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Installation

This chapter explains how to install the Software and Hardware Key (dongle) for the
Software. It also describes the type of system you will need before you can run the
program.

System Requirements

Operating System

CG-300/350 is designed to run under Windows XP, Vista, Windows 7, or Windows 8.
You will need one of these operating systems (or later versions) on your computer in order
to run the program.

Processor CPU

The type of processor that you will need depends on what you will be doing with the
program. If you are going to display still titles and images without any animation, then a
single core 1GHz 32-bit processor will be sufficient. However, if you will be running full
screen animations with multiple layers you should have at least a Dual Core 64-bit CPU
running at a speed of at least 3GHz.

RAM

The RAM requirements also depend on what you are using the program for. If you are
displaying Standard Definition stills, then 2GB of ram is sufficient, providing your copy of
Windows will run with that much of ram. For High Definition stills, you should have at
least 3GB. If you are displaying animations you must have at least 4GB.

Although the CG-300/350 will play animations with only 4GB of memory, please keep in
mind that if you are displaying large animation files, the animations will run smoother if
there is enough memory to load the entire Animation before it starts. Otherwise the
Animation may pause while the rest of the file is loaded from the disk drive. In most cases
10GB should allow the software to perform to its full potential.
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Hard Disk Space

You must have at least 100 Mbytes of unused Hard Disk space to install the CG-
300/350. If you intend to create many Background Graphics, or save a lot of pages as
graphic images (i.e. BMP, TGA, efc), make sure that you have enough Hard Disk space
available. Saving pages in the CG-300/350 Page (PAG) format doesn’t require large
amounts of disk space (approx. 2-4 Kbytes per page) unless logos or textures are added
to the page.

Graphics Card

The graphics card is connected to the computer’s monitor and is used to display the
program’s User Interface. The Graphics card must be set to 16, 24, or 32 bits per pixel.
If you run your graphics card in 16 bits per pixel mode, the color gradients may not
appear smooth on your computer monitor. This will not affect the quality of the Title
Graphics that are produced. They should appear very smooth in 24 or 32 bits per pixel
mode. The program will not run if the Graphic mode is set to 8 (or less) bits per pixel.

The Graphics Card should also be set to a resolution of at least 1280 by 720 pixels. The
program will still run at lower resolutions, but you may not be able to see the entire User
Interface.

Video Interface Card

This card is different than the Graphics card. This card is used to generate the output of
the CG-300/350 and to connect it to the rest of your facility. If you intend to key the
graphics over video, this card must either be capable of doing this, or of generating the
signals required by an external Keyer (typically your switcher).

The Video Interface cards that are currently supported by CG-300/350 are:

Black Magic Design’s - Decklink Cards

Black Magic Design’s — Intensity Cards

AJA Video's — Kona Cards (LHe and LHe+)

A second Video Output of your computer. (Does not support keying)

The choice of which card you should use is determined by your studio setup, requirements,
budget and personal preferences.

USB Port
The computer must have at least 1 unused USB port to install the Hardware Key (Dongle).
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Installing the Software

NOTICE: DO NOT INSTALL THE HARDWARE KEY (DONGLE) UNTIL THE
SOFTWARE HAS BEEN INSTALLED.

The software can be installed from either a CD or from a Setup file that has already been
copied to your system by downloading from the Datavideo website or by other means. To
install from a CD, place the CD into the drive. If the “Install Window” does not
automatically appear after a few seconds, run the “SETUP.EXE” program from the CD.
Select the program to install (CG-300/350) and the system will begin installing the
software. If you are installing the software from a Setup file that has already been copied
to your system, run it to begin installing the software. Follow the installation instructions on
the screen until the software is completely installed. Once the software installation is
complete, your computer may restart.

Installing the Hardware Key

Once the software is installed and the computer has restarted (if necessary), the Hardware
Key (dongle) can now be inserted into one of your computer's unused USB Ports. A
“Found New Hardware” window may appear the first time that the dongle is inserted.
Once this window goes away, the program is ready to run.

Checking the Installation

Run the program to test the installation by double clicking the “CG-300/350" Icon on the
desktop. The program will start and the program's windows should appear after a few
seconds.

Connecting to your facility

There are two different ways to connect a Character Generator into your television facility.
The simplest configuration is to connect the CG to the output of your switcher or camera
and let the CG overlay (key) the graphics over the video. This is called “Downstream” or
“Internal” keying. The other method is “Upstream” or “External” keying. In this mode, you
use your switcher to do the keying. This mode requires that both the “Key” and “Fill”
outputs of the CG be connected to the switcher. Not all video cards support both of these
two outputs.
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Downstream Connection

When using the CG in a downstream configuration, the system uses the Internal Keyer of
the video card. To configure the system for downstream mode you will need to connect the
video that you want the graphics to be keyed over to the input of the video card. Different
video cards have different types of video input connections. These may include one or
more of the following:

1. Serial Digital Interface (SDI/HD-SDI)

2. HDMI
3. Analog Component — YPrPb
4. SVideo - Y/C

5. Composite Video — CVBS

Only one video input type is active at one time. For example, you cannot key over an SDI
and composite video source at the same time. If your video card has multiple types of
inputs, you will need to select which one you want to use. This is usually selected in the
Video Settings window. Some video cards (such as the Decklink) have a control panel
where you can select the desired input. The Video Card will now output the input video
with the graphics keyed over the top of it. Most video cards have multiple types of video
outputs (SDI, Analog, efc). These are frequently simultaneously active so that you don't
need to configure the video outputs. However, some cards do use the same connectors for
different video output types. For example, the same connectors on the AJA Kona LHe+
card can be configured as either component or composite outputs. In these instances you
will need to configure the outputs. See the documentation that comes with your video card
for more information. Warning: When connecting a video source to the input of the CG
from a switcher or a video router, make sure that it is not derived from the video output.
This causes a video feedback loop and your video will become very unstable.

Upstream Connection

To configure your system for upstream mode you will need to feed the Character
Generator a “Reference” sync signal. This is used to synchronize the output of the CG to
the rest of the video in your facility. The requirements for this reference signal varies
depending on the video format and the video cards that you are using. See the
documentation that came with your video card for more information.

The Upstream configuration uses a Keyer that is external to the Character Generator. In
order for this external Keyer to work properly, it needs a “Key” and a “Fill” signal from
the video card. The Fill signal contains the graphics to be keyed. The Key signal tells the
Keyer which pixels to display as background and which pixels to display as the graphic. It
should also be able to control the “ratio” of background video and foreground graphic to
display semi-transparent graphics and anti-aliased text.
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Not all video cards support both Key and Fill outputs. These cards cannot be configured

for upstream keying.







Introduction to CG-300/350

The CG-300/350 is an extremely powerful Video Titling Program designed specifically for
the Live Broadcast and Video Post Production environment. It comes with a very flexible,
easy to use Graphic Composer for creating High Quality Title Pages. Once the page has
been composed, they can be displayed automatically or completely under manual control.

A Playlist can be created ahead of time to make On Air usage a simple one Keystroke
Operation, or you can randomly select the Title Pages while On Air. Even with a Playlist,
you still maintain the flexibility for those “Last Minute” changes.

CG-350 can also be used to display Standard Format Graphic Images as well as
Animation Sequences. Animation sequences can be created in your favorite Animation
program and played On Air using CG-350. Title Pages, Graphic Images, and Animation
Sequences can be freely intermixed with one another in any order.

Title Pages can contain Text (of course), Background Color boxes, Geometric Shapes, Full
Color Graphic Images as Logos or Background. With the Snyper option (CG-350 only)
you can also add both Foreground and Background Animations to the page.

CG-300/350 User Interface

If you don’t have the software installed yet, please follow the directions in Chapter 1. The
first time that you run the program you will be asked to setup the Video Interface Card(s).
This includes settings such as Video Format (NTSC, PAL, 1080i 59.94, etc.), Video
Inputs/outputs, Internal/External keying, etc. These settings vary depending on which
type of Video Interface Card(s) you have installed. See the Chapter 13 - Video Hardware
Settings for more information.
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Start the program just like you would any other program under Windows. After a few
seconds, the CG-300/350’s User Interface will appear. The software will automatically
adjust the User Interface to fit your screen. It will appear similar to the figure shown
below.
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The User Interface is made up of two or more tabs depending on which options are
enabled in the software. These tabs are “Graphic Composer”, Main ON AIR”, the
optional “Animations” and “Banner Crawl” tabs. Animations and Banner Crawl are
available only on the CG-350.

The Graphic Composer tab is used to Compose Title Graphics. This tab is normally used
to create Title Graphics before going On Air, although Graphics can still be composed
“Live” while On Air.

The Main ON AIR tab is used to display the Title Pages, Graphic Images, and Animations
On Air. A Playlist can be created if you know the order that the graphics will be used, or
you can skip the Playlist and select the next graphic to display at any time. Even if you do
create a Playlist, you can still randomly select the next graphic to display for those “Last
Minute” changes.

If you have the “Snyper” option (CG-350 only), the “Animations” tab will appear. An
Animation or “Snipe” is a graphic animation that is usually displayed at the beginning of
a program or just after a commercial break. The Program can display two Animations
simultaneously (Foreground and Background) in addition to whatever the main graphic
layer may be doing. It's almost like having two CG's in one.
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The Foreground Snipe is commonly used to let the viewer know of coming attractions
without using your valuable Air Time that could otherwise be sold to advertisers. The
Background Animation can be used to display an animated background behind a Title
Graphic.

If you have the “Banner Crawl” option, the “Banner Crawl!” Tab will appear. The Banner
Crawl option gives CG-350 the ability to crawl text anywhere on the screen, completely
independent of any other function that the system may be performing. The Banner Crawl
can be used to display Stock Tickers, News Tickers, Emergency Alert Messages, or just
about anything else you can think of. There is even an EAS option that will interface the
program to a DASDEC decoder from Digital Alert Systems to automatically display
Emergency Alert Messages.

Graphic Composer Tab

The Graphic Composer is used to create Title Graphics. The Title Graphics can contain
Text (of course), Color Boxes, Geometric Shapes, full-color Graphic Images as logos or a
Background, all keyed over External Video. If you have the Snyper option you can even
add Background Animations and Animated Logos to your Title Graphic pages.

The text can be created using TrueType typefaces and can be sized, rotated, and
italicized. Each character can have up to two edges and three shadows. The character’s
edges and shadows can be colorized with a solid color, a vertical color spread, a color
gradient (4pt, 5pt, or linear), or with a texture.

Background color boxes can be created any size and position on the screen. They can
be colorized with all of the same color options as the characters, they can even be made
semi fransparent.

Geometric shapes can be created at any size and position on the screen. The roundness
of the shape can be controlled. The shape can be made square, completely round (as a
circle or ellipse), or anywhere in between. Shapes can be sized, rotated, italicized,
edged, and colorized just like any other character.

Standard graphic format graphics can be loaded as either full-color logos or as a
background image. When graphic images are loaded as logos, they can be sized,
edged, and positioned anywhere on the screen.
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The Graphic Composer tab is the default tab that is displayed when CG-300/350 is first
started. It will be similar to the image shown below.
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From this tab you can compose your Graphics and Display them On Air. This tab is
divided into 8 sections:

The Menu - at the top of the tab

Toolbar - below the menu

Page Manager — at the left side of the screen

Graphic Compose Window - in the center of the screen

Layer Manager — at the right side of the screen

ON AIR buttons — either above or to the right of the Graphic Compose Window
depending on your screen configuration

. Layer Controls — Below the Graphic Compose Window and Layer Manager
Status Bar — at the bottom of the screen

SR o e
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Menu

The menu (shown below) is just what you would expect in a Windows program. It has a
“File” entry that can be used to open, create, and save the types of files that the Graphic
Composer uses. It has an “Edit” entry that is used for the normal Undo, Cut, Copy, Paste,
Insert, Delete, and Erase functions.

File Edit Page Move Text Layers Seftings

The “Page” menu is used to set the various Page Attributes that can be stored with a page
such as Transition Type, Audio to play, etc. The “Move Text” menu has commands for
Word Wrap/Unwrap, Centering, Justifying, and Positioning. The “Layers” menu can be
used to change the priority of each layer as well as to navigate between layers. The
“Settings” menu is used to setup the Graphic Composer. This includes things like setting
User Preferences, Loading Typefaces, Setting Tabs, Adjusting Margins, among other
things.

Toolbar

The Toolbar (shown below the menu) is a quick way to access common functions. The
Graphic Composer actually displays up to two Toolbars at once. The first Toolbar is the
Main Toolbar (shown below) that is always displayed. The Main Toolbar includes buttons
used to create a new Page, Open an Existing Page, and Save the Existing Page. If you
move the mouse over these buttons and let it sit there, it displays a prompt that helps to
remind you what that button does.

a B =
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The Second Toolbar is the Text Toolbar. This Toolbar (shown below) only appears when
the cursor is on a Text Layer.

M%§E|QW EEEEE =y "1

This Toolbar has buttons that allow you to quickly Check Spelling, Cut/Copy/Paste Text,
Center and Justify Text, Grab and Apply Text Attributes, Expand the Graphic Compose
Window, and Change the Transition Type and speed that the Page will be displayed with.

The Text Toolbar also has a mode selection box that defaults to “Selected Text”. This
determines which text will be affected when Character Attributes (font, size, edge, color,
etc.) are changed or when text is repositioned. The options include the following:

Selected Text — Changes the text selected by the cursor

to End of Word — Changes the text from the cursor position to the end of word
Entire Word — Changes the entire word

to End of Row — Changes the text from the cursor position to the end of the row
Entire Row — Changes the entire row

to End of Layer — Changes the text from the cursor position to the of the layer
Entire Layer — Changes all of the text on the layer

NOOMAMON—
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Page Manager

The Page Manager (shown below) has two tabs. One is the Project Pages tab and the
other is the Page Templates tab.

Project Pages Page Templates

TEST v
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Project Pages

Projects keep the seftings and pages from different projects separate from one another.
The Project Pages tab displays the Current Project and gives you quick access to all of the
pages in the project.

A selection box that displays the name of the current project is at the top of the Project
Pages tab. This selection box can be used to quickly select a different project as the
Current Project. When a Title Graphic Page is saved, a miniature image of the page
(Picon) is created. These Picons, along with the name of the Title Graphic in the Project is
displayed in the Project Manager. Just click on a Picon to select a new Title Graphic
Page.

Page Templates

Page Templates are Title Graphic Pages that have Text Fields that can be entered when
the Page Template is recalled. These are used to quickly create pages with a preset
format by just be entering the text in each character field. The text may even by cut and
pasted from another document.

The Page Templates Tab displays all of the Page Templates that are on your system. To
create a page from one of these templates, click on the desired template; enter the text for
each field in the window that appears, and press OK.

Graphic Compose Window

The Graphic Compose Window is where the Title Graphic Pages are composed. The
flashing rectangle is the cursor. It indicates where text will appear when it is typed. If the
cursor is positioned over existing text, the aftributes and position of the selected text can
be changed.
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Layer Manager

The Graphic Composer can place Text, Color Boxes, Images, Shapes, etc. on multiple
layers. Up to 1000 layers can be used on each Title Graphic Page. Changing something
on one layer will not affect the text on the other layers.

The Layer Manager (shown below) helps you to keep track of and control the layers.

Show:

All La YEars

4> g Main

[ MNow Layer 'Laynrlng Tips

Layer Manager
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The selection box at the top of this window allows you to select which layers will appear
in the Graphic Compose Window. Normally “All Layers” are shown. There will be times
however when you will want to work on a layer that is behind other layers. The layers in
front of the layer that you are working on are just in the way. When this happens you can
select “Current Layer & Below” to hide all of the layers that are above the current layer, or
you can select “Current Layer Only” to hide all layers but the one that you are currently
working on.

For each layer on the page, the Layer Manager will display a miniature image (Picon) of
what is on each layer. The order that they appear in the list indicates which order they
will appear in the Title Graphic. The layer at the top of the list will appear in front of all
other layers, the layer at the bottom of the list will appear behind all other layers.

You can move the cursor to another layer simply by clicking on the Picon that represents
the layer that you want to move the cursor to. You can change the order of a layer by
clicking on the desired layer and dragging it to the position in the list you want it to
appear. Dragging the layer up will move the layer in front of the other layers. Dragging
the layer down will move the layer behind the other layers.

Press the “New Layer” button to add a new layer to the Title Graphic. This will display a
window that allows you to select the type of layer that you want to add.

On Air Buttons

You can Preview and Display the current Title Graphic on air without switching to the
Main ON AIR tab. To do this, use the On Air Buttons. These buttons appear either above
or to the right of the Graphic Compose Window depending on your screen configuration.
There are two sets of these buttons. The first set labeled “Channel 1” while display the
Title Graphic on the Channel Outputs. The other set labeled “Channel 2” will be enabled
if you purchased the dual channel option of the software and you have multiple Video
Interface Cards installed.

When a Title Graphic is previewed, it will be preloaded and displayed on the Preview

monitor/window. When “Take” is pressed the page is displayed on the Program Video
Output. A Title Graphic does not need to be previewed before you can “Take” it to Air,
but there might be a slight delay while the page is preloaded if you don’t preview it first.

Layer Controls

The Layer Controls are below the Graphic Compose Window and the Layer Manager.
Different types of layers require different types of controls. So the controls that appear will
change based on the type of layer that is currently selected. The CG-300/350 supports 4
different types of layers. These are Text, Color Boxes, Background Graphics, and
Animation Layers.
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Text Control Tabs

The Text Control Tabs (shown below) appear when a Text layer is selected.

s Positioning  Row Spacing  Text Variables Clock  Shapes

Text Style Gallery
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Text Control Tabs
CG-300/350 gives you a lot of control over the appearance of the text. So much so, that
all of the controls required to set all of the different parameters, that can be controlled,
would not fit in the Layer Controls area of the screen at one time. So we have divided
them into groups and placed each group of controls on its own separate tabbed box.

The “Character” tab is used to set the Typeface, Size, Italics, Rotation, Kerning, Blur, and
Underline of the text. The “Edges” tab is used to set the Edge Type, Direction, Depth, and
Blur of both of the edges. The “Shadows” tab is used to set the Shape and Offset of the 3
different shadows that can be applied to the text. Use the “Colors” tab to change the
color of each of the components of the character (character, edges, shadows, etc.). Each
of the components can be set to a solid color, semi-transparent, color gradient, or a
texture.

The “Positioning” tab can be used to fine position the text, wrap and unwrap words, as
well as to center and justify the text. The “Row Spacing” tab is used to adjust the amount
of spacing (leading) between the rows of text.

Text Variables are used to display data that comes from an external data source that may
change from time to time. These can be things like Temperature, Vote Counts, Sports
Scores, or any other data that you may want to automatically update. When a text
variable is added to a page, that page will appear with the current value that is assigned
to that variable. If the value of a text variable changes while the page is displayed On
Air, the screen will automatically update to show the new value. The “Text Variables” tab
is used to add these variables to the page. This tab is also used to add Template Fields
when editing a page template.

The “Clock” tab is used to add “Time”, “Date”, and “Timer” information to a page. It can
also be used to set the format that the time and date are displayed with. The Timer
information can be controlled using the CG-300/350 Timer application or any other
compatible timer program.

Use the “Shapes” tab to add geometric shapes to your Title Graphic Page. Shapes are
boxes that you can control the roundness and aspect ratio of. Once a shape has been
placed on a page you can size it, colorize, add edges and shadows to it, and even rotate
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it. In fact you can do anything to a shape that you can do to any other character (except
change its’ typeface of course).

The “Images” tab is used to add full color logos to the page. Up to 16 logos can be
added to a page. The logos can be loaded directly from GIF, TIF, TGA, BMP, PNG, JPG,
or JPEG files. If the logo includes an alpha channel, the alpha channel will be used as a
“mask” to determine shape of the logo.

As text is entered, sized, and repositioned, rows may begin to overlap each other, or may
appear with too much spacing between them. This may or may not be what you want.

To set the row spacing back to what it should be (based on the text on the row), press the
“Reset Row Spacing” button. This will reset the height of every row on the layer.

Color Box Controls

When a Color Box layer is selected, the Color Box Controls (shown below) will appear.

[ Top Color Trans:

" Sliders
[+ Bottom Color

Palette

[ Gradient

———— Pick Color
Textures from Screen

Color Box Controls

The Color Box can be sized and positioned using the handles that appear with the cursor
around the color box. The color of the box is controlled using the Color Box Controls.
You can give the Color Box a solid color (with transparency and background video), a
color gradient, or even a texture. Solid colors can be selected using the Picker, Sliders, or
a preset color palette.
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Background Graphic Controls

The Background Graphic Controls (shown below) are displayed when the background
graphic layer is selected.

~ Background Image

Image - Image - Image -
Original Size Full Screen

Position

C:\PowerCG_Live\IMAGES\SHAGALA. jpg

Background Graphic Controls

A Background Graphic can be added to the Background of your Title Graphic. This
Background Graphic can be displayed Full Screen, Original Size, or Tiled. When a
Background Graphic is loaded as a full screen image, it is scaled to match the size of the
screen. When an Image is loaded in its original size, it will not be scaled. But a set of
positioning buttons will appear to allow you to set the position of the image on the page.
Tiling a Background Image that is smaller than the screen will repeat the graphic
horizontally and vertically to fill the entire screen.

