the sequence is playing, the text will
"play", i.e. move also. Mind that playing back is only possible on Video Layers. If you like to use

scrolling text on a Graphic Layer, please use the Aeon FX"UV_Scroll 56",

wiour| Texture
Base Speed (pxfs):  Direction: Loop Offse

Jertical Skart with Blank

Bg Colour/alpha:  Width/Height:
i A GO0 v Center Text

- Mode

--Static

Your text is displayed on a fixed position according to the Layer's Position parameters.

--Scrolling and Streaming

Your text will move according to the following parameters.

For the Scrolling Mode, you enter text, click "Update" and instantly the entire text will be displayed as
scrolling text. Depending on the playback mode, the text will scroll once or endlessly. The old text will
be kept in the Editor window. If you like to show new text, enter it and press "Update". In case, your text
is scrolling endlessly (Play Loop) the old text will change abruptly to the new one.
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For the Streaming Mode, you enter text, click "Commit" and after a couple of seconds, your entire text
will scroll once through the window. Note, that it cannot scroll endlessly. The old text will be deleted from
the Editor window. As soon as you enter new text and click "Commit", it stands in a pending line. Only
when the old text has mowved out of the window, the new one can be displayed. This means on the one
hand that you can commit unlimited text entries and PB takes care, that one follows the other. This is
done by rendering multiple textures at the same time. Which also means on the other hand, that
textures can be empty if now pending text is available. This explains why you have to wait for the
duration of one texture width / height before recently committed text becomes visible. If you like to clear
pending text click the "Pending" button underneath the Editor. If you like to clear pending text and the
one currently displayed, click "All".

Please note that Widget Designer can send text to a Pandoras Box Text Input regardless from its mode.

You can use the Text Input control ®3" or the PB Text Output node "2

- Base Speed
Enter the speed for Scrolling and Streaming text. It is measured in pixel per second. When entering
negative numbers the direction will be reversed.

- Direction
Choose how Scrolling and Streaming text should move: "Horizontal" for right-left movement and
"Vertical" for down-up. Note that the direction can be reversed with a negative Base Speed.

Loop Offset
Influence whether Scrolling and Streaming text should have an offset, i.e. blank space before the start of
a new text entry.

Start with Blank
Decide whether Scrolling text should start with blank space before its first letter. Use the option "Offset

BG Color / Alpha
Choose a background color (for all text modes) and its opacity (0 = transparent)

Width / Height
Set up how large the texture for a text entry should be. Note that this influences the Base Speed and
Font Size. The larger the Font Size the smoother font edges look and the larger the texture needs to be.

Center Text
This centers Static Text vertically.

Text

iy ™ g Elé ¥ Word "Wiap in Editar

Airial 36 ! : 1

My Text.

Update

MyText. Enter your text into the Editor. If you have chosen a Static or Scrolling text, click "Update" to
display your changes. In case you are working with a Streaming text, click "Commit". See above
explanation for further detail.

8 & Undo your last steps or Redo undone ones.
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g L_|1]3'| Cut or Copy selected text and Insert it with the last button. CTRL+A selects all text in the
Editor.

"Word Wrap in Editor" creates a new line if your text is longer than one line in the Editor.

LI 3l Choose a Font and the Font Size for selected text. Note that the Font Size
also depends on the texture width/height.

Choose a Font Style for selected text: Bold, ltalic, Underlined, Strike through,
Font Color (opens a Color dialog)

Align Left, Align Center and Align Right are used to position your text in regards to the
texture width.

Transfer Text Properties p4ll The last button opens the "Transfer
Text Properties dialog".

In case you have selected multiple Text
pplied to ALL cha i Inputs in the Project tab, you can choose
prewviously used di : with the drop-down list (at the very top)
which text is the "master" or "source".
Per default, all "Text" options apply only to
Prapetty: Current Yalue: the master text. With this dialog however,
Fank Family Arial you can choose to transfer the current
' options to all other selected Text Inputs
too. In case you have set up more than
one style in your master text, only the first
one can be transferred.

Font : 36
Fant bold, italic, underlined, skrike Erough
Fant Calar

Alignrent center

Select which property you like to copy and
press "Ok".

If you like to create multiple copies of your
current Text Input, please right-click on it
in the Project tab and choose "Clone".
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5.2.3.25 THUMBNAIL VIEWER

Thumbnails:

oo

The thumbnail viewer is context sensitive and depends on either an asset browser folder to be viewed or
a project tab folder entry to be viewed.

The thumbnail viewer displays both 2D and 3D media.
Please note:
The 3D media is displayed with a default texture to identify the UV mapping orientation.

All video thumbnails will display a frame from the middle of the video. They do not show the first frame.

When used with the project tab and selected devices such as layers or cameras, you may double click
on any thumbnail to assign it to the current selection of devices.

Please be aware that all thumbnail images are stored locally. If the media is not present on all clients
you may have to spread the media to all clients in order to assign it to the selected devices.
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5.2.3.26 VIDEO EXPORT

Video E.\m ort

Export

In: Out:
00:00:00:00  00:00:10:00  02:00:00:00
Target Mame:

test_videoexport

v Ensure Unigue Mame

Target Dire
C:\ooolux'\projectsitest_videoexport

Browse Directory

Encoder Settings:
50 NTSC 720x480
New
Mame:

5D NTSC 72420

Output Type:

MPEG Settings:
Profile;

Bitrate (constant):
¥: 480 8000 kBit s

GOPength: Mumber of B-Frames:

- -

If GDF‘-LE_ngtI‘u = 1 only IFrames are

Motion Estim. Level: Maotion Estim. Range:

08 08

Scene Change Detect.:

-

Audio Processing (when applicable):

281

Max Duration:

To open the Video Export Tab, please click on Tabs'in
the Toolbar - Video Export. Please note that the Video
Export feature is limited to Manager editions and requires
the Encoding option.

The video export tab allows you to define all settings for
exporting a video from a sequence.

Set the preview tab 232 to preview the specific output that
should be exported. Note that not the preview itself is
exported. It is rather the image the camera sees, not the
one from the output. As a result all changes made in the
output are not included in the exported video. That
includes effects on the output layer and parameters like
softedge and keystoning.

If you like to change the aspect ratio of the exported video
select a camera layer and change the camera aspect
ratio 214

If you like to change the resolution of the exported video
make the according changes in the encoding settings.

If you export an uncompressed image sequence the
resolution is adopted automatically to the current screen
resolution the local system is set to.

Please note that incoming active values will be ignored,
e.g. Widget Designer and Art-Net data. This is because
the export is not running in real time, thus the incoming
data cannot be allocated to a specific frame. Same
applies to containers that are not locked to the timeline
202 Free-run containers behave differently than during
normal play back as the time reference is missing.

The Export feature is designed to work with mpeg-2
videos, images and ASIO wav tracks. Exporting other
formats such as *.mov and *.avi might lead to unexpected
behavior. Please see the File Inspector ' for adjusting
colorspace settings.

Also encrypted media2'® cannot be exported. On the
other hand you may encrypt your exported video
afterwards.

[Export]:

Click [Export] to start the video export. Please not that
the user interface is locked while the export is in process.
To abort the export, press the shortcut [CTRL + Q.
Please note that the video export won’t be done in real-
time. The higher the quality and resolution set in the
encoder the export will take a longer time to be finished.

[In]:
Define the timecode at which the export should start in
the format hh:mm:ss:ff.
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[Out]:
Define the timecode at which the export should end in the
format hh:mm:ss:ff.

[Max. Duration]:

You may define the maximum duration of the exported video file in the format hh:mm:ss:ff. By default the
max. duration is set to 2 hours.

Example: Having the inpoint set to 00:00:00:00 and the output set to 03:00:00:00, the video export will
stop after 2 hours.

[Target Name]:

Enter the name for the video file you are going to export.

By default the video will be named “Project name’_video”.

If the option “Ensure Unique Name” is checked, the video file will be enumerated serially if the chosen
name already exists.

[Target Directory]:
By default the video will be saved to the directory of your project file. Click [Browse Directory] to browse
to a new directory if you want to change this path.

[Encoder Settings]:
In this section you may choose the settings of the file you’re going to export.
There are several predefined profiles:

Mpeg Settings _ Bitrate Audio

Profile Name Output Type ororls Lol Resolution, px gcirt;ist’;znt Processing
SD NTSC 720x480 | MPEG-2 High High 720x480 8000 separate wav
SD PAL 768x576 | MPEG-2 High High 720x576 8000 separate wav
XGA 1024x768 MPEG-2 High High 1024x768 10000 separate wav
HD 1280x720 MPEG-2 High High 1280x720 12000 separate wav
HD 1408x1056 MPEG-2 High High 1408x1056 15000 separate wav
HD 1920x1080 MPEG-2 High High 1920x1080 20000 separate wav
2048x1080 MPEG-2 High MXL 2048x1080 80000 separate wav
4080x2160 MPEG-2 High MXL 4080x2160 80000 separate wav
Uncompressed Uncompressed Frame Images (.png) | Computer’'s resolution none

These profiles are not editable. You may choose one of these profiles from the drop-down list or create a
new profile by clicking on [New].

[New]:
Click [New] to create a custom encoding profile and name it.

[Output Typel:

Choose between MPEG-1, MPEG-2 and an image format to export an image sequence.

When using MPEG-1 or MPEG-2 go on with the MPEG settings. Pandoras Box Encoder allows to
encode files larger than 1080p to our proprietary .mx| format. The maximum resolution is 4094 x 2800
px, though it is recommend set 4080 x 2800 px as this conforms with the mpeg standard. The encoding
process depends on available graphic card RAM.
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If you like to export an image sequence, you may choose between three image formats: png as an
lossless compression format, bmp as an uncompressed format and dds as an lossy compression
format. For more information please see the chapter "lmage Sequences" %°..

Now, simply enter the resolution for the final image sequence and tick the "Export Alpha" check box if

you need transparent image parts. Adjust the audio processing as described below.

[Profile]

Set the MPEG Profile and Level.

Please note that you will need High Profile (Profile 4:2:2:) and High Lewvel for HD 1920x1080 px
resolution. The Level automatically changes to MXL if you encode files to a format bigger than 1920 x
1080 px.

[Resize Video]:
As long this option is not checked the video resolution will have the size of your windows desktop.
Check [Resize Video] and insert a custom resolution for Xand Y (in px) if necessary.

[Bitrate (constant)]:
Choose the bitrate (in kbit/s). Recommended are about 8.000 kbit/s for SD and 20.000 or higher for HD.

[GOP-Length]:
The length of the Group Of Pictures is editable from 1 to 100. The higher the GOP-Length the better the
compression rate gets at the expense of quality. GOP set to 1 will use |-frames only.

[Number of B-Frames]:
Choose a value between 0 and 7.

[Motion Estimation Lewel]:
Set a value between 0 (no motion search) and 15 (high quality). The higher the value, the better the
quality, the longer the encoding process.

[Motion Estimation Range]:
Set a value between 0 (no motion search) and 15 (high quality).

[Scene Change Detection]:
Choose between None, Fast and Refined.

Audio sing _ [Audio Processing]:

e udio Channels 1 and 2): Please note that only the first and second ASIO channel are
Split ko separate WaY (stereo file) processed.

Choose between the options to...

- discard the audio information, it is simply not present in the
$4100 resulting export files

- split to separate WAV (stereo file) to render one wav file
with two channels; the file is created in the same export

Sample Rate:

¥ LIse rate of active A3I0 device,

folder

- split to separate WAV (mono files) to render two wav files each with one channel; the files are created
in the same export folder

- include the audio as a audio track; this is only possible for mpeg videos. Please see further information

and why it is sometimes not recommended to include audio tracks in the mpeg format 192,
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5.2.3.27 VIDEO RECORDING

Video Recording

Record

Preloaded Input Device:

MNome

Target Mame:

test_videorecarding

\test_videorecording

se Directory

Encoder Settings:
SD NTSC 720x480
Mew
MName:

S0 NTSC 72430

Output Type:

MPEG Settings:
Profile:

Bitrate {constant):
¥: 480 2000 kEit/s

GOPength: Mumber of B-Frames:

ol ol

If GOPLength = 1 anly IFrames are

Motion Estim. Level: Motion Estim. Range:

g g

Scene Change Detect.:

o

Audio Processing (when applicable):
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The Video and Audio Recording tab allows you to define
all settings for recording a local video and / or audio live
input source. Please note, that the recording tab is only
available in the master interface, and that the feature is
restricted to local inputs excluding remote inputs from
clients.

Record:
Click the "Record" button to start the video and audio
recording. Press this button again to stop the recording.

Video / Audio Input:

Choose the video and audio source you would like to
record. Note that these sources must be added to the
project first.

Limit Record Duration:
Enable this function and enter a time when you would like
to record the sources for a defined time.

Target Name:

Enter the name for the video file you are going to record.
By default the video will be named “Project
name’_video”.

Please note: if the file name already exists and you start
a new recording with the same name, the existing file will
be overwritten without warning.

[Target Directory]:

By default the video will be saved to the directory of your
project file. Click [Browse Directory] to browse to a new
directory if you want to change this path.

[Encoder Settings]:
In this section you may choose the settings of the file
you’re going to record.

There are several predefined profiles:
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Mpeg Settings _ Bitrate Audio

Profile Name Output Type Profile Lowl Resolution, px (con§tant Processing
), kbit/s

SD NTSC 720x480 | MPEG-2 High High 720x480 8000 separate wav
SD PAL 768x576 | MPEG-2 High High 720x576 8000 separate wav
XGA 1024x768 MPEG-2 High High 1024x768 10000 separate wav
HD 1280x720 MPEG-2 High High 1280x720 12000 separate wav
HD 1408x1056 MPEG-2 High High 1408x1056 15000 separate wav
HD 1920x1080 MPEG-2 High High 1920x1080 20000 separate wav
2048x1080 MPEG-2 High MXL 2048x1080 80000 separate wav
4080x2160 MPEG-2 High MXL 4080x2160 80000 separate wav
Uncompressed Uncompressed Frame Images (.png) | Computer’'s resolution none

These profiles are not editable. You may choose one of these profiles from the drop-down list or create a
new profile by clicking on [New].

[New]:
Click [New] to create a custom encoding profile and name it.

[Output Typel:

Choose between MPEG-1, MPEG-2 and Uncompressed.

When using MPEG-1 or MPEG-2 go on with the MPEG settings.

Using the uncompressed output type there is nothing more to set up. This output type will render
uncompressed frame images (.png) in the resolution your local computer is set to. There will be no audio
processing.

[Profile]:

Set the MPEG Profile and Lewel.

Please note that you will need High Profile (Profile 4:2:2:) and High Level for HD 1920x1080 px
resolution. The Level automatically changes to MXL if you encode files to a format bigger than 1920 x
1080 px.

[Resize Video]:
As long this option is not checked the video resolution will have the size of your windows desktop.
Check [Resize Video] and insert a custom resolution for Xand Y (in px) if necessary.

[Bitrate (constant)]:
Choose the bitrate (in kbit/s). Recommended are about 8.000 kbit/s for SD and 20.000 or higher for HD.

[GOP-Length]:
The length of the Group Of Pictures is editable from 1 to 100. The higher the GOP-Length the better the
compression rate gets at the expense of quality. GOP set to 1 will use |-frames only.

[Number of B-Frames]:
Choose a value between 0 and 7.

[Motion Estimation Lewel]:

Set a value between 0 (no motion search) and 15 (high quality). The higher the value, the better the
quality, the longer the encoding process.
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[Motion Estimation Range]:
Set a value between 0 (no motion search) and 15 (high quality).

[Scene Change Detection]:
Choose between None, Fast and Refined.

[Audio Processing]:
Discard the Audio Part (if applicable), split it to a separate wave-file (will be created in the same folder) or
choose to include it. The Audio Part is discarded by default.

5.2.3.28 VIEW TAB

The view tab lets you recall stored view layouts of the user interface with a single mouse click. This
makes it very easy and fast to switch from one view, e.g. focusing on a large preview window and the
AEON FXtabs open, to another view, e.g. displaying not the preview tab but the patch tab and having the
sequence and device control tab separated.

The chapter "Layout ?°°" describes how you can influence the GUI layout: inserting new tabs and panes,
breaking panes out, removing and resizing them.

The chapter "Views
the Views tab.

257 explains how to store and recall views in the Project tab instead of doing this in

LA Once you have set up a view layout that you would like to store,
right-click in the Views tab (in an empty region) and choose "Create
View".

The new view item has now stored all tab locations and sizes of the
user interface. If you're applying any changes now, you can recall the
stored view at any time later on by simply clicking on it.

Choose "Apply Default To Tabs" if you want to reset the views to
default layout.

In the view tab you will see now a new entry that you can click on to
activate the newly created view, or right-click on it to access its
functions:

- - Apply To Tabs

This command activates the view.

- Save Current Tabs To View
This command lets you update and overwrite the stored view with the
current view layout.

- Remove
This command removes the view.

5.2.3.29 VIRTUAL SITE

Instead of using groups to get changes made on several sites, it is more comfortable to work with a
Virtual Site.

All desired devices with the same device type can be combined to one virtual site. Changing a value on a
layer of this virtual site will change the value on the same layer of all combined devices.
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Please note:
If the sites that you want to make part of a new Virtual Site contain sequence information, all this
sequence information will be deleted in the course of Virtual Site creation. This action cannot be undone!

Please select all sites that should be combined, make a right-click on one site and choose "Create
Virtual Site".

rver Light
Lighh Media Server Light 1

Light
C B [4] Media Server Lighl

Clear Al Ackive
Hide
Toggle Preview

Renarme

Adopt From 5

Create Wirtual Site

DEEEEES 7

BEHHHHHHHHEEEES !

Ler—l
FEFIEEEEEEEEEERA S

i

Applying a parameter value or content to Virtual Layer 1 of the Virtual Site will apply it automatically to
all Layer 1 of all sites that are combined in the Virtual Site.
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In order to see which sites are combined into the Virtual Site, please select the Virtual Site and open the
"Virtual Site" Tab (Tabs -Virtual Site). Find here all combined Sites listed.

unnamed

D Start;
1

Presview Offz

If you select one of the sites you still have access to the site inspector to edit its settings.

To set up different camera offsets for each server, select the camera device in the device tab and view
the virtual site tab. You will find all camera 1 of all servers listed. Click on the parameter of the device
you want to edit and enter an offset value (plus or minus) or move the mouse cursor up and down. This
offset will always be added to the parameter's value that is set up for the virtual site's device. If the X
Offset for the virtual cam1 is set to 32768, in this example below the X Offset of server 1 camera 1 will be
33658 (32768 + 800).

Yirtual Camera 1

To reset the entered offsets, right-click on the device and choose 'Remowe’.
To remove a Device from the \irtual site, select the virtual site in the device tree. Then right-click on it and
choose Remowe.

unnamed

Light 1

Remove

To remowe the virtual site right-click on it and choose Remove. You will again get access to all single
devices that were combined in the virtual site.
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Please note:

If a single site is removed from the Virtual Site, all its sequence information will be deleted in the course
of removing the Virtual Site. The same happens when deleting the whole Virtual Site. This action cannot
be undone!

¥
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[+]
]

[+]
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The right-click menu provides the following commands:

- Reset All
This command will reset all parameters for all layers of this node.

- All Active
This command will activate all parameters of all layers of this node.

- All Active (Partially Active Devices)
This command will activate all parameters of all layers of this node that have active parameters.

- Clear All Active
This command will de-activate all parameters of all layers of this node.

- Toggle Preview
This command sets the node to be included in the preview tab.

- Rename
This command will enable you to rename the node. You can also do this by pressing F2.

- Toggle Devices
Choose which layers you want to show or hide in the device tree.

- Toggle Sites
Choose which sites you want to show or hide in the device tree.

- Remowe

This command removwes the virtual site from the device tree. You will again get access to all single
devices that were combined in the virtual site
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5.2.4 LAYOUT

The user interface layout can be customized and stored in several views to be recalled at any time during
operation. A view is determined by the layout of the panes and the tabs they contain. For example the
default view consists of six panes, the top left pane displays the Project tab and Sequence Control tab.

Inputs The user-interface can be freely arranged by adding or
removing panes and by resizing them.

Insert Pane Above

If you right-click between two existing panes as seen in the
image to the left, or if you click between a pane and the main
frame's border the context menu offers you to insert a new
pane. The command "Insert Pane ..." completes either with
"Abowve, Below, To Right or To Left" according to the position
where you clicked.

Insert Pane Below

A new placeholder was inserted in the main frame, as a next
step you may drag an existing tab into it. Click on the title of
a tab and drag it into the title of the new pane.

To adjust the pane size, left-click between two panes and
drag the mouse.

If you right-click into the title of an existing pane, you will see
additional options to split the pane. If you choose to split it
horizontally the existing pane will be divided into two panes,
one upon the other. A vertical cut will give you two panes

Split Pane Ho (EERRELEE LM side by side. You may choose where you like to keep the
existing tab.

Split Pane Horizontally (Keep Tabs Top)

Split Pane p Tabs Left)

Spit Pane Yertically (Keep Tabs Right) The command "Break Out Pane" will release the pane from
the fixed structure - it will break the pane out of the main
frame. Now you can move and scale the new window
independently. Note that the window will always be on-top of
the GUI window.

Remove Pane (Keep Tabs)

A broken out pane offers the same options as an integrated
pane: you may drag tabs into it, insert new panes or split
them horizontally and vertically. You may as well remowve it
completely. When deciding to keep the tabs they will be
moved to the next available pane.

To re-integrate a broken out pane, make a right-click into its
title and choose the option "Return To Main Frame Next To
Tab". Two new sub dialogs let you choose whereto position it
exactly. For example you may decide to insert the broken
out Inspector left to the Device Tree, it's default position.

Please note:
The Device Tree and Sequence tab can not be moved or be
broken out; these two tabs are always linked to each other.

The Preview tab can only render on the screen that is a
primary screen in Window's!

For example, if you have an additional monitor attached to
your laptop where Pandoras Box Manager runs on and you
like to have a large preview window, open the display settings
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first before starting Pandoras Box and make sure that the
attached screen is set up to be the primary screen. Now
open the master software, break out a pane and drag the
preview tab into it. Now you may move the broken out pane
to the attached display and maximize the window. Please
note that you will always see the Window's title bar.

If you want to add additional tab items to your view layout
you may find all available tab items in the main menu bar
under “Tabs 258”. By choosing one of the items, the

Device Types selected view will be created in the user-interface and can
then be mowved to the desired pane.

Project

Asseks

fean Fx

FireFly Particles You can save several views and toggle between them with

a single mouse-click. How to do this is described in the
Zkrl-T chapter "View Tab 286",

: Conkrols Zkrl-Shift-L

Wirtual Site

fActive Values
Seqguence

Curye Editar
Inspectar Zkrl-M
Thumbnails krl-shift-R.

Sequence Conkrol

Groups

Bpply Defaulk Yisw

Configurakion Chrl-k

& Configuration

Patch Ckrl-P

Ckrl-Shift-r1

Video Expart

Yideo Recording

Media Encryption
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5.2.5 KEYBOARD SHORTCUTS

F1
F2
F5
CTRL + SHIFT + A

CTRL + left mouse click

SHIFT + left mouse click

CTRL + A
SHIFT+ S

CTRL + Pause
CTRL + Q

CTRL+ Z

CTRL + SHIFT + Z

Preview Navigation
Scroll
Drag

(middle mouse button / wheel)

ALT + Drag
CTRL + F

Launch help

Rename (e.g. in tabs: Project or Device Tree)
Refresh selected folder in Assets tab
Refresh file tree in Assets tab

in addition to the currently selected item, another one is selected too
(e.g. in tabs: Project, Asset, Device Tree, Timeline)

in addition to the currently selected item, another one and all in
between are selected too
Selects all entries in a playlist 22°

Spread all resources

lock/unlock GUI (keyboard, mouse, Jog Shuttle)
Stop Video Export 281

Undo last step

Redo undone step

Zoom
Pan

Rotate
Toggle fullscreen

Timeline and Device Tree shortcuts:

SPACE
ESC
CTRL + L

Left mouse drag in the timeline

(+ ALT)

CTRL+C

CTRL +V

CTRL + SHIFT + V

+ / - on the main keyboard;

Play / Pause
Clear current device selection
Lock selection

Select keys and containers in the timeline
(and cues in the time bar)

Copy keys, containers and cues to clipboard from source devices
Paste keys, containers and cues from clipboard to same device
Paste keys, containers and cues clipboard to selected devices

SHIFT + left mouse drag up/down Zoom the timeline

in the time bar (above the timeline)

SHIFT + +/-

/

CTRL + [+1/[=

CTRL + ALT + [&=1/[=]
SHIFT + =/

CTRL + left mouse drag

CTRL + SHIFT + |

CTRL + ALT+ S
CTRL + ALT+R
CTRL+ ALT+ C
CTRL + ALT+ A
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Zoom parameter value in the Curve Editor tab 161

Set the nowpointer to the previous / next frame

Jump to previous / next key (including clip borders)

Jump to previous / next cue

Mowe selected keys and containers to previous / next frame
Copies selected keys, containers and cues

Toggle "Ignore Next Cue":
The current loaded timeline ignores the next cue or not (toggle), the
ignored cue will be colored orange.

Store active values as keys to the timeline
Reset all values

Clear all active values but do not reset them
All active (marks all values as an active value)
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File Menu shortcuts:

CTRL+ N
CTRL+ O
CTRL+ S
CTRL + SHIFT + S

CTRL + SHIFT + ALT+ S

CTRL+B
CTRL + W

CTRL +Q
ALT + F4

New project

Open project
Save project
Sawe project as
Save project copy
Bundle project
Close project

Exit application

When working in device tree, the following shortcuts apply to current selected device:

ozZzcCczIT>»

O M W o -d nw 3o UV X <

Show all parameters

Hide all parameters

Show only parameters used in sequence / Show all parameters
Show / hide Media parameter

Show / hide Mesh (Object) parameter

Show / hide Opacity parameter

Expanse / collapse Playback parameters
Expanse / collapse Audio parameters
Expanse / collapse Position parameters
Expanse / collapse Rotation parameters
Expanse / collapse Scale parameters
Expanse / collapse Rotation Pivot parameters
Expanse / collapse Scale Pivot parameters
Expanse / collapse Blend Mode parameter
Expanse / collapse FX parameters

Expanse / collapse Particle System parameters

To open or load tabs use these shortcuts:

CTRL + R

CTRL+ T

CTRL + |

CTRL + SHIFT + L
CTRL+ D
CTRL+E

CTRL+ M

CTRL + SHIFT + R
CTRL + K

CTRL+ P

CTRL + SHIFT + M
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Open the Project tab

Open the Assets tab

Open the Device Viewer tab
Open the Device Controls tab
Open the Active Values tab
Open the Timeline tab
Open the Inspector tab
Open the Thumbnails tab
Open the Configuration tab
Open the Patch tab

Open the Taskmanager tab
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5.3 USERINTERFACE - CLIENT

This chapter explains the user interface of a Pandoras Box Client system. The Master's interface '2¢ is
covered in the previous chapter. The chapter Master / Client Remote Setup®*” explains the general
difference between a PB Master and PB Client, how to connect them and how to include a Client device
in your Master project.

Fa =

B Pandoras Box PLAYER PRO - CLIENT [Rew 9651] = ===

Full Screen

Configure Live Inputs

. L] L]
h ] :
:..'...: a88
s @ § & L ] ]
. L B B LR (In
QABRD B0 0 Wn
233020 ‘IR 2NN
L] ' ERLIR X Eaw
- Master IF: 10,169,10,149

Client IF: 10.169.10.31

Open in Full Screen Mode

The Client User Interface allows you to set up as follows:

- Toggle Full Screen by clicking "Full Screen" or alternatively press CTRL+F

- Click "Configure Live Inputs" and a configuration window 2%% will open (please see more details about
live inputs and how to use them in Pandoras Box in the chapter "Input Card Settings" 692)

- Change the domain channel and confirm it by clicking "Assign Domain"

- Choose a dedicated network adapter in the drop-down list

- Check "Open in Full Screen Mode" and the next time starting the client it will open in full screen-mode

See the following chapters for more information about the Client:

Client Live Input Configuration2%°
Client Keyboard Shortcuts 2%°

More settings regarding the render engine (e.qg. Full Screen is single) can be found in the Master
interface: Configuration tab > Render Engine 3
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5.3.1 CLIENT LIVE INPUT CONFIGURATION

Choose Live Input Assets 5[

Select a live input from the lizt below

| Ok || Cancel |

Since you may hawe various different live input cards or software screen grabbers available within your
system, you may choose the one that you want to configure from the live input list.

Please note that Pandoras Box supports most input devices that are conform and support DirectShow.

Depending on the installed component, the according driver window will show up and lets you set up the
available parameters of the input device.

StreamiX Live Inputs are described in this chapter. 650

5.3.2 CLIENT KEYBOARD SHORTCUTS

CTRL+F Toggle Fullscreen
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5.4 DEVICE CONTROL

The following chapters explains all different devices and layer types

F 2 m \ \ that can be added to the timeline.

B OO . OO . OO Please see the topics Sequence?®?, Device Tree''®® and Device
[1] Pandoras Box Manager Control tab'®* if you are rather interested in learning how to actually
add devices to the device tree or how to work within the Sequence,
i.e. how to change and store values, program timelines etc. The topic
User Interface 1?8 describes all tabs.

One of the most important features of Pandoras Box is its ability to
control a wide range of devices based on various output control
protocols. Beside the Pandoras Box product range other devices
such as DMX RS232 / 422 or any TCP/IP device might be remote
controlled from any timeline as well. This allows perfectly
synchronized show control. The topic External Control 21 goes more
into detail. The access to and the number of those devices is not
limited whilst Pandoras Box layers depend on the Manager, Player
and Sener license. See the Product Oveniew' 85 for detailed
information.

See the following chapters:
V5 Video Processing Pipeline <?" — Get a clue about the layer and
rendering structure in Pandoras Box
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function Manager | Player | Server
Video Layer 298 full motion video (and audio) playback; images - yes yes
Graphic Layer®’” | static images or still frames of videos yes yes yes
Pointer 58 displaying the mouse pointer or touch inputs yes yes yes
Light 582 illumination of other layers including shadow - - yes
Audio Track 578 ASIO playback, synchronized to the master clock yes yes yes
Camera %° set up the viewpoint / look-at-point onto your 3D - yes yes

composition; first render path / Composition Pass
Output %7 controls the overall output of the Server or Player - yes yes

including keystone and softedge; second render path

/ Output Pass

DMX Devices 8°7 | remote control external DMX device via DMX/ Art-Net

Serial Link Device | remote control Serial Link or other external RS232 / 422 or TCP/IP devices
608

Sonic Emotion multichannel audio plug-in for synchronized audio; requests Sonic Emotion
£00 hardware

Widget Designer | sending commands and values to Widget Designer application
Device 60°
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5.41 V5 VIDEO PROCESSING PIPELINE

This chapter explains the fundamental video processing pipeline in Pandoras Box V5. It is separated in
two render passes

- the (layer) composition pass, most important for the creation process

- the output pass, most important for the technical setup

Step 1, the Creation
Process:

COMPOSITION PASS

Here you do your layer
composition - setting the
Source  Source Source  Source media, the video playback,
Media Geometry Media Geometry position, rotation and scale
parameters as well as the
Layer Layer w§ual effects. Thg render
2D / 3D Controls 2D / 3D Controls history is determined by the Z
Position respectiwely, if it is
not set, by the layer
arrangement whereas the
topmost layer in the Device
Tree tab is rendered first and
thus owerlaid by other layers.
The end of step 1 is
determined by adjusting the
camera’s perspective onto
your 3D composition.

Dynamic Dynamic
Effects Engine Effects Engine

Camera View
20 /3D Controls

Cutput to Texture

Step 1 includes:
298

Video Layer Contro
577

Graphic Layer Contro
Camera Control 589

At the end of the composition pass, the "Output to Texture" process generates a so called render target.
There is a render target for each camera. If you have a Dual Server for example, there would be two
render targets. These textures are forwarded...

- to the next pass if the output's render state % is not set to bypass

606

- to the graphic card's output, thus your connected display if the output's render state is set to
bypass
- to be send trough the matrix patch %% (note that the output's render state ®®® may not be set to
bypass)

- to be rendered for the video export 2"

Global cam setup Render Target 1 Render Target 2
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Step 2, the Technical
Setup:

OUTPUT PASS

Here you match the texture to
your technical setup.
Render Warping Source  Source The source media is
Target Geometry Media Geometry determined by the render
target or by a video / graphic
Warp Layer layer's mgdia if the. layer is set
2D / 3D Controls 2D / 3D Controls to not be included in the
composition pass (and as a
result they are not part of the
render target). This can be set
up in the layer's Inspector 208
As this is not the default
setting, the layers in the left
image are marked with a star

().

Dynamic Dynamic
Effects Engine Effects Engine

Qutput View
20 § 3D Controls

Output to Display

In the output pass you may set up:

- a warping object if the texture is projected on a bended screen,
- softedge or keystone adjustments,

- a color correction on the whole output (via FX)

- blacklevel compensation

Step 2 includes above mentioned video / graphic layers controls if a layer is only rendered in this pass,
and the Output Control %97,

At the end of the output pass, the "Output to Display" forwards a texture to the so called backbuffer
respectively to the graphic card and thus your connected display.
For the above depicted example to possible outputs could be:

for output 2, keystone and
softedge settings were used

for output 1, a warp object
has been applied and
softedge settings were
used
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A Video Layer allows full motion video playback as well as rendering still images.

The Video Layer Control includes the following sections. Information about DMX Control is included,
addressing customers who wish to remote control a layer with a lighting desk via DMX or Art-Net. If you
like to use the Widget Designer or another application instead, please refer to this parameter list .

Media Selection 299

Opacity 30*

Playback 302
Audio 303

Position 304
Rotation 306
Scale 309
Rotation Pivot 3!
Scale Pivot 313
Blend Mode 315
Fx319

5.4.21 MEDIA/MESH

Layer 1 @

Media Selection

To assign a media resource to a layer, drag and drop the resource from the project tab onto the
designated layer. You can also highlight the target layer by left-clicking on it and use the right-click
command on the resource in the project tab “assign to active device” or just double-click on the media
file. Media can also be assigned from the thumbnail browser by double clicking it for attributing it to the
selected highlighted layers.

Please note: When working in a network session in Master/Client mode, please make sure that all
media and objects are spread to all clients in order to be available for all servers to render.

To remowe the resource of the layer, right-click on the thumbnail in the Device Control Tab and choose
“Reset”. Alternatively you can open the media or mesh parameter in the layer tree and after right-clicking
you can choose “Reset” there.

DMX Control

For DMX control depending on the ID assignment in the Pandoras Box Server user interface, each layer
can access 255 folder and 255 file IDs of individual media files as well as live inputs.

The media selection channels are 8bit, the default value is set to 0.

Media Folder
0 No folder
1..255 Folder 1..255
Media File
0 No file
1..255 File 1..255
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Share Layer Texture / Source Routing

A new feature of PB V5 Servers is sharing the texture of a layer with one or several other layers. This
way you can playback a video file without having to load it several time. This allows a better performance
than loading it several times.

Example:

To share the texture of layer 2 with layer 4, right-click in the field “Media” in the device control of layer 4
and click “Share Layer Texture”. A list with all available layers appears and “Layer 2” is chosen. Instead
of a media file’s thumbnail the Layer Icon now is shown, titled by the ID of the layer whose texture is
shared (here: Layer2).

SRV Pro: Layer 4 SRV Pro: Layer 4

Piaytack
Media / Mesh Opacity Spesd
Madiz 0 y 127

T—
Media / Mesh Opacity Spesd
Layer2 0 v 12

Clear Active

Share Layer Texture

Object Selection (Mesh)

Each Layer has a default layer object which defines the mapping of the texture (your media file). The
Mesh field allows loading custom object files to change this mapping behavior. Valid object file types are
.clx- and .x-files.

To assign an object to a layer, drag and drop the resource from the project tab onto the designated layer.
You can also highlight the target layer by left-clicking on it and use the right-click command on the
resource in the project tab “assign to active device” or just double-click on the object file.

To remowe the resource from the layer, right-click in the layer tree on the object parameter and choose
“reset”.

DMX Control

For DMX control depending on the ID assignment in the Pandoras Box Server user interface, each layer
can access 255 folder and 255 file IDs of individual object files.

Object file selection set to 0% (000dec.) selects “no file”.

The object selection channels are 8bit, the default value is set to 0.
Object Folder

0 No folder

1..255 Folder 1..255
Object File

0 No folder

1..255 Folder 1..255
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5.4.2.2 OPACITY

unnamed: Layer 1
yback Audio Position Rotation Scale
Meda / Mesh Opacity Speed Inpeoint Ouwtpoint  Wolume X Pos X Angle X Rot Mode ¥ Rot Speed X Scale
Media ] p |12 1] 635335 -56.00 dB R Fixed Angle + R 0 R |1.000 R =

¥ Aot Made YRotSpeed Y Scake
R Fixed Angle v R @ R |1.000 R

Z Rot Mode Z Aot Speed Z Scale
R Fixed Angle v R @ R |1.000 R

The opacity sets the transparency of an image or video content on each layer.

Opacity 0% (value 0) fully transparent

Opacity 100% (value 255) fully visible

The opacity control allows smooth transitions for every layer. To add a Transition FX5%8
chapter EX319.

, please see the

Please note:
Compared to the handling up to PB Version 4.7, the opacity parameter does not control the audio
wolume anymore! No matter if the video file itself contains an audio part or a pure audio file is loaded.

The volume now is controlled by the parameter Volume in the Audio Section 303,

Use the opacity control in conjunction with the Transition FX°%8 to define the behavior of a cross-fade
between two layers. Two layers blended with different kinds of TransitionFX create individual kinds of
dissolves. The opacity channel always affects the entire alpha channel of the selected layer, independent
from any chosen FX A wide variety of wipes and dissolves is available in the TransitionFX section.
Together with the TransitionFX, the opacity channel can also be used to superimpose two images on top
of each other or to mask specific areas.

DMX Control
The opacity channel is 8bit, the default value is set to 0.
Opacity

0..255 Fully transparent..Fully visible
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5.4.2.3 PLAYBACK

Each layer has individual playback control for video and audio files. The playback section is divided into
the following parameters: Playback Transport, Speed, In- and Outpoint.

Playback Transport

The playback control channel allows setting the video mode to Play Once, Stop, Pause and Play Loop.

DMX Control
The Playback Transport channel is 8bit, the default value is set to 0.

Playback Transport

0 Stop

64 (1-127) Play Once

128 Pause

192 (129-255) Play Loop
Playback Speed

The speed of the video playback may be varied by changing the Speed Parameter value.
The default value (1:1 Speed) is 128 (=100% in percentage view, see configuration tab'39).

Slowing down the speed of a video file will reduce the framerate. In order to keep a smooth playback you
may want to use FluidFrame™ "9 for this video file.

Please note: The speed and playback behavior varies, depending on the used codec.

Some video codecs may not support different playback speeds and some codecs may not be suitable
for seamless looping.

Optimal playback can be achieved if you use mpg2 files or Microsoft DV AVI files.

Please see the Encoding'%® section and the format 192 description for further information as well.

DMX Control
The Speed channel is 8bit, the default value is set to 128.

Playback Speed

0..127 slower
128 1:1 Speed
129..255 faster

302



PAN DORA@

Set the in- and outpoint to define the specific start & end marks of a clip, the play once and play loop
video mode will work in the resized area.

The In- & Outpoint selection works on a percentage base of the overall frame length. Use “Pause” and
look up with the Inpoint the frames from where you want to start the file playback.

When programming containers in the timeline you can alternatively enter the exact frame number you
like to start (or end with) by using the "In" (or "Out") value in the Clip Inspector 292, It is also possible to
enter exact timecode in frames, seconds etc.

Inpoint / Outpoint

DMX Control
The In- and Outpoint channels are 16bit.

Inpoint, the default value is set to 0.

0 File beginning
65535 End of file

Outpoint, the default value is set to 65535.
0 File beginning
65535 End of file

5.4.2.4 AUDIO

Unnamed: Layer 1 @

With the Volume parameter in the Audio Section you will control the Volume of both: Video Files
including an audio part and plain audio files such as .waw or .mp3-files.

Note that playing back sound with a video layer eliminates the possibility to synchronize the video
playback. If synchronized playback is demanded, please use ASIO tracks 578 instead.

DMX Control
The wlume channel ranges from -96 dB to +6 dB, this corresponds to the DMX values 0..65535.
The Audio Channel is 16bit, the default value is set to — 96 dB.

Please note, that for Widget Designer or other controlling applications, the range of values is 0 - 2, more
information can be found in the parameter list"'**.

303



[PANDORAS

5.4.2.5 POSITION

ayer 1 @

For Server, each layer can be positioned in XYZ
individually. Players do not support the Z axis.

Each position parameter covers the value range from -
999.999 to +999.999 units for pixel accurate
positioning of layers (the DMX Control uses a 16 bit
channel cowvering the value range -256 to +256 units,
see below).

The Pandoras Box output is always 16 units wide. The height is calculated by the aspect ratio.
A 4:3 display is 16 units wide and 12 units high.
A 16:9 display is 16 units wide and 9 units high.

Example:

1. — "'_;"“P-_ d

.r'?
F

The image on the left shows a 16:9 image/layer with X-/Y-/Z-Position = 0.
Image in the middle: the X Pos is set to +8.000: the layer mowes half of its width to the right.
Image on the right: the Y Pos is set to -4.500: the layer moves half of its height down.

By default the position pivot is located in the layer's center. Only the scale and rotation pivot can be
relocated.
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DMX Control
All position channels are 16bit and the default value is 32768.
Resolution: 1 DMX Step = 0.008 units

X Position (16 bit):

0 max. Image offset left (-256 units or 16 screen width to the left)

32768 Center

65535 max. Image offset right (+256 units or 16 screen width to the right)
Y Position (16 bit):

0 max. Image offset bottom (-256 units)

32768 Center

65535 max. Image offset top (+256 units)
Z Position (16 bit):

0 max. Image offset far (-256 units)

32768 Center

65535 max. Image offset near (+256 units)

Images above: Depending on the XYZ position of a layer, the Z position affects the rendering order '7°.

Please note: If the camera ®® is set to “perspective projection mode”, the Z axis will visually affect the
size of the selected layer. This will not happen in any “orthogonal” mode.
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5.4.2.6 ROTATION

For Server, each layer can be rotated in XYZ
individually. Players only support the rotation about
the Z axis.

For each axis you have parameters to set the angle,
the rotation mode (Fixed Angle or Rotation Speed)
and the rotation speed.

By default the rotation pivot is located in the layer's X/
Y/Z center. This can be changed by modifying the
rotation pivot’s position in the “Rotation Pivot”-Section
311

Depending on the rotation mode a fixed angle (in °) or a

X Rot Mode X Rot Speed rotation speed (in rotations per hour) may be applied to the
R RotSpeecw R (360 X-/Y-and Z axis. By default the rotation mode is set to “fixed
angle”.
If the Rot Mode is set to “Rot Speed”, the layer will rotate
continuously. Any changes to the fixed Angle value won't affect the rotation any more.

DMX Control
All Rotation Mode channels are 8bit and the default value is 0.
X Rot Mode
0 Fixed Angle
Rotation Speed
Y Rot Mode
0 Fixed Angle
Rotation Speed
Z Rot Mode
0 Fixed Angle
1 Rotation Speed
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X /1Y |ZAngle

Use the X'Y/Z Angle to set a fixed angle to the layer. Please note that the Rotation Mode needs to be
set to “Fixed Angle” to apply this angle!

Each angle parameter (X'Y/Z angle) covers the value range -999.999° to +999.999°, this corresponds to
almost 3x 360° turns into the positive and negative direction.

The DMX Control uses a 16 bit channel for each angle parameter, covering the value range -1080° to
+1080°, see below.

DMX Control
All angle channels are 16bit and the default value is 32768.
Resolution: 1 DMX Step = 0.033°

XAngle

0 -1080° or 3 rotations forward

32768 0°

65535 +1080° or 3 rotations backward
Y Angle

0 -1080° or 3 rotations to the right

32768 0°

65535 +1080° or 3 rotations to the left
Z Angle

0 -1080° or 3 rotations clockwise

32768 0°

65535 +1080° or 3 rotations anti-clockwise
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X /1Y |ZRot Speed

Use the X'Y/Z Rot Speed to set a continuous rotation to the layer. Please note that the Rotation Mode
needs to be set to “Rotation Speed” to apply this continuous rotation!

Each rotation speed parameter (X'Y/Z rotation speed) is 16 bit and covers the value range -32768 to
+32768.
1 Unit / DMX Step corresponds to 1 rotation per hour.

Example:
To turn the layer 2 times per second the Rot Speed should be set to
60 (minutes) x 60 (seconds) x 2 = 7200.

1 rotation per hour: value 1
1 rotation per minute:  value 60
1 rotation per second:  value 3600

DMX Control
All Rotation Speed channel are 16bit and the default value is 32768.
Resolution: 1 DMX Step = 1 rotation per hour.

XRot Speed

0 min. Rotation Speed

32768 Stop

65535 max. Rotation Speed
Y Rot Speed

0 min. Rotation Speed

32768 Stop

65535 max. Rotation Speed
Z Rot Speed

0 min. Rotation Speed

32768 Stop

65535 max. Rotation Speed
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5.4.2.7 SCALE

Layer 1 @

Scaling values:

Image scaling allows setting either individual aspect
ratios or object sizes. Whilst the Server supports
scaling along the XYZ axis, Players do support X and
Y only.

When using the scaling on a layer the assigned video
or still image is resized automatically to the scale of
the object. Scaling can also be used to zoom into a
layer while the pixels are interpolated to give a
smooth result.

Each scale parameter cowers the value range from -
999.999 to +999.999 units (the DMX Control uses a
16 bit channel covering the value range 0 to 65535
units, see below).

By default the scale pivot is located in the layers X/
Y/Z center. This can be changed by modifying the
scale pivot’s position in the “Scale Pivot”-Section 313,

2: double size

1 (default): original size

0.5: half size

0: mipimum size (layer is not
visible)

-0.5: half size, layer is flipped

-1 original size, layer is flipped

-2 double size, layer is flipped
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Example:
This is the original image.

The X Scale factor is varied in the image sequences below
Image Sequence1: Left: X Scale=2; Center: X Scale=1; Right: X Scale=0.5

.- -nv( > ,ﬂl__

Image Sequence2: Left: X Scale=-0.5; Center: X Scale=-1; Right: X Scale=-2

DMX Control
All scale channels are 16bit and the default value is 1000.
Resolution: 1 DMX Step = 0.001 units.

X Scale

0 min. Scale (layer is not visible)

1000 1:1 Scale

65535 max. Scale (scaling factor: 65.535)
Y Scale

0 min. Scale (layer is not visible)

1000 1:1 Scale

65535 max. Scale (scaling factor: 65.535)
Z Scale

0 min. Scale

1000 1:1 Scale

65535 max. Scale (scaling factor: 65.535)

Please note: due to the reduced DMX control value range the image can not be flipped!
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5.4.2.8 ROTATION PIVOT

SRVlight: Layer 1 =

Audio Pasition Rotation Scale -ale Fivot — | Biend Mode
Outpnt  Voume  Pan XPos X Angle X Rot Mode XRotSpesd  XScale Biend Mode
65535 |4 -96.00081-]0.000 0.000 r [000° R'| Fixed Angw R0 r [1000

R Normal

YPos ¥ Angle ¥ Rot Mode
0.000 R [000° A" | Fixed Anglr/| 'R0 I R

ZPos ZAngle Z Rot Mode ZRotSpeed  ZScak
0.000 r [000° R'|FxedAng > R0 R [1000 R

The rotation pivot section allows moving the rotation pivot to positions others than the layer's center
point. Any X Y and Z Rotation applied to this layer then will use the new position as piwt. Please
remember that Players do not support the Z axis.

Each position parameter covers the value range from -999.999 to +999.999 units (the DMX Control uses
a 16 bit channel covering the value range -256 to +256 units, see below).

The Pandoras Box output is always 16 units wide. The height is calculated by the aspect ratio.
A 4.3 display is 16 units wide and 12 units high.
A 16:9 display is 16 units wide and 9 units high.

How the Rotation Pivot effects the rotation

Applying a Z Rotation with the default position of the rotation pivot (X'Y/Z Pos=0) turns the layer around
its center point.

The image sequence shows Z rotation angles from 0° to -180°. The Rotation Pivot’s position is set to
default (X'Y/Z Pos = 0; Center Point).

Now the position of the rotation pivot is changed to X Pos=8 (right screen border) and Y Pos=4.5 (top
screen border).

The image sequence shows Z rotation angles from +90° to -90°, the rotation pivot is located in the corner
top right.

Viewing the Rotation Pivot

In order to see the position of the rotation pivot in the preview window 2%, please do this:
1. Check the option “Show Handles” below the preview window.
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2. Now click the rotation icon on the top left.
gets \isible.

3. The rotation pivot

When changing the position of the rotation pivot with the rotation pivot X/'Y/Z Pos parameters, the pivot
will move to its new position. If the rotation pivot is located outside the output area, you may change over

to Global Cam View

» Show Handles

to still see its position:

Image abowe: the position of the rotation pivot is changed to XPos=-17.2, Y Pos=-7.1, it is outside the

outputs visible area.

DMX Control

All rotation pivot channels are 16bit and the default value is 32768.

Resolution: 1 DMX Step = 0.008 units
Rotation Pivot’'s X Position

0 max. rotation pivot offset left (-256 units)

32768 Center

65535 max. rotation pivot offset right (+256 units)
Rotation Pivot’s Y Position

0 max. rotation pivot offset bottom (-256 units)

32768 Center

65535 max. rotation pivot offset top (+256 units)

Rotation Pivot’s Z Position
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0 max. rotation pivot offset far (-256 units)
32768 Center
65535 max. rotation pivot offset near (+256 units)

5.4.2.9 SCALE PIVOT

The scale pivot section allows moving the scale pivot to positions others than the layer's center point.
Any X Y and Z scale applied to this layer then will use the new position as pivot. Please remember that
Players do not support the Z axis.

Each position parameter covers the value range from -999.999 to +999.999 units (the DMX Control uses
a 16 bit channel covering the value range -256 to +256 units, see below).

The Pandoras Box output is always 16 units wide. The height is calculated by the aspect ratio.
A 4:3 display is 16 units wide and 12 units high.
A 16:9 display is 16 units wide and 9 units high.

How the Scale Pivot effects the scale

Applying an X&Y Scale with the default position of the scale pivot (X'Y/Z Pos=0) scales the layer evenly
around its center point.

The image sequence shows a Layer, scaled in Xand Y from factor 1 to factor 0.25. The Scale Pivot’s
position is set to default (X'Y/Z Pos = 0; Center Paint).

Now the position of the scale pivot is changed to X Pos=-8 (left screen border) and Y Pos=4.5 (top

The image sequence shows a layer, scaled in Xand Y from factor 1 to factor 0.25 The Scale Pivot’s
position is located in the corner top left.

Viewing the Scale Pivot

In order to see the position of the scale pivot in the preview window?3?, please do this:
1. Check the option “Show Handles” below the preview window.

2. Now click the scale icon on the top left.

3. The scale pivot gets visible.
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When changing the position of the scale pivot with the scale pivot X'Y/Z Pos parameters, the pivot will
movwe to its new position. If the scale pivot is located outside the output area, you may change over to
Global Cam View to still see its position:

v Show Handles

Image abowe: the position of the scale pivot is changed to X Pos=-17.2, Y Pos=-7.1, it is outside the
visible output area.

DMX Control
All scale pivot channels are 16bit and the default value is 32768.
Resolution: 1 DMX Step = 0.008 units

Scale Pivot’s X Position

0 max. scale pivot offset left (-256 units)

32768 Center

65535 max. scale pivot offset right (+256 units)
Scale Piwt’s Y Position

0 max. scale pivot offset bottom (-256 units)

32768 Center

65535 max. scale pivot offset top (+256 units)
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Scale Piwt’s Z Position

0 max. scale pivot offset far (-256 units)
32768 Center
65535 max. scale pivot offset near (+256 units)

5.4.2.10 BLEND MODE

Blend modes in digital image editing are used to determine how two layers are blended into each other.
On Pandoras Box Servers and Players, the default blend mode (called “normal”) is simply to hide the
lower layer with whatever is present in the top layer. However, as each pixel has a numerical
representation, a large number of ways to blend two layers is possible.

Normal

The lower layer will be hided by the content on the top layer.

Mask / Fill

With a combination of the Blend Modes Mask and Fill a key and fill effect can be set up:

Layer A is supposed to be mixed with Layer B with a Mask in between that benefits from all sizing,
positioning and rotation features in 2D and 3D.

The mask can be anything, a still image or a video file.

This KEY+FILL effect is based on the layer stack from back to front,
as the back layer is being rendered first and every other layer is
rendered on top of the previous one. By making use of this technique
ewery layer can make use of the alpha blend modes to define how its
pixel RGB+Alpha (RGB32) values are mixed with the previous
rendered images.

Layer 1 = Background Content
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Set the Blend Mode to “Mask”. Add a White Key and key out all
white parts of the image.
The “mix” parameter of the White Key needs to be set to 255

Layer 2 = Black&White Mask.

This is the result of Layer 1 and Layer 2.

Layer 3 = Content to be filled onto the mask. Set Blend Mode to

“Fill”.

This is the result: the Key & Fill effect.

Please note:

When alpha blend modes are used the opacity ranges from 1-255, a zero value switches off the layer to
be rendered, and therefore switches the mode back to default opacity mixing.

If the Key & Fill Layers (Layer 2 and 3 in the example abowe) should be faded in / faded out, please use
the Mix-Parameter of the White Key of the Mask Layer to do so, instead of using the Opacity of both
Layer 2 and 3.
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Screen

With Screen blend mode the values of the pixels in the two layers are negated, multiplied, and then
negated again. The result is a brighter picture.

Layer 2, &
Blend Mgde: norm |
Add

This blend mode simply adds pixel values of one layer with the other. In case of values above 255 (in the
case of RGB), white is displayed.

Eayer 2,
Blend Made: mom .E"r&

Custom

Here you may use a customized blend mode. By default the blend mode normal is set.

To create your own blend mode, you have to modify the dedicated entries in the tweak config file.
This can be found here:

Pandoras Box root folder\data\config\tweak _config.txt
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When opening this .txt-file scroll down to this section:

;description:
;define custom layer blending with operation and mode for color and alpha.

;possible values for blend operations are defined in D3DBLENDOP

;find more information here: http://msdn.microsoft.com/en-us/library/bb172509(VS.85).aspx
;possible values for blend modes are defined in D3DBLEND

;find more information here: http://msdn.microsoft.com/en-us/library/bb172508(v=vs.85).aspx

;default:
;blendOpColor=1
;srcBlendColor=5
;destBlendColor=6
;blendOpAlpha=1
;srcBlendAlpha=5
;destBlendAlpha=7

[LayerBlending]
blendOpColor=1
srcBlendColor=5
destBlendColor=6
blendOpAlpha=1
srcBlendAlpha=5
destBlendAlpha=7

Modify the entries under the section [LayerBlending] to create your own blend mode, like described
below in the tweak_config.

Please note:

Close the PB application before editing the tweak config file!
These edited mode settings have to be done on each PB device that should be able to use this mode!
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54.211 FX

The new dynamic shader effects engine allows creating and combining an almost unlimited number of
effects. All effects and animations are automatically synchronized across the system network.

Please note:
Depending on your PB device the amount of permitted effects can be limited. Please see the Product
Oveniew 5 for further details.

This chapter is divided into the following themes:
Adding FX31°

FX Order 32"

FX Parameter 323

Copy / Paste FX324
Removing FX328

FX List 328
There are a few things important to know when working with FX

- Generally the layers come without any effect applied (except if the site/project is started in Lighting
Console Configuration?22). If necessary you may add one or several FX from the FXtab to your layer,
see chapter Adding FX319,

- The FXbuild upon each other according to their order in the FX chain. Having the FX order FX1>FX2
may achieve a result different from FX2>FX1. So the result is influenced by the order of the FX See
chapter FX Order 32",

5.4.2.11.1 ADDINGFX

Generally the layers come without any FX applied, except if the site/project is started in Lighting
Console Configuration.

If you have a look into the Device Tree of a plain video layer, there are no FXinside the FXfolder, see
image below.

To add an effect to a video layer, graphic layer or output device, change to the FX Tab 138 and choose the
effect from one of the theme folders. Using the Filter View drop-down list will show all FXthat are
available for your PB device.
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Image abowe: the Filter is set to display all FX available for PB Senrvers.

Choose the effect and drag and drop it onto the layer, or select the layer (it will be highlighted in blue)
and execute a double-click on the desired effect.

After adding the FXit will be shown

. in the layers FXfolder in the Device Tree
- next to the standard parameters in the Device Control Tab.

wen_ 1609 bmp

DEEEEE

= Il Radial Blur
B Mix
H Amourt
H X
=Y
H Intensity

Image abowe: the newly added FX “Radial Blur” is shown in the Device Tree in the folder “FX. After
unfolding it (by double-clicking the “Radial Blur’-folder or by clicking the “+” icon in front of it) all
parameters belonging to this effect will be listed as well.

unnamed: Layer 1 &
Audio Rotation
Megia f Mesh Opaci Speed Inpoint  Outpoint  Volume  Pan X Angle X Rot Mode X Rot Speed
NIE o 65535 [l [-86.00 087 0.000 R [0.00° R Fixedang» R 0 R [1.000

Y Angle ¥ Rot Mode YRotSpeed  YScale
iy M R FixedAng ¥ R [0 F |

ZAngle ZRot Mode ZRotSpeed  ZScake
R |0.00° R FixedAng> R [0 R |[1.000

Image abowe: the FX “Radial Blur” is shown in the Device Control Tab next to the collapsed “Blend
Mode”. The new section is always titled with the name of the FX (“Radial Blur”). All parameters of the FX
are listed in this section.

320



[PAN DORAS [Ele)%

The default values of every effect are set in a way that the effect won’t affect the layer texture
automatically after it is added to the layer. You need to modify the Mix parameter in order to apply the
effect.

If you need more effects on your device, just repeat this procedure as often as needed. Every effect will
be attached to the FXlist in the Device Tree / next to the last effect section in the Device Control tab.

Please note:
The order of the FXis very important, as they build upon each other! Having FX1 applied in front of FX2 in
the FX chain may give a different result as having FX2 in front of FX1, see chapter X Order 2",

5.4.2.11.2 FXORDER

The FXbuild upon each other according to their order of appearance. When several FX are applied to a
layer, the order of these FXis important!

Having the order FX1>FX2 may achieve a result different from the order FX2>FX1. The following example
shows how the effect order influences the result.

Example:

Left image: Two FX are added to the layer. First FX RGB Shift, second FX B&W.
Right image: the result looks like this. After the RGB Shift FX was applied, the whole layer is turned into
Black&White mode.

Turning the order of the FX the result can look totally different!
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Left image: Now the B&W FXis applied before the RGB Shift FX

Right image: after the image was turned into Black&White mode, it is now shifted to the colour red.
If the order of the FX should be modified, go to the Device Tree tab. Drag the effect folder that should be
mowved and drop it further up or down.

er 1
" Moewen_16to9bmp

H

=

OIHEEE

I Radial Blur
Frame

\
v

B =

Image sequence abowe: the effect B&W is moved from the end of the effect chain into the middle.
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5.4.2.11.3 FXPARAMETER

Depending on your chosen effect different parameters can be set.

One parameter that all of the FX have in common is the “Mix” parameter.
It defines how much the effect is mixed to the image / video file.

As long as it is set to the value 0 the effect is not visible.

Setting it to 100% (value 255) completely applies the effect.