Animation Controls

If your program has the Snyper option (CG-350 only) enabled, you can add Animations
to the Title Graphic. Each Title Graphic can have a Foreground Animation and a
Background Animation. A Foreground Animation will appear in front of all other layers.
A Background Animation will appear behind all other layers. These animations will be
played automatically when the page is displayed.

When an Animation layer is selected, the Animation Controls (shown below) will appear.

~ Fereground Animation

Repeat . —— When Dene — , When Page Removed .

Show Only Once Haold ~ Fade Out Rate —,
O Y O ° G) End Animation

(® Repeat Until Stopped @ Turn OFf

Frames O Continue Animation

O Show Times (O Fade Out

E:\Animations\Default\Globe2__ANIM

Animation Controls
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Use these controls to select how many times the animation will repeat, what it will do
when it is done. When the page is removed from the output you have the option of
Ending the Animation or allowing the animation to continue.

Status Bar

The Status Bar (shown below) appears at the very bottom of the Graphic Composer tab.

SHOW_OFF : sample3 J Layer: Main Mouse X=385 Y=249 J Cursor X=258 Y=311 J Row:2 Col: 1 Insert

Status Bar

The Status Bar displays the current page and project name, the current layer, the mouse
position in the Graphic Compose Window, the cursor position, and the current typing
mode.
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Main ON AIR Tab

The Main ON AIR tab (shown below) is used to display the Title Pages, Graphic Images,
and Animations On Air. This tab is divided into 4 sections. These sections are Preview
Window, Playlist, ON AIR Controls, and the Media Catalogs.

Media Catalogs

The Media Catalogs normally appear at the bottom of the User Interface Screen. In some
screen configurations they may appear on the right side of the Screen. The Media
Catalogs are divided into 3 catalogs (tabs) based upon the type of media each one
contains.

There are separate catalog tabs for Title Pages, Graphics, and Animations. The Title Page
Catalog shows the pages that are in the current Title Page project. The Graphics Catalog
displays the graphic images that are stored in the folders that have been included in the
catalog. The Animation Catalog shows the Text Animations that have already been
imported into CG-350.

Playlist
The Playlist (shown below) allows you to organize your graphics ahead of time. Once a

Playlist is created, the graphics can be displayed On Air by simply pressing the <Enter>
key. This will Take the previewed graphic image to Air, and preview the next graphic in
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the Playlist. This reduces On Air operation to a single key operation, thus cutting down on
"On Air" errors.

v New Playlist

B R o | P s | P S

Lower Third News 2 Lower Third News 3 Lower Third News -ower Third Advancec | .ower Third Animatior | .ower Third Animatior | .ower Third Advancec Lower Third Basic

Playlist

Using a Playlist does not limit your flexibility for those “Last Minute” changes. You can
change the order of the images in the Playlist by clicking on the entry and dragging to the
desired location. You are also free to randomly select the next graphic to Air from the
Playlist or the Media Catalogs.

The selection box at the top of the Playlist displays the name of the Playlist that is currently
selected. Use this selection box to select a different Playlist.

Preview Window

Before a Title Page, Graphic, or Animation can be displayed On Air, it must be
previewed. This gives you the opportunity to catch embarrassing errors before they are
broadcast. There are 3 ways to preview an image. You can drag it from the Media
Catalog and drop it into the Preview Window, select it from the Playlist, or right click in
the Preview Windows and select “Select Page for Preview” from the Pop Up Menu.

The Previewed image can also be displayed on a video output if you have multiple Video
Interface Cards installed on your system and configure one of them as the Preview Output.
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ON AIR Controls

Once a graphic image has been selected and previewed, you are now ready to display it
on the Program Output. This is done using the On Air Controls (shown below).

Start Auto
Sequence

Page Off

Display
Previewed Page

Display Page

~ Fader Controls
— Fade In Rate —,
EN:
.
Frames
Lewvel

— Fade Out Rate —:
-

Frames

Fade

and Preview Next

ON AIR Controls

There are four ways to display the previewed page On Air. They are as follows:

—_

. Press the “Display Previewed Page” button or the <+> key on the 10 keypad.

2. Press the “Display Page and Preview Next” button or the <Enter> key on the 10
keypad. This will display the image and preview the next image in the Playlist.

3. Press the “Fade” button. This will make the image “Fade In’ at the rate specified
by “Fade In Rate”.

4. Press the “Start Auto Sequence” button. This will display the previewed image

followed by all of the other images in the Playlist. When the end of the Playlist is

reached, it will begin playing from the beginning of the Playlist. When the

program starts Automatically Sequencing a Playlist, the button is changed to “Stop

Auto Sequence”. Press this button again to stop Auto Sequencing.

There are three ways to remove an image from the Program Output while it is being
displayed.

1. Replace it using one of the methods above. The new image will replace the
existing image using the specified Page Transition that the page was created with.

2. Press the “Page Off” button or the <-> key on the 10 keypad.

3. Press the “Fade” button. This will make the image “Fade Out” at the rate specified
by “Fade Out Rate”.

You can adjust the fransparency of an image over the background video source by
moving the slider in the “Fader Controls” or by changing the “Fade Level” value.
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Animations Tab

If your software has the Snyper option (CG-350 only) enabled, the “Animations” tab will
appear in the User Interface. Selecting this tab will display the “Animations” control
screen (shown below). This screen is used to control Foreground and Background
Animations (also known as Snipes). These animations can be played completely
independently of anything else the CG-350 is currently doing, whether it is performing a
Credit Roll or displaying a Static Title. It's almost like having two CG’s that you can use
simultaneously without having to pay for the hardware.

@ Deme Snype

=
Spinning Globe_ TRAME. fabric_01.1.

Animations Tab

The Animations Control tab is divided into 3 sections. Foreground Animation Controls
(top left), Background Animation Controls (lower left), and the Animation Catalog on the
right.

Your screen may appear different from that shown above depending on your screen
layout. If your screen is too small to display all of these controls, the Foreground and
Background Controls may be merged into a single control with tabs added to switch
between them.

Animation Catalog

Animations can be created in any Animation program as long as it can export the
Animation as a sequence of still images. The best graphic format to use is either TGA or
PNG because they can support an Alpha Channel. The Alpha Channel tells the program
which pixels are parts of the Animation, and which pixels are transparent and should
show the background behind it. This allows the Animation to have a shape other than just
a rectangle.
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Before an Animation Sequence can be displayed, it must be imported into CG-350. See
Chapter 10 (Media Catalogs) for more information about importing Animation Sequences.
The Animation Catalog shows the Text Animations that have already been imported into
CG-350. This is the same Animation Catalog that is included in the “Media Catalog” on
the Main ON AIR tab.

Animation Controls

There are two sets of Animation Controls (shown below). The Foreground and
Background Controls are the same, so only the Foreground controls will be discussed. The
only difference is the Foreground Controls are used for Animations in front of the Main
ON AIR layer, while the Background Controls play are used for Animations behind the
Main ON AIR layer. The Foreground and Background Animations are completely
independent of each other and can even be played at the same time.

Foreground Animation
Repeat Snipe
(® Show Only Once
O Repeat Until Stopped Framc;

O show Times — Fade Out Rate —

&

_ -
O Repeat Until Frames

Repeat Rate

G Demo Saype (® Repeat Continuously Fade ‘0%

(O Repeat Every - ’
Center Vertical: m7 Horizontal: m7 Status: Ready
Audio:

Animation Controls

The first step needed to display an Animation (after the Animation Sequence has been
imported into CG-350) is to select it in the Animation Catalog and drag it to either the
Foreground Animation or Background Animation controls. When this is done, the selected
Animation will appear in the Positioning Window. Once the Animation is finished
loading, the Status will be set to “Ready”. You can now adjust the Animation’s position
on screen as well as set how many times and how often that it will repeat. You can also
add an Audio file to play along with the Animation. Some of these settings may have
been preset when the Animation Sequence was imported.

Press the “Start” or “Fade” button when you are ready to display the Animation. The
Animation will begin playing. When the Animation is finished, the last frame will hold on
the screen until you press the “Stop” or “Fade” button.
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Banner Crawl Tab

If your software has the Banner Crawl option (CG-350 only) enabled, the “Banner Crawl”
tab will appear in the User Interface. Selecting this tab will display the “Banner Crawl”
control screen (shown below). This screen is used to control a Crawl that is completely
independent of anything else the CG-350 is currently doing; whether it is displaying a
Title, playing Animations, or all of the above.

- " Settings
Graphic Composer Main ON AIR Animations Banner Crawl 8

Repeat Crawl
(@ Show Only Once
- Repeat Until Stopped
Frames ORer i
— Fade Out Rats —, - Oshow
= /o
s (O Repeat Until
Frames
Repeat Rate

Fade mm 0% (O Repeat Continuously

(@ Repeat Every @ Minutes

O Seconds

Status: Ready

Crawl Page Catalog

Refresh Catalog C:\PowerCG_Live\PROJECTS\SHOW_OFF\Banner_Crawl.PAG Edit Crawl Page...

gy e Mamgs Tazt e i e LY I -

Default Statement Warning

Banner Crawl Tab

The Banner Crawl can be used to display Stock Tickers, News Tickers, Emergency Alert
Messages, or just about anything else that you can think of. It can be configured to do
text crawl directly from a standard ASCII or Unicode text file. If you change the text in this
file, it will automatically update the Banner Crawl the next time that it is displayed.

The Banner Crawl will appear in front of all other layers including Foreground Animations.
The Banner Crawl Control tab is divided into 2 sections. These are Controls (shown at the

top) and the Crawl Catalog, which normally appears at the bottom of the screen. Your
screen may appear different from that shown above depending on your screen layout.
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Crawl Catalog

The Crawl Catalog contains all of the crawl pages from all of the different Title Page
projects on your system. The Title Page must have a “Crawl” Page Transition or it will not
appear in this catalog.

Banner Crawl Controls

To display a crawl, select it in the Crawl Catalog and it will appear in the Preview
Window of the Crawl Controls. Select how many times and how often you want it to
repeat, and press the “Start” or “Fade” button. The Banner Crawl will begin and will
continue to repeat the requested number of times. To end the crawl early, press the
“Stop” or "Fade” button and the crawl will end.
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Tutorial

The easiest way to learn how to use CG-300/350 is to use it. That is what we are going
to do here. We will create some pages, create a Playlist, and display some Titles,
Graphics, Animations, and Banner Crawls On Air.

Okay, now for some “Hands on”. If you don’t have the program running yet, start it just
like you would any other Windows Program. After a few seconds the User Interface will
appear on your computer monitor. It defaults to the Title Composer tab, which is
convenient because that is where we are going fo start.

Editing Text
The first thing we are going to do is to create some Title Pages and type some text on

them. They may not always be pretty, but they will demonstrate how to do the various
functions that the Graphic Composer has to offer.

Create a new Project
Before we begin creating Title Pages, let's create a new project for them. Selecting the

“New Project” command from the “File” menu does this. When this is done, a window
like the one shown below will appear.

Create a New Projec

MNew Project Name:

Create Cancel

Let's call our project TUTORIAL. Enter the name of the new project here and press the
“Create” button. The name of the new project now appears at the top of the project
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manager. Since we haven't created any pages for the new project yet, no pages appear
in the list. During this tutorial we will create pages for the TUTORIAL project.

Create New Page

Create a new page by selecting the “New Page” command from the “File” menu. This
can also be done by pressing the first button on the Toolbar. If you have modified text on
the current page, and “Always Ask First” is checked under “Automatically Save Pages” in
the “Graphic Composer Preferences”, then a window like the one below will appear.

. Automatically Save

[ Do you want to save the changes to
the current page?
Yes No

If you don't want the system to Keep asking you this
question, press the "Change Preferences" button"
and change the "Automatically Save Pages" settings.

Change Preferences

This reminds you to save any changes to the page before you create the new one. Once
you have selected “Yes” or “No” the old page will be erased and you will be asked
which type of page you want to create by a window like the one shown below.

i« [
Select the Page Type .

[ Still [ Roll " Craw

Select the type of page that you want to create.

You can choose between 3 different types of pages, Still, Roll, and Crawl. Some systems
may not support rolls and crawls. If your system does not, the appropriate buttons will be
disabled. Create a Still image by pressing the “Still” button. This will create a new page
that is blank.

Graphic Compose Window

The Graphic Compose Window is where you compose your Title Graphic Pages. This
window displays the Title Graphic that you are working on as you compose it.

If you would like to make this window larger, try one of the following:
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1. Maximize the program.
2. Use a higher resolution video mode (i.e. 1440x900) on your computer monitor.
3. Press the “Full Screen Mode” button in the Toolbar.

Typing Text

To enter text in this window, point the mouse to where you want the text to appear, and
press the left button. If the text cursor does not appear where you clicked the mouse, you
will need to create a new text layer at that position. Do this by holding the <Ctrl> key
down while you left click where you want the new text layer to be positioned. The
flashing rectangle that appears where you clicked is the Text Cursor. It shows where the
text will be entered when you type it in.

Now, type the message “I really like the CG-350", the text will appear in the
Graphic Compose Window as you type it. If the text is too big to fit on the screen, select
a smaller text style from the Text Style Gallery (to the right of the Text Control Tabs) and
throw away the page with the big characters by creating a new page again. Then re-type
the message “I really like the CG-350" with the smaller text style.

Moving the Cursor

You can use the cursor movement keys to move the cursor around this window, or you can
use the mouse to point to where you want the cursor to be placed and click the left mouse
button. The arrow keys move the cursor one character or row in the direction of the
arrow. The <Home> key moves the cursor to the beginning of the row if it's not already
there. If the cursor is at the beginning of the row and you press the <Home> key, it will
move the cursor to the first row of the current layer. The <End> key moves the cursor to
the end of the current row if it is not already there. If the cursor is already at the end of
the row, it will be moved to the end of the current layer.

The Up Arrow and Down Arrow keys will not move the cursor off of the current layer
unless you press and hold down the <Ctrl> while pressing the Arrow keys.

Editing

Move the mouse over the “r” in “really” and press down and hold the left button of the
mouse. While holding down the left button, drag the mouse to the “i” in “like” and
release the mouse button. Notice how the cursor expands to cover the text “really li".
This is the text that is now selected. Any operations done to the text will be done to the
selected text. Press the <Del> key. The text that was selected was deleted. To get the text
back, hold down the <Ctrl> key and press the <Z> key (you could also press the “Undo”
button on the Toolbar). The last operation (delete in this case) is undone. The Graphic
Composer will let you Undo as many as 1000 operations.
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Move the cursor to the “€” in “€CG-350". Hold down one of the <Shift> keys and press
the <Ins> key. This inserts a row of text at the cursor position. Now type “Datavideo”.
Let's delete this new row. We could use the Undo function, but let's use the delete row
function instead. Hold down one of the <Shift> keys again and press the <Del> key. The
cursor row is deleted and all the rows underneath it move up to take its place.

Move the cursor to the “r” in “really”. Delete this word by holding down the <Ctrl> key
while pressing the <Del> key. The Entire word is deleted and all of the text to the right of
it moves over to fill in the space.

The CG-300/350 has two typing modes. These are Insert and Overwrite. The right hand
section of the Status Bar shows the current Typing mode. Change the typing mode by
pressing the <Ins> key. This will toggle between the two modes. If the software is in the
Insert mode, press the <Ins> key to set it to “Overwrite” mode. Move the cursor to the “i”
in “like”, and type the characters “ove”. The new letters replace (overwrites) the text
already on the screen.

Move the cursor to the beginning of the second word on the row. Insert five (5) spaces by
holding down the <Citrl> key while pressing the <Ins> key 5 times. Now type the
characters “just”. This enters a new word in the space that you just inserted (4 characters
for the word, 1 character for the space).

Now press the <Enter> key. This will create a second row of text underneath the row that
we have been working on and type the text “from Datavideo”.

The functions that you just learned (as well as others) could also be invoked by using the
commands in the “Edit” menu. This menu also shows the keyboard short cut keys for these
commands just in case you forget them.

Saving the Page

Before we go through the “Erase Text" functions, let's save the page so we can use it later.
Select the “Save Page” command from the “File” menu, or press the third button (the one
with the disk icon) on the Toolbar. Since this page has not been named yet, you will be
prompted to enter a name for it. Once the name has been entered (let’s name it after my
macaw and call it FIRST) press the “Save” button and the page will be saved to the current
project. Notice that a small Picon of the page appears in the Project Manager along with
the name of the page.

Erasing Text
The Edit menu has commands for erasing text. You can erase text from the cursor position

to the end of the row, from the cursor position to the end of the layer, or all of the text on
the layer.
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Move the cursor to the “v” on the first row, then go to the “Erase Text” entry in the “Edit”
menu. Select the “to End of Row” command. Notice that all of the text from the cursor
position to the end of the row is erased.

Select the “to End of Layer” entry from the “Erase Text” menu. All of the text from the
cursor position to the end of the layer is erased. Now select “Entire Layer”, and all of the
text on the layer is erased.

Backspace

If you make a mistake while typing (such as typing the wrong character) just press the
<Backspace> key. This will move the cursor to the previous position and erase the
character there. If the program is in “Insert” mode, the character will be deleted. You
can then type the correct character.

Row Space Allocation

As text is entered, sized, and repositioned, rows may begin to overlap each other, or may
appear with too much spacing between them. This may or may not be what you want.

To set the row spacing back to what it should be (based on the text on the row), press the
“Reset Row Spacing” button. This will reset the height of every row on the layer.

Setting Cursor Position with Mouse

The cursor can be moved with the mouse. Move the mouse pointer to the desired position
and click the left button. The cursor will move to the character that was pointed to when
the left button was pressed. If multiple characters of the same layer overlap at the selected
position, a different character will be selected each time that the mouse is clicked. If
characters from multiple layers overlap at the selected position, the cursor will not be
moved to a different layer unless you hold down the <Alt> key while clicking the text.
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Text Attributes Styles

One of the most amazing things about CG-300/350 is the amount of control that you
have over the text style. Each character is made up of seven different components. These
are the following: character, underline, two edges, and three shadows. Each of these
character components can be set to either a solid color, a vertical color spread from the
top to the bottom of the character, a color gradient (area or linear) that you can define, or
a fexture.

You can select a TrueType typeface for the character and control the Height, Width, ltalics
Angle, Rotation, Kerning, and the Blur of the character. For each edge, you can select the
Edge Type, Direction, Depth and Blur. For any of the three shadows, you can select the
shape (to be the same as the Character, Edge 1, or Edge 2) and the offset from the
character. The shadow can be offset from the character by as much as 100 pixels
horizontally and vertically.

Many of the text style attributes (height and width) for example are represented
numerically. These numerical values can be modified by controls that are either absolute
or relative. An absolute control will set all of the selected text to the new value. A relative
control will change all of the text by the same amount.
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To illustrate the difference between absolute and relative values, let’s assume there is a
word on the screen. The size of the first character of the word is 50 scanlines; the other
characters in the word have a height of 25 scanlines. If you select the entire word and
use a relative control o increase the height of the first character by 25 scanlines (from 50
to 75 scanlines), the height of the rest of the word will also be increased by 25 scanlines
(from 25 to 50 scanlines).

If you use an absolute control to set the height of the first character to 60 scanlines, the
height of the entire word will be set to 60 scanlines (they won’t maintain their height
relative to each other).

Worr __JWorp JWORD

Original After Relative Sizing After Absolute Sizing
W =50 Scanlines W =75 Scanlines W = 60 Scanlines
ORD - 25 Scanlines ORD - 50 Scanlines ORD - 60 Scanlines

Each group of numerical controls is made up of 4 controls. Let's use the Height controls
(shown below) as an example. The top control in the group (the one with the Icon) is a
drag button. The drag button is the relative control of the group. To use the drag button,
move the mouse over it, press the left mouse button, and drag the mouse. Moving the
mouse up or to the right will increase the value. Moving the mouse down or to the left will
decrease the value. The other three controls in the group are the absolute controls.

— Height —

[
75 =
| scanlines |

Height Controls

The absolute controls consist of a number box and two small buttons to the right of it for
increasing and decreasing the value. The value in the box can be entered directly by
clicking on the number (this will highlight all of the digits in the number), and entering a
new value. The new value will be applied to the text when you press the <Enter> key.
This value can also be adjusted by positioning the mouse over the number box and
turning the Scroll Wheel on the mouse.

Pressing the increase button to the right of the number box will increase the value. If you
hold this button down, the value will continue to increase until you release the button or
the maximum value is reached. To decrease the value, press the decrease button.
Holding down this button will continue to decrease the value until you release it, or the
minimum value is reached.
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Let's explore these controls a little closer. Create a new page by pressing the “New
Page” icon in the toolbar and select a “Still” page type. Select a reasonably sized text
style from the Text Style Gallery. Then type the word “TEST” in all capital letters. Press
the <Home> key to move the cursor to the first “T” in the word “TEST".

Move the cursor over the Height Drag Button, press and hold down the left mouse button
and move the mouse up. Notice that the size of the character increases. Release the left
mouse button.