See here two FX as example for different parameters:

F
Reset Ressat Ressat Ressat Resat RGBHS Reset

Most of the FX consist of parameters that can be set by fader controls (see the Black Key in the image
abowe). Some FX allow setting RGB values by an colour picker (see the Color Only effect in the image
abowe).

How to use the Color Picker

The Color Picker is based on the RGB (Red, Green, Blue) color model, including
faders for HSB (Hue, Saturation, Brightness).

You might set the desired color by entering the values for red, green and blue
manually above the color field. Note that the bar between the field and the values
show the corresponding values for HSB and is colored in the chosen color
instantly. If you want to see the color in the color field (marked with a black
outlined circle, click the white arrow.

100 255 30 100 255 20

H: 101 5:88.2 B: 1000 1 H: 101 5:88.2 B: 100.0

N

Another way is clicking on the desired parameter at the bottom of the color picker
(R,G,B,H,S or B) and using the little horizontal fader right above the parameter or
picking a color directly from the color field.
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5.4.2.11.4 COPY/PASTE OF FX

There are a few things worth to know about the behavior when copying and pasting FX/ clip containers
including FX

COPY AND PASTE THE FX STRUCTURE

If there are one or seweral effects added to a layer and another layer should get this effect structure, right-
click on the layer in the Device Tree and choose “Copy FX Structure”. Now right-click on the layer to
which you want to paste this FX structure and choose “Paste FX Structure”.

Example:
Layer 1 contains 3 effects, in the order “Crop Edges INV”, “Cropper HV RGBA” and “Frame RGBA”.

Layer 2 contains 2 effects, in the order “Frame RGBA” and “Softborder”, see images below.

Devices

DEEEHBEBE

I Frame RGBA
|

Images: Left) Layer 1 contains 3 effects, Right) Layer 2 contains 2 effects.

To copy the effect structure of Layer 1 to Layer 2, right-click on Layer 1 and choose “Copy FX Structure”.
After this right-click on Layer 2 and choose “Paste FX Structure”, see images below.

Devices

Layer 1

Layer 2

All Active O Reset All
Clear All Active All Active
Rename Clear Al Active

Rename

Copy FX St’u-:EJrr:
Paste FX Structure

Remove All FX

ODEEEEEEHEEH
DEFEEEHHHEHA

Hide

Togale Devices

[Ex|

Toggle Parameters

Toggle Selection Lock

HEEA

Toggle Selection Lock

Images: Left) Copying the FX structure from Layer 1 and Right) pasting it to Layer 2 via the Device
Context Menu.

324



[PAN DORAS [Ele)%

The FXstructure of Layer 2 includes the FXthat were on Layer 2 before the Copy+Paste command was
executed and the newly pasted FX coming from Layer 1, see image below.

Devices
[1.7] Layer 1
B E 1.2] Layer

NHEEEEREEHBE

EzAEERERE
.

EH H

Image abowe: Layer 2 now contains the 2 old FXand the 3 newly added FX
COPY AND PASTE CLIP CONTAINERS

When copying a clip container from one layer (containing several FX) to another layer (containing FX as
well, but different ones or in a different order) it depends on the settings within the clip container how the
FX structure in the target layer will look like.

Example A:
Layer 1 contains 3 effects, in the order “Crop Edges INV”, “Cropper HV RGBA” and “Frame RGBA”.

Layer 2 contains 2 effects, in the order “Frame RGBA” and “Softborder”, see images below.

Devices Devices

=

o

=

Il Cropper H
M Frame RGBA
|

Images: Left) Layer 1 contains 3 effects, Right) Layer 2 contains 2 effects.
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The clip that should be copied from Layer 1 to Layer 2 has keys set for the first FX (Crop Edges INV).
The following 2 FX are not used in this clip container, see image below.

I

Moewen_15to3 bmp

on Pivot
Pivot

N I 3 2 = 2

Frame RGEA,

FS

i I

Image: The clip container on Layer 2 uses only the first FX effect 2 and 3 have no keys set.

When this clip container now is pasted on Layer 2, only the FX“Crop Edges INV” will be pasted as well.
The other two FXwon't be pasted because they were not used in the clip container, see image below.

Sequence: [1] unnamed

e
(O Moewen_15t09 bmp

Image: After pasting the clip container to Layer 2, only the effect “Crop Edges INV” is added.

326



[PAN DORAS [Ele)%

Example B:
The same FXstructure of Layer 1 and Layer 2 is used, but now the clip container that is going to be

pasted on Layer 2 has keys set for all three FX, see image below.

Devices Sequence: [1] unnamed

*.2" 47 00:00:29:

rFe

EH H

B H

B H

OEH

er H
I Fram= RGEA

i I

Image: The clip container on Layer 1 uses all three FXthat are added to the layer.

When this clip container now is pasted on Layer 2, all FXfrom Layer 1 are added to the FXtree of Layer
2, see image below.

Devices

'
{53 pios s
wen_ 1609 Moewen_16t09. bmp

IER

EHEHH

OHEH

I Frame RGEA
I Softborder

| IZ:'.r|:||:||:u3r_H o
I Frame RGBA (

Image: After pasting the clip container to Layer 2, all effects from Layer 1 are added to the FXtree of
Layer 2.
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5.4.2.11.5 REMOVING FX

Please be careful with removing FX from layers!
Once an effect is removed from the layer, it won’'t be available any more for all of the layer’s clip
containers which used this effect.

There are several ways to remowe an effect from a layer

- Right-click on the effect’'s name in the Device Control tab and choose “Remove FX’ or “Remove All FX,
see image left.

- Right-click on the effect’s name in the Device Tree tab and choose “Remowe”, see image in the middle.
- Right-click on the layer in the Device Tree tab and choose “Remowve All FX', see image right.

Black Key

en_1603 bmp
Reset Al

255
All Active

Clear All Active

Rename

cture

Structure

Black Key

Reset All

HEEH

Clear All Active

=

[1.3
= [1.40]¢
Remove k

Hide

Toggle Parameters

54.2.11.6 FXLIST

The following tables will list all effects in the order of their according FX theme collection. In addition the
tables give an ovenview of the effect's availability regarding the different PB products.

5.4.2.11.7 ANIMATION
+ Rain

Adds animated raindrops.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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SpeedX Speed of Rain horizontal 0-65535 32768
SpeedY Speed of Rain wertical 0-65535 32768
Size Size of raindrops 0-65535 32768

5.4.2.11.8 ANTI-ALIASING
+ Anti-Aliasing 1

Image without
Anti-Aliasing
L

Image with
Anti-Aliasing
L]

All anti-aliasing effects improve the image quality by smoothing pixelated or jagged edges within the
image. There are various methods to achiewe this. This anti-aliasing effect applies an directionally
localized anti-aliasing (DLAA) algorithm that you can adjust with a "Mix" parameter.

An alternative to anti-aliasing are the Blur'330 effects, especially the downsampling ones.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

+ Anti-Aliasing 2

Image without
Anti-Aliasing

Image with
Anti-Aliasing

All anti-aliasing effects improve the image quality by smoothing pixelated or jagged edges within the
image. There are various methods to achiewe this. This anti-aliasing effect applies a normal filter anti-
aliasing (NFAA) algorithm that you can adjust with a "Mix" and "Scale" parameter.

An alternative to anti-aliasing are the Blur330 effects, especially the downsampling ones.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Scale Scale 0-1000 250
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+ Anti-Aliasing 3

Image without
Anti- ﬂllasmg

Image with
Anti- Allasmg

All anti-aliasing effects improve the image quality by smoothing pixelated or jagged edges within the
image. There are various methods to achiewe this. This anti-aliasing effect applies a super sampling
anti-aliasing (SSAA) algorithm that you can adjust with a "Mix", "Width" and "Softness" parameter.
An alternative to anti-aliasing are the Blur'330 effects, especially the downsampling ones.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Width Width 0-1000 175
Softness Softness 0-1000 250

5.4.211.9 BLUR
+ Blur -Downsampling 1

Image without
Downsampling

Image with
Downsampling

All Downsampling effects improve the image quality by smoothing pixelated or jagged edges within
the image and can be used alternatively to an anti-aliasing effect 2°.
This applies a downsampling blur algorithm with a texture resolution of 75%. The middle image shows

the effect with the "Mix" set to a third, in the last image it is set to full.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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+ Blur -Downsampling 2

Image without
Downsampling

Image with
Downsampling

All Downsampling effects improve the image quality by smoothing pixelated or jagged edges within
the image and can be used alternatively to an anti-aliasing effect 329,

This applies a downsampling blur algorithm with a texture resolution of 50%. The middle image shows
the effect with the "Mix" set to a third, in the last image it is set to full.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

+ Blur - Downsampling 3

Image without Image with
Downsampling Downsampling

All Downsampling effects improve the image quality by smoothing pixelated or jagged edges within
the image and can be used alternatively to an anti-aliasing effect 329.

This applies a downsampling blur algorithm with a texture resolution of 25%. The middle image shows
the effect with the "Mix" set to a third, in the last image it is set to full.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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+ Blur XY Alpha Glow Color

Overlays those pixels of the layer that are alpha (transparent) and adjacent to opaque (non see-
through) pixels. The overlay line can be colored and blurred which creates the impression of a glowing
line. You can adjust the amount as well es the X- and Y-offset of the blur.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 32

X X Offset 0-255 255

Y Y Offset 0-255 255
Red Color picker / Lewel of red 0-255 128
Green Color picker / Level of green 0-255 128
Blue Color picker / Lewel of blue 0-255 128
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+ Blur XY Alpha Glow Pre-Multiplied

Overlays those pixels of the layer that are alpha (transparent) and adjacent to opaque (non see-
through) pixels. In difference to the above effect "Blur XY Alpha Glow Color" 332 the overlay is simply
black. You can adjust the amount as well es the X- and Y-offset of the blur.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 32

X X Offset 0-255 255

Y Y Offset 0-255 255

+ Blur XY Alpha

Blurs the alpha (transparent) areas of the layer, all opaque (non see-through) areas stay sharp. You
can adjust the amount as well es the X- and Y-offset.
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Parameter
Mix
Amount

X

Y

+* Blur XY

Description

Level of effect itself
Amount

X Offset

Y Offset

Value Range
0-255
0-255
0-255
0-255

Default
0

132

132

122

Blurs all RGBA pixels of the layer. You can adjust the amount as well es the X- and Y-offset.

Parameter Description
Mix Level of Effect
Amount Amount of Blur
X X Offset
Y Y Offset

+ Dilate Alpha

Value Range
0-255
0-255
0-255
0-255

Default
0

132

132

122

This effect looks for opaque (non see-through) areas of the layer that are (partially) surrounded by
alpha (transparent) areas. Then it enlarges the size of the opaque areas according to the "Amount”
parameter by repeating the opaque pixels.

This effect might be of interest when working with a generated mask (e.g. keying a specific color) and
there are small areas left that should be either transparent or opaque. This appears as so called
noise. A combination of a dilate and erode effect can reduce the noise.
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Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 132

+ Dilate

e

This effect looks for areas in the layer that are brighter than those areas that (partially) surrounded
them. Then it enlarges their size according to the "Amount" parameter by repeating the brighter
pixels.

This effect might be of interest when working with a generated mask (e.g. coloring regions of interest
in black or white) and there are small areas left that should be the opposite color. This appears as so
called noise. A combination of a dilate and erode effect can reduce the noise.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 132

~ Erode Alpha

This effect looks for opaque (non see-through) areas of the layer that are (partially) surrounded by
alpha (transparent) areas. Then it reduces the size of the opaque areas according to the "Amount"
parameter by repeating the adjacent transparent pixels.

This effect might be of interest when working with a generated mask (e.g. keying a specific color) and

335



PAN DORAS

there are small areas left that should be either transparent or opaque. This appears as so called
noise. A combination of a dilate and erode effect can reduce the noise.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 132

+ Erode

. White
—

This effect looks for areas in the layer that are darker than those areas that (partially) surrounded
them. Then it enlarges their size according to the "Amount" parameter by repeating the darker pixels.

This effect might be of interest when working with a generated mask (e.g. coloring regions of interest
in black or white) and there are small areas left that should be either black or white. This appears as
so called noise. A combination of a dilate and erode effect can reduce the noise.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 132

+ GaussianBlur On-Off

This is a switchable Gaussian Blur effect.

Parameter Description Value Range Default
On/Off On/Off - -
Blur Blur 0-100 0
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+ GaussianBlur

This adds a Gaussian Blur effect to the layer.

Parameter Description Value Range Default
Blur Blur 0-100 0
~ Glow

.

This effect looks for bright pixels in the layer texture and adds brightness to surrounding pixels, thus
they appear to glow.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Luminance Luminance 0-65535 60000
Mid Mid 0-255 46
Cut-Off Cut-Off 0-255 200
Bloom Bloom 0-255 190
Red Color picker / Lewvel of red 0-255 255
Green Color picker / Level of green 0-255 255
Blue Color picker / Lewel of blue 0-255 255
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+ Radial Blur Alpha Color

Overlays those pixels of the layer that are alpha (transparent) and adjacent to opaque (non see-
through)pixels. The overlay line can be colored and blurred with a radial blur which creates the
impression of a glowing shadow in one direction. You can adjust the amount as well es the X- and Y-
direction and the intensity of the radial blur.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 64

X X 0-65535 32768
Y Y 0-65535 32768
Intensity Intensity 0-255 128
Red Color picker / Lewvel of red 0-255 128
Green Color picker / Level of green 0-255 128
Blue Color picker / Lewel of blue 0-255 128
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+ Radial Blur Alpha

Background Layerg

Blurs the alpha (transparent) areas of the layer with a radial blur effect. All opaque (non see-through)
areas stay sharp. You can adjust the amount as well es the X- and Y-direction and the intensity of
the radial blur.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 64
X X Direction 0-65535 32768
Y Y Direction 0-65535 32768
Intensity Intensity 0-255 128

+ Radial Blur

Blurs all RGBA pixels of the layer with a radial blur. You can adjust the amount as well es the X- and
Y-direction and the intensity.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Amount Amount of Blur 0-255 64

X X Position of Center Point 0-65535 32768
Y Y Position of Center Point 0-65535 32768
Intensity Amount of Blur 0-255 128
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~ Refresh Delay
This adds a delay of one frame when applied to any Qutput device 5%7.
This is of interest when working with multiple displays that are mounted underneath each other and
have a hard edge. With sensitive displays and sensitive content it can look better when the second
signal is delayed by one frame which is the time it takes to process the first frame.

Note that this effect can not be applied twice to an Output to generate an delay of two frames!

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 255

+ Render Delay

This effect is based on the Layer's Z Position or render history as explained in the manual chapter
"Compositing" 8. The layer with the assigned "Render Delay" effect makes a composition of all
layers behind it. In the example, the "render" layer is positioned in the foreground, its main media is a

transparent image. In the background there is a layer with a running timecode video and a particle

system 182 (also with a transparent medial).

All background pixels are delayed depending on the effect parameter "Delay".
Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Delay Amount of Delay 0-65535 32768

+ Render Draw Media

This effect is based on the Layer's Z Position or render history as explained in the manual chapter
"Compositing" 388, The layer with the assigned "Render Draw Media" effect makes a composition of
all layers behind it. In the example, the "render" layer is positioned in the foreground, its main media

is a transparent image whilst the effect's media is a rainbow image. In the background there is a
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grass layer and a particle system 82 (also with a transparent media!).

Depending on the effect parameter "Clear" the background pixels add up to the foreground texture.
E.g. the particle's movement draws onto the rainbow effect texture; the second image shows a low
"Clear", the third an increased "Clear" time. Another drawing result could be achieved by moving the
grass layer up and down or by using a video with moving pixels.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 255
Clear Clear 0-65535 32768
Media Media file as source for overlay or - -

mask

+ Render Draw

This effect is based on the Layer's Z Position or render history as explained in the manual chapter
"Compositing" 38. The layer with the assigned "Render Draw Media" effect makes a composition of
all layers behind it. In the example, the "render" layer is positioned in the foreground, its main media
is a transparent image. In the background there is a grass layer and a particle system 82 (also with a
transparent media!).

Depending on the effect parameter "Clear" the background pixels add up to the foreground texture.
The particle's movement draws onto the transparent layer texture; the second image shows a low
"Clear", the third an increased "Clear" time. Another drawing result could be achieved by moving the

grass layer up and down or by using a video with moving pixels.

Parameter Description Value Range Default

Mix Lewel of Effect 0-255 0

Clear Clears drawn areas 0-65535 32768
~ Video Delay

Delays a Video File as if it blends over several frames.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
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Delay

Amount of delay

5.4.211.10 CAMERA PROJECTION
~ Perspective Projection Mapping

projected

PB renderi ng?;

bbbl
R

Vil Mo

~— g
tracked qmgR.
camera |1

e

ra result

0-65535

60000

This effect is the only one that can (and must) be applied to a Camera layer 58 It allows special
tracking setups, e.g. when a camera movement is tracked for a real/virtual TV studio setup.
According to the (real) movement of the camera Pandoras Box renders a cut-out of a virtual space
which is then displayed as a background in the (real) setup. Therefore it is seen by the (real) camera
which results in a recorded mix of real and virtual elements. Only from the real camera's viewpoint the
background is in the correct perspective. This setup is an alternative to keying applications with a

green or blue screen.

The tracking data changes the parameters of a PB camera layer. The effect parameters on the other
hand are static, i.e they are setup once as fixed values. The four coordinates represent the corners of
the screen whereon the background is projected and can also be understood as a "window" through
which the (PB) camera sees and renders the background.
An example for this effect is the setup of the coolux booth on NAB 2013 seen here: https://

www.youtube.com/watch?v=7ectw1Z9BVA

Parameter

GenPerspTargetPt1X
GenPerspTargetPt1Y
GenPerspTargetPt1Z
GenPerspTargetPt2X
GenPerspTargetPt2Y
GenPerspTargetPt2Z
GenPerspTargetPt3X
GenPerspTargetPt3Y
GenPerspTargetPt3Z
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Description

GenPerspTargetPt1X
GenPerspTargetPt1Y
GenPerspTargetPt1Z
GenPerspTargetPt2X
GenPerspTargetPt2Y
GenPerspTargetPt2Z
GenPerspTargetPt3X
GenPerspTargetPt3Y
GenPerspTargetPt3Z

Value Range

-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999

Default


https://www.youtube.com/watch?v=7ectw1Z9BvA
https://www.youtube.com/watch?v=7ectw1Z9BvA
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5.4.2.11.11 COLOR EFFECTS

~ B&W Add

Adds Black and White values to the RGB colors, the result can be inverted.

Uses the color picker, with saturation set to 0 by default.

Parameter
Mix

Red

Green

Blue

Invert

Description

Level of Effect

Color Picker

Color Picker

Color Picker

Inverts the RGB levels

+ B&W Multiply

Value Range
0-255
0-255
0-255
0-255
0-255

Default
0

128

128

128

a3 £ e
P S el

All RGB colors are multiplied by B&W color mix value, the result can be inverted.
Uses the color picker, with saturation set to 0 by default.

Parameter
Mix

Red

Green

Blue

Factor
Invert

343

Description

Lewel of Effect

Color Picker

Color Picker

Color Picker

Color Multiply Factor
Inverts the RGB lewels

Value Range
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

128

128

128

64

0
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Turns the RGB image into Black and White, the result can be inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Invert Inverts the RGB Lewels 0-255 128

+ BiTone

Turns the RGB image into just two colors, using Threshold. Both colors can be set by color pickers.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

Red 1 Color Picker for Color 1 0-255 255
Green 1 Color Picker for Color 1 0-255 255
Blue 1 Color Picker for Color 1 0-255 255
Red 2 Color Picker for Color 2 0-255 0

Green 2 Color Picker for Color 2 0-255 0

Blue 2 Color Picker for Color 2 0-255 0
Threshold Defines the Threshold 0-255 128
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+ BiTone Luma

Colorizes the image based upon its luminance values in two colors, each for high (H) and low (L)
lewvels, using color pickers.

Parameter Description

Mix Level of Effect

Red H Color Picker for high luminance value
Green H Color Picker for high luminance value
Blue H Color Picker for high luminance value
Red L Color Picker for low luminance value
Green L Color Picker for low luminance value
Blue L Color Picker for low luminance value

+ Color Stripes H

Value Range

0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

128

128

128

128

128

128

Adds horizontal colored stripes.

Parameter Description Value Range
Mix Lewel of effect itself 0-255
Amount Amount 0-65535
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+ Color Stripes V

Adds vertical colored stripes.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-65535 1024

+ ColorFade

Fades all RGB colors to full RGB or CMY color saturation.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

R/C Fades into Red (up) / Cyan (down) 0-255 128
G/M Fades into Green (up) / Magenta (down)  0-255 128
B/Y Fades into Blue (up) / Yellow (down) 0-255 128

+ ColorScroll Add

Applies a color-changing effect to the layer texture by adding the RGB values.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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Scroll Speed Scroll Speed 0-65535 0

+~ ColorScroll Multiply

Applies a color-changing effect to the layer texture by multiplying the RGB values.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Scroll Speed Scroll Speed 0-65535 0

+~ ColorScroll Only

Applies a color-changing effect to the layer texture by overlaying the original RGB values.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Scroll Speed Scroll Speed 0-65535 0

+* Emboss Angle

Emboss with control for Factor and Angle.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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Factor Amount of Emboss 0-255 128
Angle Angle of Emboss 0-255 128

~ Emboss Edges

Emboss with control for Threshold.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Threshold Level of Threshold 0-255 128

+ Emboss

Emboss with control for Threshold.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Threshold Level of Threshold 0-255 144
Factor Factor of Emboss 0-255 196

+ Granite

Granite Effect.

348



[PAN DORAS [Ele)%

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Amount Level of Granite pattern 0-255 255

+* Invert

Inverts the RGB levels.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

- LinearLight

Linear light reflexion over the whole image.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

* RGB Inversion

Inverts the RGB levels with the possibility of setting RGB lewels, Threshold and Radius.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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Red Red level, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue level, Color Picker 0-255 128
Threshold Threshold 0-255 255
Radius Radius 0-255 128
Invert Inverts the applied effect. 0-255 0

~ Sepiatone

Tints the texture in sepia tones, amount is adjustable.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Amount Amount of sepia tone 0-255 128

+ Solarize

Solarize inwerts first dark then brighter colors.

Parameter Description Value Range Default
Mix Lewvel of Effect 0-255 0
Amount Amount of solarization 0-255 128
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+ Tone Mapping

Allows to set Fog, Exposure, Gamma, Vignette and Blueshift to create specific photo style.

Parameter Description
Mix Lewel of Effect
Defog Defog
Fog Red Fog Red
Fog Green Fog Green
Fog Blue Fog Blue
Exposure Exposure
Gamma Gamma
VignetteCenter X VignetteCenter X
VignetteCenter Y VignetteCenter Y
VignetteRadius VignetteRadius
VignetteAmount VignetteAmount
BlueShift BlueShift

* TriTone

Value Range

0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-65535
0-65535
0-65535
0-65535
0-255

Default
0

2

255
255
255
144
32
32768
32768
65535
64

Colorizes the image based upon its luminance values in a mix of three colors, each for high (H),
middle (M) and low (L) lewels, using color pickers.

Parameter
Mix

Red H
Green H
Blue H

Red M
Green M
Blue M

351

Description

Level of Effect

Color Picker for high luminance value
Color Picker for high luminance value
Color Picker for high luminance value
Color Picker for middle luminance value
Color Picker for middle luminance value
Color Picker for middle luminance value

Value Range

0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

128

128

128

128

128

128
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Red L Color Picker for low luminance value 0-255
Green L Color Picker for low luminance value 0-255
Blue L Color Picker for low luminance value 0-255

5.4.211.12 COLOR EFFECTS -CROP
+ B&W Add Crop Pixel

128
128
128

Applies the "B&W Add" FX within an adjustable rectangular area with hard edges. It adds Black and
White values to the RGB colors, the result can be inverted.
Uses the color picker, with saturation set to 0 by default.

Parameter Description Value Range
Mix Lewel of effect itself 0-255

Red Color picker / Level of red 0-255

Green Color picker / Level of green 0-255

Blue Color picker / Level of blue 0-255

Invert Inverts the RGB lewvels or the effect 0-255

Left (px) Left (px) 0-8192

Right (px) Right (px) 0-8192

Top (px) Top (px) 0-8192
Bottom (px)  Bottom (px) 0-8192

~ B&W Crop Pixel

Default
0

128

128

128

O O O O O

Applies the "B&W" FXwithin an adjustable rectangular area with hard edges. It turns the RGB image

into Black and White, the result can be inverted.

Parameter Description Value Range
Mix Level of effect itself 0-255

Invert Inverts the RGB levels or the effect 0-255

Left (px) Left (px) 0-8192
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0
0
0

Right (px) Right (px) 0-8192
Top (px) Top (px) 0-8192
Bottom (px)  Bottom (px) 0-8192

+ B&W Multiply Crop Pixel

Applies the "B&W Multiply" FX within an adjustable rectangular area with hard edges. All RGB colors
are multiplied by B&W color mix value, the result can be inverted.
Uses the color picker, with saturation set to 0 by default.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Red Color picker / Lewel of red 0-255 128
Green Color picker / Level of green 0-255 128
Blue Color picker / Lewel of blue 0-255 128
Factor Factor 0-255 64
Invert Inverts the RGB lewels or the effect 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

~ BiTone Crop Pixel

Applies the "Bitone" FX within an adjustable rectangular area with hard edges. It turns the RGB image
into just two colors, using Threshold. Both colors can be set by color pickers.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Red 1 First color picker / Level of red 0-255 255
Green 1 First color picker / Level of green  0-255 255
Blue 1 First color picker / Lewel of blue 0-255 255
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Red 2
Green 2
Blue 2
Threshold
Left (px)
Right (px)
Top (px)
Bottom (px)

Second color picker / Level of red  0-255
Second color picker / Level of green 0-255
Second color picker / Lewel of blue 0-255

Threshold
Left (px)
Right (px)
Top (px)
Bottom (px)

+ BiTone Luma Crop Pixel

0-255

0-8192
0-8192
0-8192
0-8192

(PAN DORAS EIo)Y
0
0
0

128

o O O O

Applies the "BiTone Luma" FX within an adjustable rectangular area with hard edges. It colorizes the
image based upon its luminance values in two colors, each for high (H) and low (L) lewels, using color

pickers.

Parameter
Mix

Red H
Green H
Blue H

Red L
Green L
Blue L

Left (px)
Right (px)
Top (px)
Bottom (px)

Description

Level of effect itself

Color picker / Lewvel of red
Color picker / Level of green
Color picker / Lewel of blue
Color picker / Level of red
Color picker / Level of green
Color picker / Lewvel of blue
Left (px)

Right (px)

Top (px)

Bottom (px)

+~ Color Stripes H Crop Pixel

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-8192
0-8192
0-8192
0-8192

Default
0

128

128

128

128

128

128

o O O o
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Applies the "Color Stripes H" FXwithin an adjustable rectangular area with hard edges. It adds
horizontal color stripes in different sizes.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-65535 1024
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

Color Stripes V Crop Pixel

Applies the "Color Stripes V" FXwithin an adjustable rectangular area with hard edges. It adds
vertical color stripes in different sizes.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-65535 1024
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

Color Fade Crop Pixel

Applies the "Color Fade" FX within an adjustable rectangular area with hard edges. It fades all RGB
colors to full RGB or CMY color saturation.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
R/C R/C 0-255 128
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G/M G/M 0-255 128
B/Y B/Y 0-255 128
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ ColorScroll Add Crop Pixel

Applies the "ColorScroll Add" FX within an adjustable rectangular area with hard edges. It applies a
color-changing effect to the layer texture by adding the RGB values.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Scroll Speed Scroll Speed 0-65535 0
Bottom (px)  Bottom (px) 0-8192 0

+ ColorScroll Multiply Crop Pixel

Applies the "ColorScroll Multiply" FX within an adjustable rectangular area with hard edges. It applies
a color-changing effect to the layer texture by multiplying the RGB values.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Scroll Speed Scroll Speed 0-65535 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0
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+» ColorScroll Only Crop Pixel

Applies the "ColorScroll Only" FXwithin an adjustable rectangular area with hard edges. It applies a
color-changing effect to the layer texture by overlaying the original RGB values.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Scroll Speed Scroll Speed 0-65535 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ Emboss Angle Crop Pixel

Applies an emboss effect with different angles in an adjustable rectangular area with hard edges.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Factor Factor 0-255 128
Orientation Orientation 0-255 128
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0
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+ Emboss Crop Pixel

Applies an emboss effect in an adjustable rectangular area with hard edges.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Threshold Threshold 0-255 144
Factor Factor 0-255 196

Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

~ Emboss Edges Crop Pixel

Applies an emboss effect with a threshold in an adjustable rectangular area with hard edges.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Threshold Threshold 0-255 128
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0
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+ Granite Crop Pixel

Applies the "Granite" FX within an adjustable rectangular area with hard edges.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 255
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

v Invert Crop Pixel

Applies the "Invert" FXwithin an adjustable rectangular area with hard edges. It inverts the RGB
levels.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0
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~ Linear Light Crop Pixel

Applies the "Linear Light" FX within an adjustable rectangular area with hard edges.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ RGB Inversion Crop Pixel

Applies the "RGB Inversion" FX within an adjustable rectangular area with hard edges. It inverts the
RGB levels with the possibility of setting RGB lewels, Threshold and Radius.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Red Color picker / Lewvel of red 0-255 128
Green Color picker / Level of green 0-255 128
Blue Color picker / Lewel of blue 0-255 128
Threshold Threshold 0-255 255
Radius Radius 0-255 128
Invert Inverts the RGB lewels or the effect 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

360



[PAN DORAS [Ele)%

~ Sepiatone Crop Pixel

Applies the "Sepiatone" FXwithin an adjustable rectangular area with hard edges. It tints the texture

in sepia tones, amount is adjustable.

Parameter Description

Mix Level of effect itself
Amount Amount

Left (px) Left (px)

Right (px) Right (px)

Top (px) Top (px)

Bottom (px)  Bottom (px)

~ Solarize Crop Pixel

Value Range
0-255

0-255

0-8192

0-8192

0-8192

0-8192

Default
0
128

o O O O

Applies the "Solarize" FX within an adjustable rectangular area with hard edges. It inverts first dark

then brighter colors.

Parameter Description

Mix Level of effect itself
Amount Amount

Left (px) Left (px)

Right (px) Right (px)

Top (px) Top (px)

Bottom (px)  Bottom (px)
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Value Range
0-255

0-255

0-8192

0-8192

0-8192

0-8192

Default
0
128

o O O o
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~ Tone Mapping Crop Pixel

Applies the "Tone Mapping" FXwithin an adjustable rectangular area with hard edges. It allows to set
Fog, Exposure, Gamma, Vignette and Blueshift to create a specific photo style.

Parameter
Mix

Defog

Fog Red
Fog Green
Fog Blue
Exposure
Gamma

Description

Lewvel of effect itself

Defog

Fog Red
Fog Green
Fog Blue
Exposure
Gamma

VignetteCenter VignetteCenterX

X

VignetteCenterVignetteCenterY

Y

VignetteRadiusVignetteRadius
VignetteAmou VignetteAmount

nt

BlueShift
Left (px)
Right (px)
Top (px)
Bottom (px)

BlueShift
Left (px)
Right (px)
Top (px)
Bottom (px)

+~ TriTone Crop Pixel

Value Range
0-255

0-255

0-255

0-255

0-255

0-255

0-255
0-65535

0-65535

0-65535
0-255

0-255

0-8192
0-8192
0-8192
0-8192

Default
0

2

255

255

255

144

32
32768

32768

Applies the "TriTone" FX within an adjustable rectangular area with hard edges. It colorizes the image
based upon its luminance values in a mix of three colors, each for high (H), middle (M) and low (L)
levels, using color pickers.
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Parameter
Mix

Red H
Green H
Blue H

Red M
Green M
Blue M

Red L
Green L
Blue L

Left (px)
Right (px)
Top (px)
Bottom (px)

Description

Lewel of effect itself

Color picker / Level of red
Color picker / Level of green
Color picker / Level of blue
Red M

Green M

Blue M

Color picker / Level of red
Color picker / Level of green
Color picker / Level of blue
Left (px)

Right (px)

Top (px)

Bottom (px)

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-8192
0-8192
0-8192
0-8192

5.4.2.11.13 COLOR EFFECTS - SOFTBORDER
+ B&W Add Softborder

Default
0
128
128
128
128
128
128
128
128
128

o O O o

Applies the "B&W Add" FXwithin an adjustable rectangular area with soft edges. It adds Black and
White values to the RGB colors, the result can be inverted. Uses the color picker, with saturation set

to 0 by default.

Parameter
Mix

Red

Green

Blue

Invert

Size
Corner
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Description

Level of effect itself

Color picker / Lewel of red
Color picker / Level of green
Color picker / Level of blue

Inverts the RGB levels or the effect

Size
Corner

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

128

128

128

0

16

0
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~ B&W Multiply Softborder

Applies the "B&W Multiply" FX within an adjustable rectangular area with soft edges. All RGB colors
are multiplied by B&W color mix value, the result can be inverted.

Uses the color picker, with saturation set to 0 by default.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Color picker / Lewel of red 0-255 128
Green Color picker / Level of green 0-255 128
Blue Color picker / Lewel of blue 0-255 128
Factor Factor 0-255 64
Invert Inverts the RGB lewels or the effect 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0

~ B&W Softborder

Applies the "B&W" FX within an adjustable rectangular area with soft edges. It turns the RGB image
into Black and White, the result can be inverted.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Invert Inverts the RGB levels or the effect 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0
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+ BiTone Softborder

Applies the "Bitone" FX within an adjustable rectangular area with soft edges. It turns the RGB image
into just two colors, using Threshold. Both colors can be set by color pickers.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Red 1 First color picker / Level of red 0-255 255
Green 1 First color picker / Level of green  0-255 255
Blue 1 First color picker / Level of blue 0-255 255
Red 2 Second color picker / Level of red  0-255 0
Green 2 Second color picker / Level of green 0-255 0
Blue 2 Second color picker / Level of blue 0-255 0
Threshold Threshold 0-255 128
Size Size 0-255 16
Corner Corner 0-255 0

+ BiTone Luma Softborder

Applies the "BiTone Luma" FX within an adjustable rectangular area with soft edges. It colorizes the
image based upon its luminance values in two colors, each for high (H) and low (L) lewels, using color
pickers.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red H Color picker / Level of red 0-255 128
Green H Color picker / Level of green 0-255 128
Blue H Color picker / Lewvel of blue 0-255 128
Red L Color picker / Level of red 0-255 128
Green L Color picker / Level of green 0-255 128
Blue L Color picker / Lewel of blue 0-255 128
Size Size 0-255 16
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Corner Corner 0-255 0

+~ Color Stripes H Softborder

Applies the "Color Stripes H" FXwithin an adjustable rectangular area with soft edges. It adds
horizontal color stripes in different sizes.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-65535 1024
Size Size 0-255 16
Corner Corner 0-255 0

+ Color Stripes V Softborder

Applies the "Color Stripes V" FXwithin an adjustable rectangular area with soft edges. It adds vertical
color stripes in different sizes.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-65535 1024
Size Size 0-255 16
Corner Corner 0-255 0
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+ Color Fade Softborder

Applies the "Color Fade" FXwithin an adjustable rectangular area with soft edges. It fades all RGB
colors to full RGB or CMY color saturation.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

R/C R/C 0-255 128
G/M G/M 0-255 128
B/Y B/Y 0-255 128
Size Size 0-255 16
Corner Corner 0-255 0

+ ColorScroll Add Softborder

Applies the "ColorScroll Add" FX within an adjustable rectangular area with soft edges. It applies a
color-changing effect to the layer texture by adding the RGB values.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Scroll Speed Scroll Speed 0-65535 0
Corner Corner 0-255 0
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+~ ColorScroll Multiply Softborder

Applies the "ColorScroll Multiply" FXwithin an adjustable rectangular area with soft edges. It applies
a color-changing effect to the layer texture by multiplying the RGB values.

Parameter Description

Mix Lewvel of effect itself
Scroll Speed Scroll Speed
Corner Corner

+» ColorScroll Only Softborder

Value Range Default
0-255 0
0-65535 0
0-255 0

Applies the "ColorScroll Only" FX within an adjustable rectangular area with soft edges. It applies a
color-changing effect to the layer texture by overlaying the original RGB values.

Parameter Description

Mix Lewel of effect itself
Scroll Speed Scroll Speed
Corner Corner

+ Emboss Angle Softborder

Value Range Default
0-255 0
0-65535 0
0-255 0

Applies an emboss effect with different angles in an adjustable rectangular area with soft edges.
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Parameter Description Value Range
Mix Level of effect itself 0-255
Factor Factor 0-255
Orientation Orientation 0-255
Size Size 0-255
Corner Corner 0-255

~ Emboss Edges Softborder

Default
0

128

128

16

Applies an emboss effect with a threshold in an adjustable rectangular area with soft edges.

Parameter Description Value Range
Mix Level of effect itself 0-255
Threshold Threshold 0-255
Size Size 0-255
Corner Corner 0-255

+ Emboss Softborder

Default
0

128

16

Applies an emboss effect in an adjustable rectangular area with soft edges.

Parameter Description Value Range
Mix Level of effect itself 0-255
Threshold Threshold 0-255
Factor Factor 0-255
Size Size 0-255
Corner Corner 0-255
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Default
0

144

196

16

0
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+ Invert Softborder

Applies the "Invert" FX within an adjustable rectangular area with soft edges. It inverts the RGB levels.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0

~ Linear Light Softborder

Applies the "Linear Light" FXwithin an adjustable rectangular area with soft edges.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0

+ RGB Inversion Softborder

Applies the "RGB Inversion" FX within an adjustable rectangular area with soft edges. It inverts the
RGB levels with the possibility of setting RGB lewels, Threshold and Radius.

Parameter Description Value Range Default
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Mix Level of effect itself 0-255 0
Red Color picker / Lewel of red 0-255 128
Green Color picker / Level of green 0-255 128
Blue Color picker / Lewel of blue 0-255 128
Threshold Threshold 0-255 255
Radius Radius 0-255 128
Invert Inverts the RGB levels or the effect 0-255 0
Size Size 0-255 16
Corner Corner 0-255 0

~ Sepiatone Softborder

Applies the "Sepiatone” FXwithin an adjustable rectangular area with soft edges. It tints the texture in
sepia tones, amount is adjustable.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 128
Size Size 0-255 16
Corner Corner 0-255 0

+ Tone Mapping Softborder

Applies the "Tone Mapping" FX within an adjustable rectangular area with soft edges. It allows to set
Fog, Exposure, Gamma, Vignette and Blueshift to create a specific photo style.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Defog Defog 0-255 2

Fog Red Fog Red 0-255 255
Fog Green Fog Green 0-255 255
Fog Blue Fog Blue 0-255 255
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Exposure
Gamma

Exposure
Gamma

VignetteCenter VignetteCenterX
X

VignetteCenter VignetteCenterY
Y

VignetteRadiusVignetteRadius
VignetteAmou VignetteAmount

nt

BlueShift BlueShift
Size Size
Corner Corner

+ TriTone Softborder

0-255
0-255
0-65535

0-65535

0-65535
0-255

0-255
0-255
0-255

144
32
32768

32768

65535
0

64
16

Applies the "TriTone" FX within an adjustable rectangular area with soft edges. It colorizes the image
based upon its luminance values in a mix of three colors, each for high (H), middle (M) and low (L)
levels, using color pickers.

Parameter Description

Mix Level of effect itself

Red H Color picker / Lewel of red
Green H Color picker / Level of green
Blue H Color picker / Lewvel of blue
Red M Red M

Green M Green M

Blue M Blue M

Red L Color picker / Lewel of red
Green L Color picker / Level of green
Blue L Color picker / Lewvel of blue
Size Size

Corner Corner
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Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0
128
128
128
128
128
128
128
128
128
16
0
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5.4.2.11.14 COLOR SHIFT
+ BW Media ColorShift Scroll

This effect mixes the layer texture with color values of (one horizontal line of) the effect media. The
overlaid color is taken from the very left position for black values and mowves further to the right the
brighter the original pixel is. In the middle image the "Line" parameter is set to "0", so only the colors
from the top line are taken. Dark original pixels are now yellow or cyan, the most brightest ones are
red or even blue. For the last image the "Line" parameter is set to "255", so the bottom line from the
FX media is applied.

With the "Scroll" parameter the overlaid line scrolls with the according speed from top to bottom;
press "Reset" to match "0" to the top line again.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Line Line 0-255 0
Scroll Scroll 0-65535 0
Media Media file as source for overlay or - -

mask
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+ BW Media ColorShift

This effect mixes the layer texture with color values of (one horizontal line of) the effect media. The
overlaid color is taken from the very left position for black values and mowves further to the right the
brighter the original pixel is. In the middle image the "Line" parameter is set to "0", so only the colors
from the top line are taken. Dark original pixels are now yellow or cyan, the most brightest ones are
red or even blue. For the last image the "Line" parameter is set to "255", so the bottom line from the
FX media is applied.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Line Line 0-255 0
Media Media file as source for overlay or - -

mask

+ ColorInversion

Inverts the image based upon its RGB values and allows to influence the color, threshold and feather.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

Red Red level, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue level, Color Picker 0-255 128
Threshold Threshold 0-255 255
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Feather Feather 0-255 128

+ ColorOnly

Turns the image into a single color and allows to set an alpha value to define the transparency of the
layer.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Red Red level, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue lewel, Color Picker 0-255 128
Alpha Set the transparency of the layer. 0-255 128

+ RGB Add

Adds RGB colors by the RGB color mix value, allows inverting the image.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue lewel, Color Picker 0-255 128
Invert Inverts the RGB Lewels 0-255 0
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+ RGB Channel Inversion

Allows to invert the image channel by channel (RGB & alpha)

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
R Red level inversion 0-255 0
G Green level inversion 0-255 0
B Blue level inversion 0-255 0
A Alpha level inversion 0-255 0

Changes all color values of the layer texture to the chosen hue / color. Black and white pixels are not
influenced.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Red Color picker / Lewvel of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Lewel of blue 0-255 0
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~ RGB INV Add

Allows adding RGB colors by the color mix values after inverting the image.

Parameter Description Value Range
Mix Level of Effect 0-255
Red Red level, Color Picker 0-255
Green Green level, Color Picker 0-255
Blue Blue lewel, Color Picker 0-255

~ RGB INV Multiply

Default
0

0
0
0

Allows multiplying with RGB colors by the color mix values after inverting the image.

Parameter Description Value Range
Mix Level of Effect 0-255
Red Red level, Color Picker 0-255
Green Green level, Color Picker 0-255
Blue Blue lewel, Color Picker 0-255
+ RGB Multiply

Default
0

255
255
255

All RGB colors are multiplied by RGB color mix values. Multiply can be factorized and inverted.
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Value Range
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

255

255

255

64

0

With this effect you can pick one color that should be replaced and if needed, fine tune the color
range with the "Threshold" and "Radius" parameters. Then pick a new color that replaces it.

Parameter Description
Mix Level of Effect
Red Red level, Color Picker
Green Green level, Color Picker
Blue Blue lewel, Color Picker
Factor Color Multiply Factor
Invert Inverts the RGB levels
+ RGB Replace
Parameter Description
Mix Level of effect itself
Red Old Red Old
Green Old Green Old
Blue OId Blue Old
Threshold Threshold
Radius Radius
Red New Red New
Green New Green New
Blue New Blue New
+ RGB Screen

Value Range

0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

0

0

0

64

32

0

0

0

This applies the screen blend mode, i.e. it negates the RGB values of the layer texture, then
multiplying them and negates them again. The result is a brighter image.

Parameter
Mix

378

Description
Lewvel of effect itself

Value Range

0-255

Default
0
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~ RGB Shift

With this effect you can tint your image with a certain color. In detail, the original RGB color values
are increased with the chosen RGB value, as long as their according RGB share is grater than 0.

Parameter Description

Mix Level of Effect

Red Red level, Color Picker

Green Green level, Color Picker

Blue Blue level, Color Picker
+ RGB XY Shift

Value Range Default

0-255 0

0-255 255
0-255 255
0-255 255

Allows shifting all RGB colors in Xand Y direction.

Parameter
Mix
R X
RY
GX
GY
B X
BY

379

Description

Level of Effect

Red level shift in X direction
Red level shift in Y direction
Green level shift in X direction
Green level shift in Y direction
Blue level shift in X direction
Blue level shift in Y direction

Value Range Default

0-255 0

0-65535 32768
0-65535 32768
0-65535 32768
0-65535 32768
0-65535 32768
0-65535 32768
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~ RGB-BGR Add

All RGB channels are shifted and added by the color mix value and may be inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Invert Inverts the RBG values 0-255 0

~ RGB-BGR Multiply

All RGB channels are shifted and multiplied by the color mix value and may be factorized and
inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue level, Color Picker 0-255 255
Factor Factor of Multiplication 0-255 64
Invert Inverts the RBG values 0-255 0
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~ RGB-BRG Add

All RGB channels are shifted and added by the color mix value and may be inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Invert Inverts the RBG values 0-255 0
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~ RGB-BRG Multiply

All RGB channels are shifted and multiplied by the color mix value and may be factorized and
inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Factor Factor of Multiplication 0-255 64
Invert Inverts the RBG values 0-255 0

~ RGB-GBR Add

All RGB channels are shifted and added by the color mix value and may be inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Invert Inverts the RBG values 0-255 0
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~ RGB-GBR Multiply

All RGB channels are shifted and multiplied by the color mix value and may factorized and inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Factor Factor of Multiplication 0-255 64
Invert Inverts the RBG values 0-255 0

~ RGB-GRB Add

All RGB channels are shifted and added by the color mix value and may be inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Invert Inverts the RBG values 0-255 0
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~ RGB-GRB Multiply

All RGB channels are shifted and multiplied by the color mix value and may be factorized and

inverted.

Parameter Description Value Range
Mix Level of Effect 0-255

Red Red level, Color Picker 0-255

Green Green level, Color Picker 0-255

Blue Blue lewel, Color Picker 0-255

Factor Factor of Multiplication 0-255

Invert Inverts the RBG values 0-255

~ RGB-RBG Add

Default
0

255
255

255

64

All RGB channels are shifted and added by the color mix value and may be inverted.

Parameter Description Value Range
Mix Level of Effect 0-255
Red Red level, Color Picker 0-255
Green Green level, Color Picker 0-255
Blue Blue lewel, Color Picker 0-255
Invert Inverts the RBG values 0-255

384

Default
0

255
255
255

0
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~ RGB-RBG Multiply

All RGB channels are shifted and multiplied by the color mix value and may be factorized and

inverted.

Parameter Description

Mix Level of Effect

Red Red lewel, Color Picker

Green Green level, Color Picker

Blue Blue level, Color Picker

Factor Factor of Multiplication

Invert Inverts the RBG values
+ RGBA Modulo

Value Range Default

0-255 0
0-255 255
0-255 255
0-255 255
0-255 64
0-255 0

Modulo on RGB channels.

Parameter
Mix

Red

Green

Blue

Alpha

385

Description

Level of Effect

Red level, Color Picker
Green level, Color Picker
Blue lewel, Color Picker
Alpha level

Value Range Default

0-255 0

0-255 255
0-255 255
0-255 255
0-255 255
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5.4.2.11.15 COMPOSITING
+ ++ General information for Compositing Effects ++

The Compositing Effects allow rendering a whole composition onto one layer, this is the so called
Renderhistory. This way the composition can e.g. be scaled or positioned somewhere else on the
output without the need of scaling or positioning every single layer.

Please note:

Everything in the 3D space that gets behind the layer with the composition effect will be rendered
onto this layer. In doing so the composition does not longer exist as 3D composition, but is
transferred into a flat 2D texture.

The example below shows how the Compositing Effects works.

Layer with ; | Layer with
Campostion Effect Composition Effact
turned off turmied on

A: There is a layer with grass on it, a bottom layer and three cones. Each item stays in a different Z
position. The Compositing Effect will be applied to the layer in the background (with clouds on it).

B: The Compositing Effect is applied to the background layer. The layer now shows black, because
there is nothing behind it that could be rendered.

C: The background layer was moved in Z position. It is now in front of the grass, the bottom layer and
the first two cones, but behind the red cone. Everything except the red cone is now rendered as
texture on the background layer.

D: The background layer is moved further to the front. Every item of the composition is now behind it
and will be rendered as its texture.

When looking at the scene above by previewing the Output (and not in Global Cam Mode), you will
see this result:
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E: When seen from the front side, the composition looks like in the beginning.
F: When scaling and rotating the background layer, it is now \isible, that the composition is turned
from a 3D composition to just a flat texture on the layer, from now on called “Rendering”.

The difference between the single Compositing Effects is the way the composition behind the layer is
rendered and mixed with the texture being originally on the layer.

The three images for each Compositing Effect show:
Left: Effect’s Mix Value=0; Center: Effect’s Mix Value =128; Right: Effect’'s Mix Value =255

~ Render History

e

Fades between the Target’s texture and the Rendering.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

~ Target Add

~ oy

Adds the pixel values of the Target’s texture with the ones of the Rendering. In case of values above
255 (in the case of RGB), white is displayed.

Parameter Description Value Range Default
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Mix Level of Effect 0-255 0

~ Target Buffer

u ol

Example abowe: left: Mix=0; center: Mix=128; right: Mix=255

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

~ Target Color Burn

u ol

The Color Burn effect divides the inverted Rendering by the Target layer, and then inverts the result.
This darkens the Target layer increasing the contrast to reflect the color of the Rendering. The darker
the Rendering, the more its color is used. Blending with white produces no difference.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

+ Target Darken

u ofl

Darken takes the darkést value for each pixel from both, the Rendering and the Target layer.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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+ Target Difference

Difference subtracts the Target layer from the Renderlng or the other way round; to always get a

positive value. Blending with black produces no change, as values for all colors are 0. (The RGB value
for black is 0,0,0). Blending with white inverts the picture.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

+ Target Lighten

m-*

Lighten takes the lightest pixel from both, the Renderlng and the Target layer.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

+ Target Multiply

L
» ol

Multiplies each pixel of the Target texture with the Rendering. The result is a darker picture.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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+ Target Reflect

» ol

Reflects the Target’s téxture.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

~ Target Screen

¥ Ay
With Target Screen efféct the values of the pixels in the two layers (Target and Rendering) are

negated, multiplied, and then negated again. This is in some way the opposite of multiply.

The result is a brighter picture.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

~ Target Subtract

w ol

This Effect subtracts pixel values of the Target’s texture with the Rendering. In case of negative
values, black is displayed.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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5.4.2.11.16 CROPPING
~ Crop Edges INV Softborder In

Crops all 4 edges individually into transparency and inverts them. In addition you can set a softborder
individually for each side which goes inwards.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Left Left 0-65535 0
Right Right 0-65535 0
Top Top 0-65535 0
Bottom Bottom 0-65535 0
Softness Softness 0-65535 0
Left Soft Left Soft 0-65535 0
Right Soft Right Soft 0-65535 0
Top Soft Top Soft 0-65535 0
Bottom Soft Bottom Soft 0-65535 0
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~ Crop Edges INV

Bacl?grou@..

Crops all 4 edges individually into transparency and inverts them.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Left Crops left edge inverted 0-65535 0
Right Crops right edge inverted 0-65535 0
Top Crops top edge inverted 0-65535 0
Bottom Crops bottom edge inverted 0-65535 0

~ Crop Edges Softborder In

Crops all 4 edges individually into transparency. In addition you can set a softborder individually for
each side which goes inwards.
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Parameter
Mix

Left

Right

Top

Bottom
Softness
Left Soft
Right Soft
Top Soft
Bottom Soft

Description
Lewel of effect itself
Left

Right

Top

Bottom
Softness
Left Soft
Right Soft
Top Soft
Bottom Soft

Crop Edges Softborder

L
Backgruung-

Value Range
0-255
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

Default

O O OO O O o o o o

Crops all 4 edges individually into transparency. In addition you can set a softborder individually for
each side which goes outwards.

Parameter
Mix

Left

Right

Top

Bottom

Left Soft
Right Soft
Top Soft
Bottom Soft
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Description

Lewel of effect itself
Left

Right

Top

Bottom

Left Soft

Right Soft

Top Soft

Bottom Soft

Value Range
0-255

0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

Default

O O O O O O o o o
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~ Crop Edges

Crops all 4 edges individually into transparency.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Left Crops left edge 0-65535 0
Right Crops right edge 0-65535 0
Top Crops top edge 0-65535 0
Bottom Crops bottom edge 0-65535 0

+ Cropper HV RGBA

Crops both horizontal edges and independently both vertical edges. The color and transparency of the
cropped area can be set with the color and alpha mix parameters.
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Parameter Description

Mix Level of Effect

H Horizontal even crop

V Vertical even crop

Red Red level, Color Picker

Green Green level, Color Picker

Blue Blue lewel, Color Picker

Alpha Alpha level of cropped area
+ Cropper HV

Value Range Default

0-255 0
0-65535 0
0-65535 0
0-255 128
0-255 128
0-255 128
0-255 128

Crops both horizontal edges and independently both vertical edges. The color of the cropped area is
transparent.

Parameter
Mix

H

\%

395

Description
Lewel of Effect
Horizontal even crop

Vertical even crop

Value Range Default

0-255 0
0-65535 0
0-65535 0
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+ Frame RGBA

Crops all 4 edges equally at the same time creating the impression of framing the layer. The frame
size and inwards softborder are adjustable. The color and transparency of the frame can be set with
the color and alpha mix parameters.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Size Size of frame 0-255 8
Feather Softness of inner frame border 0-255 8

Red Red level, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue lewel, Color Picker 0-255 128
Alpha Alpha level of cropped area 0-255 128
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* Frame

Crops all 4 edges equally at the same time creating the impression of framing the layer. The frame
size and inwards softborder are adjustable. The color of the frame is transparent.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Size Size of frame 0-255 8
Feather Softness of inner frame border 0-255 8

+ Framed Cropper HV

Crops both horizontal edges and independently both vertical edges. The cropped image can be
surrounded with a frame for which you can set up the border width in pixels and the roundness of the
corners. The color, transparency and softness of the frame can be set with the color, alpha mix and
soft parameters.
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Parameter
Mix

Crop H (px)
Crop V (px)
Frame (px)
Red

Green

Blue

Alpha

Soft

Round

Iris RGBA

Description

Level of Effect

Horizontal even crop
Vertical even crop

Size of frame in pixel

Red level, Color Picker
Green level, Color Picker
Blue lewel, Color Picker
Alpha level of cropped area
Softness of frame
Roundness of frame corners

Value Range

0-255
0-4096
0-4096
0-4096
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

Applies an iris shaped cut-out to the layer creating the impression of putting the layer into a circular
frame. The frame size, softborder, position and aspect ratio are adjustable. The color and

transparency of the frame can be set with the color and alpha mix parameters. The frame effect can
be inverted.

Parameter
Mix

Size
Softness

U

\%

Aspect

Red
Green
Blue
Alpha
Invert

398

Description

Level of Effect

Size of frame

Softness of iris

Position of Iris horizontal
Position of Iris vertical

Aspect Ratio of Iris. Default value 128
applies the images aspect ratio to the iris.

Red level, Color Picker
Green level, Color Picker
Blue level, Color Picker
Alpha level of the iris.
Invert Iris

Value Range
0-255

0-255

0-255

0-65535
0-65535

Default
0

128

64
32768
32768

0.000 - 128.000 128

0-255
0-255
0-255

128
128
128
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Applies an iris shaped cut-out to the layer creating the impression of putting the layer into a circular
frame. The frame size, softborder, position and aspect ratio are adjustable. The frame is transparent
and can be inverted.

Parameter Description Value Range Default

Mix Level of Effect 0-255 0

Size Size of frame 0-255 128

Softness Softness of iris 0-255 64

U Position of Iris horizontal 0-65535 32768

\% Position of Iris vertical 0-65535 32768

Aspect Aspect Ratio of Iris. Default value 128 0-255 128
applies the images aspect ratio to the iris.

Invert Invert Iris 0-255 0

399



[PAN DORAS [Ele)%

~ Profile Edges Alpha

. M
Backgruung-

Crops all 4 edges individually into transparency. You can choose for each side how much it should be
cropped and rotated.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Left Left 0-65535 0

Left R Left R 0-65535 32768
Right Right 0-65535 0

Right R Right R 0-65535 32768
Top Top 0-65535 0

Top R Top R 0-65535 32768
Bottom Bottom 0-65535 0
Bottom R Bottom R 0-65535 32768
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~ Profile Edges Mask

.
Background®

Turns the layer texture into a transparent and black mask. Crops all 4 edges individually into black.
You can choose for each side how much it should be cropped and rotated.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Left Left 0-65535 0

Left R Left R 0-65535 32768
Right Right 0-65535 0

Right R Right R 0-65535 32768
Top Top 0-65535 0

Top R Top R 0-65535 32768
Bottom Bottom 0-65535 0
Bottom R Bottom R 0-65535 32768
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+ Softborder RGBA

Adds a softborder to all edges. The border size and roundness of the corners can be adjusted. The
color and transparency of the border can be set with the color and alpha mix parameters.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Size Size of softborder 0-255 16
Corner Softness of corner 0-255 0

Red Red level, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue lewel, Color Picker 0-255 128
Alpha Alpha level of the border area 0-255 128

+ Softborder
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Adds a softborder to all edges. The border size and roundness of the corners can be adjusted. The

color of the border is transparent.

Parameter Description

Mix Level of Effect
Size Size of softborder
Corner Softness of corner

5.4.2.11.17 DISTORT
+ Displace

Value Range

0-255
0-255
0-255

Default
0

16

0

Displaces the pixels of the target image.

Parameter Description

Mix Level of Effect

Offset Amount of displacement
~ Distort

Value Range

0-255
0-65535

Default
0
32768

Distorts the image, using factorized UV mapping offsets.

Parameter Description

Mix Level of Effect

U Offset Offset of U Mapping
V Offset Offset of V Mapping
U Factor Factor of U Mapping
V Factor Factor of V Mapping
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Value Range

0-255

0-65535
0-65535
0-65535
0-65535

Default
0

32768
32768
32768
32768
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+ Fluid Color

This effect multiplies the FX texture with a color and adds a fluid effect which is best seen when
applied to a video layer.

According to the Offset and Velocity parameters, the frames of this result change there position
which creates the impression, the frames would fly into a (changing) direction.

With the "Density difference" fader you can change how many frames are multiplied into the Layer
texture and with "Velocity Factor" how far frames move. The last image shows a higher velocity than
in the second image.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Vel Dir Vel Dir 0-65535 32768
Offset Offset 0-65535 0
Offs. Freq. Offs. Freq. 0-65535 32768
Vel Input Vel Input 0-65535 6553
Vel Factor Vel Factor 0-65535 5242
Vel Cutoff Vel Cutoff 0-65535 13000
Vel Diff Vel Diff 0-65535 63000
Den Diff Den Diff 0-65535 63000
Red Color picker / Lewel of red 0-255 255
Green Color picker / Level of green 0-255 255
Blue Color picker / Lewel of blue 0-255 255
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+ Fluid Mask

ELayer Mediag

This effect multiplies the FX texture with the Layer texture and adds a fluid effect which is best seen
when applied to a video layer.

According to the Offset and Velocity parameters, the frames of this result change there position
slightly which creates the impression, they are blurred fluidly.