Drag the cursor across the entire word to select it. Move the mouse over the Height Drag
Button again, press and hold down the left mouse button, and move the mouse down.
Notice that the height of every character in the word decreases by the same amount. The
value shown by the number box is updated to display the current height of the first
character that is selected.

Now let's see how the absolute controls behave differently. Move the mouse to the height
number box and click it. This will highlight all of the digits. Re-enter the digits exactly as
they were before (if they were originally 48, enter 48) and press the <Enter> key. Notice
that all of the characters became the same size as the first character; they did not maintain
their relative character heights.

The heights of the characters can be varied and set to any size between 600 scanlines
high and negative 600 scanlines high. A negative character height will draw the
characters inverted (upside down). Try experimenting with the height controls to see how
they affect the characters.

Changing the width of the characters will make them appear thinner or wider. The Width
can be varied anywhere between 10 percent of normal (very thin) to 500 percent of
normal (five times their normal width). A width of 100% is the normal width for the
character. Try experimenting with the width controls to see how they affect the characters.

The ltalics angle of the text can be varied up to 45 degrees in either direction. A
negative italics angle will slant the characters to the left; a positive value will slant the
characters to the right. Try experimenting with the italics controls to see how they affect
the characters.

Each individual character, or group of characters, can be rotated up to 360 degrees in
either direction. A positive value will rotate the text clockwise, while a negative value will
rotate the text counter clockwise.

The kerning controls allow you to change the spacing between the characters. A negative
value will move them closer together. A Positive value will move them further apart.
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The amount of blur on the character can be changed using the blur controls. A blur value
of 2 gives you a crisp sharp character; a blur value of 24 gives you a very fuzzy
character. The blur of the character and blur of each of the two edges can be set
independently of each other.

Cursor Handles

Cursor handles are small rectangles on different parts of the cursor that you can click and
drag around. With these handles you can move, size, rotate, and italicize the text. The
Cursor Handle Button (shown below) is on the right hand side of the character tab
window, and is used to turn the cursor handles on and off. It also has a litle diagram that
shows what each handle is used for.

IF
ltalics Height Size
Move Width
i ]
Move Mowve Rotate
=

Cursor Handle Button

Turn the cursor handles on by pressing the Cursor Handle Button. Notice that eight small
boxes appear around the cursor. Each of these small boxes is a handle. You can move
the selected text by clicking on the handle in the lower left hand corner and dragging the
mouse. As you drag the mouse around the screen, the selected text will move with it. If
you only want to move the text horizontally (without accidentally affecting the baseline
alignment) you can use the handle on the left side of the cursor. Using the handle on the
bottom of the cursor will move the text vertically without changing the horizontal position.

The handle at the top of the cursor will change the height of the text without affecting the
width. Using the handle on the right side of the cursor will change the relative width of
each of the selected characters. You can use the handle in the upper right hand corner of
the cursor to change both the Height and Width of the text. Dragging any of these sizing
handles will change the size of each character so that it maintains its size in direct
proportion to the other characters that are selected.

Dragging the handle in the lower right hand corner of the cursor will rotate the selected
text. Dragging the handle in the upper left hand corner will change the italics angle of the
text.

When you are through using the cursor handles, and you no longer want them to be
displayed, press the Cursor Handle Button again to turn them off.
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Scope Selection

Now that we have the basics of character attributes down, let's try something a little more
advanced. Create a new page and set the Page Type to Still. Set the character Height to
24 scanlines, the Width to 100%, ltalics and Rotation to O degrees. Set the Kerning to O
and the Character Blur to 2. Use the Typeface Selection box on the Character Tab to
select a clean/easy to read typeface such as Boston Black, Futurist, or Basset Bold. Now
type the following three lines of text:

The quick brown fox
jumped over the
lazy dog’s back.

Place the cursor on the “m” in the word “jumped”. Use the Typeface selection box to
select a different typeface. Notice that only the character under the cursor is changed.
The Text Toolbar has a selection box that defaults to “Selected Text”. This is called the
Scope Selection Box. This selection box is used to determine how much text will be
affected by Text Style changes. Open the selection box by pressing the down arrow and
the following choices will appear:

Selected Text
to End of Word
Entire Word

to End of Row
Entire Row

to End of Layer
Entire Layer

Change this selection to “to End of Word”, and then change the rotation angle to minus
10 degrees. Notice that every character from the “m” to the end of the word is rotated.
Go back to the Scope Selection Box and change the selection to “Entire Word”. Increase
the height to 48 scanlines. The height of the entire word is changed. Now select the “to
End of Row” entry from the Scope Selection Box and set the Width to 50 percent. Notice
that all of the text from the cursor position (the “m” in “jumped”) to the end of the row
changed its width.

Now set the scope to “Entire Row” and select a new typeface. Every character on the row
was changed to the new typeface. Select “to End of Layer” from the Scope Selection Box
and set the height to 60 scanlines. Every character from the cursor position to the end of
the row, and every row after the cursor changed to the new height. Now select “Entire
Layer” as the scope and select a new typeface. Since this Title Graphic only has one text
layer, every character on the page changes.
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When “Selected Text” is chosen, the changes are applied to the character or group of
characters that are selected by the cursor. To select multiple characters, move the mouse
to the first character to select, hold down the left mouse button, and drag the mouse to the
last character to select. Dragging the mouse to a different row will not select text on
multiple rows unless the <Shift> key is held down while the mouse is being dragged.

The entire row of text can be selected by double clicking on any character on the row.
You can select the entire layer by pressing down holding the <Ctrl> key and pressing the
<A> key.

Row Spacing (Leading)

When we increased the size of the text, the rows of text overlapped each other.
Sometimes we want this effect, other times we don’t. If you want to adjust the row
spacing to match the text, press the “Reset Row Spacing” button (down by the Text Style
Gallery). This will adjust the row spacing (AKA Leading) so that the rows don’t overlap.

With “Entire Layer” selected as the scope, set the Height to 24 scanlines and the Rotation
angle to O degrees. Now there is too much spacing between the rows. Press the “Reset
Row Spacing” button again to fix this.

Grabbing and Applying Attributes

When you enter new text, it is entered with the Current Text Attributes. The text attributes

specify how the characters, edges, and shadows will appear. The Current Text Attributes

are the values displayed in the Character, Edges, Shadows, and Colors control tabs in the
Text Controls. These include the following:

Typeface

Character Size (height and width)

ltalics and Rotation angles

Kerning

Blur (character and edges)

Edge Style (type, depth, and direction)

Shadow Appearance (shape and offset)

Colors (character, edges, shadows, and underline)

When you overwrite text, the text keeps the attributes of the text that you are overwriting.

The CG-300/350 has a temporary buffer for Text Attributes. This lets you grab attributes
from text on the page and apply it to other text. There are two buttons on the text toolbar

that are used to access this buffer. These are the “Grab” and “Apply” buttons.

Press the “Grab” button to copy the current attributes to the temporary buffer. Pressing the
“Apply” button will copy the atiributes from the temporary buffer to the cursor text.
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Text Style Gallery

All of the Text Attributes are combined to make up the Style of the text. The Text Style
Gallery is designed to give you quick access to text styles that you will use frequently
throughout the project. This is the window at the right side of the Text Controls with all of
the different “A’s” in it. You can save up to 64 different preset text styles with each
project.

Before we begin, create a new page by pressing the “New Page” button on the toolbar
and set the page type to “Still”. You now have a blank page to work with.

To enter text using one of the preset styles, select the desired text style (by clicking on it in
the Style Gallery) and start typing. Any new text that is entered will appear with the
selected text style. To select a different preset style, click on it and start typing again.

Select a text style that looks interesting and type “This is my first preset style”. Select
another preset style and type, “This is another one”.

To change the style of text that is already on the screen, select the text, then click on the
style that you want to set it to. Move the cursor to the first character and select another
style from the style gallery, now move the cursor to the next character and select another
style. Continue to do this for every character of the first two words of the page.

Select the word “first” by moving the mouse to the “f”, press the left mouse button, and
drag the mouse over to the “t” until the entire word is selected. Now select another text
style. Notice that the entire word has changed.

Select the Character tab in the Text Control window and adjust the Height of the word
“first”. Now select a different font. See that even though the text style was set using a
preset style, you can still modify the style of the text. So if you have a text style that is
almost what you want, go ahead and select it, then modify the attributes of the text you
just changed the style of, doing this will not affect the preset style in the style gallery.

Changing Preset Text Styles

You can change the preset text styles. Create a character on the page that has the style
that you want fo use as a preset, place the cursor on it, and move the mouse pointer to the
entry in the Text Style gallery that you want to replace with this style, and press the right
mouse button. A pop-up menu will appear. Select the “Set Style” entry. The text style of
the cursor character will be copied to the style gallery. After you modify the Style gallery
you need to save the Project Settings. Otherwise the new style will only be temporary. It
will revert to the old style the next time that the project is opened.
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There are too many presets to be shown at one time in the Text Style gallery. You can use
the scroll bar to scroll through the preset styles. | like to group styles that are used together
near each other in the gallery.

Save this page to disk by pressing the “Save Page” button on the toolbar. Give the page
the name “Styles” and press the “Save” button. You should see its Picon in the project
manager window.

Layers

The software supports up to 1000 layers per Title Graphic page. There are 4 different
types of layers. These are Text, Color Boxes, Background Graphics, and Animation
Layers. Animation Layers are only available if the Snyper option (CG-350 only) is
enabled.

Up until now, everything we have done has been limited to a single text layer. Let's
create a page with multiple layers on it now. Open the “Styles” page that we just
finished with if it isn't already opened. Make a copy of this page by selecting “Save
Page As..." from the “File” menu. Give it the name “Layers” and press the “Save”
button. It will be added to the list in the Project Manager.

Create a new text layer by moving the mouse pointer to the middle of the “t” in “style”,
hold the <Ctrl> key and click the left mouse button. The cursor moved to where you
clicked the mouse, and a new entry was added to the Layer Manager's list of layers.
Notice that the “Main” layer was moved down, and the new “Text” layer appears above
it. This indicates that the new layer will appear above (in front of) the original text layer.

Select a different text style and type “New Layer”. It appears in front of the existing
text. Adjust the size of the text until it is easy to differentiate from the text on the other
layer.

Press the “New Layer” button that is below the Layer Manager’s list of layers. The
following window will appear:

[ Select Type of Layer to Add T P

Text Layer

This can also be done by holding down the CTRL key while

L clicking the Left Mouse Button at the desired location.

Color Box

Full Screen Color Box At
Color Box Cursor Position

Background Image
Im—
[o—— Background abwars appear 28

Graphic Image Animation the bottom most layer.

Foreground Animation

Foreground Animations
will always appear as
the top layer.

Foreground
Animation

[ cancel
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This window is used to add a new layer to the Graphic Title page. Press the “Color Box
At Cursor Position” button. A Color Box, the height of the cursor and the full width of the
image will appear behind the text on the selected row. The new layer for the color box
also appears in the Layer Manager List. The Layer Controls at the bottom of the Graphic
Composer screen will also be changed so that you can modify the color of the new Color
Box.

Use the Cursor Handles to move and size the color box. The handles on the top and right
side of the cursor will size it. The handles on the bottom and left side of the cursor will
move it. Size and position the Color box so that it does not extend all the way to the
edges of the image. You should size it first. Otherwise moving it will move the sizing
handles off of the screen.

Use the Layer Controls at the bottom of the Graphic Composer screen to change the color
of the box. Press the “Sliders” button to display the slider method of changing colors. The
sliders have the range 0-255. Set the Transparency (Trans.) level to 100. You can now
see what is behind the semitransparent box. Then set the Red level to 255, this will give
the box a red tint.

Press the “New Layer” button that is below the Layer Manager’s list of layers again, and
press the “Background Graphic Image” button. Use the window that appears to select
which image to use as the background Graphic. There is a file named Car.jpg in the
IMAGES sub-directory that is in the directory that the program is installed in
(C:\PowerCG_Live\IMAGES by default), select this image.

If the aspect ratio of the image is not the same as the aspect ratio of the screen, a window
like the one shown below will be appear. Press “No” and the Graphic Image will fill the
entire screen.

I Graphic does not have the same
aspect ratio as the screen
Do you want te Preserve the Aspect Ratio?

An entry showing the background graphic will be added to the bottom of the Layer List,
and the “Background Image” controls will be displayed. The Background Image can be
displayed at the Original size, Full Screen, or Tiled across the entire screen.

We now have a Title Graphic Page with 4 layers on it. The 4 layers are displayed in the
Layer Manager List as shown here:

42



Chapter 3 - Tutorial

New Layer

A> @

4> g ** Color Box

summasd Bnace apamas

A» o Y Main

The Layer currently selected is highlighted in blue. Move the mouse pointer to the top
layer labeled “Text” and click it. This selects the layer. The blue highlight moves to the
selected layer, the cursor is moved to the first character of the layer, and the Layer
Controls change to the Text Control tabs.

As you select different layers, the cursor is moved to that layer in the Graphic Compose
window and the Layer Controls and Toolbars change to those needed to work with the
type of layer that is selected.

Layers can also be selected by clicking on items in the Graphic Compose window. Click
on different objects on the screen. You will notice that the cursor moves to that object and
the layer that it is on is selected. If you have items from multiple layers that overlap each
other, the cursor will not move off of the current layer unless you hold down the <ALT> key
while you click the left mouse button.

Move the mouse pointer to a position in the Compose window where characters from the
two text layers overlap. At this point the mouse is actually positioned over 4 different
layers, 2 text layers, the color box, and the background graphic. Click the left mouse
button and one of the objects underneath the mouse pointer is selected. If you click it
again, the cursor will not move to another layer (remember that double clicking on a layer
will select the entire row). Press and hold down the <ALT> key then click the left mouse.
The cursor will be moved to an object on another layer.

Sometimes when you want to edit something on one layer, objects on layers in front of it
get in the way. The selection box at the top of the Layer Manager can solve this problem.
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Select the “Main” layer. This should be the third one down. Select “Current Layer &
Below” from the selection box. All layers in front of the selected layer will disappear.
When you are finished making changes to the “Main” layer you can select “All Layers”
again to redisplay the hidden layers. You can also display just the currently selected layer
by selecting “Current Layer Only” from the selection box.

The order of layers can also be changed. Notice that the Main layer is behind the red
tinted color box on our current page. Move the mouse pointer over the Main layer entry
in the Layer Manager List, press the left mouse button and drag the mouse up so that the
Main layer entry is over the Color Box entry and release the mouse button. The Main
Layer and the Color Box have now switched positions in the Layer list and the Color Box
now appear behind the Main layer’s text.

Main ON AIR

Now that we've learned how to create Title Page Graphics, it’s time to show them ON
AIR. This is done using the controls in the “Main ON AIR” tab. Select this tab. If you
haven’t already done so, you should familiarize yourself with this tab by reviewing the
overview of this tab in Chapter 2.

Although not absolutely necessary (unless you want to do Auto Sequencing), you will
probably want to create a Playlist before going ON AIR. The easiest way to do this is to
double click the Graphics in the Media Catalogs in the order that you want them to
appear.

Create a new Playlist by pressing the “New Playlist” button just above the Playlist window.
This will display the New Playlist Creation window (shown below). There are two ways of
creating a new Playlist in CG-300/350. You can either create a new Playlist that is
empty, or one that already has all of the entries from the current Playlist in it. In this case
we want an empty one, so press the “Create a New List that is Empty” button. Enter the
name of the Playlist. Let's call it “Tutorial”. Now press the OK button. The Playlist
window will be cleared, and the name “Tutorial” will appear in the Selection box above
the Playlist.

| Enter the Name of the New Play List

Play List Name:

OK

Create a New List [ Import the Contents of

the Current List
Hied B = into the New List

New Playlist Creation Window
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The “Title Page” Catalog has a selection box that displays the name of the current Title
Project. Select the “Show Off” title project and the Title Pages from that project will
appear. You can use the scroll wheel on the mouse to scroll through the Title Page Picons
by placing the mouse over the picons and rolling the scroll wheel up or down. Double
click on the “Intro” page in the Title Catalog. It then appears at the first position in the
Playlist Editor window. Continue to double click the following pages in the Title Catalog
in the following order: CGPOWER, INTROA, Introb, INTRO1, INTRO1A, INTRO2,
INTRO2A, Intro2b, INTRO3, and Intro3a. Every time that you double clicked a page, it
appeared at the end of the Playlist. You should now have a Playlist that looks similar to
the one shown below.

Tutorial v | Mew Playlist

INTROZA intro2hb

A7

Notice that we missed the page “Intro2¢”. You can add this to the Playlist using one of
two methods. To use the first method, double click on the “Intro2¢” page. It appears at
the end of the Playlist. To place this page between Intro2b and Intro3, move the mouse
over the page that you want to move, press and hold down the left mouse button, drag the
page until it is on top of the Intro3 page, and release the mouse button. The Intro2c page
is now placed in front of the Intro3 page and will be displayed before it in the display
sequence. To use the second method, drag the page directory from the Title Page
Catalog and drop it on top of the Intro3 page.

INTRO3

Congratulations, you have just created your first Playlist. To save it, right click on the
Playlist window and select “Save Play List” from the pop-up menu that appears.

Now it's time o go ON AIR. Press the “Start Auto Sequence” button. The first page in the
Playlist is displayed on the Program Video Output, and the next page in the Playlist is
shown in the Preview window. After a few seconds the next page will be displayed.
These pages are displayed with the “Page Transition” that was selected when the page

45



Chapter 3 - Tutorial

was created, at the selected Display Speed. The page will appear for the duration
specified by the Dwell Time of the page.

This Auto Sequence will continue until you press the “Stop Auto Sequence” button.

To manually display a page on the Program Video Output, click on the page in the Playlist
that you want to display. The selected page will appear in the Preview window. Press the
“Display Previewed Page” button (or press the <+> key on the 10 Keypad). This page is
then shown on the Program Video Output. To remove the page, press the “Page Off”
button (or press the <-> key on the 10 Keypad), and the page will be removed. This gives
you full random access to any page in the Playlist.

Most of the time when displaying pages, you know beforehand which order that you want
them to appear. This is a good reason to use the Playlist. When the Playlist is loaded, the
first page in the Playlist is previewed; you can preview a different page just by clicking on
it in the Playlist. When you are ready to Take it to Air, press the “Display Page and
Preview Next” button (or press the <Enter> key on the 10 Keypad). The previewed page
is displayed on the Program Video Output and the next page in the Playlist will be
previewed. You can continue on through the Playlist by pressing this button (or the
<Enter> key) each time you want the next page to appear. This makes the ON AR
operation of the CG-300/350 a single key operation. This can really cut down on "ON
AIR" errors.
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Animations

If your software has the Snyper option enabled, the “Animations” tab will appear in the
User Interface. Selecting this tab will display the “Animations” control screen. This screen
controls both the Foreground and Background Animations (AKA Snypes). This screen is
divided into 3 sections. These sections are “Foreground Animation” controls,
“Background Animation” controls, and the “Animation Catalog”.

An Animation sequence is a sequence of still images that has been exported by your
favorite Animation program. These can be in TGA, PNG, TIF, JPG, or BMP format. The
best graphic format to use is either TGA or PNG because they will support an Alpha
Channel. The Alpha channel defines the “Shape” of the Graphic. If the image does not
have an Alpha channel it will be displayed as a rectangle over the background, with
either a black or white background behind it.

An Animation must be imported into the CG-350 before you can display it. The
Animation Catalog displays the Animations that have been imported into the software.
You can create multiple “Categories” of Animations to help keep them organized. The
top part of the Animation Catalog (shown below) has the controls needed to manage
Categories and to import image sequences.

Animation Catalog

Imipeort Category: Create New
Animation ‘Default Category

Import and Category Management controls
Before we import our first animation, let's create a new Category for it. Press the “Create

New Category” button. When this is done, the “Create a New Category” window
(shown below) will be displayed.

Create a New Catego

MNew Category Name:

Create Cancel

Create a New Category window |

We will call our new Animation Category “Tutorial”. Type the name “Tutorial” into the
“New Category Name” box and press the “Create” button. The selection box will now
indicate that the “Tutorial” Category is selected and the Animation Catalog will be empty
because we haven't imported any Image Sequences into it yet.
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To import an Image Sequence into this category press the “Import Animation” button.
When this is done, a window (such as the one shown below) will be displayed.

B Select an Image in the Sequeng
@ '. | . % PowerCG_Live » Demo Snype -

Organize « New folder

4} PowerCG_Live [# Demo Snype0000.TGA
> L. Animations [# Demo SnypeD001.TGA
. Audio [# Dermno Snyped002.TGA

. Demo Snype 9 Derno Snyped003.TGA

. Display Lists |8 Demo Snype0004.TGA

. IMAGES [ Demo Snyped005.TGA

. PROJECTS 9 Derne Snyped006.TGA

. TEMP @ Demao Snypel007.TGA

. Templates [# Demo Snype0008.TGA

| textures [# Demo SnypeD009.TGA

| TYPEFACE [ Demo Snypel010.TGA

. Uninstall - |# Demo Snype0011.TGA

File name: Demo Snypel064.TGA - [AII Image Types (* TGATIF:*) vl

| Open |v] | cance |

Use this window to Navigate to the directory that contains the image sequence that you
want to import. Each frame in an image sequence is a separate file. These files must all
be in the same directory and have a common name that contains a number that indicates
which frame it is in the sequence. This could be something like “Demo Snype0001.tga”,
“Demo Snype0002.tga”, “Demo Snype0003.tga”, etc. You only need to select one of
the files. The program will then check all of the files in this directory and select the images
that are part of the sequence as well as the first and last frame of the sequence. Once this
is done the “Import Image Sequence Animation” window (similar to the one shown below)
will appear.

48



Chapter 3 - Tutorial

Select Frame to us

L5 Pems Tappe S Peme Tappe

When A

File Name: [slntag-tanees Repeat Animation

Hold Until Stopped

Audio to Play with the Animaton ———————— il I Frames
After Hold Delay
Fade Out Rate

Audio:
APowerCG_Live\Audio\That Swishing Sound.wav Turn Off

Fade Out Frames

Directory: C:\PowerCG_Live\Demo Snype

First Image File: Demo Snype0000.TGA
Vert Posn:

1

Last Image File: Demo Snype0089.TGA | 0

Horz Posn:

Original Height: Original Width: m%

Pixels Pixels
Height:

First Frame: Last Frame:

Import I Cancal I Original Size " Center Image I Preserve Aspect Ratio

Import Image Sequence Animation Window

This window has the controls that allow you to do the following:
Select the image to use as a Picon

Assign a name to the Animation that you are creating
Select an audio file to play along with the animation
Select what to do when the Animation is done

Select Which frames of the sequence to include

Size and Position the animation on the screen

oCOhwbd -~

The top of this window displays 5 different frames of the Animation Sequence.

These are the first and last frames, and the frames at the 25%, 50%, and 75% of
completion position of the sequence. Select the frame that best represents the Animation,
and it will appear in the “Size and Position” section of this window. This image will also
be used as the Picon for the Animation in the Animation Catalog.
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The name of the Animation defaults to the same name as images in the sequence without
the number portion of the name. You can change this by editing the name in the “File
Name” box.

You can select an Audio File that will be played whenever the Animation is displayed.
The Path/Filename of this audio file can be entered in the box labeled “Audio”, or you
can press the “Browse...” button to display the “Select Audio File” browse window.

The “When Animation is Complete” controls allow you to select the Animations behavior
when the last frame of the sequence is displayed. You can have the Animation repeat.
Hold until the Animation is manually stopped, or hold for a preset number of frames
before it goes away. If you select the last option (hold for a preset number of frames) you
can also select whether you want the Animation to immediately “Turn Off” or “Fade Out”
over a specified number of frames.

By default, all of the frames in the sequence are included in the Animation. In some cases
you may want to “trim” the animation so that the frames at the beginning and/or end of
the sequence are not displayed with the Animation. You can change this by changing the
“First Frame” and “Last Frame” values.

The Size and Positioning controls (shown below) in the lower right corner of the Import
Image Sequence Animation window is used to change the Size and default Position of the
Animation.

Size and Position

Vort Posn:_

Horz Posn:

-
-

Hexigght:

[ Original Size ( Center Image [ Preserve Aspect Ratio

Size and Positioning Controls

The Animation can be sized and positioned either numerically or visually. The controls
along the left side are used to make changes numerically. The “Vert Posn” and “Horz
Posn” controls indicate the position of the center of the animation. The “Height” and
“Width” controls indicate the size of the Animation. The Animation cannot be made
larger than the original images in the image sequence used to create the Animation.
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When one of these values is changed, the size and position of the Animation in the
positioning window will be updated to reflect the new values.

To reposition the Animation using the positioning window, simply move the mouse over
cursor until the mouse pointer becomes a 4-way pointer, press the left mouse button and
drag it to the desired position. The “Vert Posn” and “Horz Posn” values will be updated
when the Animation is moved.

The cursor in the positioning window is displayed with handles. These handles can be
used to size the Animation. The handles at the corners of the cursor can be used to
change both the height and width of the Animation. The handles at the top and bottom
are used to change the height, and the handles on the sides are used to change the width.
Dragging the handles closer to the center makes the animation smaller; moving it away
from the center will make it larger.

Many times when sizing graphics, you want to ensure that the proportions of the height
and width (aspect ratio) of the image remain the same so that the image is not distorted.
Pressing the “Preserve Aspect Ratio” button will help you do this. When this button is
pressed, all but the top and bottom handles will disappear so that you can only change
the height of the image. The width of the image will automatically be adjusted to the
correct value whenever the height is changed.

Press the “Original Height” button to restore the Animation to the original size of the
images in the Image Sequence. You can move the Animation to the center of the screen
by pressing the “Center Image” button.

Find the “Hold For:” button in the “When Animation is Complete” group of controls and

press it. This will enable the “frames” control next to the “Hold For” button as well as the
controls in the “After Hold Delay” group. Enter “30” frames as the length of time to hold
after the Animation is displayed. Press the “Fade Out” button and enter “60” frames as
the Fade Out Rate. When the Animation is displayed it will now hold for 30 frames and
then fade out over 60 frames.

Now that we have set all of the parameters for the Animation, let's import it. This is done
by pressing the “Import” button. The CG-350 will then begin importing the Animation.
As the Image Sequence is being imported to create the Animation a status indicator will
be shown that lets you know which frame is being processed, the percentage of
completion, and an estimate of how much longer the task will take.

Rendering
Rendering Frame 23 of 90

- 25% Complete

Estimated time remaining: 2 seconds

Import Progress
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Once the Animation has been imported the following message will appear:

Import Complete

» The Animation Sequence
1 I Was Impeorted Successfully

Press the “OK” button and the “Import Inage Sequence Animation” window will close and
the Animation will appear in the Animation Catalog.

Move the mouse pointer over the Animation in Animation Catalog, press the left mouse
button, and drag it to the “Foreground Animation” controls, and release the mouse button.
The Animation will be loaded into the “Foreground Animation” controls (shown below)
with the default values that it was created with.

Foreground Animation
Repeat Animation —— - Fa
(® Show Only Once
(O Repeat Until Stopped Frames

O Show Times ~— Fade Out Rate —,
s

(O Repeat Until L~
@5 pemo Sappe —
Repeat Rate
(® Repeat Continuously Fade

(O Repeat Every

f wrtical: M a s I
Center Vertical: [JEIJ| /= Horizontal: JEEIJ= Status:

LULILE

Foreground Animation Controls

Click on the Animation in the “Position” window and drag it to the lower right corner of
the window and press the “Start” button. The animation will be shown once and then
fade out. Press the “Show” button in the “Repeat Animation” group and enter “5” times
in the box next to the button. Press the “Start” button again and the Animation will be
shown 5 times.

Press the “Repeat Every” button in the “Repeat Rate” group and enter a value of “20” in
the box next to the button. Press the “Seconds” button. Press the “Start” button again.
The Animation will now be shown 5 times again, but it won't play continuously as before.
It will now be shown every 20 seconds.
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Banner Crawl

If your software has the Banner Crawl option (CG-350 only) enabled, the “Banner Crawl”
tab will appear in the User Interface. Select this tab to display the “Banner Crawl” control
screen.

The Banner Crawl control screen is divided into 2 sections. These are the “Banner Crawl”
controls (shown below) and the “Crawl Page Catalog”, which normally appears at the
bottom of the screen.

The Crawl Page Catalog displays all of the crawl pages from all of the different Title Page
projects on your system. The Title Page must have a “Crawl” page Transition, or it will not
appear in this catalog.

Banner Crawl
Repeat Crawl
(® Show Only Once
- Repeat Until Stopped
Frames ORep Re
O Show Times:

— Fade Out Rate —,

it
h— n - (O Repeat Until
Frames
Repeat Rate

Fade f o (O Repeat Continuously

(® Repeat Every @wminutes
O Seconds
Status: Ready

Banner Crawl Controls

To display a Banner Crawl, select the page that you want to crawl from the Crawl Page
Catalog. It will appear in the Banner Crawl control window. Use the controls in the
“Repeat Crawl” group to select how many times and how often you want the crawl to
repeat. Press the “Start” button and the crawl will begin. The crawl will repeat according
to the parameters that you selected, or until you press the “Stop” button.
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Graphic Composer

The Graphic Composer is used to create the Title Graphic Pages that Power CG can
display “keyed” over a background video source. These Title Graphic Pages can contain
Text, Color Boxes, Geometric Shapes, and Graphic Images. If your software has the
Snyper option installed, Background Animations and Animated Logos can also be added
to your Title Graphic Pages.

The text is created using TrueType typefaces. Individual characters can be sized, rotated,
and italicized. Each character can have two edges and three shadows. The characters,
edges, and shadows can each be assigned an independent color, gradient, or texture.

Color Boxes can be created at any size and position on the screen. They can be a solid or
semi-transparent color, gradient, or texture.

Geometric shapes can be created at any size and position on the screen. The shape can be
made square, completely round (as a circle or ellipse), or anywhere in between. Shapes
can be sized, rotated, italicized, edged, and colorized just like any other character.

The program can load standard format graphic images such as BMP, JPG, GIF, PNG,
TIFF, and TGA images as logos or background images. The logos can be sized, edged,
and positioned anywhere on the screen.

If your software has the Snyper option installed, each Title Graphic Page can have both a
Foreground and Background Animation.

The Graphic Composer’s User Interface appears similar to the image shown below. The
appearance on your screen may vary depending your screen settings. Each section of the
User Interface was described in Chapter 2 — Introduction to Power CG.
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%&z 2}/

Graphic Composer’s Graphical User Interface

Projects and Pages
Project Settings

Projects are a convenient way of keeping groups of pages and project settings separate
from each other. When a new project is created the Graphic Composer creates a new
folder (with the same name as the project) on your system. Whenever you are working in
this project, the pages will be read from and written to this folder as the default. All
pages that are in this folder will appear in the Project Manager window.

The system default settings are saved in the project settings file. This file has the same
name as the project with a .SET extension (for example, the project MY_PROJECT
would be defined in a file called MY_PROJECT.SET). This file contains the following
system default settings:

Character Attributes
Style Gallery

Color Gradients

Default Color Palette
Loaded Typefaces
Loaded Textures

Default Directory/Folders
Safetitle Margins

Tab Settings
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When a new project is created, the current system settings are saved as the Project
Defaults. When the project is opened again, these settings will be restored as the default
settings.

You can update the default settings of the project by selecting the "Save Project
Settings" command from the "File" menu. The current settings will be saved as the
Project Defaults.

When you exit the program, or you open another project, a message window may appear
(depending on your Preference Settings) asking you if you want to save the current

settings. This window is shown below:

" Automatically Save Pr ing ; |

Do you want to save the

f current project settings?
Yes No

If you don't want the system to keep asking you this
guestion, press the "Change User Preferences” button
to adjust the "Auto-Save Project Settings" setting.

Change Preferences

If you press the "Yes" button, the project settings will be updated to match the current
settings. Pressing the “Change Preferences” will display the “Set Graphic Composer
Preferences” window. This window allows you to change your Preferences as to whether
or not you will continue to be prompted with this message.
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Project Manager

The Project Manager is used to give you quick access to all of the pages in the project.
This window (shown below) is on the left hand side of the screen.

(SHOW_OFF

SAMPLE12

CXAMFLE
on

sample2

t e
ivilizat
sampled

All of the pages in the current project are displayed in this window. The pages are
represented both by Picons and the name of the pages. A PICON (Picture ICON) is a
miniature picture of the page. With Picons you can tell at a glance what the page looks
like. You can open any page in the project just by clicking on it in the Project Manager
window. If there are too many pages in the project to be displayed at one time, you can
scroll through the list of pages using the Project Managers scroll bar, or by placing the
mouse over the page Picons and adjusting the Scroll Wheel on the mouse.

Pages can be created, opened, saved, copied, deleted, and exported from the menu that
appears when you position the mouse over the project manager and click the right mouse
button. This menu is shown below.

New Page Ctri+N
Open Page... Ctr+0
Save Page Ctri+S
Save Page As...

Delete Page

Export Title Graphic
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Creating a New Project

When a new project is created, the current systems settings are saved as the new project
defaults. So, before you create a new project, you should open an existing project that
has systems settings similar to the default system settings that you want the new project
to have.

To create a new project, select the "New Project" command from the "File" or “Project
Manager” menus. When this is done a window (like the one shown below) is displayed.

Mew Project Name:

Create ( Cancel

Enter the name of the new project where it says "New Project Name" and press the
"Create" button. The name of the new project now appears in the Project Selection Box
at the top of the project manager. Since we haven't created any pages for the new project
yet, no pages appear in the list. As you create pages for this new project they will appear
in the Project Manager window.

Open an Existing Project

To open a project that already exists, select it from the Project Selection Box at the top of
the Project Manager. You may be prompted to Save the Current Project Settings
(depending on your preference settings).

When the new project is selected, the new project’s system settings will be loaded and the
pages in the new project will appear in the Project Manager window.

Save Project Settings

To save the current settings as the project defaults, select the “Save Project Settings”
command from the “File” or Project Manager menus. The current project settings will be
saved to the Settings (.SET) file so that they can be restored the next time this project is
opened.
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Pages

When pages are saved on the disk, they are each saved in a separate file. The sizes of
these files are determined by the amount of text and the complexity of the page. Most
pages are smaller than 1 or 2 Kbytes unless they contain logos or textures. Hundreds of
pages can be stored on a floppy disk and millions can be stored on a hard drive. Each
page file can be given a unique name. The “. PAG” extension is added to the page name
to create the file name that the page will be stored under.

The pages are stored in a format that allows them to be fully edited, even after they are
saved. You don’t need to worry about things getting “locked down” after the page has
been saved. The pages can also be saved in both Windows Bitmap (BMP) and Targa
(TGA) formats. This lets you use the Title Graphics that you create in other graphics
programs. Saving the page as one of these graphics formats automatically saves it in the
Page (PAG) format as well. This keeps the page in a format that can still be edited. Have
you ever tried to correct the spelling of a word in a Bitmap?.

All information needed to display the page is stored in the page file except for the
Typefaces, the background graphic, , and the Animations. When a page has a Logo or
multiple Logos on it, the logo is stored in the page file. This is done to speed up the Page
Recall time. The page file does keep track of which background graphic and typefaces
are used in the page. When a page is recalled, the system will automatically load the
needed typefaces and the background image.

All of the pages in a project are stored in the same directory. By default, this is a sub-
directory of the “Projects” directory that is created when a new project is created. This
default page directory can be changed. See the section “Default Directories” in Chapter
11 for more information on how to do this.

The Graphic Composer can only have one page opened at a time. When you create a new
page, or open an existing page, any changes made to the old page will be discarded unless
it is saved to the disk before loading the new page. You can set your preferences to
automatically save your page, or to always ask first. See the section “Graphic Composer
Preferences” in Chapter 5 for more information.

If your preference is to be prompted each time you are about to discard changes to a page,
a window will be displayed (shown below) to remind you to save the changes to the
existing page whenever you create a new page or open and existing page. If you want to
save the changes to the old page press <Yes>, otherwise press <No> and the changes
will be discarded.
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B eratealy o

[ Do you want to save the changes to
the current page?
[ Yeos [ Ne

If you don't want the system to keep asking you this
question, press the "Change Preferences” button™
and change the "Automatically Save Pages" settings.

Change Preferences

Creating a New Page
Please Note: some systems may not support rolls and crawls. If your system does not,
the appropriate menu entries will not be displayed in the menu.

To create a new page, use one of the following commands:

Press the “New Page” button on the Toolbar.

Select the “New Page” entry from the “File” menu.

Select the “New Still Page” entry from the “File” menu.
Select the “New Roll Page” entry from the “File” menu.

Select the “New Crawl Page” entry from the “File” menu.
Select the “New Page” entry from the Project Managers menu.
Press and hold down the <Ctrl> key while pressing the <N> key.

If you did not use a command that specified the page type, the “Select the Page Type”
dialog box (shown below) will appear.

Crawl

Select the type of page that you want to create.

Select the Page type dialog box

Some systems may not support rolls and crawls. If your system does not, the appropriate
buttons will be disabled. Use this box to select which type of page you want to create.
This gives you a fresh page to start with.
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Opening an Existing Page

To open an existing page, use one of the following commands:

Select it from the listed pages in the Project Manager window.
Select the “Open Page” entry from the “File” menu.

Select the “Open Page” entry from the Project Managers menu.
Press the “Open Page” button in the Toolbar.

Press and hold down the <Ctrl> key while pressing the <O> key.

Using any command, other than clicking on its Picon in the Project Manger, the program
will display a window similar to the one shown below. Using this window allows you to
open a page that may not be in the current project.

B Cpen Page
| <« PowerCG_Live » PROJECTS » TUTORIAL < _

Organize « MNew folder

. E
PowerCG_Live Name Date modified

Animations - e
|| attributes.PAG PAG File

| first.PAG 2:01 PM PAG File
|| Styles.PAG f 6 PM PAG File
|| temp.PAG /26/201312:28 PM  PAG File

Display Lists
IMAGES
, PROJECTS

. DEFAULT
DVUS_sample
Emergency Alert Crawls
SHOW_OFF
TUTORIAL

TEMP

Templates

File name: - |Page5 (*.PAG) v|

l Open |vl | Cancel |

Use this dialog box to select which page to open. Once a page is opened it will appear in
the “Graphic Compose” window. You can now edit the page.

Saving a Page

When you are finished editing a page, you need to save it to the disk. To do this, select
the “Save Page” entry from the “File” menu (or press the “Save Page” button on the
Toolbar). If the page already has a name, it will be saved back to the disk under the
existing name. If the page does not yet have a name, the Save Page As dialog box will
appear (see Saving a Page with a New Name) so that you can name the page.

Every once in a while, while editing a page you should save it to disk. This protects your
work from things like power failures. This function can also be accomplished by holding
down the <Ctrl> key and pressing <S>.
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Saving a Page with a New Name
To save a page with a new page name, select the “Save Page As” entry from the “File”
menu.

When this is done, the Save Page As dialog box (shown below) will appear.

(ke <« PowerCG_Live » PROJECTS » TUTORIAL - Search TUTORIAL
A - -
2 b

Organize v MNew folder

,

/ Animations * Name Date modified Type
Display Lists
 IMAGES
J, PROJECTS
DEFAULT
. DVUS_sample
Emergency Alert Crawls
, SHOW_OFF
TUTORIAL
TEMP

File name: m

|| attributes.PAG 1/26/2013 1:57 PM PAG File
|| first.PAG 1/2 201 PM  PAG File
|| Styles.PAG 1/26/2013 236 PM  PAG File
E || temp.PAG 1/26/201312:28 PM  PAG File

Save as type: | Pages (*.PAG)

= Hide Folders

Save Page As dialog box

Use this dialog box to set the name for the page. The “Save as type” control allows you
to select which format to save the page as. This can be any of the following:

e Page (*.PAQG)
¢  Windows Bitmap (*.BMP)
e Targa format (*. TGA)

Some systems may also have other formats to choose from.

If you save the page as either a Windows Bitmap or Targa format file, then other graphics
programs can use the image. Since text stored in these formats cannot be edited (without
a great deal of difficulty), the page will also be saved in the “Page (*.PAG)” format. This
keeps the page in a format that you can edit.

If the page is saved under a new name, the old page will remain on the disk under the old
page name.
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Deleting a Page from the Disk

Before you can delete a page from the disk you must use the Open Page function to recall
the page to the screen. This forces you to “look at it” to make sure it’s the right page
before you delete it. Once the page has been opened, select the “Delete Page” entry
from the “File” or “Project Manager” menu. A warning such as the one below will
appear.

| Delete Page .

This will delete the current page:

CPowerCG_Live\PROJECTS\TUTORIAL\Unwanted. PAG
from the disk.

Are you sure you want to do this?

Yes No

The second line in the warning box shows the directory and page name of the page about
to be deleted. If you don’t want to delete this page, press the “NO” Button. Pressing the
“Yes” button will delete the page from the disk. Once this is done you will not be able to
open the page again

Export Page

Sometimes you want to use the Title Graphics created by the Graphic Composer in other
applications. To do this you need to export the Title Graphic in a standard graphic format
that the other application understands.

Power CG can export the Title Graphics in either Windows Bitmap (BMP) or Targa
(TGA) format. If you are exporting the graphic for use in a video program you will
probably export it as a TGA image because this format supports an Alpha channel.
Otherwise you will probably export it as a BMP images. The file format of the exported
Title Graphics can be set using the “Graphic Composer Preferences”. (See Chapter 5 for
more information).

To export a page, select the “Export Title Graphic” entry from the “File” or “Project
Manager” menu. The page must be named before it can be exported. If the page is not
named, a message (like the one below) will appear to remind you to give the page a
name.

Page Must be saved before it can be exported

Try "File | Save Page As.."

Cancel

60



Chapter 4 — Graphic Composer

If you press the “OK” button the “Save Page As” dialog box will appear to allow you
to give the page a name.