With the "Density difference" fader you can change how many frames are multiplied into the Layer
texture. The last image shows a lower difference, resulting in a darker image and in a clearer FX
media. "Invert RGB" inverts the FXtexture before its mixed to the Layer.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Media Media file as source for overlay or - -
mask
Vel Dir Vel Dir 0-65535 32768
Offset Offset 0-65535 0
Offs. Freq. Offs. Freq. 0-65535 32768
Vel Input Vel Input 0-65535 6553
Vel Factor Vel Factor 0-65535 5242
Vel Cutoff Vel Cutoff 0-65535 13000
Vel Diff Vel Diff 0-65535 63000
Den Diff Density Difference 0-65535 63000
Inv. RGB Invert RGB levels from FX media 0-255 0
Inv. Alpha Inverts transparency from FX media 0-255 0
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+ Fluid Paint

ayer Mediaj

00,

FX Media

This effect multiplies the FX texture with the Layer texture and adds a fluid effect which is best seen
when applied to a video layer.
According to the Offset and Velocity parameters, the frames of this result change there position
which creates the impression, the frames would fly into a (changing) direction.

With the "Density difference" fader you can change how many frames are multiplied into the Layer
texture and with "Velocity Factor" how far frames mowe. The last image shows a higher velocity than
in the second image.

Parameter
Mix
Media

Vel Dir
Offset
Offs. Freq.
Vel Input
Vel Factor
Vel Cutoff
Vel Diff
Den Diff
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Description
Lewel of effect itself

Media file as source for overlay or
mask

Vel Dir
Offset
Offs. Freq.
Vel Input
Vel Factor
Vel Cutoff
Vel Diff
Den Diff

Value Range
0-255

0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

Default
0

32768

32768
6553
5242
13000
63000
63000
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+ Interactive Waves Buffer RH

This effect is based on the Layer's Z Position or render history as explained in the manual chapter
"Compositing" 8. The layer with the assigned effect makes a composition of all layers behind it and
displays it ontop its own texture. In the example, the "render" layer is positioned in the foreground, its
main media is a transparent image. In the background there is a video layer showing a running
timecode and a particle system 182 (also with a transparent medial).

Whenevwer a pixel from the composition changes, it causes waves as if a rain drop deformed the
rendering texture.

The parameter "Strenght” influences the wave speed / frequency, whilst "Delay" influences the

amplitude, i.e. how far the waves go).

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Strength Strength 0-255 0

Delay Delay 0-65535 60000

+ Interactive Waves Buffer

Layer Media

The main media from the layer is a transparent image whilst the effect's media is video showing a
running timecode. Whenever a pixel from the timecode video changes, it causes waves as if a rain
drop deformed the rendering texture.

The parameter "Strenght” influences the wave speed / freuquency, whilst "Delay" influences the
amplitude, i.e. how far the waves go).

Parameter Description Value Range Default
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Mix Level of effect itself 0-255 0
Strength Strength 0-255 0
Delay Delay 0-65535 60000
Media Media file as source for waves - -

+ Interactive Waves RH

This effect is based on the Layer's Z Position or render history as explained in the manual chapter
"Compositing" 388. The layer with the assigned effect makes a composition of all layers behind it and
mixes it into its own texture. In the example, the "render" layer is positioned in the foreground, its
main media is a grass image. In the background there is a video layer showing a running timecode
and a particle system 182 (also with a transparent medial).

Whenever a pixel from the composition changes, it causes waves as if a rain drop deformed the
rendering grass texture.

The parameter "Strenght" influences the wave speed / frequency, whilst "Delay" influences the
amplitude, i.e. how far the waves go). "Offset" offsets the grass texture in the waves.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Strength Strength 0-255 0

Offset Offset 0-65535 32768
Delay Delay 0-65535 60000

+ Interactive Waves

il ayer Media
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The main media from the layer is a color gradients image whilst the effect's media is video showing a
running timecode. Whenever a pixel from the timecode \video changes, it causes wawes as if a rain
drop deformed the rendering color gradient texture.

The parameter "Strenght" influences the wave speed / freuquency, whilst "Delay" influences the
amplitude, i.e. how far the waves go). "Offset" offsets the grass texture in the waves.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Strength Strength 0-255 0

Offset Offset 0-65535 32768
Delay Delay 0-65535 60000
Media Media file as source for waves - -

+ Lens Barrel Distortion Color Corr

Applies a barrel distortion to a layer or output texture. In addition it applies a correction for chromatic
aberration which is for example of interest when working with a device like an Oculus Rift.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Lens X Horizontal lens position 0-65535 32768
Lens Y Vertical lens position 0-65535 32768
Scale X Horizontal scale 0-65535 32768
Scale Y Vertical scale 0-65535 32768
Scaleln X Horizontal scale 0-65535 32768
Scaleln Y Vertical scale 0-65535 32768
Coef. 0 Coef. 0 0-65535 65535
Coef. 1 Coef. 1 0-65535 32768
Coef. 2 Coef. 2 0-65535 32768
Coef. 3 Coef. 3 0-65535 32768
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+ Lens Barrel Distortion

Applies a barrel distortion to a layer or output texture.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Lens X Horizontal lens position 0-65535 32768
Lens Y Vertical lens position 0-65535 32768
Scale X Horizontal scale 0-65535 32768
Scale Y Vertical scale 0-65535 32768
Scaleln X Horizontal scale 0-65535 32768
Scaleln Y Vertical scale 0-65535 32768
Coef. 0 Coef. 0 0-65535 65535
Coef. 1 Coef. 1 0-65535 32768
Coef. 2 Coef. 2 0-65535 32768
Coef. 3 Coef. 3 0-65535 32768

+ Lens Pincushion Distortion

Applies a pincushion distortion to a layer or output texture.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Lens X Horizontal lens position 0-65535 32768
Lens Y Vertical lens position 0-65535 32768
Scale X Horizontal scale 0-65535 32768
Scale Y Vertical scale 0-65535 32768
Scaleln X Horizontal scale 0-65535 32768
Scaleln Y Vertical scale 0-65535 32768
Coef. 0 Coef. 0 0-65535 65535
Coef. 1 Coef. 1 0-65535 32768
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Coef. 2 Coef. 2 0-65535
Coef. 3 Coef. 3 0-65535

~ Magnify Glass

32768
32768

Magnifies an area of the layer image and allows to define the position and size of this area as well as

the used zoom factor.

Parameter Description

Mix Level of Effect

X X Position of magnifier

Y Y Position of magnifier

In Size of completely magnified area
Out Size of area where magnification ends
Magnify Amount of magnification

Aspect Aspect ratio of magnifier

+ PolarCoordinates

Value Range

0-255

0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

Default
0

32768
32768
16448
17733
32768
42662

Polar Coordinates Effect. Can be used to either treat current coordinates as Cartesian and Resample
to Polar or vice versa. Created by Florian Mosleh www.s2gfx.com

Parameter Description Value Range
Mix Level of effect itself 0-255
Operation Operation 0-255
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+ Ripple Animation

Distorts the texture with a ripple animation. Amplitude, frequency, motion speed and direction as well
as size and position can be set up.

Parameter Description Value Range Default

Mix Level of Effect 0-255 0

Amplitude Defines the height of the ripple’s amplitude 0-65535 16384

Frequency Defines the ripple’s frequency (=amount of 0-65535 32768
ripples coming out from its center)

Motion Defines the speed and direction of the 0-65535 16448
ripple’s motion

Pos U U Position 0-65535 17733

Pos V V Position 0-65535 32768

Scale U U Scale 0-65535 16384

Scale V V Scale 0-65535 16384

~ Ripple

Distorts the texture with a non-animated ripple effect. Amplitude, frequency, phase as well as size
and position can be set up.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Amplitude Defines the height of the ripple’s amplitude 0-65535 16384
Frequency Defines the ripple’s frequency (=amount of 0-65535 32768
ripples coming out from its center)

Phase Define the phase of the ripple’s curve 0-65535 16448
Pos U U Position 0-65535 17733
Pos V V Position 0-65535 32768
Scale U U Scale 0-65535 16384
Scale V V Scale 0-65535 16384

412



[PANDORAS

~ Swirl Angle

Distorts the texture with a non-animated swirl effect. Twist, Depth and Amount can be set up.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Twist Amount of Twist 0-65535 128
Depth Depth of the Swirl 0-65535 4096
Amount Amount of swirl waves 0-65535 2048

+ Texture Morph

Morphs the image by using an additional media file as texture.

Parameter Description Value Range Default
Media Add the image file that should be used as

texture for the morph effect
Mix Level of Effect 0-255 0
Factor Amount of Texture Morphing 0-255 64
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+ Waves

Modifies the texture with non-animated waves.

Parameter Description

Mix Level of Effect

Amount Amount of Waves

U Offset U Mapping Offset (in X direction)
V Offset V Mapping Offset (in Y direction)
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Value Range Default

0-255 0

0-65535 64000
0-65535 32768
0-65535 32768



(PAN DORAS [Ele)%

5.4.211.18 FRACTALS
+ ++ General information for Fractal Effects ++
A fractal is a geometric pattern that is repeated at ever smaller scales to produce irregular shapes

and surfaces that cannot be represented by classical geometry. Fractals are used especially in
computer modeling of irregular patterns and structures in nature.

+ Julia Fractal

b

Shows a Julia Fractal that can be modified by Zoom, Position and Seed Parameters.
The texture being originally on the layer does not influence this effect except during blending.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Zoom Zoom into the fractal 0-65535 32768
Pos U Pos U 0-65535 32768
Pos V Pos V 0-65535 32768
Seed X Seed X 0-65535 25000
Seed Y Seed Y 0-65535 25000

+ Mandelbrot Fractal

Shows a Mandelbrot Fractal that can be modified by Zoom, Aspect Ratio and Position Parameters.
The texture being originally on the layer does not influence this effect except during blending.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

Zoom Zoom into the fractal 0-65535 32768
Aspect Defines the Aspect Ratio of the Fractal 0-65535 16384
Pos U Pos U 0-65535 32768
Pos V Pos V 0-65535 32768
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5.4.211.19 FXCOLLECTIONS
» ++ General information for FX Collections ++
These FX collections will be added automatically when starting a Server or Player in Lighting Console

Mode. Depending on your PB product a different amount of these effects will be already added to the
layers and automatically patched in the Patch tab as well.

000 Mone

Resst Resat Resst Resat Resst Resat

Depending on the Effect chosen from the “FX Name” list on the left, all or several of the FX Faders will
get active, displaying the name of their function instead of FX1, FX2 etc. Example:

Seryer FX 18bit 3Ch
FXN Mz 52 Feather Red

057 Frame R.GBA

When the Effect “Frame RGBA” is chosen from the list, all faders are renamed according to their
function in this effect. The last two faders in this example are without function (n/a).

Al effects listed under the FX Name list are explained in the EX theme collections 328, so please have
a look here to receive more information about each effect.

+ Server FX 16bit 9Ch

Effects containing 9 channels (parameters) with 16 bit for each channel, available for PB Server
products, see example abowve.

~ Player FX 16bit 4Ch

Effects containing 4 channels (parameters) with 16 bit for each channel, available for PB Player
products, similar to the example abowve.
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5.4.2.11.20 GENERATOR
* RND Noise Add

Adds the RGB values of a random noise texture (animated) with the RGB values of the layer’s
texture. Size of noise can be adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Size Size of noisy items 0-65535 64

+ RND Noise Divide

Divides the RGB values of a random noise texture (animated) with the RGB values of the layer's
texture. Size of noise can be adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Size Size of noisy items 0-65535 64

+ RND Noise Mix

Fades into a random noise texture (animated). Size of noise can be adjusted.

Parameter Description Value Range Default
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Mix Level of Effect 0-255 0
Size Size of noisy items 0-65535 64

+ RND Noise Multiply

Multiplies the RGB values of a random noise texture (animated) with the RGB values of the layer’s
texture. Size of noise can be adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Size Size of noisy items 0-65535 64

+ RND Noise Subtract

Subtracts the RGB values of a random noise texture (animated) with the RGB values of the layer's
texture. Size of noise can be adjusted.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Size Size of noisy items 0-65535 64
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5.4.2.11.21 GEOMETRY
+ [nflate

Inflates the layer in XYZ, best visible when having a 3D object applled as Mesh. Using just the 2D
layer texture (without a mesh!) results in inflating the layer in X&Y, and moving the layer in Z Position
closer to the camera.

Parameter Description Value Range Default
Amount Amount of Inflation 0-65535 0

+ Lens Barrel Distortion - Vertex

Applies a barrel distortion to a layer or output.

Parameter Description Value Range Default
Lens X Horizontal lens position 0-65535 32768
Lens Y Vertical lens position 0-65535 32768
Scale X Horizontal scale 0-65535 32768
ScaleY Vertical scale 0-65535 32768
Scaleln X Horizontal scale 0-65535 32768
Scaleln Y Vertical scale 0-65535 32768
Coef. 0 Coef. 0 0-65535 65535
Coef. 1 Coef. 1 0-65535 0
Coef. 2 Coef. 2 0-65535 0
Coef. 3 Coef. 3 0-65535 0
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+ Lens Pincushion Distortion - Vertex

Applies a barrel distortion to a layer or output.

Parameter
Lens X
Lens Y
Scale X
ScaleY
Scaleln X
Scaleln Y
Coef. 0
Coef. 1
Coef. 2
Coef. 3

+ Morph A-B

Description

Horizontal lens position
Vertical lens position
Horizontal scale
Vertical scale
Horizontal scale
Vertical scale

Coef. 0
Coef. 1
Coef. 2
Coef. 3

Value Range
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

Default
32768
32768
32768
32768
32768
32768
65535
0

0

0

This effect allows deforming an object by moving its vertices from one assembly to another. Please

refer to this live warping tutorial 828 in the manual.

+ Morph A-B-C

This effect allows deforming an object by moving its vertices from one assembly to a second and a

third one. Please refer to the live warping tutorial 828 in the manual.

+ Rotate Local Quaternion

The rotation set up with the default XYZ rotation parameters from a layer depends on the rotation

pivot's position. It rotates the object as well as the rotation pivot point.

In contrary, the "Rotate Local Quaternion" parameters apply locally, independent from the pivot's
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position but using its orientation. It rotates only the object not the rotation pivot point.
The "Rotate Local Quaternion" applies a fixed rotation value based on quaternion parameters in
difference to the standard summarization of Euler XYZ rotation angles.

Parameter Description Value Range Default
QX QX -1-1 0
QY QY -1-1 0
Qz Qz -1-1 0
QW QwW -1-1 0

+~ Rotate Local XYZ

The rotation set up with the default XYZ rotation parameters from a layer depends on the rotation
pivot's position. It rotates the object as well as the rotation pivot point.

In contrary, the "Rotate Local XYZ" parameters apply locally, independent from the pivot's position but
using its orientation. It rotates only the object not the rotation pivot point.

The "Rotate Local XYZ" applies a fixed rotation value, whilst "Rotation Speed Local XYZ" applies a
constant rotation over time.

Parameter Description Value Range Default
X Rotation of local X Axis 0-65535 32768
Y Rotation of local Y Axis 0-65535 32768
Z Rotation of local Z Axis 0-65535 32768

+ Rotation Speed Local XYZ

The rotation set up with the default XYZ rotation parameters from a layer depends on the rotation
pivot's position. It rotates the object as well as the rotation pivot point.

In contrary, the "Rotate Local XYZ"' parameters apply locally, independent from the pivot's position but
using its orientation. It rotates only the object not the rotation pivot point.

The "Rotate Local XYZ" applies a fixed rotation value, whilst "Rotation Speed Local XYZ" applies a
constant rotation over time.

Parameter Description Value Range Default

421



[PAN DORAS [Ele)%

X X 0-65535 32768

Y Y 0-65535 32768

z z 0-65535 32768
v XYZPush

Pushes the layer texture in XYZ, depending on the settings of XYZ piwvots.

Example abowe:

Left: Effect is not applied

Center: Y Offset is applied; Y Pivot is centered (default value)
Right: X Offset is applied; X Pivot is moved to right edge of the layer

Parameter Description Value Range Default
X Off X Offset 0-65535 32768
Y Off Y Offset 0-65535 32768
Z Off Z Offset 0-65535 32768
PX Position of X Pivot 0-65535 32768
PY Position of Y Piwvot 0-65535 32768
Pz Position of Z Pivot 0-65535 32768

+ XYZSqueeze

Squeezes the layer texture in XYZ, depending on the settings of XYZ pivots.

Parameter Description Value Range Default
X Off X Offset 0-65535 0

Y Off Y Offset 0-65535 0

Z Off Z Offset 0-65535 0

PX Position of X Pivot 0-65535 32768
PY Position of Y Piwvot 0-65535 32878
Pz Position of Z Pivot 0-65535 32768
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5.4.2.11.22 GRADIENTS
+ Gradient Linear Horizontal

Allows turning the layer texture into a linear gradient with the possibility of choosing the colors for the
horizontal area. Alpha layers for both areas are adjustable.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Color picker / Lewel of red 0-255 255
Green Color picker / Level of green 0-255 255
Blue Color picker / Lewvel of blue 0-255 255
Alpha Level of transparency 0-255 255
Red C Red C 0-255 0
Green C Green C 0-255 0

Blue C Blue C 0-255 0

Alpha C Alpha C 0-255 255

+ Gradient Linear Vertical

Allows turning the layer texture into a linear gradient with the possibility of choosing the colors for the
vertical area. Alpha layers for both areas are adjustable.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Color picker / Lewel of red 0-255 255
Green Color picker / Level of green 0-255 255
Blue Color picker / Level of blue 0-255 255
Alpha Level of transparency 0-255 255
Red C Red C 0-255 0
Green C Green C 0-255 0

Blue C Blue C 0-255 0
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Alpha C Alpha C 0-255 255

+ Gradient Linear

higher and lower area. Alpha levels for both areas are adjustable.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red H Red level of higher color, Color Picker 0-255 255
Green H Green level of higher color, Color Picker 0-255 255
Blue H Blue level of higher color, Color Picker 0-255 255
Alpha H Alpha level of higher color 0-255 255
Red L Red level of lower color, Color Picker 0-255 0
Green L Green level of lower color, Color Picker 0-255 0

Blue L Blue lewel of lower color, Color Picker 0-255 0

Alpha L Alpha level of lower color 0-255 255

+ Gradient Quad 16bit

Allows turning the layer texture into a gradient with four different areas with the possibility of choosing
16 bit colors and alpha channels. Size and softness of the quadrangle (four-sided figure) are
adjustable.

This effect can be used for blacklevel adjustment 83, when it is assigned to the output or to a layer
that is toggled into the Output Rendering Pass ?°7 by using the Layer Inspector?208,

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Pt1 X Horizontal position of the first point 0-65535 0

Pt1Y Vertical position of the first point  0-65535 65535
Red 1 First color picker / Level of red 0-65535 65535
Green 1 First color picker / Level of green  0-65535 65535
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Blue 1 First color picker / Level of blue 0-65535 65535
Alpha 1 Alpha 1 0-65535 65535
Softness 1 Softness 1 0-65535 250
Pt2 X Horizontal position of the second  0-65535 65535
point

Pt2' Y Vertical position of the second point 0-65535 65535
Red 2 Second color picker / Level of red  0-65535 65535
Green 2 Second color picker / Level of green 0-65535 0
Blue 2 Second color picker / Level of blue 0-65535 0
Alpha 2 Alpha 2 0-65535 65535
Softness 2 Softness 2 0-65535 250
Pt3 X Horizontal position of the third point 0-65535 65535
Pt3Y Vertical position of the third point  0-65535 0

Red 3 Third color picker / Level of red 0-65535 0
Green 3 Third color picker / Level of green  0-65535 65535
Blue 3 Third color picker / Level of blue 0-65535 0
Alpha 3 Alpha 3 0-65535 65535
Softness 3 Softness 3 0-65535 250
Pt4 X Horizontal position of the fourth 0-65535 0

point

Pt4Y Vertical position of the fourth point 0-65535 0

Red 4 Fourth color picker / Level of red 0-65535 0
Green 4 Fourth color picker / Level of green 0-65535 0
Blue 4 Fourth color picker / Level of blue  0-65535 65535
Alpha 4 Alpha 4 0-65535 65535
Softness 4 Softness 4 0-65535 250

+ Gradient Quad Black Lift 16bit

Allows turning the layer texture into a gradient with four different areas with the possibility of choosing
16 bit colors and alpha channels. Size and softness of the quadrangle (four-sided figure) are
adjustable. The gradient colors are added to the layer texture but only to dark values. The higher the
"Threshold" parameter the lighter the colors get that are influenced by the gradient colors.

This effect can be used for blacklevel adjustment ®'®, when it is assigned to the output or to a layer

that is toggled into the Output Rendering Pass 2%’ by using the Layer Inspector?%8.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Pt1 X Horizontal position of the first point 0-65535 0

Pt1Y Vertical position of the first point  0-65535 65535
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Red 1
Green 1
Blue 1
Alpha 1
Softness 1
Pt2 X

Pt2Y

Red 2
Green 2
Blue 2
Alpha 2
Softness 2
Pt3 X

Pt3 Y

Red 3
Green 3
Blue 3
Alpha 3
Softness 3
Pt4 X

Pt4 Y

Red 4
Green 4
Blue 4
Alpha 4
Softness 4
Threshold

First color picker / Level of red 0-65535
First color picker / Level of green  0-65535
First color picker / Level of blue 0-65535
Alpha 1 0-65535
Softness 1 0-65535
Horizontal position of the second  0-65535
point

Vertical position of the second point 0-65535
Second color picker / Level of red 0-65535
Second color picker / Level of green 0-65535
Second color picker / Level of blue 0-65535
Alpha 2 0-65535
Softness 2 0-65535
Horizontal position of the third point 0-65535
Vertical position of the third point  0-65535
Third color picker / Level of red 0-65535
Third color picker / Level of green  0-65535
Third color picker / Level of blue 0-65535
Alpha 3 0-65535
Softness 3 0-65535
Horizontal position of the fourth 0-65535
point

Vertical position of the fourth point 0-65535
Fourth color picker / Level of red 0-65535
Fourth color picker / Level of green 0-65535
Fourth color picker / Level of blue  0-65535

Alpha 4 0-65535
Softness 4 0-65535
Threshold 0-65535

Gradient Quad Black Lift

10000
10000
10000
65535
0

65535

65535
10000
10000
10000
65535
0

65535
0

10000
10000
10000
65535
0

0

10000
10000
10000
65535

30000

Allows turning the layer texture into a gradient with four different areas with the possibility of choosing
8 bit colors and alpha channels. Size and softness of the quadrangle (four-sided figure) are
adjustable. The gradient colors are added to the layer texture but only to dark values. The higher the
"Threshold" parameter the lighter the colors get that are influenced by the gradient colors.

This effect can be used for blacklevel adjustmen
that is toggled into the Output Rendering Pass ?°7 by using the Layer Inspector

Parameter
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, Wwhen it is assigned to the output or to a layer
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Mix

Pt1 X
Pt1Y
Red 1
Green 1
Blue 1
Alpha 1
Softness 1
Pt2 X

Pt2Y

Red 2
Green 2
Blue 2
Alpha 2
Softness 2
Pt3 X

Pt3 Y

Red 3
Green 3
Blue 3
Alpha 3
Softness 3
Pt4 X

Pt4 Y

Red 4
Green 4
Blue 4
Alpha 4
Softness 4
Threshold

Lewvel of effect itself

Horizontal position of the first point
Vertical position of the first point
First color picker / Level of red
First color picker / Level of green
First color picker / Level of blue

Alpha 1
Softness 1

Horizontal position of the second

point

0-255
0-65535
0-65535
0-255
0-255
0-255
0-255
0-65535
0-65535

Vertical position of the second point 0-65535
Second color picker / Lewvel of red  0-255
Second color picker / Level of green 0-255
Second color picker / Level of blue 0-255

Alpha 2
Softness 2

0-255
0-65535

Horizontal position of the third point 0-65535

Vertical position of the third point
Third color picker / Level of red
Third color picker / Level of green
Third color picker / Level of blue

Alpha 3
Softness 3

Horizontal position of the fourth

point

Vertical position of the fourth point
Fourth color picker / Level of red
Fourth color picker / Level of green
Fourth color picker / Level of blue

Alpha 4
Softness 4
Threshold

+ Gradient Quad

0-65535
0-255
0-255
0-255
0-255
0-65535
0-65535

0-65535
0-255
0-255
0-255
0-255
0-65535
0-255

0

0
65535
30

30

30
255

65535

65535
30

30

30
255

65535

30
30
30
255

30
30
30
255

75

Allows turning the layer texture into a gradient with four different areas with the possibility of choosing
8 bit colors and alpha channels. Size and softness of the quadrangle (four-sided figure) are

adjustable.
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This effect can be used for blacklevel adjustment 63, when it is assigned to the output or to a layer
that is toggled into the Output Rendering Pass 27 by using the Layer Inspector2°8.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Pt1 X Horizontal position of the first point 0-65535 0
Pt1Y Vertical position of the first point  0-65535 65535
Red 1 First color picker / Level of red 0-255 255
Green 1 First color picker / Level of green  0-255 255
Blue 1 First color picker / Level of blue 0-255 255
Alpha 1 Alpha 1 0-255 255
Softness 1 Softness 1 0-65535 250
Pt2 X Horizontal position of the second  0-65535 65535
point
Pt2Y Vertical position of the second point 0-65535 65535
Red 2 Second color picker / Level of red  0-255 255
Green 2 Second color picker / Level of green 0-255 0
Blue 2 Second color picker / Lewel of blue 0-255 0
Alpha 2 Alpha 2 0-255 255
Softness 2 Softness 2 0-65535 250
Pt3 X Horizontal position of the third point 0-65535 65535
Pt3Y Vertical position of the third point  0-65535 0
Red 3 Third color picker / Level of red 0-255 0
Green 3 Third color picker / Level of green  0-255 255
Blue 3 Third color picker / Level of blue 0-255 0
Alpha 3 Alpha 3 0-255 255
Softness 3 Softness 3 0-65535 250
Pt4 X Horizontal position of the fourth 0-65535 0
point
Pt4Y Vertical position of the fourth point 0-65535 0
Red 4 Fourth color picker / Level of red 0-255 0
Green 4 Fourth color picker / Lewel of green 0-255 0
Blue 4 Fourth color picker / Level of blue  0-255 255
Alpha 4 Alpha 4 0-255 255
Softness 4 Softness 4 0-65535 250

+ Gradient Radial
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Allows turning the layer texture into a radial gradient with the possibility of choosing the colors for the
higher and lower area. Alpha lewels for both areas are adjustable.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red H Red level of higher color, Color Picker 0-255 255
Green H Green level of higher color, Color Picker 0-255 255
Blue H Blue lewel of higher color, Color Picker 0-255 255
Alpha H Alpha level of higher color 0-255 255
Red L Red level of lower color, Color Picker 0-255 0
Green L Green level of lower color, Color Picker 0-255 0

Blue L Blue level of lower color, Color Picker 0-255 0
Alpha L Alpha level of lower color 0-255 255

~ Gradient Spiral

Allows turning the layer texture into a spiral gradient with the possibility of choosing the colors for the
higher and lower area. Alpha lewels for both areas are adjustable. The amount of the spiral is
influenced by the opacity value of the layer as well.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red H Red level of higher color, Color Picker 0-255 255
Green H Green level of higher color, Color Picker 0-255 255
Blue H Blue level of higher color, Color Picker 0-255 255
Alpha H Alpha level of higher color 0-255 255
Red L Red level of lower color, Color Picker 0-255 0
Green L Green level of lower color, Color Picker 0-255 0

Blue L Blue level of lower color, Color Picker 0-255 0

Alpha L Alpha level of lower color 0-255 255

+ Gradient Swirl
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Allows turning the layer texture into a swirl gradient with the possibility of choosing the colors for the
higher and lower area. Alpha lewels for both areas are adjustable.

Parameter
Mix

Red H
Green H
Blue H
Alpha H
Red L
Green L
Blue L
Alpha L

Description

Level of Effect

Red level of higher color, Color Picker
Green level of higher color, Color Picker
Blue level of higher color, Color Picker
Alpha level of higher color

Red level of lower color, Color Picker
Green level of lower color, Color Picker
Blue level of lower color, Color Picker
Alpha level of lower color

Gradient Triangle 16bit

Value Range Default

0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

0
255
255
255
255
0
0
0
255

Allows turning the layer texture into a gradient with three different areas with the possibility of
choosing 16 bit colors and alpha channels. Size, softness and rotation angle of the triangular (3-sided

figure) are adjustable. The gradient colors are added to the layer texture.

This effect can be used for blacklevel adjustment 83, when it is assigned to the output or to a layer
that is toggled into the Output Rendering Pass 297 by using the Layer Inspector208.

Parameter
Mix

Pt1 X
Pt1Y

Red 1
Green 1
Blue 1
Alpha 1
Softness 1
Pt2 X

Pt2 Y

Red 2
Green 2
Blue 2
Alpha 2
Softness 2
Pt3 X

430

Description Value Range

Lewel of effect itself 0-255
Horizontal position of the first point 0-65535
Vertical position of the first point ~ 0-65535
First color picker / Level of red 0-65535
First color picker / Level of green  0-65535
First color picker / Level of blue 0-65535
Alpha 1 0-65535
Softness 1 0-65535
Horizontal position of the second  0-65535
point

Vertical position of the second point 0-65535
Second color picker / Level of red  0-65535
Second color picker / Level of green 0-65535
Second color picker / Level of blue 0-65535
Alpha 2 0-65535
Softness 2 0-65535
Horizontal position of the third point 0-65535

Default
0

0

0

65535
65535
65535
65535
250
32768

65535
65535

65535
250
65535
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Pt3Y

Red 3
Green 3
Blue 3
Alpha 3
Softness 3
Angle

Vertical position of the third point
Third color picker / Level of red
Third color picker / Level of green
Third color picker / Level of blue
Alpha 3

Softness 3

Angle

Gradient Triangle Black Lift 16bit

0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-360

0
0
65535

65535
250
180

Allows turning the layer texture into a gradient with three different areas with the possibility of
choosing 16 bit colors and alpha channels. Size, softness and rotation angle of the triangular (3-sided
figure) are adjustable. The gradient colors are added to the layer texture but only to dark values. The
higher the "Threshold" parameter the lighter the colors get that are influenced by the gradient colors.