Once the page is named, you can then export it. The exported image will have the same
name as the page you are exporting (except with a different file extension). For example:
if the page named "TITLE.PAG" were exported in Targa (TGA) format, the page would
be exported as "TITLE.TGA".

Layer Manager

The program has 1000 layers available for Text, Shapes, Images, Color Boxes, etc.
These layers are completely independent of each other. Changing something on one
layer will not affect objects on the other layers. Each Layer (except Foreground and
Background layers) can be moved in front of, or behind other layers. Individual layers
can be temporarily hidden so that they don’t cover up other layers that you are working
on.

The Layer Manager (shown below) helps you to keep track of and control the layers.

Show:;

(an Layers

O A7 Main

New Layer 'Laynrl ng Tips

Layer Manager

The Layer Manager will display a miniature image (Picon) of what is on each layer for
each layer on the page,. It also shows the type of layer that it is, and three icons that are
used to Hide, Lock, and Delete the layer. The order that they appear in the list indicates
which order they will appear in the Title Graphic. The layer at the top of the list will
appear in front of all other layers, the layer at the bottom of the list will appear behind all
other layers.
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When a new layer is created it is assigned a priority position. A layer that has a higher
priority position will always appear in front of layers that have a lower priority. The
order of the layers in the Layer List indicates their priority. The top layer in the list is the
highest priority and will appear in front of all other layers. The bottom layer in the list
has the lowest priority and will appear behind all of the other layers on the page.

Text layers are created in front of the currently selected layer; Color Boxes are created
behind the current layer. Backgrounds are always created as the bottom layer, and only
one background layer is allowed on each Title Graphic Page. A page can also have only
one foreground layer and it will always be in front of all of the other layers.

Creating a New Layer

A New Text layer can be created by holding down the <Ctrl> key while left clicking in
the Graphic Compose Window. When this is done, a new Text Layer will be created in
front of the current layer at the position on the screen that you clicked.

To create a different type of layer, do one of the following.

1. Press the “New Layer” button at the bottom of the Layer Manager
2. Select the “Add New Layer” entry from the “Layers” menu.
3. Hold down the <Alt> key while pressing the <Ins> key.

When this is done the New Layer window (shown below) will appear. Use this window
to select the type of Layer that you want to create.

Taext Layer

This can also be done by holding down the CTRL key while

‘ Text Layer clicking the Left Mouse Button at the desired location.

Color Box

Full Screen Color Box At
Color Box Cursor Position

Background Image
Backgrounds will
always appear as

Back_ground Background
Graphic Image Animation the bottom most layer.

Foreground Animation
Foreground Animations
will always appear as

the top layer.

Foreground
Animation

Cancel

New Layer Window

Pressing the “Text Layer” button will create a new text layer in front of the current layer.
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Pressing the “Full Screen Color Box™ button will create a new Color Box behind the
current layer that covers the entire screen. You can use the Color Box Controls to change
the Color and Transparency of this color box.

Press the “Color Box At Cursor Position” to create a Color Box behind the cursor row.
This new Color Box will be the full width of the screen. You can use the Color Box
Controls to change the Color and Transparency of this color box.

To create a new Background Graphic layer, press the “Background Graphic Image”
button. This layer will be created as a background to all other layers and cannot be
moved from this position. Each Title Graphic Page can only have a single Background
layer.

If the Snyper option is enabled in your software, pressing the “Background Animation”
button will create a Background Layer that contains an Animation. This layer will be
created as a background to all other layers and cannot be moved from this position. Each
Title Graphic Page can only have a single Background layer. The Animation will
automatically be displayed as a Background Animation when the page is displayed ON
AlIR.

If the Snyper option is enabled in your software, pressing the “Foreground Animation”
button will create a Foreground Layer that contains an Animation. This layer will be
created in front of all other layers and cannot be moved from this position. Each Title
Graphic Page can only have a single Foreground layer. The Animation will
automatically be displayed as a Foreground Animation when the page is displayed ON
AlIR.

Selecting a Layer

There a 4 ways to navigate between layers. You can use the selections in the “Layers”
menu, use the shortcut keys, select it in the Layer Manager List, or click on the layer in
the Graphic Compose Window. Each time a new layer is selected, the Layer Controls at
the bottom of the screen and the Toolbar will be changed to display the controls needed
to work with the type of layer that was selected. The layer selection in the Layer
Manager’s list will also indicate the new layer, and the cursor will be moved to the first
object on the layer.

To select a new layer, move the mouse pointer to the desired layer in the Layer List and
click the left button.

The “Select Prior Layer” entry in the “Layers” menu will select the layer above (in front
of) the current layer. Holding down the <Ctrl> key while pressing the <Cursor Up> key
will also do this.
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The “Select Next Layer” entry in the “Layers” menu will select the layer below (behind)
the current layer. This can also be done by holding down the <Ctrl> key will pressing the
<Cursor Down> key.

Layers can also be selected by clicking on items in the Graphic Compose Window. If
you have items from multiple layers that overlap each other, the cursor will not move off
of the current layer unless you hold down the <ALT> key while you click the left mouse
button.

Changing Layer Priority

The priority of foreground and background layers is fixed. No other layer can be placed
in front of a foreground layer, or behind a background layer. You can however change
the priority of all of the layers in between. To do this, locate the entry of the Layer that
you want to change the priority of in the Layer List, position the mouse pointer over it,
press the left mouse button and drag the mouse up or down until it is in the desired
position, and release the mouse button. The image in the Graphic Compose window will
be redrawn with the new layering priorities.

If you try to move a layer below a background layer, or in front of the foreground layer,
an error message such as the one shown below will appear.

Unable to move layer

’ ‘ The Background Image must remain in the bottom position.
A4

The Layer can not be moved to this position.

Hiding Layers

When you start getting a lot of layers on a page, and you need to make a change to
something that is on a lower priority layer, the things that you need to change my be
difficult to see because of the layers in front of it. You can temporarily “Turn Off” the
layers that are in the way.

Each Layer Entry (see below) has an Icon that looks like an eye. Clicking this Icon will
hide the layer. When this is done the “eye” will turn red and the image in the Graphic
Compose window will be redrawn without the hidden layer. Click the “eye” Icon again
to restore the layer.
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4» ;i *° Color Box

One of the really neat things that hidden layers allow you to do is to easily create multiple
pages that all have common information. Place the items that are common to all pages on
one or more layers. Place items that are common to more than one (but not all) pages on
other layers. Then compose items that are unique to each page on its own separate layer.
This gives you a master page.

Copy the master page once for each page that you want to create (using the “Save Page
As" function). And hide the layers that you do not want to show on each individual page.
If you ever need to modify the text, you can modify the master page (instead of each
individual page) then copy the pages and hide the appropriate layers again. This helps to
avoid any differences (such as positioning errors) in the pages.

Locking Layers

Once you have a layer that is “just right” you can lock it to prevent you from making
inadvertent changes. Do this by clicking on the “Padlock™ Icon. The Icon will change to
appear locked. If you try to edit a layer that is locked, an error message such as the one
shown below will appear.

The Selected Layer: Main is Locked.

You must Unlock the Layer before it can be edited.

You will not be able to edit the layer until you click the “Padlock” Icon again to unlock
the layer.
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Deleting Layers

To delete a layer, press the “X” Icon on the Layer List Entry. If the layer is empty it will
be deleted. If it is not empty, a warning message such as the one shown below will
appear.

There is text on the selected layer.

If you proceed, all of the text on
the layer will be deleted.

Do you want to delete the text?

Yes No

If you don’t want to delete this layer, press the “No” button and the delete command will
be canceled. If you still want to delete this layer, press the “Yes” button and the layer
and everything on it will be deleted.

When a layer is deleted, all of the layers in the Layer List move up in priority, and the
image in the Graphic Compose window is redrawn without the deleted layer.

Graphic Compose Window

The Graphic Compose Window is where the Title Graphic Pages are composed. It
displays the Title Graphic Page that you are working on as you compose it.

This window displays the cursor as a flashing rectangle which indicates where text will
be added to the page when it is entered. It is also used to select which text will be
affected when the text attributes are changed, the text is moved, edited, deleted, etc. The
cursor may have as many as 8 small rectangles arranged around the cursor. These are
cursor handles that can be used to move, size, rotate, and italicize the text.

To add text to a Title Graphic, position the cursor to where you want the text to appear,
and type it. The system has both Insert and Overwrite typing modes. The current Typing
mode is displayed in the right hand section of the Status Bar. You can switch between
the two typing mode by pressing the <Ins> key.

Cursor Handles

Cursor Handles are points on the cursor that allow you to click and drag the text around
the screen, size it, rotate it, and italicized it. The handles that appear are determined by
which type of layer is currently selected. For example, if the selected item on the layer
cannot be italicized, the Italics handle will not be displayed. The handles can be
enabled/disabled when the cursor is on a text layer by pressing the “Cursor Handles”
button on the “Character” control tab. The “Cursor Handles” button also has a legend
that shows what each handle can be used for.
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You can move the selected Text/Object by clicking the handle in the lower left hand
corner of the cursor and dragging the mouse. As you drag the mouse around the screen,
the selected text will move with it. If you only want to move the text horizontally
(without accidentally changing the baseline alignment), use the handle of the left side of
the cursor. Using the handle at the bottom of the cursor will move the text vertically
without changing the horizontal positioning.

The selected Text/Object can dragged around the screen even without the cursor handles.
This is done by holding down the right mouse button and dragging the mouse. The
selected Text/Object will move whenever the mouse is moved around the Graphic
Compose Window with the right button pressed.

The handle at the top of the cursor changes the height of the selected text/objects without
affecting the width. The handle on the right side of the cursor will change the width of
each of the selected characters/objects. You can use the handle in the upper right hand
corner of the cursor to change both the Height and Width. Dragging any of the sizing
handles will change the size of each character/object so that they maintain their size in
proportion to the other selected objects.

Dragging the handle in the lower right hand corner of the cursor will rotate the selected
text. Dragging the handle in the upper left hand corner will change the Italics Angle.

Cursor Movement
The position of the cursor can be changed by clicking the mouse in the Graphic Compose
Window or by using the cursor movement keys.

To position the cursor on an object in the Graphic Compose Window, position the mouse
pointer over the text/object that you want to set the cursor on and click the left mouse
button. If multiple objects on the same layer overlap at the selected position, a different
object will be selected each time that the mouse is clicked. If objects from multiple layers
overlap at the selected position, the cursor will not be moved off of the current layer
unless the <ALT> key is held down while you click the mouse.

Cursor Up

The <T> key moves the cursor up one row unless it is already on the top row of the layer.
If the cursor is on the top row of the screen and you are editing a Credit Roll page, the
text will scroll down. This allows you to re-edit the text that has been scrolled off the
screen.

Cursor Down

The <!> key moves the cursor down one row. If this moves the cursor below the bottom
margin, and you are editing a Credit Roll page, the page will scroll up to keep the cursor
within the margins,
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Cursor Left

The <<—> key moves the cursor left one character position. If the cursor is at the left
margin, the cursor will move to the end of the next row up (provided it’s not already on
the top row). If the page is a Crawl, the text will scroll right to let you re-edit the text that
has already crawled off the left side of the screen.

Cursor Right

The <—> key moves the cursor right one character position. If this moves the cursor
beyond the end of the row, the cursor will move to the beginning of the next row unless
the page is a Crawl page. In this case the text will scroll to the left to keep the cursor
within the margins.

Home

Press the <Home> key to move the cursor to the first character of the row. If the cursor
is already on the first character of the row, pressing the <Home> key will move the
cursor to the first character position of the first row of the layer. If the page is a Credit
Roll, it will scroll down until the very first row of the page is shown. If the page is a
Crawl, the page will scroll right to show the first character.

End

Press the <End> key to move the cursor to the last character of the row. If the cursor is
already on the last character of the row, Pressing the <End> key will move the cursor to
the last character of the layer. If the page is a Credit Roll or a Crawl page, it will scroll
until the last character appears.

Page Up

Pressing the <Page Up> key will move the cursor to the last character on the screen
unless the page is either a Credit Roll or a Crawl. If it is a Credit Roll, it will scroll up
the height of the screen. If the page is a Crawl, the text will scroll left the width of the
screen.

Page Down

Pressing the <Page Down> key will move the cursor to the home position screen unless
the page is either a Credit Roll or a Crawl. If the page is a Credit Roll, the page will
scroll down the height of the screen (if there is text above the screen). If the page is a
Crawl, it will scroll right the width of the screen (if there is text to the left of the screen).
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Text Selection

If the current layer has multiple objects (such as a Text layer), you can select multiple
objects (characters). Once this is done, all of the selected text will be affected when
Character Attributes (font, size, edge, color, etc.) are changed or when text is sized,
deleted, or moved.

To select multiple characters, move the mouse to the first character to select, hold down
the left mouse button, and drag the mouse to the last character that you want to select.
Dragging the mouse to a different row will not select text on that row unless the <Shift>
key is held down while the mouse is being dragged.

The entire row of text can be selected by double clicking on any character on the row.

You can select the entire layer by pressing down holding the <Ctrl> key while pressing
the <A> key.

You can also select multiple characters with the Cursor Movement keys. Position the
cursor to the first character that you want to select, hold down the <Shift> key and use
the Cursor Movement keys to move the cursor to the last character that you want to
select.

Scope Selection

The Text Toolbar also has a mode selection box that defaults to “Selected Text”. This
determines which text will be affected when Character Attributes (font, size, edge, color,
etc.) are changed or when text is repositioned. The options include the following:

Selected Text — Changes the text selected by the cursor.

to End of Word — Changes the text from the cursor position to the end of word
Entire Word — Changes the entire word

to End of Row — Changes the text from the cursor position to the end of the row
Entire Row — Changes the entire row

to End of Layer — Changes the text from the cursor position to the of the layer
Entire Layer — Changes all of the text on the layer.

Nk Wb =

Full Screen

If you would like to make the Graphic Compose Window larger, press the “Full Screen

Mode” button in the Toolbar. This will expand the Window so that it covers most of the
Graphic Composer Tab. Pressing the “Full Screen Mode” button again will restore the
window to its normal size
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Layer Controls

The Layer Controls are below the Graphic Compose Window and the Layer Manger.
The Layer Controls will change depending on which type of Layer is currently selected.
The software supports 3 different types of layers, so there are 3 different sets of controls
that can be displayed here. There are controls to control Text Layers, Color Boxes, and
Background Images. If the software has the Snyper option, you can also add Animation
Layers to the Title Graphic Pages.

Text Layer Controls

The program gives you almost unlimited control over the appearance of your text. Each
character is made up of seven different text components. These are the character,
underline, two edges, and three shadows. Each component of the text can be set to a
solid color, a smooth color spread from the top to the bottom of the character, a color
gradient (area or linear) that you can define, or even a texture.

You can select a TrueType typeface for the character and control the Height, Width,
Italics Angle, Rotation, Kerning, and the Blur of the character. For each edge, you can
select the Edge Type, Direction, Depth, and Blur. For any of the three shadows you can
select the shape (to be the same as the Character, Edge 1, or Edge2) and the offset from
the character. The shadow can be offset from the character by as much as 100 pixels both
horizontally and vertically.

All of this flexibility needs a lot of different controls to set all of the parameters that you
are able to vary. All of these controls would normally take up a lot space in the User
Interface. To minimize the space required, we have divided them up into groups and
placed each group of controls on its own separate tabbed box. The Text Layer controls
with all of its tabs appears below:

Text Style Gallory

A AAA

Text Control Tabs
Many of the text style attributes (height and width for example) are represented
numerically. These numerical values can be modified by controls that are either absolute
or relative. An absolute control will set all of the selected text to the new value. A
relative control will change all of the selected text by the same amount.

For a good illustration of the difference between absolute and relative values, see the
“Text Attributes Styles” section of the Tutorial in Chapter 3.
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Each group of numerical controls is made up of 4 controls. Let’s use the Height controls
(shown below) as an example. The top control in the group (the one with the Icon) is a
drag button. The drag button is the relative control of the group. To use the drag button,
move the mouse over it, press the left mouse button, and drag the mouse. Moving the
mouse up or to the right will increase the value. Moving the mouse down or to the left
will decrease the value. The other three controls in the group are the absolute controls.

— Height —,
1P

7 B

scanlines

Height Controls

The absolute controls consist of a number box and two small buttons to the right of it for
increasing and decreasing the value. The value in the box can be entered directly by
clicking on the number (this will highlight all of the digits in the number), and entering a
new value. The new value will be applied to the text when you press the <Enter> key.
This value can also be adjusting by positioning the mouse over the number box and
turning the “Scroll Wheel” on the mouse.

Pressing the increase button to the right of the number box will increase the value. If you
hold this button down, the value will continue to increase until you release the button or
the value reaches its maximum value. To decrease the value, press the decrease button.
Holding down this button will continue to decrease the value until you release it, or the
minimum value is reached.

Character Styles
To change the character style, select the Character Tab. The controls for adjusting the
character style will be displayed as shown below.

Character Edges Shadows Colors  Positioning Row Spacing Text Variables Clock  Shapes Images

— Height —, — Width — — Iltalice — — Rotation — — Kerning — —— Blur —

&
"

|
-

| scanlines

Typeface
Add New

Brust Hass Typefaces ] underline

Character Style Tab
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This control tab window has 6 groups of controls to control numerical character
attributes. It also has a Cursor Handle Button, a Typeface selection box, a button that
you can press when you want to load new Typefaces, and a check box to turn the
underline on and off.

The numerical control groups are:

Height
Width
Italics
Rotation
Kerning
Blur

The Cursor Handle Button performs two functions. It allows you to turn the cursor
handles on and off. It’s also there as a reminder as to what each cursor handle is used for.

The Typeface selection box lets you select a different Typeface and there is an "Add New
Typefaces" button that you can press when none of the 25 typefaces that are currently
loaded are what you want.

Height

The height of the characters can be varied and set to any size between 600 scan lines high
and negative 600 scan lines high. The negative character height will draw the characters
inverted (upside down). Try experimenting with the height controls to see how they
affect the characters.

Width

Changing the width of the characters will make them appear thinner or wider. The width
can be varied anywhere between 10 percent of normal (very thin) to 500 percent of
normal (five times their normal width). A width of 100% is the normal width for the
character. Try experimenting with the width controls to see how they affect the
characters.

Italics

The italics angle of the text can be varied up to 45 degrees in either direction. A negative
italics angle will slant the characters to the left, the positive italics angle will slant the
characters to the right. Try experimenting with the italics controls to see how they affect
the characters.

Rotation

Each individual character, or group of characters, can be rotated up to 360 degrees in
either direction. A positive value will rotate the text clockwise, while a negative value
will rotate the text counter clockwise.
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Kerning

The kerning controls allow you to change the spacing between the characters. A negative
value will move the characters closer together. A positive value will move the characters
further apart.

Character Blur

The amount of blur on the characters can be changed using the blur controls. A blur
value of 2 gives you a crisp sharp character; a blur value of 24 gives you a very fuzzy
character. The blur of the character and the blur on each of the two edges can be set
independently of each other.

Typeface Selection

The typeface selection box shows the current typeface. If you open this box up by
pressing the down arrow on the right hand side, all of the typefaces that are currently
loaded will appear. Click on any typeface in this list to select it. When a new typeface is
selected, the selected text will be redrawn with the new typeface.

Underline

The Underline check box turns the underline on or off. When this box is checked the
selected text will be underlined. Un-checking the box will remove the underline from the
selected text.

Cursor Handles

Cursor Handles are points on the cursor that allow you to click and drag the text around
the screen. With these handles you can move, size, rotate, and italicize the text. The
Cursor Handle Button (on the right hand side of the character tab window) is used to turn
the Cursor Handles on and off. It also has a little diagram that shows what each handle is
used for.

The handle at the top of the cursor will change the height of the text without affecting the
width. Using the handle on the right side of the cursor will change the relative width of
each of the selected characters. You can use the handle in the upper right hand corner of
the cursor to change both the Height and Width of the text. Dragging any of these sizing
handles will change the size of each character so that it maintains its size in proportion to
the other characters that are selected.

Dragging the handle in the lower right hand corner of the cursor will rotate the selected
text. Dragging the handle in the upper left hand corner will change the italics angle of the
text.

When you are through using the cursor handles, and you no longer want them to be
displayed, press the Cursor Handle Button again to turn them off.
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Edges
To change the Edge Styles, select the Edges Tab in the Control Tab Window. The
controls for changing the edges will be displayed as shown below.

Charactar Shadows  Colors Positioning Row Spacing Text Variables Clock Shapes Images

- Edge{ ———— - Edge?
i N  Direction ——— 1 " A _'  Direction

o O

—— Depth —, —— Blur —

| 2 B

scanlines

Edges Tab

This control tab window has 2 complete sets of controls for controlling both edges. The
controls on the left are used to set Edge 1; the controls on the right are used to set Edge 2.
Since both sets of controls are identical, we will discuss both of them at the same time.

Each set of edge controls are made up of four groups of controls. One group selects the
Edge Type, another group selects the Direction of the edge, and there are two groups
used to control the numerical values Edge Depth and Edge Blur.

Edge Type

The Edge Type is controlled by a group of five buttons. These buttons are called radio
buttons because only one button can be selected at a time (just like buttons on the car
radio). Pressing one button will deselect the others. These buttons are used to select the
edge type and to indicate the current edge type. The edge types that can be selected are
as follows:

No Edge

Shows just the characters without any
edge.

Full Surround Border
Displays the characters with a border around them. The border has equal depth
- on all sides of the character. The depth of the border is set by the Depth
controls.

Extruded Shadow
Extruded Shadows appear connected to the character. This gives the characters
- sort of a three-dimensional look. The direction of the shadow is determined by
the Direction controls, and the depth is set by the Depth controls.
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Highlighted Shadow
A Highlighted Shadow is very similar to an extruded shadow. However a fine
- border appears to highlight the character. The direction of the shadow is
determined by the Direction controls, and the depth of the shadow is set by the
Depth controls.

Offset Shadow
An Offset Shadow is separated from the character. This makes it appear as
though the character is above the background and is casting a shadow on it.
The direction of the shadow is determined by the Direction controls, any offset
of the shadow is set by the Depth controls.

Pressing the appropriate button selects the edge type. The button then appears depressed
to indicate the current edge type.

Edge Direction
The direction of the extruded shadow, highlight shadow, and offset shadows can be
controlled. The direction control group (shown below) controls the direction.

- Direction

c O (@]

O O

There are eight buttons around the outside of this group. Each button represents one of
the eight possible directions (Upper Left, Up, Upper Right, Right, Lower Right, Down,
Lower Left, and Left). Pressing one of these buttons will select the corresponding
Shadow Direction. When the direction is selected, the button appears depressed to
indicate the current direction.

There is also a button/indicator in the middle of the Direction Selection Buttons. This
also indicates the current shadow direction. Pressing this button will advance the shadow
direction clockwise to the next direction.
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Edge Depth

The depth of the edge is a numerical parameter that can be varied from 0 to 99 pixels. An
edge depth of zero will not be seen unless you make the edge blurrier than the character.
Setting the edge depth to 99 scan lines will make an extremely deep edge that may slow
down the drawing of the characters. If you want a really deep edge like this, and you
have a slower CPU, I suggest that you compose the page using a smaller edge first. This
lets you compose the page without being slowed down too much. After the text is typed,
you can make the edges as deep as you want. The edge depth will not have any effect on
the edge if the Edge Type is No Edge.

The numerical controls in this group have both Relative and Absolute controls. They
work just like the numerical controls on the Character Tab.

Edge Blur

The amount of blur on the edges can be changed by the controls in this numerical control
group. A Blur setting of 2 gives a crisp sharp edge; a blur setting of 24 gives you a fuzzy
edge. The Blur of each edge and the character can be set independently of each other.

Shadows

The Title Composer can display each character with 3 independent shadows. These are
called Shadow 1, Shadow 2, and Shadow 3. Shadow 1 is drawn behind the character and
in front of Edge 1. Shadow 2 is drawn between Edge 1 and Edge 2. Shadow 3 is drawn
behind Edge 2. You can control the shape and offset (horizontal and vertical) of each
shadow independently.

To change the Shadow Styles, select the Shadows Tab in the Control Tab Window. The
controls for changing the shadows will be displayed as shown below.

Character Edges | Shadows @ Colors Positioning Row Spacing Text Variables Clock Shapes Images

~ Shadew { — X X - Shadow2 ——  — -~ Shadow 3
Shape ———— — Offset — | ———— Shape — — Shape
None Character - None Character None Character

" Edge1 | Edge2 Vertical Edge 1| [ Edge2 Vertical " Edge 1 Edge 2 Vertical

EN: N | 3 IS
Horlmm_al HorlmnEl HorlzonEl
| 15 | 4+ B KN

Shadows Tab

This control tab window has 3 complete sets of controls for controlling all three shadows.
The controls on the left are used for Shadow 1, the controls in the middle are used for
Shadow 2, and the controls on the right are used for Shadow 3. Since all three sets of
controls are identical, we will discuss all three of them at the same time.
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Each set of shadow controls are made up of 2 groups of controls. One group selects the
Shape of the shadow; the other group selects the shadows’ offset.

To help demonstrate the Shadows, we should make both of the edges look significantly
different from the character as well as each other. Select the “Character” Tab. Set the
Height to 48 scan lines, the Width to 100%, the Italics and Rotation angles to 0 degrees,
and the Blur setting to 2. Now select the “Edges” Tab. Set the Edge 1 type to “Full
Surround”, set the Depth to 8 pixels, and set its Blur to 7. Set the Edge 2 type to
“Extruded Shadow”, set the direction to “Lower Right”, set its’ Depth to 30 pixels, and
its’ Blur to 12.

We also need to set the character, edge, and shadow colors so we can easily tell them
apart. Warning - this could end up looking ugly. Select the “Colors” Tab; this will
display the color controls. Press the “Palette” button to display the preset color palette.

Press the “Character” button in the “Component” control group to tell the system that we
want to change the Character color (make sure both the “Top Color” and “Bottom Color”
check boxes are marked). Scroll down in the color palette until the “White” entry
appears and select it as the character color. Press the “Edge 1" button, make sure both
the “Top Color” and “Bottom Color” check boxes are marked, and select a “Reddish”
color for it from the color palette. Press the “Edge 2” button, make sure both the “Top
Color” and “Bottom Color” check boxes are marked and select a “Greenish” color for it
from the color palette.

Let’s set the Shadow colors now. Press the “Shadow 1” button; make sure that both the
“Top Color” and “Bottom Color” check boxes are marked, and select a “Blue” color for
it. Press the “Shadow 2” button; make sure that both the “Top Color” and “Bottom
Color” check boxes are marked, and select a “Magenta” color for it. Press the “Shadow
3” button, make sure that both the “Top Color” and “Bottom Color” check boxes are
marked, and select a “Yellow” color for it. Now we can definitely tell which component
(Character, Edge, and Shadow) is which.

Select the “Shadows” tab to display the “Shadows Control Window”. Type the word
“SHADOWS?” on the screen then drag the mouse over the word to select the entire word.

Select “None” as the shape of all three shadows. Use the “Offset” controls for each
shadows to set the offsets of each shadow to the following:

Vertical Offset Horizontal Offset
Shadow 1 8 9
Shadow 2 -26 =27

Shadow 3 -40 30
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Shadow Shape
The Shadow Shape control group is made up of 4 buttons (used to select the shape of the
shadow) and an indicator (to indicate the current shadow shape).

A shadow can be set to be the same shape as the Character, Edge 1, Edge 2, or it can be
turned off. To turn the shadow off, press the “None” button. To make the shadow the
same shape as the character, press the “Character” button. To make the shadow the same
shape as edge 1, press the “Edge 1” button. And so on.

As each shape is selected, the Current Shadow Shape Indicator (below the shape selection
buttons) will change to indicate the current shadow shape. You can also click on the
Current Shadow Shape Indicator to advance the shape of the shadow to the next shape.

Select the different shapes for Shadow 1. Notice that when you select the shape for the
shadow, it appears as blue (earlier, we selected blue as the shadow one color) behind the
Character and in front of Edge 1 (the red edge). Do the same for Shadow 2 and Shadow
3. Notice that Shadow 2 (magenta) is drawn behind Edge 1 (the red edge) and in front of
Edge 2 (the green edge). Shadow 3 (yellow) is drawn behind Edge 2.

Set the shape of Shadow 1 to “Character”, the shape of Shadow 2 to “Edge 17, and the
shape of Shadow 3 to “Edge 2”.

Shadow Offset

The shadows can be offset from the character in any direction in single pixel increments.
The shadows can be offset horizontally from the character by as much as 100 pixels in
either direction. A negative value offsets the shadow to the left. A positive value offsets
the shadow to the right. The shadows can be offset vertically from the character by as
much as 100 scan lines. A positive value places the shadow above the character; a
negative value places the shadow below the character

The shadow offset controls for each shadow work very similar to the numerical controls
in the “Character” and “Edges” tabs. The Offset Drag Button (shown below) can be used
to control both the vertical and horizontal offsets.

Dragging the mouse left or right will adjust the horizontal offset. Dragging the mouse up
or down will adjust the vertical offset.

Click on the "H" in shadows to select it. Click on the Shadow 1 Offset Drag Button Box
and drag the mouse down and to the right. The blue shadow (Shadow 1) moves when
you drag the mouse.
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Notice that Shadow 1 on the “H” character is in a different position than Shadow 1 on the
other characters. Drag the mouse across the entire word to select all the characters.
Position the mouse over the Shadow 1 Offset Drag Button and press the left mouse
button. Now move the mouse around while holding down left button. Notice that
shadow 1 on all of the characters moves with the mouse, and that Shadow 1 on the “H”
maintains its position relative to the rest of the characters.

Try experimenting with the offsets for Shadow 2, and Shadow 3. You'll see that they
work exactly the same way as Shadow 1.

Save this page with the name “SHADOWS”.

Text Colors
Select the “Colors” Tab in the Control Tab Window to adjust the Text Colors. This will
display the Colors Control Window (shown below).

Character Edges Shadows | Colors Positioning Row Spacing Text Variables Clock Shapes Images

Components Character == |
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" Underline pr—— ] Fop Cosar i
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" Edge1 i Palette

J ' e S
Shadow 2 Gradient |

R ¢ " PickColar
i Textures from Screen
Shadow 3

The Colors Control Window has three main sections. The first section (on the left) is
used to select which component of the text (character, underline, shadow 1,edge
1,shadow 2, edge 2, or shadow 3) to change the color of. The next section is a group of
buttons used to select the method of choosing a color (color picker, color sliders, color
palette, color gradient, or textures). The last section has the controls used in choosing a
color. These controls change based on the method of choosing a color that you have
selected.

Text Components

The component group of controls contains seven buttons for selecting which component
of the text to change the color of, (character, edges, or shadows). To change the character
color, press the “Character” button. To change the color of edge 1, press the “Edge 17
button, and so on. When a new text component is selected, the color indicator box in the
lower left corner of this group is changed to display the current color. The color indicator
box displays the current color as it is being modified.
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The component section of the Colors Control Window has an indicator to show the
current color of each text component. These boxes display the text components in the
same order that they will appear on the screen. The front box of this indicator shows the
current Character color. The line below it shows the current Underline Color. The box
behind it (that is offset down and to the right of it) shows the current Shadow 1 color.
The box that is behind to both the Character and Shadow 1 indicators, displays the
current Edge 1 color. The box behind and offset down to the right of the Edge 1
indicator, displays the current Shadow 2 color. The box that is behind both the Edge 1
and Shadow 2 indicators, displays the current Edge 2 color. The box behind all of the
others is the Shadow 3 color indicator.

If you click on any of these indicators, the component that it represents will be selected.
The appropriate component selection button will appear depressed to indicate the current
component. The color indicator box will also be changed to the color of the selected
component.

Color selection methods
There are five different methods of selecting a color. These methods are as follows:

Color Picker
The Color Picker lets you select the color using a visual approach

Color Sliders
The Color Sliders lets you select the color using a numerical approach.

Color Palette
The Color Palette lets you select a color from a palette of 64 preset colors.

Color Gradient
A color can be selected from a group of 64 user defined color gradients. This may be
either a linear gradient with up to 16 color points that can be rotated up to 90 degrees in

either direction. It can also be an area gradient that can have four or five color points
defined.

Color Texture
A Color Texture can be selected from any of the 16 textures that are currently loaded.

Before we begin experimenting with changing colors of the text, we should have some
text that uses both of the edges and all three of the shadows. Let's open the “Shadows”
page (if it isn't already open) that we created earlier. Drag the mouse across the entire
word to select all of the characters. We are now ready to play with the colors.
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Color Picker
Press the “Picker” button to display the color picker controls. The color picker controls
are shown below.

Picker
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Color Picker

The top and bottom of each character component can each be set to different colors.
There are two boxes to select whether we want to change the top color, the bottom color,
or both. If the top and bottom colors are different, the text will be drawn with a smooth
color gradient between the two colors.

Below these check boxes is an Illegal Color Indicator. If the selected color exceeds
NTSC or PAL limitations, this box will appear red to indicate that you have selected an
illegal color. Otherwise this box will appear green.

Below the illegal color indicator is the “Pick Color From Screen” button. Pressing this
button will change the appearance of the mouse to look like an eyedropper. Move the
mouse to any position on-screen that you want to copy the color of, press the left mouse
button and the color under the mouse will be selected.

To the right of these controls is the Hue Picker. This lets you select the hue (red, green,
blue, etc.) of the color. Place the mouse over this control, and press the left mouse button
to select the desired hue. When the new hue is selected, the text will be redrawn with the
new color, and the Color Picker Area (to the right of the Hue Picker) will also be drawn
with the new hue.

Once the Hue is selected you can now pick the color. Place the mouse over the Color
Picker Area and press the left mouse button. This will select the color under the mouse.
If you hold down the left mouse button while you move the mouse, the text will be
redrawn with new color each time you select a new color by moving the mouse.

You can also control the Transparency of the color. The transparency setting can make
the color fully opaque, semi-transparent, or fully transparent. When a color is semi-
transparent, the text component is drawn as tinted over whatever is behind it. When the
color is fully transparent, it can’t even be seen on the screen. Setting the transparency
level to 0 makes the object fully opaque. Setting the level to full (255) makes the object
fully transparent. Any value in between makes a color that is semi-transparent.

81



Chapter 4 — Graphic Composer

There are a variety of ways to change the Transparency level. Pressing the increase
button to the right of the transparency number box will increase the level. If you hold
this button down the level will continue to increase until you release the button. To
decrease this value, press the decrease button. Holding down this button will continue to
decrease the value until it is released.

The value of the transparency level can be entered directly. Do this by clicking the
transparency number box (this will highlight all of the digits in the number), type in the
new value and press the enter key.

The color can also be mixed with background video. Setting the video level to a value of
zero makes the object the selected color. Setting the video level to full (255) draws the
object with background video. Any value in between makes the object appear as
background video that is tinted by the selected color. For some very interesting effects,
try blending colors, background video, and transparency over a background graphic
image.

The background video level can be adjusted in the same way as the transparency level.
Color Sliders

Press the “Sliders” button to display the Color Slider controls. The Color Slider controls
are shown below.
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Color Sliders

The top and bottom of each character component can be set to different colors. There are
two check boxes to select whether we want to change the Top Color, the Bottom Color,
or both the top and bottom colors. If the top and bottom colors are different, the text will
be drawn with a smooth gradient between the two colors.

Below these check boxes is the Illegal Color Indicator. If the selected color exceeds the
NTSC or PAL limitations, this box will appear red to indicate that you have selected an
illegal color. Otherwise this box will appear green.
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The program has two (2) numerical systems for defining colors. These are RGB (Red,
Green, Blue) and HLS (Hue, Luminance, Saturation). Both of these systems are used to
define the same thing (like yards and meters). Adjusting one will automatically change
the other. You can select which method to use by pressing either the RGB or HLS
button. You can switch back and forth between the 2 color systems at any time just by
pressing the appropriate button.

The RGB and HLS values can be adjusted by dragging the sliders, or by clicking the
number box and entering the new value with the keyboard. These values can also be
changed by moving the mouse over the number boxes and adjusting the mouse’s scroll
wheel.

Color Palette
Press the “Palette” button to display the preset color palette. The Color Palette is shown
below.
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Color Palette

The preset Color Palette can hold 64 preset colors. These preset colors are displayed in
this window. Not all of the preset colors can be displayed at one time, so there is a scroll
bar on the right hand side of the color palette entries. Use this scroll bar to scroll through
all of the preset colors.

The top and bottom of each character component can be set to different colors. There are
two check boxes to select whether we want to change the Top Color, the Bottom Color,
or both the top and bottom colors. If the top and bottom colors are different, the text will
be drawn with a smooth gradient between the two colors.

Below these two check boxes is the Illegal Color indicator. If the selected color exceeds
the NTSC or PAL limitations, this box will appear red to indicate that you have selected
an illegal color. Otherwise this box will appear green.

To select a color from the preset color palette, position the mouse over the desired color
and click the left mouse button. You can change a color in the preset Color Palette by
double clicking the entry that you want to change. For more information about
modifying the preset Color Palette, see the section "Modifying the Color Palette" in
chapter 5.
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This window also has a button labeled "Background Video". Pressing this button will set
the color so that the text will be drawn with background video.

Color Gradients

Press the "Gradient" button to display the color gradients. The Color Gradients selection
window is shown below.

[ Prorar Picker
[ Sliders \

Palutm

Gradiant i

Texturns
Double Click on any Color Gradient to modify it

Color Gradients

64 color gradients can be loaded into the system at one time. The Color Gradients that
are currently set are displayed in this window. Not all of the color gradients can be
displayed at one time, so there is a scroll bar on the right hand side of the Color Gradient
entries. Use this scroll bar to scroll through all of the color gradients that are currently set
for the project.

To select a color gradient, position the mouse over the desired gradient and click the left
mouse button. The text will then be drawn with the selected color gradient. You can edit
a Color Gradient, or build a new one, with the gradient builder. To do this, double-click
the Color Gradient that you want to modify. For more information about using the
gradient builder, see the section "Building Color Gradients" in chapter 5.

Color Textures
Press the "Textures" button to display the Color Textures selection window. The Color
Textures selection window is shown below.

Picker
" Sliders
Palette

Gradient

Textures

Double Click on any Texture to modify it

Color Textures
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16 full Color Textures can be loaded into the system at one time. The Color Textures that
are currently loaded are displayed in this window. The Textures are displayed large
enough so that you can easily see what the texture looks like. Not all 16 textures can be
displayed in this window at one time, so there is a scroll bar on the right hand side of the
textures. Use this scroll bar to scroll through all of the textures that are currently loaded.

To select a Color Texture, position the mouse over the desired texture and click the left
mouse button. The text will then be drawn with the selected texture. You can load a new
texture by a double-clicking on the one that you want to replace. When this is done you
will be asked to specify which graphic image you want to load as a texture. For more
information about loading graphic images as Color Textures, see the section "Loading
Textures" in chapter 5.

Moving Text

Once the text has been entered, it can be moved around and positioned. This can be done
either automatically or manually. Automatic positioning of pages consists of word
wrapping, word unwrapping, centering the text between the margins, justifying the text to
the margins, or removing excess row spacing from between the rows.

Manual positioning of the text allows you to move the text to nearly any position on the
screen.

To do automatic text positioning, use the “Positioning Controls” (shown below). You
can display these controls by selecting the “Positioning” tab in the Control Tab Window.

Character Edges Shadows Colors Positioning Row Spacing Text Variables Clock Shapes Images

Word Wrap Row Layer Ei_m:. R
—_— . - —_— - Positioning
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a
A
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Positioning Tab

Word Wrapping and Unwrapping

Let's start with a fresh page by pressing the "New Page" button on the toolbar. Some
system configurations will display a dialog box asking you to select the page type. If this
happens, press the "Still" button. You now have a new page to work with.
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Set the character height to 64 scanlines, and the character width to 100%. Now enter the
following text without pressing the <Enter> key "This Graphic Composer software is
really pretty easy to use". Notice that when you got to the right side of the screen, the
cursor automatically went to the beginning of the next row.

Some of the words extend beyond the right margins. There are two common methods of
fixing this. The first method is to make the text smaller so that it will fit. The other
method is to wrap the words that extend beyond the margin to the next row. Since this
section deals with word wrapping and unwrapping, let's try wrapping the words.

The "Word Wrap " section of the “Positioning Controls Window" has four buttons.
These buttons are as follows:

Wrap One Word

Wrap All Words

Unwrap One Word

Unwrap All Words

Word Wrap checks to see if the last word of the row extends beyond the right margin. If
it does, the word is moved to the beginning of the next row. Word Unwrap checks to see
if the first word of the next row will fit on the current row. If it will, the word gets
moved up to the row above.

Move the cursor to the home position by pressing the <Home> key twice. Press the
"Wrap One Word" button (in the positioning controls window). If the last word of the
cursor row extends beyond the right margin, it gets moved to the next row.

If there is a word that needs to be wrapped, one word gets wrapped to the next row each
time you press this button. If there is not a word that needs to the wrapped, pressing this
button will move the cursor to the beginning of the next row. Press the "Wrap One
Word" button until all words that need it are wrapped to the next row and the cursor
moves to the next row. You could continue to wrap the entire page this way, but there is
an easier way to do it. Press the "Wrap All Words" button. All of the words on the page
that need to be word wrapped are moved to the next row.

Select all of the text on the page by selecting "Entire Layer" in the scope selection box on
the toolbar. Decrease the height of the text to 32 scanlines using any method that you
prefer. The rows of text got narrower so that you can now fit more text on each row.
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Move the cursor back to the home position by pressing the <Home> key twice. Press the
Unwrap One Word button. The first word of the next row should move up to the end of
the cursor row if there's room for it. Press the Unwrap All Words button. Every word on
the page will unwrap to fill in the excess space at the end of each row.

Centering and Justifying Text
The Positioning Tab Window has 8 types of centering and justifying controls. These are:

Left Justify
Notice how all of the lines are lined up with the left margin.