This effect can be used for blacklevel adjustmen
that is toggled into the Output Rendering Pass 27 by using the Layer Inspector

Parameter
Mix

Pt1 X
Pt1Y

Red 1
Green 1
Blue 1
Alpha 1
Softness 1
Pt2 X

Pt2Y
Red 2
Green 2
Blue 2
Alpha 2
Softness 2
Pt3 X
Pt3 Y
Red 3
Green 3
Blue 3
Alpha 3

431

Description

Lewel of effect itself

Horizontal position of the first point
Vertical position of the first point
First color picker / Level of red
First color picker / Level of green
First color picker / Level of blue
Alpha 1

Softness 1

Horizontal position of the second
point

613

Value Range
0-255

0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

Vertical position of the second point 0-65535

Second color picker / Level of red

0-65535

Second color picker / Level of green 0-65535

Second color picker / Level of blue
Alpha 2
Softness 2

0-65535
0-65535
0-65535

Horizontal position of the third point 0-65535

Vertical position of the third point
Third color picker / Level of red
Third color picker / Level of green
Third color picker / Level of blue
Alpha 3

0-65535
0-65535
0-65535
0-65535
0-65535

, When it is assigned to the output or to a layer

208

Default
0

0

0

10000
10000
10000
65535

32768

65535
10000
10000
10000
65535

65535

10000
10000
10000
65535
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Softness 3 Softness 3 0-65535 0
Angle Angle 0-360 180
Threshold Threshold 0-65535 30000

+ Gradient Triangle Black Lift

Allows turning the layer texture into a gradient with three different areas with the possibility of

choosing 8 bit colors and alpha channels. Size, softness and rotation angle of the triangular (3-sided
figure) are adjustable. The gradient colors are added to the layer texture but only to dark values. The
higher the "Threshold" parameter the lighter the colors get that are influenced by the gradient colors.

This effect can be used for blacklevel adjustment 813

that is toggled into the Output Rendering Pass ?°7 by using the Layer Inspector

, Wwhen it is assigned to the output or to a layer
208

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Pt1 X Horizontal position of the first point 0-65535 0
Pt1Y Vertical position of the first point  0-65535 0
Red 1 First color picker / Level of red 0-255 30
Green 1 First color picker / Level of green  0-255 30
Blue 1 First color picker / Level of blue 0-255 30
Alpha 1 Alpha 1 0-255 255
Softness 1 Softness 1 0-65535 0
Pt2 X Horizontal position of the second  0-65535 32768
point
Pt2Y Vertical position of the second point 0-65535 65535
Red 2 Second color picker / Lewvel ofred  0-255 30
Green 2 Second color picker / Level of green 0-255 30
Blue 2 Second color picker / Lewel of blue 0-255 30
Alpha 2 Alpha 2 0-255 255
Softness 2 Softness 2 0-65535 0
Pt3 X Horizontal position of the third point 0-65535 65535
Pt3Y Vertical position of the third point  0-65535 0
Red 3 Third color picker / Level of red 0-255 30
Green 3 Third color picker / Level of green  0-255 30
Blue 3 Third color picker / Level of blue 0-255 30
Alpha 3 Alpha 3 0-255 255
Softness 3 Softness 3 0-65535 0
Angle Angle 0-360 180
Threshold Threshold 0-255 75

432



(PAN DORAS [Ele)%

~ Gradient Triangle

Allows turning the layer texture into a gradient with three different areas with the possibility of
choosing 8 bit colors and alpha channels. Size, softness and rotation angle of the triangular (3-sided
figure) are adjustable.

This effect can be used for blacklevel adjustment 63, when it is assigned to the output or to a layer
that is toggled into the Qutput Rendering Pass 27 by using the Layer Inspector 208,

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Pt1 X Horizontal position of the first point 0-65535 0
Pt1Y Vertical position of the first point ~ 0-65535 0
Red 1 First color picker / Level of red 0-255 255
Green 1 First color picker / Level of green  0-255 255
Blue 1 First color picker / Level of blue 0-255 255
Alpha 1 Alpha 1 0-255 255
Softness 1 Softness 1 0-65535 250
Pt2 X Horizontal position of the second  0-65535 32768
point
Pt2Y Vertical position of the second point 0-65535 65535
Red 2 Second color picker / Level of red  0-255 255
Green 2 Second color picker / Level of green 0-255 0
Blue 2 Second color picker / Level of blue 0-255 0
Alpha 2 Alpha 2 0-255 255
Softness 2 Softness 2 0-65535 250
Pt3 X Horizontal position of the third point 0-65535 65535
Pt3Y Vertical position of the third point  0-65535 0
Red 3 Third color picker / Level of red 0-255 0
Green 3 Third color picker / Level of green  0-255 255
Blue 3 Third color picker / Level of blue 0-255 0
Alpha 3 Alpha 3 0-255 255
Softness 3 Softness 3 0-65535 250
Angle Angle 0-360 180
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5.4.2.11.23 IMAGE ADJUST
+ Brighten

\

Brighten simply shifts all pixel values higher or lower when adjusting the Brighten Factor. Technically,
each RGB value is multiplied with a factor. In difference to the "Gamma RGB 432" effect, this is a
linear function.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Factor Factor of Brightness 0-255 32

The Burn Effect is used to lighten areas of the image. The Threshold parameter allows defining the
intensity value of the pixels from which on Burn should take effect. Use the Factor parameter to set
the amount of burning.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Factor Factor of Burning 0-255 32
Threshold Threshold of intensity value 0-255 64

+ CCB Multiply
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This is an alternative to the "ColorContrastBrightness" 43° effect. It allows adjusting Color, Contrast
and Brightness.

The Chroma parameter itself works like the "Brighten" effect, it multiplies each RGB value with a
factor. The Contrast parameter multiplies bright colors with a factor to make them brighter and divides
dark colors with a factor to darken them further. The Brightness parameter does exactly the same as
the Chroma parameter (in difference to the normal CCB FX).

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Chroma Chroma 0-255 128
Contrast Contrast 0-255 128
Bright Bright 0-255 128

» ColorContrastBrightness

The CCB Effect allows adjusting Color, Contrast and Brightness. The Chroma parameter itself works
like the "Brighten" effect, it multiplies each RGB value with a factor. The Contrast parameter
multiplies bright colors with a factor to make them brighter and divides dark colors with a factor to
darken them further. The Brightness parameter adds a value to each RGB value equally.

Note, there is an alternative to this effect, the "CCB Multiply" #**. There, the Brightness parameter
works in the same way as the Chroma one.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Chroma Level of Chroma 0-255 128
Contrast Level of Contrast 0-255 128
Brightness Level of Brightness 0-255 128

+ Gamma RGB

This shifts the RGB pixel values (individually or together) higher or lower to brighten or darken the
image. when adjusting the Brighten Factor. Technically each RGB value is multiplied with a factor. In
difference to the "Brighten 434" effect, this gamma correction is a non-linear function.
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Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Gamma R Gamma R 0-65535 16384
Gamma G Gamma G 0-65535 16384
Gamma B Gamma B 0-65535 16384

~ HighMidLowLights

Creates a lighting effect on the image, the colors for High, Mid and Low Lights can be adjusted
separately.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Red H Level of Red for High Lights 0-255 128
Green H Level of Green for High Lights

Blue H Level of Blue for High Lights

Red M Level of Red for Mid Lights 0-255 128
Green M Level of Green for Mid Lights

Blue M Lewel of Blue for Mid Lights

Red L Level of Red for Low Lights

Green L Level of Green for Low Lights

Blue L Level of Blue for Low Lights 0-255 128

+ HSV Adjust

Changes the color of the image based on the HSV (hue, saturation, value) RGB color model, also
called HSB (hue, saturation, brightness).

Changing the Hue in- or decreases all color hues in the image accordingly.

Changing the Saturation, in- or decreases the saturation (white to full color) of all colors in the image.
Changing the Value, in- or decreases the brightness value (black to full color) of all colors in the
image.
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Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Hue Hue 0-255 128
Saturation Saturation 0-255 128
Value Value 0-255 128

+ HSV by Hue

Changes the color of the image based on the HSV (hue, saturation, value) RGB color model, also
called HSB (hue, saturation, brightness).

Pick a color / hue with color picker and set a threshold to influence neighboring colors.

The A Set of the following faders influences the chosen colors, the B set all other ones.

Changing the Hue in- or decreases the color hue of the color set.
Changing the Saturation, in- or decreases the saturation (white to full color) of the color set.
Changing the Value, in- or decreases the brightness value (black to full color) of the color set.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Red Color picker / Lewvel of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Lewel of blue 0-255 0
Threshold Threshold 0-255 32
Hue A Hue A 0-255 128
Saturation A Saturation A 0-255 128
Value A Value A 0-255 128
Hue B Hue B 0-255 128
Saturation B Saturation B 0-255 128
Value B Value B 0-255 128

+ HSV-HS for V range
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Changes the color of the image based on the HSV (hue, saturation, value) RGB color model, also
called HSB (hue, saturation, brightness).
Pick a value (black to full color) and set the value range using the "Width" parameter. Note that a high
width influences a small range and vice versa.

Changing the Hue in- or decreases the color hue for the value range.

Changing the Saturation, in- or decreases the saturation (white to full color) for the value range.

Parameter Description
Mix Level of effect itself
Value Value
Width Width
Hue Hue
Saturation Saturation
~ Levels RGB

Value Range
0-255

0-65535
0-65535
0-65535
0-65535

Default
0

32768
8192
32768
32768

Allows setting the gradation lewels for all three channels, RGB.

Parameter
Mix

Dark Red
Light Red
Dark Green
Light Green
Dark Blue
Light Blue

+ Levels

Description

Level of Effect

Adjusting the dark limit for Red
Adjusting the light limit for Red
Adjusting the dark limit for Green
Adjusting the light limit for Green
Adjusting the dark limit for Blue
Adjusting the light limit for Blue

Value Range Default

0-255
0-255
0-255
0-255
0-255
0-255
0-255

Allows setting the overall level gradation.

Parameter
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Description

Value Range Default



Mix
Dark
Light

+ Posterize

Level of Effect
Adjusting the dark limit
Adjusting the light limit

Posterize allows reducing the colour range by adjusting the amount of steps.

Parameter
Mix
Steps

+ RGB Add

Description
Level of Effect
Amount of steps

Value Range Default

0-255
0-65535

0
4096

Adds RGB colors by the RGB color mix value, allows inverting the image.

Parameter
Mix

Red

Green

Blue

Invert
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Description

Level of Effect

Red level, Color Picker
Green level, Color Picker
Blue level, Color Picker
Inverts the RGB Lewels

Value Range

0-255
0-255
0-255
0-255
0-255

Default
0

128

128

128

0
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~ RGB Clipper

Allows setting minimum and maximum levels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Min Min. level of Red 0-255 0

Red Max Max. level of Red 0-255 255
Green Min Min. level of Green 0-255 0
Green Max Max. level of Green 0-255 255
Blue Min Min. level of Blue 0-255 0

Blue Max Max. level of Blue 0-255 255

+ RGB CTB

RGB CTB (color temperature blue) emulates the CTB filter that converts tungsten light of 3200K to
'daylight' color.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Amt Amount of conversion into ‘daylight’ color ~ 0-255 0
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~ RGB CTO

RGB CTO (color temperature orange) emulates the CTO filter that converts 'daylight’ color to tungsten
light of 3200K.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Amt Amount of conversion into tungsten light 0-255 0

+ RGB Gamma

Allows adjusting the gamma for all three channels, RGB. The default value of 255 for RGB equates to
a gamma value of 1.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

R Gamma Red, 0-255 255

G Gamma Green 0-255 255

B Gamma Blue 0-255 255

*+ RGB Min Max

Allows setting minimum and maximum lewels for all three channels, RGB.
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Value Range Default

0-255
0-255
0-255
0-255
0-255
0-255
0-255

0

128
255
128
255
128
255

All RGB colors are multiplied by RGB color mix values. Multiply can be factorized and inverted.

Parameter Description
Mix Level of Effect
Red Min Min. level of Red
Red Max Max. level of Red
Green Min Min. level of Green
Green Max Max. level of Green
Blue Min Min. level of Blue
Blue Max Max. level of Blue
+ RGB Multiply
Parameter Description
Mix Level of Effect
Red Red level, Color Picker
Green Green level, Color Picker
Blue Blue lewel, Color Picker
Factor Color Multiply Factor
Invert Inverts the multiplied RGB levels
+* RGB Squisher

Value Range

0-255
0-255
0-255
0-255
0-255
0-255

Default
0

255
255
255

64

Squishes the RGB levels. For lower parameters this effect can be compared to the "Levels RGB" 438
effect.

Parameter
Mix

Red Min
Red Max
Green Min
Green Max
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Description

Level of Effect

Min. level of Red
Max. level of Red
Min. level of Green
Max. level of Green

Value Range Default

0-255
0-255
0-255
0-255
0-255

0

128
255
128
255
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Blue Min Min. level of Blue 0-255 128
Blue Max Max. level of Blue 0-255 255
+ RGB to HSL

Transforms the image from the RGB color space into the HSL color space.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

+ RGB to Video Colors 16-235

Transforms the image colors from RGB (value range: 0 — 255) to Video Colors (range: 16-235).

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

+ Video Colors 16-235 to RGB

Transforms the image from Video Colors (range: 16-235) to RGB (value range: 0 — 255).

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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+ Video RGB CC

Changes the RGB values of the image. There is a "Lower" and a "Higher" fader for each Red, Green
and Blue. The "Lower" fader subtracts the according color from all image colors. For the second
image red was subtracted. The "Higher" fader increases the according color by multiplying it with a
factor. For the last image red was enhanced.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

R Lo R Lo 0-255 18

R Hi R Hi 0-255 43

G Lo G Lo 0-255 18

G Hi G Hi 0-255 43

B Lo B Lo 0-255 18

B Hi B Hi 0-255 43

+ Video YUV to RGB

Convwerts the YUV colorspace (PAL / NTSC) to RGB color space.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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5.4.2.11.24 IMAGE ADJUST - CROP
+ CCB Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

The CCB Effect allows adjusting Color, Contrast and Brightness. The Chroma parameter multiplies
each RGB value with a factor. The Contrast parameter multiplies bright colors with a factor to make
them brighter and divides dark colors with a factor to darken them further. The Brightness parameter
adds a value to each RGB value equally.

Note, there is an alternative to this effect, the "CCB Multiply". There, the Brightness parameter works
in the same way as the Chroma one.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Chroma Chroma 0-255 128
Contrast Contrast 0-255 128
Bright Bright 0-255 128
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ High Mid Low Crop Pixel

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

Creates a lighting effect on the image, the colors for High, Mid and Low Lights can be adjusted
separately.

Parameter Description Value Range Default
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Mix

Red H
Green H
Blue H
Red M
Green M
Blue M
Red L
Green L
Blue L
Left (px)
Right (px)
Top (px)
Bottom (px)

Lewel of effect itself

Color picker / Lewel of red
Color picker / Level of green
Color picker / Lewel of blue
Red M

Green M

Blue M

Color picker / Lewel of red
Color picker / Level of green
Color picker / Lewvel of blue
Left (px)

Right (px)

Top (px)

Bottom (px)

Levels Crop Edges (px)

0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-8192
0-8192
0-8192
0-8192

0

128
128
128
128
128
128
128
128
128

o O O o

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

Allows setting the owerall level gradation.

Parameter
Mix

Dark

Light

Left (px)
Right (px)
Top (px)
Bottom (px)
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Description

Level of effect itself
Dark

Light

Left (px)

Right (px)

Top (px)

Bottom (px)

Value Range
0-255

0-255

0-255

0-8192

0-8192

0-8192

0-8192

Default
0

0

255

O O O O
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~ Levels RGB Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

Allows setting the gradation lewels for all three channels, RGB.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Dark Red Dark Red 0-255 0
Light Red Light Red 0-255 255
Dark Green  Dark Green 0-255 0
Light Green  Light Green 0-255 255
Dark Blue Dark Blue 0-255 0
Light Blue Light Blue 0-255 255
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

~ RGB Add Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

Adds RGB colors by the RGB color mix value, allows inverting the image.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Red Color picker / Lewel of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Lewel of blue 0-255 0
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Invert Inverts the RGB lewels or the effect 0-255

Left (px) Left (px) 0-8192
Right (px) Right (px) 0-8192
Top (px) Top (px) 0-8192
Bottom (px)  Bottom (px) 0-8192

+ RGB Clipper Crop Edges (px)

0
0
0
0
0

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-

or outwards independently.

Allows setting minimum and maximum lewels for all three channels, RGB.

Parameter Description Value Range
Mix Lewel of effect itself 0-255
Red Min Red Min 0-255
Red Max Red Max 0-255
Green Min Green Min 0-255
Green Max Green Max 0-255
Blue Min Blue Min 0-255
Blue Max Blue Max 0-255
Left (px) Left (px) 0-8192
Right (px) Right (px) 0-8192
Top (px) Top (px) 0-8192
Bottom (px)  Bottom (px) 0-8192

+ RGB CTB Crop Edges (px)

Default
0

0

255

255

255

0
0
0
0

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-

or outwards independently.
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RGB CTB (color temperature blue) emulates the CTB filter that converts tungsten light of 3200K to
'daylight' color.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ RGB CTO Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

RGB CTO (color temperature orange) emulates the CTO filter that converts 'daylight' color to tungsten
light of 3200K.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ RGB Gamma Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.
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Allows adjusting the gamma for all three channels, RGB. The default value of 255 for RGB equates to
a gamma value of 1.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

R Color picker / Lewel of red 0-255 255

G Color picker / Level of green 0-255 255

B Color picker / Lewvel of blue 0-255 255
Left (px) Left (px) 0-8192 0

Right (px) Right (px) 0-8192 0

Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

+ RGB Min Max Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

Allows setting minimum and maximum lewels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Red Min Red Min 0-255 128
Red Max Red Max 0-255 255
Green Min Green Min 0-255 128
Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 128
Blue Max Blue Max 0-255 255
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px) Bottom (px) 0-8192 0
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+ RGB Multiply Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

All RGB colors are multiplied by RGB color mix values. Multiply can be factorized and inverted.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Red Color picker / Lewel of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Lewel of blue 0-255 0
Factor Factor 0-255 32
Invert Inverts the RGB lewels or the effect 0-255 0
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px) Bottom (px) 0-8192 0

+ RGB Squisher Crop Edges (px)

Applies the effect within a rectangular area with hard borders; the rectangle's edges can be shifted in-
or outwards independently.

Squishes the RGB levels. For lower parameters this effect can be compared to the "Levels RGB" 447
effect.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Red Min Red Min 0-255 0

Red Max Red Max 0-255 255
Green Min Green Min 0-255 0
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Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 0
Blue Max Blue Max 0-255 255
Left (px) Left (px) 0-8192 0
Right (px) Right (px) 0-8192 0
Top (px) Top (px) 0-8192 0
Bottom (px)  Bottom (px) 0-8192 0

5.4.2.11.25 IMAGE ADJUST -IRIS
+ CCBlris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turmed inside out.

The CCB Effect allows adjusting Color, Contrast and Brightness. The Chroma parameter multiplies
each RGB value with a factor. The Contrast parameter multiplies bright colors with a factor to make
them brighter and divides dark colors with a factor to darken them further. The Brightness parameter
adds a value to each RGB value equally.

Note, there is an alternative to this effect, the "CCB Multiply". There, the Brightness parameter works
in the same way as the Chroma one.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Chroma Chroma 0-255 128
Contrast Contrast 0-255 128
Bright Bright 0-255 128
Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
\% \% 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB levels or the effect 0-255 0
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+ High Mid Low Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.

Creates a lighting effect on the image, the colors for High, Mid and Low Lights can be adjusted
separately.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red H Color picker / Lewel of red 0-255 128
Green H Color picker / Level of green 0-255 128
Blue H Color picker / Lewel of blue 0-255 128
Red M Red M 0-255 128
Green M Green M 0-255 128
Blue M Blue M 0-255 128
Red L Color picker / Lewel of red 0-255 128
Green L Color picker / Level of green 0-255 128
Blue L Color picker / Lewvel of blue 0-255 128
Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
\Y \Y 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB lewels or the effect 0-255 0

+ Levels Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.
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Allows setting the overall level gradation.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Dark Dark 0-255 0

Light Light 0-255 255
Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
Vv Vv 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB levels or the effect 0-255 0

+ Levels RGB Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.

Allows setting the gradation lewvels for all three channels, RGB.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Dark Red Dark Red 0-255 0
Light Red Light Red 0-255 255
Dark Green  Dark Green 0-255 0
Light Green  Light Green 0-255 255
Dark Blue Dark Blue 0-255 0
Light Blue Light Blue 0-255 255
Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
Vv Vv 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB lewels or the effect 0-255 0
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~ RGB Add Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.

Adds RGB colors by the RGB color mix value, allows inverting the image.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Color picker / Lewvel of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Level of blue 0-255 0
Invert Inverts the RGB levels or the effect 0-255 0
Size Size 0-255 128
Softness Softness 0-255 64

u u 0-65535 32768
\Y \Y 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB levels or the effect 0-255 0

+ RGB Clipper Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.

Allows setting minimum and maximum levels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Min Red Min 0-255 0

Red Max Red Max 0-255 255
Green Min Green Min 0-255 0
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Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 0
Blue Max Blue Max 0-255 255
Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
\% \% 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB levels or the effect 0-255 0

~ RGB CTB Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.

RGB CTB (color temperature blue) emulates the CTB filter that converts tungsten light of 3200K to
'daylight' color.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 0

Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
\Y, \Y 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB lewels or the effect 0-255 0

+ RGB CTO Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.
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RGB CTO (color temperature orange) emulates the CTO filter that converts 'daylight' color to tungsten

light of 3200K.

Parameter
Mix
Amount
Size
Softness

U

V
Aspectlris
Invert

Description

Level of effect itself
Amount

Size

Softness

U

V

Aspectlris

Value Range
0-255

0-255

0-255

0-255
0-65535
0-65535
0-255

Inverts the RGB levels or the effect 0-255

RGB Gamma lIris

Default
0

0

128

64
32768
32768
128

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be tured inside out.

Allows adjusting the gamma for all three channels, RGB. The default value of 255 for RGB equates to
a gamma value of 1.

Parameter
Mix

R

G

B

Size
Softness
U

\%
Aspectlris
Invert
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Description
Level of effect itself
Color picker / Lewel of red

Color picker / Level of green

Color picker / Level of blue
Size

Softness

U

\Y

Aspectlris

Value Range
0-255

0-255

0-255

0-255

0-255

0-255

0-65535
0-65535

0-255

Inverts the RGB lewels or the effect 0-255

Default
0

255
255
255
128
64
32768
32768
128

0
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+ RGB Min Max Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turned inside out.

Allows setting minimum and maximum lewels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Min Red Min 0-255 128
Red Max Red Max 0-255 255
Green Min Green Min 0-255 128
Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 128
Blue Max Blue Max 0-255 255
Size Size 0-255 128
Softness Softness 0-255 64

U U 0-65535 32768
\% \% 0-65535 32768
Aspectlris Aspectlris 0-255 128
Invert Inverts the RGB levels or the effect 0-255 0

~ RGB Multiply Iris

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turmed inside out.

All RGB colors are multiplied by RGB color mix values. Multiply can be factorized and inverted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Red Color picker / Lewel of red 0-255 0
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Green
Blue
Factor
Size
Softness
U

\%
Aspectlris
Invert

Color picker / Level of green
Color picker / Lewvel of blue
Factor

Size

Softness

u

\Y

Aspectlris

0-255
0-255
0-255
0-255
0-255
0-65535
0-65535
0-255

Inverts the RGB levels or the effect 0-255

RGB Squisher Iris
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0
0

32
128
64
32768
32768
128

0

Applies the effect within an elliptical area with a hard or soft border. Size, position and aspect of the
ellipse are adjustable too, and the effect can be turmed inside out.

Squishes the RGB levels. For lower parameters this effect can be compared to the "Levels RGB" 454

effect.

Parameter
Mix

Red Min
Red Max
Green Min
Green Max
Blue Min
Blue Max
Size
Softness

U

\%
Aspectlris
Invert
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Description
Level of effect itself
Red Min
Red Max
Green Min
Green Max
Blue Min
Blue Max
Size
Softness

U

\%
Aspectlris

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-65535
0-65535
0-255

Inverts the RGB levels or the effect 0-255

Default
0

0

255

255

255
128
64
32768
32768
128
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5.4.2.11.26 IMAGE ADJUST - MEDIAMASK
+ CCB MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

The CCB Effect allows adjusting Color, Contrast and Brightness. The Chroma parameter multiplies
each RGB value with a factor. The Contrast parameter multiplies bright colors with a factor to make
them brighter and divides dark colors with a factor to darken them further. The Brightness parameter
adds a value to each RGB value equally.

Note, there is an alternative to this effect, the "CCB Multiply". There, the Brightness parameter works
in the same way as the Chroma one.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Chroma Chroma 0-255 128
Contrast Contrast 0-255 128
Bright Bright 0-255 128
Media Media file as source for overlay or - -

mask

+ High Mid Low MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Creates a lighting effect on the image, the colors for High, Mid and Low Lights can be adjusted
separately.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Red H Color picker / Lewvel of red 0-255 128
Green H Color picker / Level of green 0-255 128
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Blue H Color picker / Lewel of blue 0-255 128
Red M Red M 0-255 128
Green M Green M 0-255 128
Blue M Blue M 0-255 128
Red L Color picker / Lewel of red 0-255 128
Green L Color picker / Level of green 0-255 128
Blue L Color picker / Lewel of blue 0-255 128
Media Media file as source for overlay or - -
mask

+ Levels MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Allows setting the overall level gradation.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Dark Dark 0-255 0
Light Light 0-255 255
Media Media file as source for overlay or - -

mask

+ Levels RGB MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Allows setting the gradation levels for all three channels, RGB.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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Dark Red Dark Red 0-255 0
Light Red Light Red 0-255 255
Dark Green  Dark Green 0-255 0
Light Green  Light Green 0-255 255
Dark Blue Dark Blue 0-255 0
Light Blue Light Blue 0-255 255
Media Media file as source for overlay or - -
mask

+ RGB Add MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Adds RGB colors by the RGB color mix value, allows inverting the image.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Red Color picker / Level of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Lewvel of blue 0-255 0
Invert Inverts the RGB lewels or the effect 0-255 0
Media Media file as source for overlay or - -
mask

~ RGB Clipper MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

RGB CTB (color temperature blue) emulates the CTB filter that converts tungsten light of 3200K to
'daylight' color.
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Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Min Red Min 0-255 0

Red Max Red Max 0-255 255
Green Min Green Min 0-255 0
Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 0

Blue Max Blue Max 0-255 255
Media Media file as source for overlay or - -

mask

+ RGB CTB MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Allows adjusting the gamma for all three channels, RGB. The default value of 255 for RGB equates to
a gamma value of 1.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amount Amount 0-255 0
Media Media file as source for overlay or - -

mask

+ RGB CTO MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

RGB CTO (color temperature orange) emulates the CTO filter that converts 'daylight’ color to tungsten
light of 3200K.

Parameter Description Value Range Default
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Mix Level of effect itself 0-255

Amount Amount 0-255

Media Media file as source for overlay or -
mask

+ RGB Gamma MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Allows adjusting the gamma for all three channels, RGB. The default value of 255 for RGB equates to
a gamma value of 1.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
R Color picker / Level of red 0-255 255
G Color picker / Level of green 0-255 255
B Color picker / Lewel of blue 0-255 255
Media Media file as source for overlay or - -

mask

+ RGB Min Max MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Allows setting minimum and maximum lewels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Min Red Min 0-255 128
Red Max Red Max 0-255 255
Green Min Green Min 0-255 128
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Green Max Green Max 0-255 255

Blue Min Blue Min 0-255 128

Blue Max Blue Max 0-255 255

Media Media file as source for overlay or - -
mask

~ RGB Multiply MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

All RGB colors are multiplied by RGB color mix values. Multiply can be factorized and inverted.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Color picker / Lewel of red 0-255 0
Green Color picker / Level of green 0-255 0

Blue Color picker / Level of blue 0-255 0
Factor Factor 0-255 32
Invert Inverts the RGB lewels or the effect 0-255 0
Media Media file as source for overlay or - -

mask

+ RGB Squisher MediaMask

Applies the effect according to a mask. White areas in the mask apply the effect fully. Less brighter
areas reduce the effect accordingly.

Squishes the RGB levels. For lower parameters this effect can be compared to the "Levels RGB" 46"
effect.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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Red Min Red Min 0-255 0
Red Max Red Max 0-255 255
Green Min Green Min 0-255 0
Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 0
Blue Max Blue Max 0-255 255
Media Media file as source for overlay or - -
mask

5.4.2.11.27 IMAGE ADJUST - SOFTBORDER
+ CCB Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

The CCB Effect allows adjusting Color, Contrast and Brightness. The Chroma parameter multiplies
each RGB value with a factor. The Contrast parameter multiplies bright colors with a factor to make
them brighter and divides dark colors with a factor to darken them further. The Brightness parameter
adds a value to each RGB value equally.

Note, there is an alternative to this effect, the "CCB Multiply". There, the Brightness parameter works
in the same way as the Chroma one.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Chroma Chroma 0-255 128
Contrast Contrast 0-255 128
Bright Bright 0-255 128
Size Size 0-255 16
Corner Corner 0-255 0

+ High Mid Low Softborder
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Applies the effect within within an adjustable rectangular area with soft edges.

Creates a lighting effect on the image, the colors for High, Mid and Low Lights can be adjusted

separately.

Parameter
Mix

Red H
Green H
Blue H
Red M
Green M
Blue M
Red L
Green L
Blue L
Size
Corner

Description

Level of effect itself

Color picker / Lewel of red
Color picker / Level of green
Color picker / Lewel of blue
Red M

Green M

Blue M

Color picker / Level of red
Color picker / Level of green
Color picker / Level of blue
Size

Corner

Levels RGB Softborder

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0
128
128
128
128
128
128
128
128
128
16
0

Applies the effect within within an adjustable rectangular area with soft edges.

Allows setting the overall level gradation.