Right Justify
Notice how all of the lines are lined up with the right margin.

Horizontal Centering
Notice how all of the lines are centered between the left and right margins.

Justify to Left and Right Margins
Notice how all of lines are lined up with both the left and right margins.

Vertical Centering
The text is adjusted vertically to position it in the center of the screen.

Center Horizontally and Vertically
The text is adjusted horizontally and vertically to position it in the center of the screen.

Top Justify
The text is adjusted vertically so that the top row is placed at the top margin.

Bottom Justify
The text is adjusted vertically so that the bottom row is placed at the bottom margin.

The "Row" section of the "Positioning Controls Window" (shown below) has four
buttons.

These buttons are used to control individual rows of text. Each row can be centered
horizontally or justified to the left margin, right margin, or both margins at the same time.

To center a row, place the cursor on the row that you want to center and press the
Horizontal Centering button. The row is now centered horizontally between the left and
right margins.
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To justify the row to the right margin, press the Right Justify button in the "Row" section
of the "Positioning Controls Window". This moves the text to the right so that it is
aligned to the right margin. Press the Left Justify button in the "Row" section. The text
moves to the left so that it is aligned to the left margin.

To justify the row to both margins at the same time, press the "Justify to Left and Right
Margins" button in the "Row" section. The first character of the row is placed at the left
margin, and the spacing between the characters is adjusted so that the last character of the
row is aligned to the right margin.

To perform the centering and justifying functions on all of the rows of text on the entire
layer, use the corresponding buttons in the "Layer " section of the "Positioning Controls
Window" (shown below).

Try pressing the Horizontal Centering, Right Justify, Left Justify, and Justify to Left and
Right Margins buttons in the "Layer " section. Notice that the functions are now done to
every row on the layer.

Press the Center Horizontal and Vertical button (shown here) to center the entire layer
both horizontally and vertically.

Press the Top Justify button (shown here) to move the entire layer to the top margin.

Press the Bottom Justify button (shown here) to move the entire layer to the bottom
margin.

Press the Vertical Centering button (shown here) to center the layer vertically between
the top and bottom margins.

+_||t-
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Fine Positioning Text

Individual characters, words, rows, and layers can be fine positioned in single
pixel/scanline increments. Characters can be moved to any position on the row and can
be made to completely overlap each other. Smaller characters can be positioned inside of
larger characters. Rows can even be positioned to allow text to overlap the text of other
rows.

There are three ways to fine position text around the screen. One method is to use the
cursor handles. Another method is to drag the text by moving the mouse while holding
down the right mouse button. The final method is to use the fine positioning buttons in
the positioning control tab window.

To use the cursor handles, select the Character tab in the control tab window and turn the
cursor handles on by pressing the “Cursor Handles” button. Little rectangles will appear
around the cursor. These are the cursor handles. The handle in the lower left hand corner
will move the text both horizontally and vertically. The handle on the left side of the
mouse will move the text horizontally only. Any accidental vertical movement of the
mouse will not move the text vertically. The handle on the bottom of the cursor will only
move the text vertically. Accidental horizontal movement of the mouse will not move
the text horizontally.

To move text with these handles, select the text to move by dragging the mouse over the
desired text. Position the mouse over the handle that you want to use and the cursor will
change to arrows that show which direction the text can be moved. Press and hold down
the left button of the mouse, then move the mouse. The text will follow the mouse until
you release the left mouse button.

If the Cursor Handles clutter up the screen too much for your taste, you can turn them off
by pressing the “Cursor Handles” button again (once you are finished moving the text).

You can quickly move the text (both horizontal and vertical) without turning on the
cursor handles. To do this, select the text that you want to move and press and hold down
the right hand button of the mouse. As you move the mouse, the text will follow it until
you release the right mouse button.

To use the fine positioning buttons to move the text, display the Fine Positioning Buttons
by selecting the "Positioning" tab in the control tab window. This will display the
Positioning Controls Window. The Fine Positioning controls of this window are shown
below.
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Use these buttons to do fine incremental positioning of text. The single arrow buttons
will move the selected text one pixel each time you press it. The double arrow buttons
move the selected text in bigger steps.

The "Reset Text Position" button will restore the text to its original (before it was moved)
position.

Row spacing (Leading)

When the size of the text is changed the height of the rows do not automatically change.
When the height is increased the rows of text may overlap. When it is decreased the
space between the rows is left empty. Sometimes we want this effect, other times we
don’t. The “Row Spacing” Tab (shown below) allow you to change the row spacing
(AKA Leading) on individual rows or the entire layer.

Character Edges Shadows  Colors Positioning Row Spacing Taxt Variables Clock Shapes Images

~ Change Row Spacing of Lass Mora

@ Cursor Row . - " >

(O Entire Layer

Sat Default
Row Spacing

Row Spacing Tab

These controls are used to increase/decrease the spacing between the rows. The row
spacing can be increased by pressing the "More" buttons. The row spacing can be
decreased by pressing the "Less" buttons. To set the row spacing back to what it should
be (based on the text on the row) press the "Set Default Row Spacing" button.

The buttons in the "Change Row Spacing of" section of this window are used to select
which row(s) we are going to change the row spacing of. When “Cursor Row” is
selected, only the leading of the row that the cursor is on will be changed. When “Entire
Layer is selected, the leading of all of the rows on the current layer will be adjusted.
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Text Variables
The Text Variables Tab (shown below) is used to control the Text Substitution Variables
and the Template Fields on a page.

Character Edges Shadows Colors Paositioning Row Spacing Text Variables Clock Shapes Images

r After Substitution Is made:

C is Variable: TEMPERATURE
Add New e e e (@ Leave Row as is.

Variable TEMPERATURE
B (O Center the Row.
Page Template Fields —MMMMM () Left Justify the Row.

(O Right Justify the Row.

Template Fields can only be added to Page Templates O lLeft and Right Justify the Row.

Text Variables Tab

Text Substitution variables are used to display data that may change from time to time.
These can be things like Temperature, Vote Counts, Sports Scores, or any other data that
you may want to automatically update. To enable this feature you must have an optional
plug in that may be purchased from Cayman Graphics, Third Party Vendors, or you can
write your own.

Template Fields are used when creating Template pages. This is the text that the user
will be prompted for when a Template Page is used to create a Title Page.

Substitution Variables

If substitution variables are enabled on your system, the controls for these will be
displayed. To add a variable to a page, move the cursor to the desired position and press
the "Add New Variable" button. The value of the first variable in the list will appear on
the screen and the Variable selection box will be enabled. Select the variable that you
want displayed at this position and its value will appear. The variable will be displayed
with its current value (such as current temperature) whenever this page is displayed.

Variables on a page are treated as single characters. When you place the cursor over a
variable, it will appear over all of the characters in the variable and the name of the
current variable will appear in the Variable selection box. Any changes to the text
attributes of a variable will be applied to all characters of the variable.
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Page Template Fields

The controls for the Template Fields are in the box labeled "Page Template Fields". To
add a Template Field to a page, move the cursor to the desired position and press the
"Add a New Template Field" button. When this is done the "Template Field Editor"
window will appear as shown below.

[Tempiate Feld Ecitng

Template Field Name:

S

Default Text: [ Cancel

e
" Template Field Editor

The Template Field Name is the name that will be used when the user is prompted to
enter the text for the Template Field. The Default Text will appear in the “Enter
Template Field Text Window” when the Page Template is opened. The Default Text will
also appear in the Picon for the Page Template at the assigned position of the Template
Field.

Enter the name of the Template Field along with the Default Text for the new field and
press the “OK” button.

Each Template Field is treated as a single character. When you place the cursor over a
Template Field, it will appear over all of the characters in the field. Any changes to the
text attributes of a Template Field will be applied to all characters of the field.

When the cursor is placed on a Template Field the "Edit Template Field" button will be
enabled. Pressing this button will display the "Template Field Editor" so that the
Template Field name and Default Text can be changed.

Field and Variable Positioning

When the text changes on a page, the new characters may be wider or narrower than the
Default Text. If you position the text on the screen using the default text as a reference,
the new text may no longer be lined up the same way as the old text. On the right side of
the "Text Variables" tab are some buttons used to control the positioning of the new text.
They are all in the box labeled "After Substitution is Made:” These buttons determine
how the positioning should be modified after the text of the Template Field has been
changed.

This value can be set independently for each Template Field and Variable.

92



Chapter 4 — Graphic Composer

Clock

With the "Clock" tab (shown below) you can easily add Time, Date, and Timer variables
to a Title Graphic Page. The Time and Date variables are constantly updated by the
Power CG software. The controls in the "Time Format" section of this tab allow you to
set the format that the Time is displayed in. The controls in the "Day/Date Format"
section are used to set the format of the Date variable.

Character Edges Shadows Colors  Positioning Row Spacing Text Variables | Clock Shapes Images
Time Format ——————  Day/Date Format

Add Time O 24 Hour

(12 Hour

Day of Week Month and Date Yaar
‘BeforeDate ¥ [Feb.08 ¥  [4Digit

Skl Dotn (@ 12 Hour with AMPM

Add Timer |: S Bac s Sat. Feb. 09, 2013

Example: 12:38:52 PM

Clock Tab

The "Add Timer" button adds a TIMER variable to the page. The TIMER variable needs
an external program to update this value. The "Power CG Timer" program is included
with the Power CG software. This program will update the TIMER variable whenever it
is running.

Shapes

Shapes are boxes that you can control the roundness and the aspect ratio of. Once the
shape has been placed on the page you can size it, colorize it, add edges and shadows to
it, and even rotate it. In fact you can do just about anything to a shape that you can do to
a character (except change the typeface of course). A “Foreground Shape” gets
inserted into the current layer at the cursor position. A “Background Shape” gets added
to a new layer that is automatically created behind the text that is currently selected.

To create or edit a shape select the "Shapes" tab in the "Control Tabs Window". The
shape controls window will be displayed as shown below.

Character Edges Shadows Colors  Positioning Row Spacing Text Variables  Clock Shapes Images
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Aspect Ratio

The “Aspect Ratio” of the shape can be changed from tall and skinny to very wide.
Changing the relative width by using the Character Width Controls can also change the
aspect ratio. The character width does have a limited range of 10% to 500%. The aspect
ratio controls are used to extend this range.

Roundness

The “Roundness” of the shape can be set to any value from 0 to 100%. A Roundness of
0% creates a shape that has square corners. A Roundness of 100% creates a shape that is
either a circle or an ellipse (depending on its aspect ratio). A value between 1 and 99%
creates a box that has rounded corners. The amount that the corners are rounded is
determined by the Roundness setting.

Foreground Shapes

Add a foreground shape by moving the cursor to the desired position and press the "Add
Foreground Shape" button. The new shape is inserted at the cursor position. The
shape is assigned the Current Character Attributes. To increase the width of the shape
using the aspect ratio controls, drag the aspect ratio slider to the right. To decrease the
width, drag this slider to the left. Use the “Roundness” control to adjust the roundness
of the shape. Dragging the “Roundness” slider to the right will make the shape rounder;
dragging it to the left will make it squarer.

Now that the shape is on-screen you can use the "Character”, "Edges", "Shadows",
and "Colors" controls to modify the various character attributes of the shape. The
program creates the shape as if it were a character. All of the controls that can be used to
change the appearance of a character can also be used to change the appearance of a
shape.

Background Shapes

Enter the words "Background Shape" on the page. Drag the mouse across all the
characters of both words to select them. Now press the "Add Background Shape"
button. A new shape is created behind the selected text. A new layer was automatically
created for this shape and placed behind the text.

This shape is exactly like the foreground shape except that it's on a separate layer. You
can change the character attributes just like you can a foreground shape or a character.

Images (Logos)
Up to 16 different full color logos can be placed on each page. The logos can be loaded

directly from GIF, TIF, TGA, BMP, PNG, JPG, or JPEG images. If the image used as a
logo has an alpha channel, the alpha channel is supported.
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To add a logo to a page, select the “Logos” tab in the Text Layer Control Window. The
logo controls will be displayed as shown below.

Character Edges Shadows Colors Positioning Row Spacing  Text Variables Clock  Shapes | Images

Logo Name:
C:\PowerCG_LivellMAGES\Car.jpg

Add Static _ X X
Graphic Maximum Height: 488 | Scanlines Set to Maximum Size

Maximum Width: 734 | Pixels

Logo Type:

Static

Images Tab

If the cursor is currently on a logo, information about that logo is displayed in this
window. The name of the image file that contains the logo is displayed. This window
also indicates the maximum size (height and width) that the logo can be displayed.

Placing a Logo on the Page

To add a new logo to the page, position the cursor where you want the logo to appear.
You may want to create a new layer for the logo, but you don't have to. Press the " Add
Static Graphic " button, and select the graphic image that you want to use as the logo.
The logo will then be displayed at the current character height. Once a logo is added to a
page you can size and edge it just like you would a character.

Sizing a Logo

The maximum size that a logo can be displayed on a page is 640 by 480 pixels or the
original size of the logo (whichever is smaller). If a graphic image was created at 100
scan lines high, it cannot be displayed larger than 100 scan lines.

When a logo is first loaded it is displayed at the current character height. The
"Maximum Height" and "Maximum Width" entries in the Logo Control Window will
be updated to indicate the maximum height and width that this logo can be displayed.

To change the size of a logo, position the cursor on it, and then change the size of it just
as if it were a character. You can use the "Height" and "Width" controls in the
"Character Controls Window” to vary the logos height and relative width. You can also
use the cursor handles to change the logo’s height and width.

Text Style Gallery

The "Text Style Gallery" window is used to hold preset text styles. This is the window
on the right side of the Text Layer Controls with all of the different type of "A's" in it
(see below). The Text Style Gallery is designed to give you quick access to text styles
that you will use frequently throughout the project. You can save 64 different preset text
styles in the Text Style Gallery. However, you are not limited to just these 64 styles.
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Text Style Gallery

Text Style Gallery

Before we begin, create a new page by pressing the "New Page" button on the toolbar. If
the program asks you which type of page to create, select "Still". You now have a new
blank page to work with.

To enter text using one of the preset styles, select the desired text style (by clicking on it)
and start typing. Any new text that is entered will appear with the selected text style. To
select a different preset text style, click on it and start typing again.

Select a text style that looks interesting and type "This is my first preset style". Select
another preset style and type, "This is another one".

To change the style of text that is already on the screen, select the text, then click on the
preset text style that you want to set it to. Move the cursor to the first character and select
another style from the style gallery. Now, move the cursor to the next character and
select another style. Continue to do this for every character of the first two words of the

page.

Select the word "first" by moving the mouse to the "f", press the left mouse button, and
drag the mouse over to the "t" until the entire word is selected. Then select another text
style. Notice that the entire word is changed.

Select the Character tab in the Control Tabs Window and adjust the Height of the word
"first". Even though the character style was set using a preset style, you can still modify
the style of the text. So if you have a text style that is almost what you want, go ahead
and select it, then modify the attributes of the text you just changed the style of, doing
this will not affect the preset style in the style gallery.

You can change the preset text styles. Create a character on the page that has the style
that you want to use as a preset, place the cursor on it, and move the mouse pointer to the
entry in the Text Style Gallery that you want to set to this style, and press the right mouse
button. A pop-up menu will appear. Select the "Set Style" command. The text style of
the cursor character will be copied to the style gallery.

There are too many preset text styles to be shown at one time in the text style gallery.
You can use the scroll bar to scroll through the preset text styles. Ilike to group styles
that are used together, near each other in the Text Style Gallery.
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Save this page to the disk by pressing the "Save Page" button on the toolbar. Give the
page the name "STYLES" and press the "Save" button. You should see its Picon in the
project manager window.

Row Spacing (Leading)

When we increased the size of the text, the rows of text overlapped each other.
Sometimes we want this effect, other times we don't. If you want to adjust the row
spacing to match the text, press the “Reset Row Spacing” (above the Text Style Gallery).
This will adjust the row spacing (leading) so that the rows don't overlap.

With “Entire Layer” still selected as the scope, set the Height to 24 scan lines and the
Rotation angle to 0 degrees. Now there is too much space between the rows. Press the
“Reset Row Spacing” button again and the excess row spacing (leading) will be removed.

Color Box Layer Controls

The program can display background color boxes over the background image (or external
video) and behind the text. Each background color box can be positioned and sized to
anywhere on the screen. The color box can be set to a solid color, a smooth color spread
between the top and bottom of the box, a color gradient (a four or five point area
gradient, or a linear gradient with up to 16 color points), or a full color texture. If the
background color boxes have a solid color, a color spread, or a color gradient, the
transparency and background video levels of each color point can also be adjusted.

Up to 32 different background color boxes can be placed on each page. Each background
color box is assigned to its own layer. The priority that each background color box is
assigned determines how they will appear when one background color box overlaps
another. A background color box that has a higher priority will appear in front of other
color boxes that have lower priorities.

Creating a New Background Color Box
To create a background color box, do one of the following.

1. Press the “New Layer” button at the bottom of the Layer Manager
2. Select the “Add New Layer” entry from the “Layers” menu.
3. Hold down the <Alt> key while pressing the <Ins> key.

When this is done the New Layer window (shown below) will appear.
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You can either create a "Full Screen Color Box", or a "Color Box At The Cursor
Position". If you create one at the cursor position it will be the height of the row that the
cursor is on, and the entire width of the screen. Select the type of Color Box that you
want and it will appear behind the Current Layer. The Color Box begins as a semi-
transparent gray.

Color Box Layer Controls
When the cursor is on a Color Box Layer, the Color Box Layer Controls (shown below)
will be displayed. The cursor appears around the new color box and has 6 cursor handles.

Picker —
2 | [/]Top Coler Trans:

Sliders :
|: Bottom Color

Palotte

( Gradient

— [ Pick Color
Textures from Screen

Color Box Layer Controls

Moving and Sizing Background Color Boxes

Use the handle at the top of the cursor to adjust the height of the color box. Use the
handle on the right side of the cursor to adjust the width of the color box. Dragging the
handle on the upper right corner of the cursor will adjust both the height and width of the
color box.
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You can move the Background Color Box in any direction by clicking on the handle in
the lower left corner of the cursor and dragging the mouse. If you want to move the color
box horizontally only (without moving it vertically) use the handle on the left side of the
cursor. The handle on the bottom of the cursor will move the color box vertically
(without changing the horizontal position).

Changing Background Color Box Color
There are five different ways of selecting a color for the background color box. These
methods are as follows:

Color Picker
The color picker lets you select the color using a visual approach.

Color Sliders
The color sliders let you select a color using a numerical approach.

Color Palette
The color palette lets you select a color from a palette of 64 (User Definable) preset
colors.

Color Gradient

A color can be selected from a group of 64 user-defined color gradients. These may be
either a linear gradient with up to 16 color points that can be rotated up to 90 degrees in
either direction, or an area gradient that can have four or five color points defined.

Color Texture
A color texture can be selected from any of the 16 textures that are currently loaded.

Color Picker
Press the "Picker" button to display the color picker controls. The color picker controls
are shown below.
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The top and bottom of each background color box can be set to different colors. There
are two boxes to select whether we want to change the top color, the bottom color, or
both. If the top and bottom colors are different, the color box will be drawn with a
smooth gradient between the two colors. The top and bottom transparency and
background video levels can also be set independently.

Below these check boxes is an lllegal Color Indicator. If the selected color exceeds
NTSC or PAL limitations, this box will appear red to indicate that you have selected an
illegal color. Otherwise this box will appear green.

Below the lllegal Color Indicator is the "Pick Color From Screen" button. Pressing
this button will change the appearance of the mouse cursor to look like an eyedropper.

Move the mouse to any position on the screen that you want to copy the color of, press
left mouse button and the color under the mouse will be selected.

To the right of these controls is the Hue Picker. This is used to select the hue (red,
green, blue, etc.) of the color. Place the mouse over this control, and press the left mouse
button to select the desired Hue. When the new hue is selected, the background box will
be redrawn with the new color, and the Color Picker Area (to the right of the Hue
Picker) will also be drawn with the new hue.

Once the hue is selected you can now pick a color. Place the mouse over the Color
Picker Area and press the left mouse button. This will select the color under the mouse.
If you hold down the left mouse button while you move the mouse around the Color
Picker Area, the background color box will be redrawn with the new color each time
you select a new color by moving the mouse.

You can also control the Transparency of the color. The Transparency setting can
make the color fully opaque, semi-transparent, or fully transparent. When a color is
semi-transparent, the text component is drawn tinted over whatever is behind it. When
the color is fully transparent, it can't even be seen on-screen. Setting the transparency
level to O makes the object fully opaque. Setting the level to full (255) makes the object
fully transparent. Any value in between makes a color that is semi-transparent.

There are a variety of ways to change the Transparency level. Pressing the increase
button to the right of the transparency number box can increase the level. If you hold this
button down, the level will continue to increase until you release the button. To decrease
this value, press the decrease button. Holding down this button will continue to decrease
the value until it is released. If you move the mouse over the transparency number box,
then press and hold down the left mouse button, you can change the value by moving the
mouse. Moving the mouse up or to the right will increase the value. Moving the mouse
down or to the left will decrease the value. When you have selected the desired value,
release the left mouse button.
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The value of the transparency level can be entered directly. Do this by double-clicking
the transparency number box (this will highlight all of the digits in the number), type in
the new value and press the enter key.