Parameter
Mix

Dark Red
Light Red
Dark Green
Light Green
Dark Blue
Light Blue
Size
Corner
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Description

Level of effect itself
Dark Red

Light Red

Dark Green

Light Green

Dark Blue

Light Blue

Size

Corner

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

0

255

255

255
16
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+ Levels Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

Allows setting the gradation lewels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Dark Dark 0-255 0

Light Light 0-255 255
Size Size 0-255 16
Corner Corner 0-255 0

+ RGB Add Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

Adds RGB colors by the RGB color mix value, allows inverting the image.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Color picker / Lewel of red 0-255 0
Green Color picker / Level of green 0-255 0

Blue Color picker / Level of blue 0-255 0

Invert Inverts the RGB levels or the effect 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0
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~ RGB Clipper Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

Allows setting minimum and maximum lewels for all three channels, RGB.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0

Red Min Red Min 0-255 0

Red Max Red Max 0-255 255
Green Min Green Min 0-255 0
Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 0

Blue Max Blue Max 0-255 255
Size Size 0-255 16
Corner Corner 0-255 0

+ RGB CTB Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

RGB CTB (color temperature blue) emulates the CTB filter that converts tungsten light of 3200K to
'daylight' color.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0
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+ RGB CTO Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

RGB CTO (color temperature orange) emulates the CTO filter that converts 'daylight' color to tungsten
light of 3200K.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Amount Amount 0-255 0

Size Size 0-255 16
Corner Corner 0-255 0

+ RGB Gamma Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

Allows adjusting the gamma for all three channels, RGB. The default value of 255 for RGB equates to
a gamma value of 1.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

R Color picker / Level of red 0-255 255

G Color picker / Level of green 0-255 255

B Color picker / Lewel of blue 0-255 255
Size Size 0-255 16
Corner Corner 0-255 0
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+ RGB Min Max Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

Allows setting minimum and maximum lewels for all three channels, RGB.

Parameter
Mix

Red Min
Red Max
Green Min
Green Max
Blue Min
Blue Max
Size
Corner

Description

Level of effect itself
Red Min

Red Max

Green Min

Green Max

Blue Min

Blue Max

Size

Corner

RGB Multiply Softborder

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

128

255

128

255

128

255

16

0

Applies the effect within within an adjustable rectangular area with soft edges.

All RGB colors are multiplied by RGB color mix values. Multiply can be factorized and inverted.

Parameter
Mix

Red

Green

Blue

Factor
Invert

Size

Corner
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Description
Level of effect itself
Color picker / Lewel of red

Color picker / Level of green
Color picker / Level of blue

Factor

Inverts the RGB levels or the effect

Size
Corner

Value Range
0-255
0-255
0-255
0-255
0-255
0-255
0-255
0-255

Default
0

0

0

0

32

0

16

0
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+ RGB Squisher Softborder

Applies the effect within within an adjustable rectangular area with soft edges.

Squishes the RGB lewels. For lower parameters this effect can be compared to the "Levels RGB" 467
effect.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Red Min Red Min 0-255 0

Red Max Red Max 0-255 255
Green Min Green Min 0-255 0
Green Max Green Max 0-255 255
Blue Min Blue Min 0-255 0

Blue Max Blue Max 0-255 255
Size Size 0-255 16
Corner Corner 0-255 0

5.4.2.11.28 KEYING
+ Alpha Adjust
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This effect influences the threshold between transparent (see-through) and opaque pixels. You can
either enlarge or reduce the transparent area when it has a soft border with partly transparent pixels.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Low Low 0-255 0

High High 0-255 255

~ Black Key Mask

Allows keying out black parts of the image based on the luminance values, all other parts will be
masked black. This result can be inverted: transparent areas get black.

In order to key out only black with the possibility not to get any transparency for other dark parts, use
RGB key instead.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Range Range of color tolerance 0-255 255
Invert Inverts the Black Key Mask 0-255 0

~ Black Key

Allows keying out black parts of the image based on the luminance values. This result can be
inverted: transparent areas get black.

In order to key out only black with the possibility not to get any transparency for other light parts, use
RGB key instead.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Range Range of color tolerance 0-255 255
Invert Inverts the black key 0-255 0
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~ Difference Key Mask

..o' L oo

.Layer ** FX

This effect looks for pixels that match in the textures from the layer media and effect media.
Corresponding areas are keyed out, meaning that the background layer is visible. When there are
differences in areas, they are not keyed out but overlap the background as a black mask. You can
adjust a threshold to accept small color differences. The third image shows the result of the "Invert"
parameter: differences are keyed out and matching areas overlay the background in their original color
(and white if transparent).

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Threshold Threshold 0-255 0
Media Media File as Mask 0-255 255
Invert Inverts the difference key 0-255 0

~ Difference Key

® ° 4Kk *
0% X wx
.Layer *u FX

This effect looks for pixels that match in the textures from the layer media and effect media.
Corresponding areas are keyed out, meaning that the background layer is visible. When there are
differences in areas, they are not keyed out but overlap the background in the color from the layer
media. You can adjust a threshold to accept small color differences. The third image shows the result
of the "Invert" parameter: differences are keyed out and matching areas overlay the background in
there original color (and white if transparent).

Parameter Description Value Range Default
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Mix Level of Effect 0-255

Threshold Threshold 0-255

Media Media File as Mask 0-255 255
Invert Inverts the difference key 0-255 0

+ Difference Matte

Backgfuungi

This effect creates a mask from a captured frame and keys out all matching pixels from following
frames in the video applied to the layer. As seen in the second image, all black pixels from the layer
texture are keyed out in general. To capture a frame toggle the "Capture" parameter above 0 and back
to 0. Now this frame is memorized and compared to following frames. All matching pixels are keyed
out, different pixels overlap the background. The third image shows a train, which was not visible in
the captured frame, hence it can be seen on top the background layer.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Capture Capture 0-255 0
Threshold Threshold 0-255 64

v Luma Key
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Allows adjusting a key based on luminance (brightness) values. A high range starts keying out, only
dark colors (see second image) whilst a smaller level enlarges the value range of affected pixel
brightness (see third image).

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Range Range 0-255 255
Lewel Lewel 0-255 255
Invert Inverts the luma key 0-255 0

+ RGB Key Factor Mask

e M
Background®

Allows keying out any RGB color included in the picked Color Range. In the second image a bright
yellow color (RGB 255,255,0) and a small range was chosen which means that most dark colors,
dark red, dark green and yellow tones are keyed out and the background can be seen there. All other
pixels are rendered as a black mask. In the third image, the result was inverted.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Range Range 0-255 128

Red Red level, Color picker 0-255 0
Green Green level, Color picker 0-255 0

Blue Blue level, Color picker 0-255 0

Invert Inverts the RGB key factor mask 0-255 0
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~ RGB Key Factor

Allows keying out any RGB color included in the picked Color Range. In the second image a bright
yellow color (RGB 255,255,0) and a small range was chosen which means that most dark colors,

dark red, dark green and yellow tones are keyed out and the background can be seen there. In the
third image, the result was inverted.

Parameter
Mix

Range

Red

Green

Blue

Invert
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Description

Level of Effect

Range

Red level, Color picker

Green level, Color picker

Blue level, Color picker

Inverts the RGB key factor mask

Value Range

0-255
0-255
0-255
0-255
0-255
0-255

Default
0
128

o O O o
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~ RGB Key Mask

.
Background®

m

Allows keying out any RGB color by adjusting the Color Range, Threshold, Radius. In the second
image a yellow color was chosen which means that all yellow parts from the layer texture are keyed
out and the background can be seen there whilst all other pixels are rendered as a black mask. In the
third image, the result was inverted.

Parameter
Mix

Range

Red

Green

Blue

Invert
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Description

Level of Effect

Range

Red level, Color picker

Green level, Color picker

Blue level, Color picker

Inverts the RGB key factor mask

Value Range

0-255
0-255
0-255
0-255
0-255
0-255

Default
0
128

o O O o
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T e . T g

Backgruung- h‘h

Allows keying out any RGB color by adjusting the Color Range, Threshold, Radius. In the second
image a yellow color was chosen which means that all yellow parts from the layer texture are keyed
out and the background can be seen there. In the third image, the result was inverted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Range Range 0-255 128

Red Red level, Color picker 0-255 0
Green Green level, Color picker 0-255 0

Blue Blue level, Color picker 0-255 0
Threshold Threshold 0-255 64
Radius Radius 0-255 32
Invert Inverts the RGB key factor mask 0-255 0

479



[PAN DORAS [Ele)%

+ Spill Reduce Blue AVG

This effect is useful in blue screen applications. After keying out the blue color, e.g. with an "RGB
key 479" effect, sometimes there is a blue spill left (very light or dark blue pixels), which is depicted in
the second image. This Spill Reduce effect reduces the blue value in all colors but affects colors with
a red or green value less. In other words, pure blue colors are darkened fully (RGB 0,0,255 > 0,0,0)
whilst yellow, cyan and purple change less (RGB r,g,255 > r,g,128) and red and green stay
unchanged. The intensity of the reducing accords to the value of the Mix parameter (Mix 0>255). Note
that depending on the colors of the cut out object, another blue spill effect might give better results, or
more RGB keys set to light and dark blue.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

+ Spill Reduce Blue by Green
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This effect is useful in blue screen applications. After keying out the blue color, e.g. with an "RGB
key 479" effect, sometimes there is a blue spill left (very light or dark blue pixels), which is depicted in
the second image. This Spill Reduce effect reduces the blue value in all colors without a green value.
In other words, blue colors are darkened (RGB 0,255,0 > 0,0,0) and purple colors turn red (RGB
255,0,255 > 255,0,0) whilst red, green, yellow and cyan stay unchanged. The intensity of the
reducing accords to the value of the Mix parameter (Mix 0>255). Note that depending on the colors of
the cut out object, another blue spill effect might give better results, or more RGB keys set to light
and dark blue.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

+ Spill Reduce Blue

This effect is useful in blue screen applications. After keying out the blue color, e.g. with an "RGB

key 479" effect, sometimes there is a blue spill left (very light or dark blue pixels), which is depicted in

the second image. This Spill Reduce effect reduces the blue value in all colors without a red value. In
other words, blue colors are darkened (RGB 0,0,255 > 0,0,0) and cyan colors turn green (RGB
0,255,255 > 0,255,0) whilst red, green, yellow and purple stay unchanged. The intensity of the
reducing accords to the value of the Mix parameter (Mix 0>255). Note that depending on the colors of
the cut out object, another blue spill effect might give better results, or alternatively more RGB keys
set to light and dark blue.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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+~ Spill Reduce Green AVG

This effect is useful in green screen applications. After keying out the green color, e.g. with an "RGB
key 479" effect, sometimes there is a green spill left (very light or dark green pixels), which is depicted
in the second image. This Spill Reduce effect reduces the green value in all colors but affects colors
with a blue or red value less. In other words, pure green colors are darkened fully (RGB 0,255,0 >
0,0,0) whilst yellow, cyan and purple change less (RGB r,255,b > r,128,b) and red and blue stay
unchanged. The intensity of the reducing accords to the value of the Mix parameter (Mix 0>255). Note
that depending on the colors of the cut out object, another green spill effect might give better results,
or more RGB keys set to light and dark green.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

+~ Spill Reduce Green by Blue
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This effect is useful in green screen applications. After keying out the green color, e.g. with an "RGB
key 479" effect, sometimes there is a green spill left (very light or dark green pixels), which is depicted
in the second image. This Spill Reduce effect reduces the green value in all colors without a blue
value. In other words, green colors are darkened (RGB 0,255,0 > 0,0,0) and yellow colors turn red
(RGB 255,255,0 > 255,0,0) whilst red, blue, cyan and purple stay unchanged. The intensity of the
reducing accords to the value of the Mix parameter (Mix 0>255). Note that depending on the colors of
the cut out object, another green spill effect might give better results, or more RGB keys set to light
and dark green.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

+ Spill Reduce Green

This effect is useful in green screen applications. After keying out the green color, e.g. with an "RGB
key 479" effect, sometimes there is a green spill left (very light or dark green pixels), which is depicted
in the second image. This Spill Reduce effect reduces the green value in all colors without a red
value. In other words, green colors are darkened (RGB 0,255,0 > 0,0,0) and cyan colors turn blue
(RGB 0,255,255 > 0,0,255) whilst red, blue, yellow and purple stay unchanged. The intensity of the
reducing accords to the value of the Mix parameter (Mix 0>255). Note that depending on the colors of
the cut out object, another green spill effect might give better results, or alternatively more RGB keys
set to light and dark green.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
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+ White Key Mask

Allows keying out white parts of the image based on the luminance values, all other parts will be
masked black. This result can be inverted: transparent areas get black.

In order to key out only white with the possibility not to get any transparency for other light parts, use
RGB key instead.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Range Range of color tolerance 0-255 255
Invert Inverts the white key 0-255 0

+ White Key

R i

Allows keying out white parts of the image based on the luminance values. This result can be
inverted: transparent areas get white.

In order to key out only white with the possibility not to get any transparency for other light parts, use
RGB key instead.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Range Range of color tolerance 0-255 255
Invert Inverts the white key 0-255 0

5.4.2.11.29 LIGHTING
» ++ General information for Light Effects ++

The light feature in Pandoras Box can be best understood and used when the following fundamental
course of events is kept in mind:

1. Firstly, light is emitted by a light source. Here the light rays are determined in their starting
position, direction, intensity and color.
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A light source can be either the inherent light from the Lighting effect 4°", or in all other cases, an
external light from a Light Layer 582,

2. The light then shines on an object's (i.e. layer's) surface. The object's properties, also called its
material, determine how the light interacts with it and in which direction and what amount and color it
bounces off.

Note that in Pandoras Box light cannot pass through objects or bend around them, it can only be
reflected.

3. Lastly, the reflected light enters the viewpoint. In the real world it would be the human eye whilst
here, it is the virtual camera. No adjustments can be made at this point of the sequence. It is now,
when the object becomes truly visible, its image is rendered.

Same as incident light, reflected light has no attenuation, which means that their intensity is not a
function of the distance but is always equally intense.

Light falling on an object holds a source color; in physical terms it has a specific wavelength, in
rendering terms it has an rgb value. The rgb value depends additionally on the light intensity. The
default color is white - consisting of red, green and blue components in equal amounts.

When interacting with the object's material the source color changes according to the target color
which is determined by the layer texture's color. The color of the reflected light is the common
intersection of the source and target color.

- blue with rgb = 0,0,255.

In all images seen left, the background is pure white, but the
opacity is lowered to 33% thus the reflected light's intensity
is reduced.

The mushrooms texture is always covered with red spots;
the main color is

- blue with rgb = 0,0,255 in image 1-3,

- purple with  rgb = 125,0,255 in image 4-6 and

- magenta with rgb = 255,0,255 in image 7-9.

The light changes from left to right:
- white with rgb = 255,255,255
-red with rgb = 255,0,0

But materials in the real world do not only reflect in one color, rather with many shades and nuances.
In an effort to mimic this, more than one light is used to describe an virtual object's reflection. In
Pandoras Box (PB), three varieties of light have an effect: ambient, diffuse and specular light. Unlike
the first two, reflected specular color does not necessarily need to be modulated by the objects color.
In particular, materials like plastic often reflect only the source's color whilst metallic materials might
reflect with a shifted hue.

Another difference between the three lights is in which direction they reflect from a surface. The left
image below shows the first law of reflection theory, considering a perfectly smooth surface. The
perpendicular surface normal divides the angle between incident light rays and their reflection equally.
In other words, the angle of incidence equals the angle of reflection.

The surface normal is an imaginary line, perpendicular to the surface. If a layer has no mesh or a flat
one, the entire object has parallel surface normals.

Apart from that, the polygons forming the mesh determine the direction of each line and consequently
the direction of reflected light.
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Incident
Light

Camera

Reflected
- Light

To imitate a rough surface one could apply a mesh with
disarrayed polygons. However it is far easier to achieve
it with a material's attribute. This is what diffuse
reflection does. Diffuse light is reflected in all direction
(see right upper principle depiction). The larger the
angle between light source and surface normal gets,
the less intense is the reflection. As a result diffuse
light points the dimension of the object out and
enhances surface details.

Typically, an object with an high proportion of diffusion
appears to have a rough surface such as wood or rock.
For the left images a light source was first positioned to
the right, then to the left.

In opposite, the specular lewvel influences how many
light rays bounce off coherently / parallel. This is what
creates highlights on an object's surface and makes it
appear to have a smooth surface such as plastic or
metal. The smoother a surface is, the smaller and
sharper the highlights are. This last adjustment is done
in PB with the smoothness parameter. Just as diffuse
reflection, specular reflection depends on the relative
position and orientation of light source and target. But
as the rays are not reflected in all directions any more,
the position of the camera plays an important role too.
It influences how intense the highlight shines.

The third light variation that is added to the illumination term is ambient light. Other than the above

mentioned, ambient light is absolutely directionless. It illuminates all surfaces equally regardless their

orientation. Strictly speaking, it has no true counterpart in real-word but still it gives very good results
when it comes to simulate global light e.g. sun light and all the light reflected from the surrounding

environment.

The image sequence below illustrates how the ambient component with a level of 40, the diffuse
component with a level of 200 and the specular component with a level of 180 (with its softness set to
60) add up and result in a realistic shaded plastic palm tree.
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Please note:

The effects described below are NOT designed to be applied more than once to a layer. If you want a
layer to be lit by two light source please use the according effect.
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+ 1 Light Mat-Spec-Color

Allows receiving light emitted by a Light Layer®82 by right-clicking on the Media parameter and
choosing "Share Layer Texture". Adjustments can be made influencing the reflection of the light in
order to imitate a specific material e.g. wood or plastic. In addition highlights caused by specular light
can be tinted. In the images, the light itself was not changed! The left image has no light turned on.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Mode None (0), Cast & Receiwve (1) Cast (2) 0-2 0
Media Media File as Mask 0-255 255
Ambient Proportion of Ambient Light 0-255 25
Diffuse Proportion of Diffuse Light 0-255 255
Specular Proportion of Specular Light 0-255 50
Softness Softness of highlights (= reflection of 0-255 10
Specular Light)
Spec Red Red level of reflection of Specular Light 0-255 255
Spec Green  Green level of reflection of Specular Light  0-255 255
Spec Blue Blue lewel of reflection of Specular Light 0-255 255

+ 1 Light Shadow Catcher

= S8 = S

Allows using a layer as a shadow layer. This is of interest for Virtual Reality applications as this only
renders shadows from (multiple, virtual) 3D objects on to one layer, which then can be used as an
overlay layer for a Studio set.

The left image depicts the scene. A layer with a color bar image lies between a background cloud
image and a 3D globe which is illuminated by a light using the "1 Light" 48 effect.

For the second image, the "1 Light Shadow Catcher" FX on the color bars is switched on and
assigned with the same light as the globe is. The "Blend" parameter is turned to 255.

For the right image the parameter "Blend" is turned to 0 and a purple color is chosen to overwrite the
color bar texture with a solid color.
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Note, for this effect, the light texture should be a solid white or transparent one!

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Mode Mode =

Light 1 Light 1 - -

Blend Blend 0-255 0

Red Color picker / Level of red 0-255 0
Green Color picker / Level of green 0-255 0

Blue Color picker / Level of blue 0-255 0

+ 1 Light

Allows receiving light emitted by a Light Layer %82 by right-clicking on the Media parameter and
choosing "Share Layer Texture". Adjustments can be made that influence the reflection of the light in
order to imitate a specific material e.g wood or plastic. In the images, the light itself was not changed!
The left image has no light turned on.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Mode None (0), Cast & Receive (1) Cast (2) 0-2 0
Media Media File as Mask 0-255 255
Ambient Proportion of Ambient Light 0-255 25
Diffuse Proportion of Diffuse Light 0-255 255
Specular Proportion of Specular Light 0-255 50
Softness Softness of highlights (= reflection of 0-255 10
Specular Light)

» 2 Lights Mat-Spec-Color

see FX 1 Light Mat-Spec-Color“8. Here, the effect layer may be influenced by two different light
sources.
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+ 2 Lights Texture Projection Adaptive

Allows adaptive softedge applications. When two projectors project onto a screen that moves towards
and away from them, the size of the overlapping area changes. It increases with the distance between
projectors and screen. Hence, the softedge parameters must adopt to the new screen position. An
adaptive softedge can be programmed using this effect (on the screen layer). The FX subtracts the
light amount from 2 Light Layers 582 it darkens the overlap area which compensates for the higher
light amount from the real projectors. For this setup a 3D setup is mandatory, i.e. the PB light
sources (as well as PB cameras) have the same parameters (position, FOV etc.) as the real
projectors and the PB screen layer corresponds with the real screen.

The left image depicts the scene. A green layer mowves in front of a cloud image. The light overlap on
the background image is larger than on the green image as its nearer to the lights.

For the right image the green layer was moved further away from the lights / projectors, enlarging the
overlap, the area that PB now renders automatically darker.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Amt Amt 0-255 255
Light 1 Light 1 - -
Light 2 Light 2 - -

+ 2 Lights

see FX 1 Light 89, Here, the effect layer may be influenced by two different light sources.

+~ 3 Lights Mat-Spec-Color

see FX 1 Light Mat-Spec-Color 488, Here, the effect layer may be influenced by three different light
sources.

~ 3 Lights

see FX 1 Light 489, Here, the effect layer may be influenced by three different light sources.
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+ Light Texture Projection

This is a "1 Light" 489 effect that is reduced to the parameters "Mix" and "Light 1". Right-click on the
Media field and choose "Share Layer Texture" to receiving its light. This effect is ideal if you simply
like to render a light texture on another layer to simulate a projected image.

The left image depicts the scene. The Light Layer®82 projects a cloud image onto a white layer with
the FXs Mix parameter at 125. For the second image the Light Layer changed the position resulting
in a different angle for the projection. The right image depicts the same position but with a Mix
parameter at 255, making the white texture invisible when no light is received.

n 492

Note that the effect "Texture Projection might also be of interest.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Light 1 Light 1 - -

+ Lighting

Allows setting an own light source that can influence only the effect layer itself. The layer's reflection
behavior can be adapted to match a specific material. The inherent light source can be adjusted in its
position. Other than the Light Layer this light source has no direction, it is rather a point light. In the
images, the light's position has changed as well as the material properties. The left image has no
light turned on.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Softness Softness of highlights (= reflection of 0-255 16
Specular Light)
Ambient Proportion of Ambient Light 0-255 128
Diffuse Proportion of Diffuse Light 0-255 16
Specular Proportion of Specular Light 0-255 255
Light XPos  XPosition of light source; 0-65535 32768

equals a layer X position of + / - 50.000
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Light Y Pos

Light Z Pos

Y Position of light source;

0-65535

equals a layer Y position of + / - 50.000

Z Position of light source;

0-65535

equals a layer Z position of + / - 50.000

~ Texture Projection

This is the same effect as

Parameter
Mix
Media

Light Source X Light Source X Pos

Pos

Light Source Y Light Source Y Pos

Pos

Light Source Z Light Source Z Pos

Pos

Description

Lewel of effect itself
Media file as source for overlay or

mask

Light Target X Light Target X Pos

Pos

Light Target Y Light Target Y Pos

Pos

Light Target Z Light Target Z Pos

Pos

Light Angle
Light Aspect
Light Z Roll
X Offset

Y Offset

492

Light Angle
Light Aspect
Light Z Roll
X Offset

Y Offset

Value Range
0-255

-999.999-999.999

-999.999-999.999

-999.999-999.999

-999.999-999.999

-999.999-999.999

-999.999-999.999

0-180

0-20

-9999.99-9999.99

-999.999-999.999
-999.999-999.999

32768

32768

"Texture Projection Add" 493 put without the parameters XY Offset.

Default
0

o O O -~
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5.4.2.11.30 LIGHTING - TEXTURE PROJECTION
+ Texture Projection Add

This allows to simulate a projected image on a layer. There are similarities to the effect "Light Texture
Projection" 491, but as it combines the Light Layer parameters into the effect itself, no additional Light
Layer 82 is needed.

The left image depicts the scene. The Layer texture itself is a white-black-white gradient, the

projected texture (FX media) is a cloud image. For the second image, the position for the effect's light
source has changed, resulting in a different angle for the projection. In the right image, a 3D cone was
used as a Layer object.

Note that (in difference to "Texture Projection Mix" “%8) the RGB values from the FX texture are added

to the RGB values from the layer texture. This explains why the top left and bottom right corner of the
cloud image cannot be seen on top the gradient texture as these areas are already full white.

Parameter
Mix
Media

Light Source X Light Source X Pos

Pos

Light Source Y Light Source Y Pos

Pos

Light Source Z Light Source Z Pos

Pos

Description

Level of effect itself
Media file as source for overlay or

mask

Light Target X Light Target X Pos

Pos

Light Target Y Light Target Y Pos

Pos

Light Target Z Light Target Z Pos

Pos

Light Angle
Light Aspect
Light Z Roll
X Offset

Y Offset

493

Light Angle
Light Aspect
Light Z Roll
X Offset

Y Offset

Value Range
0-255

-999.999-999.999

-999.999-999.999

-999.999-999.999

-999.999-999.999

-999.999-999.999

-999.999-999.999

0-180

0-20

-9999.99-9999.99

-999.999-999.999
-999.999-999.999

Default
0

O O O -~
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+ Texture Projection Alpha Mix AB

This allows to simulate a projected image on a layer, and mixes it with the transparency from the FX
media. The FX can blend between two textures. There are similarities to the effect "Light Texture
Projection" 491, but as it combines the Light Layer parameters into the effect itself, no additional Light
Layer 82 is needed.

The left image depicts the scene. In front of a background cloud image, you can see the layer texture,
a white-black-white gradient. The projected texture (FX media) is transparent with colorful circles. The
transparency channel is projected onto the gradient layer and creates transparent areas there. The

Mix parameter is at 100.

For the second image, the Mix parameter was risen to 255.
In the right image, the second FX media (stars on a transparent background) is taking place as the

"Mix AB" parameter is toggled.

Note that (in difference to "Texture Projection Mix" “®® and ...Add “®®) the RGB values from the FX
textures are discarded. It is only the alpha information that overlays the RGB values from the layer

texture.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Media1 Media1 - -
Mix AB Mix AB 0-255 0
Media2 Media2 - -
Light Source X Light Source X Pos -999.999-999.999 0
Pos

Light Source Y Light Source Y Pos -999.999-999.999 10
Pos

Light Source Z Light Source Z Pos -999.999-999.999 -25
Pos

Light Target X Light Target X Pos -999.999-999.999 0
Pos

Light Target Y Light Target Y Pos -999.999-999.999 0
Pos

Light Target Z Light Target Z Pos -999.999-999.999 0
Pos

Light Angle  Light Angle 0-180 20
Light Aspect Light Aspect 0-20 1
Light ZRoll  Light Z Roll -9999.99-9999.99 0
X Offset X Offset -999.999-999.999 0
Y Offset Y Offset -999.999-999.999 0
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+ Texture Projection Alpha Mix

This allows to simulate a projected image on a layer, and mixes it with the transparency from the FX
media. There are similarities to the effect "Light Texture Projection" 49!, but as it combines the Light
Layer parameters into the effect itself, no additional Light Layer 8 is needed.

The left image depicts the scene. In front of a background cloud image, you can see the layer texture,
a white-black-white gradient. The projected texture (FX media) is transparent with colorful circles. The
transparency channel is projected onto the gradient layer and creates transparent areas there.

For the second image, the position for the effect's light source has changed, resulting in a different
angle for the projection. In the right image, a 3D cone was used as a Layer object.

Note that (in difference to "Texture Projection Mix" “®® and ...Add “®?) the RGB values from the FX
texture are discarded. It is only the alpha information that overlays the RGB values from the layer
texture.

Parameter Description Value Range Default

Mix Lewel of effect itself 0-255 0

Media Media file as source for overlay or - -
mask

Light Source X Light Source X Pos -999.999-999.999 0

Pos

Light Source Y Light Source Y Pos -999.999-999.999 10

Pos

Light Source Z Light Source Z Pos -999.999-999.999 -25

Pos

Light Target X Light Target X Pos -999.999-999.999 0

Pos

Light Target Y Light Target Y Pos -999.999-999.999 0

Pos

Light Target Z Light Target Z Pos -999.999-999.999 0

Pos

Light Angle  Light Angle 0-180 20

Light Aspect Light Aspect 0-20 1

Light ZRoll  Light Z Roll -9999.99-9999.99 0
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X Offset X Offset -999.999-999.999 0
Y Offset Y Offset -999.999-999.999 0

~ Texture Projection Blend AB

This allows to simulate a projected image on a layer. Two FXtextures can be used and blended.
There are similarities to the effect "Light Texture Projection” 491, but as it combines the Light Layer
parameters into the effect itself, no additional Light Layer 82 is needed.

The left image depicts the scene. The Layer texture itself is a white-black-white gradient, the
projected texture (FX media) is a cloud image. The Mix parameter is at 100.

For the second image, the Mix parameter was risen to 255.

In the right image, the second FX media (grass image) is taking place as the "Mix AB" parameter is
toggled.

Note that (in difference to "Texture Projection Add" #9%) the RGB values from the FX texture overlay

the RGB values from the layer texture, but not if there is no projection.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Media1 Media1 - -
Mix AB Mix AB 0-255 0
Media2 Media2 - -
Light Source X Light Source X Pos -999.999-999.999 0
Pos

Light Source Y Light Source Y Pos -999.999-999.999 10
Pos

Light Source Z Light Source Z Pos -999.999-999.999 -25
Pos

Light Target X Light Target X Pos -999.999-999.999 0
Pos

Light Target Y Light Target Y Pos -999.999-999.999 0
Pos

Light Target Z Light Target Z Pos -999.999-999.999 0
Pos

Light Angle Light Angle 0-180 20
Light Aspect Light Aspect 0-20 1
Light ZRoll  Light ZRoll -9999.99-9999.99 0
X Offset X Offset -999.999-999.999 0
Y Offset Y Offset -999.999-999.999 0
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+ Texture Projection Mix AB

This allows to simulate a projected image on a layer. Two FXtextures can be used and blended.

There are similarities to the effect "Light Texture Projection’

parameters into the effect itself, no additional Light Layer 82 is needed.

491 but as it combines the Light Layer

The left image depicts the scene. The Layer texture itself is a white-black-white gradient, the

projected texture (FX media) is a cloud image. The Mix parameter is at 100.

For the second image, the Mix parameter was risen to 255.
In the right image, the second FX media (grass image) is taking place as the "Mix AB" parameter is

toggled.

Note that (in difference to "Texture Projection Add"

493)

the RGB values from the FX texture overlay

the RGB values from the layer texture. This explains why the layer texture disappears when the Mix

parameter equals 255.

Parameter Description

Mix Lewel of effect itself
Media1 Media1
Mix AB Mix AB
Media2 Media2

Light Source X Light Source X Pos
Pos

Light Source Y Light Source Y Pos
Pos

Light Source Z Light Source Z Pos
Pos

Light Target X Light Target X Pos
Pos

Light Target Y Light Target Y Pos
Pos

Light Target Z Light Target Z Pos
Pos

Light Angle  Light Angle
Light Aspect Light Aspect
Light Z Roll Light Z Roll
X Offset X Offset

Y Offset Y Offset
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Value Range
0-255

0-255

-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
-999.999-999.999
0-180

0-20
-9999.99-9999.99

-999.999-999.999
-999.999-999.999

Default
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This allows to simulate a projected image on a layer. There are similarities to the effect "Light Texture
Projection" 491, but as it combines the Light Layer parameters into the effect itself, no additional Light
Layer82 js needed.

+ Texture Projection Mix

The left image depicts the scene. The Layer texture itself is a white-black-white gradient, the
projected texture (FX media) is a cloud image. In the upper image, the Mix parameter is at 100; in the
bottom one at 255. For the second image, the position for the effect's light source has changed,
resulting in a different angle for the projection. In the right image, a 3D cone was used as a Layer
object.

Note that (in difference to "Texture Projection Add" 49%) the RGB values from the FX texture overlay
the RGB values from the layer texture. This explains why the layer texture disappears when the Mix
parameter equals 255.

Parameter Description Value Range Default

Mix Lewel of effect itself 0-255 0

Media Media file as source for overlay or - -
mask

Light Source X Light Source X Pos -999.999-999.999 0

Pos

Light Source Y Light Source Y Pos -999.999-999.999 10

Pos

Light Source Z Light Source Z Pos -999.999-999.999 -25

Pos

Light Target X Light Target X Pos -999.999-999.999 0

Pos

Light Target Y Light Target Y Pos -999.999-999.999 0

Pos

Light Target Z Light Target Z Pos -999.999-999.999 0

Pos

Light Angle  Light Angle 0-180 20

Light Aspect Light Aspect 0-20 1

Light ZRoll  Light Z Roll -9999.99-9999.99 0
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-999.999-999.999 0
-999.999-999.999 0

X Offset
Y Offset

X Offset
Y Offset

~ Texture Projection

This is the same effect as "Texture Projection Mix" 498 but without the parameters XY Offset.

Parameter Description Value Range Default

Mix Lewel of effect itself 0-255 0

Media Media file as source for overlay or - -
mask

Light Source X Light Source X Pos -999.999-999.999 0

Pos

Light Source Y Light Source Y Pos -999.999-999.999 10

Pos

Light Source Z Light Source Z Pos -999.999-999.999 -25

Pos

Light Target X Light Target X Pos -999.999-999.999 0

Pos

Light Target Y Light Target Y Pos -999.999-999.999 0

Pos

Light Target Z Light Target Z Pos -999.999-999.999 0

Pos

Light Angle  Light Angle 0-180 20

Light Aspect Light Aspect 0-20 1

Light ZRoll  Light ZRoll -9999.99-9999.99 0
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5.4.2.11.31 MASKING
~ Alpha Black Fill RGB

Background Layerg

Turns all parts containing alpha into black and allows choosing any RGB color for the non-transparent
parts of the image.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Red Red level, Color Picker 0-255 0
Green Green level, Color Picker 0-255 0
Blue Blue lewvel, Color Picker 0-255 0

~ Alpha FillRGB

All parts of the image containing alpha stay transparent, allows choosing any RGB color for the non-
transparent parts of the image.
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Parameter Description

Mix Level of Effect

Red Red lewel, Color Picker
Green Green level, Color Picker
Blue Blue level, Color Picker

+ Alpha Left Right

Value Range Default

0-255 0
0-255 0
0-255 0
0-255 0

The effect expects one media file on the layer that contains two information side-by-side. The left half
represents the video itself whilst the masking information is in the right half. You may prepare such

content using the Image Converter 840

Parameter Description
Mix Lewvel of effect itself
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+ Alpha Media As Mask Invert

All parts of the layer texture containing alpha will stay transparent, all non-transparent parts of an
additional media file will turn the corresponding parts of the layer texture transparent as well.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Media Alpha Media as Mask Invert

~ Alpha Media As Mask

All parts of the layer texture containing alpha will stay transparent, all transparent parts of an
additional media file will turn the corresponding parts of the layer texture transparent as well.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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Media Alpha Media as Mask

+ Alpha Replace

Background Layerg

All parts of the layer texture containing alpha will be replaced by any RGB color.

Parameter Description

Mix Level of Effect

Red Red level, Color Picker
Green Green level, Color Picker
Blue Blue lewel, Color Picker

~ Alpha Top Bottom
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Value Range

0-255
0-255
0-255
0-255

Default
0

0
0
0
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b4

-

The effect expects one media file on the layer that contains two information on top of each other. The
upper half represents the video itself whilst the masking information is in the lower half. You may
prepare such content using the Image Converter 849,

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
BW Mask

Background Layerg

All parts of the layer texture containing alpha will be turned into white, all non-transparent parts will be
turned into black.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

BW Media As Mask Invert
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All white parts of an additional media file will turn the corresponding parts of the layer texture
transparent, black parts do not influence the layer texture.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Media BW Media as Mask Invert

+ BW Media as Mask PreMul

All black parts of an additional media file will turn the corresponding parts of the layer texture
transparent, white parts do not influence the layer texture. In addition to the "BW Media As Mask %"
effect the RGB values of the keyed out area are pre-multiplied before being turned transparent. This
means that all RGB values between 1-255 are set to 255 turning most pixels into white ones. Only
RGB values of 0 stay unchanged. In the second image you can see that some pixels from the wing
are rendered in yellow because originally their blue value was 0.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Media Media file as source for overlay or - -

mask

505



(PAN DORAS [Ele)%

+ BW Media As Mask

All black parts of an additional media file will turn the corresponding parts of the layer texture
transparent, white parts do not influence the layer texture.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Media BW Media as Mask

+ WB Mask

. Alpha
—
N

Background Layerg

All parts of the layer texture containing alpha will be turned into black, all non-transparent parts will be
turned into white.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
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5.4.2.11.32 MIRROR
+ Horizontal Flip

Mirrors the texture layer horizontally, what was on the left site will be on the right.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
~ HV Flip

Mirrors the texture layer vertically and horizontally; in other words, it rotates the layer by 180°.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
+ Mirror 2D

Mirrors the layer texture vertically with a slight transparent fade-out. The vertical position can be
adjusted, the mirrored part may be colored by any RGB color as well.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Pos V Vertical Position of the Mirroring 0-65535 32768
Alpha Alpha level of the mirrored image 0-255 128
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Red Red lewel, Color Picker 0-255 128
Green Green level, Color Picker 0-255 128
Blue Blue level, Color Picker 0-255 128

+ Vertical Flip

Mirrors the texture layer vertically, what was on the top side, will be on the bottom.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

5.4.2.11.33 OVERLAY
~ Horizontal Dual Media Overlay

Mixes the current texture (media file) from the layer with the FXtextures. Both FXtextures are
displayed next to each other, taking up the full height but only 1/2 width of the layer texture.

The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C: \coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Media1 Media1 - -
Media2 Media2 - -

508



[PAN DORAS [Ele)%

+~ Horizontal Quad Media Overlay

P

FX Media3{F,

Mixes the current texture (media file) from the layer with the FXtextures. All four FXtextures are
displayed next to each other, taking up the full height but only 1/4 width of the layer texture.

The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C:\coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Media1 Media1 - -
Media2 Media2 - -
Media3 Media3 - -
Media4 Media4 - -
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~ Horizontal Triple Media Overlay

FX Media

Mixes the current texture (media file) from the layer with the FX textures. All three FXtextures are
displayed next to each other, taking up the full height but only 1/3 of the width of the layer texture.
The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C:\coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Media1 Media1 - -
Media2 Media2 - -
Media3 Media3 - -

+ Media Overlay Add
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Allows owerlaying the layer texture with a media file by adding the pixel RGB values of the media file
with the layer texture. Position and scaling of the overlaying media file can be adjusted.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

X X Position of the overlaying media file 0-65535 32768
Y Y Position of the overlaying media file 0-65535 32768
Width Red lewel, Color Picker 0-65535 65535
Height Green level, Color Picker 0-65535 65535
Media Overlaying Media File

~ Media Overlay Darken

Allows owerlaying the layer texture with a media file by darkening the layer texture with the RGB
values of the media file. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

X X 0-65535 32768
Y Y 0-65535 32768
Width Width 0-65535 65535
Height Height 0-65535 65535
Media Media file as source for overlay or - -

mask
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» Media Overlay Divide Inv

Allows owerlaying the layer texture with a media file by inverting the division of layer texture and RGB
values of the media file. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

X X 0-65535 32768
Y Y 0-65535 32768
Width Width 0-65535 65535
Height Height 0-65535 65535
Media Media file as source for overlay or - -

mask

+~ Media Overlay Divide
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Allows owerlaying the layer texture with a media file by dividing the layer texture and the RGB values
of the media file. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

X X 0-65535 32768
Y Y 0-65535 32768
Width Width 0-65535 65535
Height Height 0-65535 65535
Media Media file as source for overlay or - -

mask

~ Media Overlay Hue

Allows owerlaying the layer texture with a media file by mixing the layer texture with the RGB hue
values of the media file. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

X X 0-65535 32768
Y Y 0-65535 32768
Width Width 0-65535 65535
Height Height 0-65535 65535
Media Media file as source for overlay or - -

mask
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~ Media Overlay Lighten

Allows owerlaying the layer texture with a media file by lightening up the layer texture with the RGB
values of the media file. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range
Mix Lewel of effect itself 0-255
X X 0-65535
Y Y 0-65535
Width Width 0-65535
Height Height 0-65535
Media Media file as source for overlay or -

mask

+ Media Overlay Mix

T
I
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Default
0

32768
32768
65535
65535
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Allows owerlaying the layer texture with a media file by mixing the pixel RGB values of the layer
texture with the media file. Position and scaling of the overlaying media file can be adjusted.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0

X X Position of the overlaying media file 0-65535 32768
Y Y Position of the overlaying media file 0-65535 32768
Width Red level, Color Picker 0-65535 65535
Height Green level, Color Picker 0-65535 65535
Media Overlaying Media File

~ Media Overlay Multiply

Allows owerlaying the layer texture with a media file by multiplying the pixel RGB values of the layer
texture with the media file. Position and scaling of the overlaying media file can be adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

X X Position of the overlaying media file 0-65535 32768
Y Y Position of the overlaying media file 0-65535 32768
Width Red level, Color Picker 0-65535 65535
Height Green level, Color Picker 0-65535 65535
Media Overlaying Media File
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~ Media Overlay Screen

Allows owerlaying the layer texture with a media file by using the screen blend mode, i.e. negating the
RGB values of both textures, then multiplying them and negating them again. The result is a brighter
image. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

X X 0-65535 32768
Y Y 0-65535 32768
Width Width 0-65535 65535
Height Height 0-65535 65535
Media Media file as source for overlay or - -

mask
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~ Media Overlay Subtract

Allows owerlaying the layer texture with a media file by subtracting the RGB values of the media file
from the layer texture. Position an scaling of the overlaying media can be adjusted.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

X X 0-65535 32768
Y Y 0-65535 32768
Width Width 0-65535 65535
Height Height 0-65535 65535
Media Media file as source for overlay or - -

mask

+ Quad Media Overlay
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Mixes the current texture (media file) from the layer with the FXtextures. All four FXtextures are
displayed in a 2x2 grid, each taking up 1/2 height and 1/2 width of the layer texture.

The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C:\coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Media1 Media1 - =
Media2 Media2 - -
Media3 Media3 = o
Media4 Media4 - -

+ Vertical Dual Media Overlay

Mixes the current texture (media file) from the layer with the FXtextures. Both FXtextures are
displayed one upon the other, taking up the full width but only 1/2 height of the layer texture.

The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C:\coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Media1 Media1 - =
Media2 Media2 - -
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+ Vertical Quad Media Overlay

e

FX Media

Mixes the current texture (media file) from the layer with the FXtextures. All four FXtextures are
displayed one upon the other, taking up the full width but only 1/4 height of the layer texture.

The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C:\coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter
Mix

Media1
Media2
Media3
Media4
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Description

Level of effect itself
Media1

Media2

Media3

Media4

Value Range
0-255

Default
0
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+ Vertical Triple Media Overlay

Mixes the current texture (media file) from the layer with the FXtextures. All three FX textures are
displayed one upon the other, taking up the full width but only 1/3 height of the layer texture.

The layer texture holds the resolution information. In the Stock Assets content you may find
transparent images with different resolutions (C:\coolux\content\Stock Assets\Textures
\Alpha Dummy).

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Media1 Media1 - -
Media2 Media2 - -
Media3 Media3 - -

5.4.2.11.34 PATTERN
~ BinaryPattern

Turns the layer texture into a binary pattern, the number of horizontal and vertical lines is adjustable.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 0
Horizontal Horizontal 0-16 0
Vertical Vertical 0-16 0
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Invert

Inverts the RGB levels or the effect 0-1

Checkerboard

Adds a checkerboard of any RGB color and alpha lewel to the layer texture. The following parameters
can be adjusted as well: Amount, Softness, Size, Offset X&Y.

Parameter
Mix
Amount
Softness
Size
Offset X
Offset Y
Red
Green
Blue
Alpha

- Grid

Description
Lewvel of Effect
Amount of checkers

Softness of checker edges

Size of checkers
Horizontal Offset
Vertical Offset

Red level, Color Picker
Green level, Color Picker
Blue lewel, Color Picker
Alpha level

Value Range

0-255
0-65535
0-65535
0-65535
0-65535
0-65535
0-255
0-255
0-255
0-255

al 3
-

| dE

Default
0
1024
32
32768
32768
32768
192
192
192
255

LA E

~
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]
r
-
"
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AR

Adds a grid of any RGB color and alpha level to the layer texture. The following parameters can be

adjusted as well: Amount, Softness, Size, Offset X&Y.

Parameter
Mix
Amount
Softness
Size

Offset X
Offset Y
Red
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Description
Level of Effect

Amount of grid segments

Softness of grid edges
Size of grid

Horizontal Offset
Vertical Offset

Red level, Color Picker

Value Range

0-255

0-65535
0-65535
0-65535
0-65535
0-65535
0-255

Default
0

1024

32
32768
32768
32768
192
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Green level, Color Picker
Blue level, Color Picker
Alpha lewel

0-255
0-255
0-255

192
192
255

Turns the layer texture into single LED spots. Amount, Softness, Size, Offset X&Y.

ParameterDescription

Mix
Amount
Circle
Alpha

Level of Effect
Amount of LED spots
Shape of LED spots
Alpha level of the gaps between the LED spots

+ Lines Horizontal

Value Range Default

0-255

0-65535
0-65535

0-255

0
8192
28000
0

Adds horizontal lines of any RGB color and alpha lewel to the layer texture. The following parameters
can be adjusted as well: Amount, Softness, Size and the Offset.

Parameter
Mix
Amount
Softness
Size

Offset

Red

Green

Blue

Alpha
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Description

Level of Effect

Amount of lines

Softness of line edges
Size of lines

Vertical Offset

Red level, Color Picker
Green level, Color Picker
Blue lewvel, Color Picker
Alpha level

Value Range
0-255
0-65535
0-65535
0-65535
0-65535
0-255

0-255

0-255

0-255

Default
0

1024

32
32768
32768
192

192

192

255
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+ Lines Vertical

Adds vertical lines of any RGB color and alpha lewel to the layer texture. The following parameters can
be adjusted as well: Amount, Softness, Size and the Offset.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Amount Amount of lines 0-65535 1024
Softness Softness of line edges 0-65535 32
Size Size of lines 0-65535 32768
Offset Horizontal Offset 0-65535 32768
Red Red level, Color Picker 0-255 0
Green Green level, Color Picker 0-255 0
Blue Blue lewel, Color Picker 0-255 0
Alpha Alpha level 0-255 255
+ Pixels

I
THITTILT

Turns the layer texture into a pattern of pixel dots. Threshold, amount and circularity can be adjusted,
as well as color, brightness and alpha value.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Threshold Threshold 0-255 128
Amount Amount 0-65535 6000
Circle Circle 0-65535 32768
Red Color picker / Lewel of red 0-255 255
Green Color picker / Level of green 0-255 255
Blue Color picker / Level of blue 0-255 255
Alpha Level of transparency 0-255 255
Lewel Lewel 0-255 128
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+ Simple Outline

Background Layerg

Adds a simple outline of any RGB color between transparent / non-transparent parts of the layer
texture and removes the non-transparent parts of the file.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
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5.4.2.11.35 REMAP
» ReMap Overlay

EEEENR
Resultin PB

Image on PB Layer

Patch View

Exported Map from
Matrix Patcher =
Mask in PB

Reads the map exported from the Matrix Patcher %7 and routes automatically any source pixel to the
stored output location. Thus it routes the pixels according to the Patch / Map View setup in the
Matrix Patcher. The routed pixels overlay the original image.

Note that the effect has to be assigned to an output layer and is only visible in the preview if it is set
to an output view, not the global camera.

Parameter Description Value Range Default
Mix Lewel of Effect 0-255 0
Media Media File as Mask 0-255 255
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» ReMap

EEEENR
Resultin PB

Image on PB Layer

Patch View

Exported Map from
Matrix Patcher =
Mask in PB

Reads the map exported from the Matrix Patcher %7 and routes automatically any source pixel to the
stored output location. Thus it routes the pixels according to the Patch / Map View setup in the
Matrix Patcher. Only the routed pixels are visible.

Note that the effect has to be assigned to an output layer and is only visible in the preview if it is set
to an output view, not the global camera.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0
Media Media File as Mask 0-255 255
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5.4.2.11.36 SHADOWS
~ Drop Shadow Alpha

Background Layerg

Adds a drop shadow at the transitions between transparent and non-transparent parts of the layer
texture. The shadow’s position, color and alpha value can be adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

X X Position 0-65535 33280
Y Y Position 0-65535 32000
Red Red level, Color Picker 0-255 0
Green Green level, Color Picker 0-255 0

Blue Blue lewel, Color Picker 0-255 0

Alpha Alpha level 0-255 128

5.4.2.11.37 SHAPES
+ Circle2D Mask

Adds a circular mask to the layer texture. The mask's color, alpha, size and radius value can be
adjusted, as well as its position, the edge's softness and fill-behavior.

Parameter Description Value Range Default
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Mix
Pt1 X
Pt1Y
Red
Green
Blue
Alpha
Softness
Size
Radius
Fill

+ Circle2D

Lewvel of effect itself

Horizontal position of the first point
Vertical position of the first point

Color picker / Lewvel of red

Color picker / Level of green

Color picker / Lewvel of blue
Level of transparency
Softness

Size

Radius

Fill

0-255
0-65535
0-65535
0-255
0-255
0-255
0-255
0-65535
0-65535
0-65535
0-255

0
32768
32768
0

0

0

255
2048
1024
16384
255

Adds a circle to the layer texture. The circle's color, alpha, size and radius value can be adjusted, as
well as its position, the edge's softness and fill-behavior.

Parameter
Mix

Pt1 X
Pt1Y
Red
Green
Blue
Alpha
Softness
Size
Radius
Fill

528

Description
Lewel of effect itself

Horizontal position of the first point
Vertical position of the first point

Color picker / Lewel of red

Color picker / Level of green

Color picker / Lewvel of blue
Level of transparency
Softness

Size

Radius

Fill

Value Range
0-255
0-65535
0-65535
0-255
0-255
0-255
0-255
0-65535
0-65535
0-65535
0-255

Default
0
32768
32768
255
255
255
255
128
128
8192
0
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+ Draw Point Alpha

. M
Backgruung-

Adds a transparent line to the texture layer and reveals the underlying background. The line can be
drawn manually by changing the X- and Y-value of the draw point. Size and pressure of the point can
be adjusted. As long as the "Clear" parameter is set to 0, you can draw; switching to 1 clears the
drawn line and covers the background again.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 255
Clear Clear 0-1 1

Size Size 0-65535 32768
Pressure Pressure 0-65535 32768
X X 0-65535 32768
Y Y 0-65535 32768

+ Draw Point RGB

Ovwerlays the layer texture with a line that can be drawn manually by changing the X- and Y-value of
the draw point. Color, size and pressure of the point can be adjusted. As long as the "Clear"
parameter is set to 0, you can draw; switching to 1 clears the drawn line.

Parameter Description Value Range Default
Mix Level of effect itself 0-255 255
Clear Clear 01 1
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Size Size 0-65535 32768
Pressure Pressure 0-65535 32768
X X 0-65535 32768
Y Y 0-65535 32768
Red Color picker / Lewel of red 0-255 255
Green Color picker / Level of green 0-255 255
Blue Color picker / Lewel of blue 0-255 255

~ Ellipse2D Mask

Adds an elliptic mask to the layer texture. The mask's height an width, color, alpha level and radius
value can be adjusted, as well as its position, the edge's softness and fill-behavior.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Pt1 X Horizontal position of the first point 0-65535 32768
Pt1Y Vertical position of the first point ~ 0-65535 32768
Width Width 0-65535 32768
Height Height 0-65535 32768
Red Color picker / Lewvel of red 0-255 0
Green Color picker / Level of green 0-255 0
Blue Color picker / Level of blue 0-255 0
Alpha Level of transparency 0-255 255
Softness Softness 0-65535 16384
Size Size 0-65535 2048
Fill Fill 0-255 255
~ Ellipse2D

Adds an elliptic circle to the layer texture. The circle's height an width, color, alpha and radius value
can be adjusted, as well as its position, the edge's softness and fill-behavior.
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Parameter
Mix

Pt1 X
Pt1Y
Width
Height
Red
Green
Blue
Alpha
Softness
Size

Fill

EQ Media

Description
Lewvel of effect itself

Horizontal position of the first point
Vertical position of the first point

Width
Height
Color picker / Level of red

Color picker / Level of green

Color picker / Lewel of blue
Level of transparency
Softness

Size

Fill

Value Range
0-255
0-65535
0-65535
0-65535
0-65535
0-255
0-255
0-255
0-255
0-65535
0-65535
0-255

Default
0
32768
32768
32768
32768
255
255
255
255
1024
2048
0

Adds 32 bars to the texture of the layer, the bars' texture layer is filled with selectable media content.
Each bar's level can be adjusted, e.g. by programming values into the sequence or by receiving them

from other programs, e.g by the

Parameter
Mix
Media

EQ1
EQ2
EQ3
EQ4
EQ5
EQ6
EQ7
EQ8
EQ9

531

Description
Lewvel of effect itself

Media file as source for overlay or

mask
EQ1
EQ2
EQ3
EQ4
EQ5
EQ6
EQ7
EQ8
EQ9

Widget Designer's Audio Processor Input node

Value Range
0-255

0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535
0-65535

988

Default
0

32768
32768
32768
32768
32768
32768
32768
32768
32768



(PANDORAS BOX

EQ10 EQ10 0-65535 32768
EQ11 EQ11 0-65535 32768
EQ12 EQ12 0-65535 32768
EQ13 EQ13 0-65535 32768
EQ14 EQ14 0-65535 32768
EQ15 EQ15 0-65535 32768
EQ16 EQ16 0-65535 32768
EQ17 EQ17 0-65535 32768
EQ18 EQ18 0-65535 32768
EQ19 EQ19 0-65535 32768
EQ20 EQ20 0-65535 32768
EQ21 EQ21 0-65535 32768
EQ22 EQ22 0-65535 32768
EQ23 EQ23 0-65535 32768
EQ24 EQ24 0-65535 32768
EQ25 EQ25 0-65535 32768
EQ26 EQ26 0-65535 32768
EQ27 EQ27 0-65535 32768
EQ28 EQ28 0-65535 32768
EQ29 EQ29 0-65535 32768
EQ30 EQ30 0-65535 32768
EQ31 EQ31 0-65535 32768
EQ32 EQ32 0-65535 32768

+ EQ Waveform

Turns the texture of the layer into a dynamic shape with hundreds of equalizer bars. The level of each
bar is automatically adjusted by the Widget Designer's Audio Processor Input node 928,

A high "Glow" parameter adds a fading overlay to the bars (2nd img.). The parameter "Alpha"
influences the background of the bars and blends between black and transparent, displaying
underlying layers. The parameter "Blend" colors the bars: 0 = white, 255 = layer texture (3rd img.).

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0

Glow Glow 0-255 255
Alpha Level of transparency 0-255 0

Blend Blend 0-255 0
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Adds 32 rainbow colored equalizer bars to the texture of the layer. Each bar's level can be adjusted
e.g. by programming values into the sequence or by receiving them from other programs, e.g by the
Widget Designer's Audio Processor Input node 988,

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
EQ1 EQ1 0-65535 32768
EQ2 EQ2 0-65535 32768
EQ3 EQ3 0-65535 32768
EQ4 EQ4 0-65535 32768
EQ5 EQ5 0-65535 32768
EQ6 EQ6 0-65535 32768
EQ7 EQ7 0-65535 32768
EQ8 EQ8 0-65535 32768
EQ9 EQ9 0-65535 32768
EQ10 EQ10 0-65535 32768
EQ11 EQ11 0-65535 32768
EQ12 EQ12 0-65535 32768
EQ13 EQ13 0-65535 32768
EQ14 EQ14 0-65535 32768
EQ15 EQ15 0-65535 32768
EQ16 EQ16 0-65535 32768
EQ17 EQ17 0-65535 32768
EQ18 EQ18 0-65535 32768
EQ19 EQ19 0-65535 32768
EQ20 EQ20 0-65535 32768
EQ21 EQ21 0-65535 32768
EQ22 EQ22 0-65535 32768
EQ23 EQ23 0-65535 32768
EQ24 EQ24 0-65535 32768
EQ25 EQ25 0-65535 32768
EQ26 EQ26 0-65535 32768
EQ27 EQ27 0-65535 32768
EQ28 EQ28 0-65535 32768
EQ29 EQ29 0-65535 32768
EQ30 EQ30 0-65535 32768
EQ31 EQ31 0-65535 32768
EQ32 EQ32 0-65535 32768
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+ Line Horizontal

Adds a horizontal line to the layer texture. The line’s position, color, width and alpha value can be
adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

V Pos Vertical Position 0-65535 32768
H Start Start of Line Horizontal 0-65535 0
HEnd End of Line Horizontal 0-65535 65535
Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue lewel, Color Picker 0-255 255
Alpha Alpha level 0-255 255
Width Width of line 0-65535 2048

+ Line Vertical

Adds a vertical line to the layer texture. The line’s position, color, width and alpha value can be
adjusted.

Parameter Description Value Range Default
Mix Level of Effect 0-255 0

V Pos Vertical Position 0-65535 32768
V Start Start of Line Vertical 0-65535 0

V End End of Line Vertical 0-65535 65535
Red Red level, Color Picker 0-255 255
Green Green level, Color Picker 0-255 255
Blue Blue level, Color Picker 0-255 255
Alpha Alpha lewel 0-255 255
Width Width of line 0-65535 2048
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+ Line2D Mask

Adds a line shaped mask to the layer texture. The mask's endpoints, color, alpha level and size can
be adjusted, as well as the edge's softness.

Parameter
Mix

Pt1 X
Pt1Y

Pt2 X

Pt2 Y
Red
Green
Blue
Alpha
Softness
Size

+ Line2D

Description Value Range

Level of effect itself 0-255
Horizontal position of the first point 0-65535
Vertical position of the first point  0-65535

Horizontal position of the second  0-65535
point

Vertical position of the second point 0-65535

Color picker / Lewel of red 0-255
Color picker / Level of green 0-255
Color picker / Lewvel of blue 0-255
Level of transparency 0-255
Softness 0-65535
Size 0-65535

Default
0

0

0

65535

65535

255
250
250

Adds a line to the layer texture. The line’s endpoints, color, alpha level and size can be adjusted, as
well as the edge's softness.

Parameter
Mix

Pt1 X
Pt1Y

Pt2 X

Pt2 Y
Red
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Description Value Range

Level of effect itself 0-255
Horizontal position of the first point 0-65535
Vertical position of the first point  0-65535
Horizontal position of the second  0-65535
point

Vertical position of the second point 0-65535
Color picker / Level of red 0-255

Default
0

0

0

65535

65535
255
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Green Color picker / Level of green 0-255 255
Blue Color picker / Lewvel of blue 0-255 255
Alpha Level of transparency 0-255 255
Softness Softness 0-65535 250
Size Size 0-65535 250

~ MetaBall2D Add

Adds two glowing balls to the layer texture and dims the rest of it. The position and color of each ball
can be adjusted separately, the alpha level, blend, softness and size can be adjusted for both
together.

Parameter Description Value Range Default
Mix Lewel of effect itself 0-255 0
Pt1 X Horizontal position of the first point 0-65535 25000
Pt1Y Vertical position of the first point  0-65535 25000
Pt2 X Horizontal position of the second  0-65535 40000
point
Pt2' Y Vertical position of the second point 0-65535 40000
Red1 First color picker / Level of red 0-255 255
Green1 First color picker / Level of green  0-255 100
Blue1 First color picker / Level of blue 0-255 0
Red2 Second color picker / Level of red  0-255 0
Green2 Second color picker / Level of green 0-255 100
Blue2 Second color picker / Level of blue 0-255 255
Alpha Level of transparency 0-255 255
Blend Blend 0-255 0
Sof