The color can also be mixed with background video. Setting the video level to a value of
0 makes the object the selected color. Setting the video level to full (255) draws the
object with background video. Any value in between makes the object appear as
background video that is tinted by the selected color. For some very interesting effects,
try blending colors, background video, and transparency over a background graphic
image.

The background video level can be adjusted in the same way as the transparency level.
Color Sliders

Press the "Sliders" button to display the Color Slider Controls. The Color Slider
Controls are shown below.

[/] Top Coler Red |

BRGB -
[] Bottom Color Groen

[ Palotte % O HLS

[ Gradient |
( Textures  Trans. 1 ﬂ Video i
Color Sliders

Blua

The top and bottom of each Background Color Box can be set to different colors. There
are two check boxes to select whether we want to change the Top Color, the Bottom
Color, or both the top and bottom colors. If the top and bottom colors are different, the
Background Color Box will be drawn with a smooth gradient between the two colors.

Below these check boxes is the lllegal Color Indicator. If the selected color exceeds the
NTSC or PAL limitations, this box will appear red to indicate that you have selected an
illegal color. Otherwise this box will appear green.

The program has two (2) numerical systems for defining colors. They are RGB (Red,
Green, Blue) and HLS (Hue, Luminance, Saturation). Both of these systems are used to
define the same thing (like yards and meters). Adjusting one will automatically change
the other. You can select which method to use by pressing either the RGB or HLS
button. You can switch back and forth between the 2 color systems at any time just by
pressing the appropriate button.

The RGB and HLS values can be adjusted by dragging the sliders, or by double-clicking
the number box and entering the new value with the keyboard.
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Color Palette
Press the “Palette” button to display the color palette. The Color Palette is shown
below.

" Picker | .
[ Top Coler -

" sliders

[+] Bottom Color

Palette

—_— Legal Calor
Gradient =

[ Background Video

Textures Deouble Click on any Coler button to modify it.

Color Palette

The preset Color Palette can hold 64 preset colors. These preset colors are displayed in
this window. Not all of the preset colors can be displayed at one time, so there is a scroll
bar on the right hand side of the color palette entries. Use this scroll bar to scroll through
all of the preset colors.

The top and bottom of each Background Color Box can be set to different colors. There
are two check boxes to select whether we want to change the Top Color, the Bottom
Color, or both the top and bottom colors. If the top and bottom colors are different, the
Background Color Box will be drawn with a smooth Color Spread between the two
colors.

Below these two check boxes is the lllegal Color indicator. If the selected color exceeds
the NTSC or PAL limitations, this box will appear red to indicate that you have selected
an illegal color. Otherwise this box will appear green.

To select a color from the preset color palette, position the mouse over the desired color
and click the left mouse button. You can change a color in the preset Color Palette by
double clicking the entry that you want to change. For more information about
modifying the preset Color Palette, see the section "Modifying the Color Palette" in
chapter 5.

This window also has a button labeled "Background Video". Pressing this button will
set the color so that the Background Color Box will be drawn with background video.
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Color Gradients
Press the "Gradient" button to display the color gradient selection window. The Color
Gradient selection window is shown below.

= W~ AW
-

Palotte

Gradient

Textures :
Double Click on any Color Gradient to modify it

Color Gradients

64 color gradients can be created for each project. The Color Gradients that are currently
set are displayed in this window. Not all of the color gradients can be displayed at one
time, so there is a scroll bar on the right hand side of the Color Gradient entries. Use this
scroll bar to scroll through all of the color gradients currently set for the project.

To select a color gradient, position the mouse over the desired gradient and click the left
mouse button. The Background Color Box will then be drawn with the selected color
gradient. You can edit a Color Gradient, or build a new one, with the gradient builder.
To do this, double-click the Color Gradient that you want to modify. For more
information about using the gradient builder, see the section "Building Color Gradients"
in chapter 5.

Color Textures
Press the "Textures" button to display the Color Textures selection window. The Color
Textures selection window is shown below.

Picker

" siliders

Palette

Textures _

Double Click on any Texture to modify it

Color Textures

16 full Color Textures can be loaded into the system at one time. The Color Textures that
are currently loaded are displayed in this window. The Textures are displayed large
enough so that you can easily see what the texture looks like. Not all 16 textures can be
displayed in this window at one time, so there is a scroll bar on the right hand side of the
textures. Use this scroll bar to scroll through all of the textures that are currently loaded.
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To select a Color Texture, position the mouse over the desired texture and click the left
mouse button. The Background Color Box will then be drawn with the selected texture.
You can load a new texture by a double-clicking on the one that you want to replace.
When this is done you will be asked to specify which graphic image you want to load as a
texture. For more information about loading graphic images as Color Textures, see the
section "Loading Textures" in Chapter 5.

Background Image Controls

The program can display either a graphic image or a background video source (provided
your system is capable of overlying titles over video) behind the text. The background
graphic can be in any of the following graphic formats:

Windows bitmap (BMP)
TIFF

Targa (TGA)

PNG

GIF

JPG

JPEG

These are standard graphic formats that can be generated by many third party software
packages. If no background graphic image is selected, the text will be overlaid over the
background video source (if your system is capable of this).

A background graphic can be displayed in either original size, scaled to fill the entire
screen, or tiled to fill the screen. When the graphic is displayed with its original size, it
may or may not fill the entire screen. When a graphic is displayed full-screen, it is scaled
(either up or down) to match the screen dimensions. When the graphic is tiled, it is
displayed in its original size and is repeated enough times to fill the entire screen.

When the cursor is on a Background Image Layer, the Background Image Controls
(shown below) will be displayed.

~ Background Image

f Image - Image - Image -
Original Size Full Screen

C\PowerCG_Live\IMAGES\Car.jpg

Background Image Controls
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By Default a Background Image is displayed full screen. You can use these controls to
change the way that the Background Image is displayed.

Graphic - Original Size

When you load a graphic to be displayed in its original size, the graphic may be smaller
than the screen, the same size as the screen, or larger than the screen. To load a graphic
in its original size, press the "Graphic-Original Size" button. A window will appear
asking you to select the Background Graphic. Select the graphic image that you want to
load as a background and press the "Open" button. The selected graphic will be loaded.

If the graphic is smaller than the screen, it will be centered on the screen, and the
positioning buttons that are used to change graphic position will be displayed as shown
below. These positioning buttons can be used to control where on the screen the Graphic
Image will be displayed.

~ Background Image

' Image - ] Image - Image -
Original Size Full Screen

C\PowerCG_LivellMAGES\Car.jpg

Background Image Controls with Position Buttons displayed
If the graphic is the same size as the screen, it will be displayed as a full-screen image. If

the graphic is larger than screen, a warning message (like the one shown below) will
appear.

Graphic is larger than screen
Do you want to scale the Graphic?

At this point you have the option of shrinking the graphic so that the entire image will fit
on the screen, or displaying the graphic in its original size and cutting off the outside
edges of the graphic. To display the graphic without shrinking it, press the "No" button.
The new graphic will then loaded as the background.

105



Chapter 4 — Graphic Composer

To shrink the background graphic so that all of it will be displayed, press the "Yes"
button. This will load the graphic "Full-Screen". See the section below (Graphic-Full
Screen) for more information.

Graphic - Full Screen

When you load a graphic to be displayed full-screen, and the original size of the graphic
is not the same as screen dimensions, the graphic must be scaled before it will fit the
screen. If the graphic is smaller than the screen, it will be enlarged. If the graphic is
larger than the screen, it will be reduced in size.

A video screen has a fixed aspect ratio of 4 by 3 (or 16 by 9). This means that the screen
is wider than it is tall. If the background graphic image has a different aspect ratio
(maybe it's taller than it is wide), the height and the width will need to be scaled by
different amounts to make the image fill the entire screen. This can distort the image. It
can make people look very fat, or very tall.

Before the background image is loaded full-screen the aspect ratio of the graphic is
checked to see if it matches the screens aspect ratio. If the aspect ratios are different, a
warning message (like the one shown below) is displayed.

Graphic does not have the same
aspect ratio as the screan

Do you want to Preserve the Aspect Ratio?

If you choose to preserve the aspect ratio, the background graphic will be scaled
horizontally and vertically by the same amount. This will prevent the image from being
distorted. However the graphic will not fill the screen both horizontally and vertically. If
the image is too tall, it will not fill the screen horizontally. If the image is too wide, it
will not fill the screen vertically.

If you choose not to preserve the aspect ratio, the background image will be scaled
horizontally and vertically the amount necessary to fill the entire screen. If this results in
unacceptable distortion, simply load the background graphic again. This time preserve
the aspect ratio.

Graphic - Tiled

If a graphic image is smaller than the screen, it can be tiled in the background. This will
display the background graphic in its original size. The graphic will be repeated
horizontally and vertically to fill the entire screen.
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To tile a background graphic, press the "Graphic - Tiled" button. A window will appear
asking you to select the background graphic. Select the graphic image that you want to
load as a background and press the "Open" button. The selected graphic will be loaded
and tiled.

If the graphic is larger than the screen, a warning message (like the one shown below)
will appear.

Graphic is larger than screen

Do you want to scale the Graphic?

At this point you have the option of shrinking the graphic so that the entire image will fit
on the screen, or displaying the graphic in its original size and cutting off the outside
edges of the graphic. To display the graphic without shrinking it, press the "No" button.
The graphic will then be loaded as the background. Portions of the graphic image will be
cut off.

Animation Controls

If your program has the Snyper option enabled, you can add Animations (also known as
Snypes) to the Title Graphic. Each Title Graphic can have a Foreground Animation and a
Background Animation. A Foreground Animation appears in front of all other layers. A
Background Animation will appear behind all other layers. These animations will
automatically play when the Title Graphic is displayed ON AIR.

~ Foreground Animation

Repeat . —— When Done — —— When Page Removed ——,

Show Only Once ~ Fade Out Rate —,
O g O Hold @ End Animation

(® Repeat Until Stopped (® Turn OFf

Frames (O continue Animation

O Show Times (O Fade Out

E:\Animatiens\DefaultiSpinning Globe_.ANIM

Animation Controls

When an Animation layer is selected, the Animation Controls (shown above) will appear.
These controls are used to select how many times the Animation is repeated, what it does
when it is done repeating, and whether or not the Animation ends when the Title Page is
removed from the display or replaced by another page.
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The Animation can be set to display once, a preset number of times, or continue to play
until the Animation is stopped. The “When Done” controls tell the program what you
want it to do once the Animation has been repeated the specified number of times, or the
Title Graphic page is finished displaying. You can set it to “Hold” the last frame of the
animation on the screen, “Turn Off” the animation so that it no longer displays, or “Fade
Out” over a specified number of frames.

The “When Page Removed” controls allow you to select whether the Animation should
end when the Title Graphic Page is removed, or whether it should continue playing until
it has repeated the specified number of times.

An Animation can always be manually stopped pressing the “Stop” button on the
“Animations” tab.

The Animation can be placed anywhere on the screen as long as the entire Animation
remains on the screen.

Page Transitions

When pages are shown ON AIR, each page can be displayed with some sort of page
transition. There are a number of different Page Transition Types to choose from. You
can control how long the Page Transition takes by setting the Transition Duration. Each
page can be set to a different Transition Type, Transition Duration, and Dwell
Duration. This lets you intermix different transition types and durations in a sequence of
pages. For example: one page can roll onto the screen fast, and the next page can wipe
on slowly.

These three page attributes (Transition Type, Transition Duration, and Dwell
Duration) are saved with the page. Be sure to set these page attributes before saving the

page.

Not all Transition Types are available in all systems. Some Transitions require
capabilities that are not available in all display cards. The Page Transition Type drop
down box will display the Page transitions that are available on your system.

To set the Page Attributes, select the “Page Transitions” entry from the "Page" menu of
the Graphic Composer. The controls for setting the Page Attributes will then be
displayed as shown below.
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~ Page Attrbuteg ——M———+ —————— —— Block Starting Position

Page Transition Reveal Type D 3 Block Size

Random Block-Small Oscan @ Small

O zig Zag O Medium
Transition Duration Frames T
(10-9993) -@ Random O Large

Dwell Duration m Seconds

(1-3600) Cancel

Page Attributes Window

Page Transition Type

There are different categories of page transitions for the program. Some categories have
only 1 transition type (such as Cut). While other categories have many transition types
(such as block transition with 57 types).

The Page Transition Type drop down box displays the current transition type. It is used
to select the new transition type. The drop down box lists every category of transition
type available. If there is only one transition type in a category, the name of the
transition is listed. Selecting this from the list will select this as the transition type. If
there are multiple transition types in the category, the name is followed by 3 dots (...).
Selecting this from the list will display another window so that you can be more specific
about which transition type you want to select.

Once a Page Transition type is selected, it will appear in the Page Transition Type box.
For a detailed description of each Page Transition type, see the section Transition Types
later in this chapter.

Transition Duration

The Transition Duration specifies how much time it takes to perform the page transition.
This controls how fast the page displays when the page is displayed ON AIR. The
duration is specified in frames. In NTSC a frame is 1/30 of a second. In PAL a frame is
1/25 of a second.

To change the Transition duration, select the Transition Duration box (using either the
keyboard or the mouse) and enter the new value.

Dwell Duration

The Dwell Duration specifies how long the page will remain on the screen when
automatically sequencing pages. The duration is specified in seconds. To change the
Dwell duration, select the Dwell Duration box (using either the keyboard or the mouse)
and enter the new value. This value is ignored when manually controlling pages.
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Page Audio
You can assign an Audio file (WAYV or MP3) to a Title Graphic Page. This audio file will
be played whenever the page is displayed.

Once an audio file has started playing, it will continue until it is finished, another page
with audio is displayed, or the “Page Off” button is pressed.

During Auto Sequencing, a page with audio will not be displayed until the previous audio
has finished playing. The previous page will be displayed until the current audio is
finished. Only after the current audio is finished will the new page be displayed and the
new audio will start.

To add audio to a Title Graphic Page, select the “Page Audio” entry from the “Page”
menu of the Graphic Composer. If the Title Graphic does not already have audio
assigned to it, a window similar to the shown below will appear. Use this window to
select an Audio File.

(B select Audio File
s Q’Jv| . v Computer » Music (M) » Beatles » LetltBe - Search Let It Be
Organize = Mew folder B== » [ '@'
=
| Beatles *  Name B Title Contributing artists ~ Album
)1
4] 01 Two Of Us.mp3 1 Twe Of Us Beatles Let It Be
; 1967-1970 (Disc1) _ )
|#] 02 Dig A Pony.mp3 2 Dig A Pony Beatles LetIt Be
J 1967-1970 (Disc 2) ; :
& 03 Across The Univ.., 3 Across The Universe Beatles Letlt Be
A Hard Day's Night .
4] 041 Me Minemp3 4 IMe Mine Beatles Let It Be
. Abbey Road X X
|| 05 Dig It.mp3 5 Diglt Beatles LetIt Be
. Beatles For Sale 5
_— | 7 14| 06 Let It Be.mp3 6 LetltBe Beatles LetIt Be
elp!
E ,__‘ 4] 07 Maggie Mae.mp3 7 Maggie Mae Beatles Let It Be
. LetltBe El ) )
| | |#] 08 T've Got A Feelin... & I've Got A Feeling Beatles Let It Be
. Past Masters, Vol 2 i
e = 14 09 One After 909.mp3 9 One After 909 Beatles LetIt Be
S [F]10Thelong AndW.. 10  Thelong And Winding R.. Beatles Letk Be
. Rubber Soul _
|#] 11 For You Blue.mp3 11 For You Blue Beatles LetIt Be
. Sgt. Pepper's Lonely Hearts Ch
: 4] 12 Get Back.mp3 12 Get Back Beatles LetIt Be
. The Beatles [White Album] (Di
. The Beatles [White Album] [Di + 4 | [T | 2
Eileinae ~| Al Audio Types (WAV-MP3; ~ |
[ Open ] [ Cancel ]

Once the audio has been selected, the “Page Audio Window” (show below) will appear.
These controls allow you to play the audio, and set the desired level. Once you have set
the correct audio level, press the “OK” button to return to the “Graphic Composer”.
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Select Audio File to play
| s

Audie Clip:
CAPowerCG_Live\Audio\That Swishing Sound.wav

Min. Audio Level . — DhmoLs

Change

Cancel

Page Audio Window

Page Templates

Many users like to have a common look to their titles. Whether it is for their entire
facility, or a unique "look" for each client. A Page Template can be created with the
desired style. A page template has "Template Fields" at different positions on the page.
When the Page Template is opened, a window appears that prompts you to enter the text
for each field. Once the text is entered, the page is automatically created using the style
of the Template and the text that was entered in the Template Fields.

Templates are controlled in two different parts of the User Interface. These are the
Template Gallery and the Text Substitution Tab. The Template Gallery is used to create,
open, and save page Templates. The Text Substitution Tab is used to place and assign
names to the Template Fields.

Template Gallery

The Template Gallery is on the left hand side of the User Interface along with the Project
Manager. The "Page Templates" tab displays all of the Templates that are on your
system. If more Templates exist than will fit in this window, you can scroll through them
using the scroll bar.

Left clicking on the Picon of one of the Page Templates will open the clicked Page
Template so that it can be used to create a title page. This will display the "Enter
Template Field Text" window. This window will be discussed later in the section titled
"Creating a New Page with a Template".

Right Clicking on one of the Picons will display the Page Template menu shown below:

New Page Template

Open Page Template

Save Page Template

Delete Page Template

Page Template Menu
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This menu can also be displayed by selecting the "Manage Page Templates" entry from
the "File" menu.

New Page Template
Selecting the "New Page Template" entry from the "Page Template Menu" will create a
new Page Template. When this entry is selected, the following window will appear:

MNew Template Name

Page Template Name:

My Mew Templatal

OK [ Cancel

New Template Name Window

Enter the name of the Page Template that you want to create and press the "OK" button.
Use the normal editing functions and the Text Substitution tab to create the Page
Template. Remember to save this new page as a Page Template and not as a normal

page.

Open Page Template

Selecting the "Open Page Template" entry from the "Page Template Menu" will open an
existing Page Template so that it can be used to create a title page. This will display the
"Enter Template Field Text" window. This window will be discussed in the section titled
"Creating a New page with a Template".

The behavior on this function is different depending on which menu it was selected from.
If it was selected from the Main Menu, a window will appear prompting you to select
which Page Template that you want to open. If this menu entry is selected from the
popup menu that appears when you right click the Picon of a Page Template, the
Template that was clicked on will automatically be selected as the Template to open (just
like left clicking on it).

112



Chapter 4 — Graphic Composer

Save Page Template

Selecting the "Save Page Template" entry from the "Page Template Menu" is used to
save the current page or Template as a Page Template. When this entry is selected, the
following window will appear:

NE\_# Template Name

Page Template Name:

My Template

oK [ Cancel

Se the Page Template Windw

If the current page is a Page Template, the name of the current Page Template will appear
in the "Page Template Name". Enter the name that you want to save the Template as, and
press the "Save" button.

Delete Page Template

Selecting the "Delete Page Template" entry from the "Page Template Menu" will delete
the current Page Template. As a safety precaution, the Page Template must be opened
before it can be deleted. Otherwise this entry will be disabled until you open the Page
Template that you want to delete.

Text Variables Tab

Once a Page Template has been created or opened for editing, the Text Variables Tab can
be used to add and change Template Fields. The Text Substitution Tab is at the bottom
of the User Interface along with all of the other tabs. When the Text Substitution Tab is
selected, it will appear as shown below:

Character Edges Shadows  Colors Pasitioning Row Spacing Text Variables  Clock Shapas Images

- After Substitution is made:
Add New Cursor s on Variable: Reporter Name OLaxvs Row as in.
Variable
(@ Center the Row.
Page Template Fields —MM™M (O Left Justify the Row.

Add a New Template Field Edit Template Field () Right Justify the Row.

Template Figlds can only be added to Page Templates (O Left and Right Justify the Row.

Text Variables Tab
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Page Template Fields

The controls for the Template Fields are in the box labeled "Page Template Fields". To
add a Template Field to a page, move the cursor to the desired position and press the
"Add a New Template Field" button. When this is done the "Template Field Editor"
window will appear as shown below.

[Template Field Editor

Template Field Name:

e

Default Text: [ Cancel

Template Field Editor

The Template Field Name is the name that will be used when the user is prompted to
enter the text for the Template Field. The Default Text will appear in the “Enter
Template Field Text Window” when the Page Template is opened. The Default Text will
also appear in the Picon for the Page Template at the assigned position of the Template
Field.

Enter the name of the Template Field along with the Default Text for the new field and
press the “OK” button.

Each Template Field is treated as a single character. When you place the cursor over a
Template Field, it will appear over all of the characters in the field. Any changes to the
text attributes of a Template Field will be applied to all characters of the field.

When the cursor is placed on a Template Field the "Edit Template Field" button will be
enabled. Pressing this button will display the "Template Field Editor" so that the
Template Field name and Default Text can be changed.

Field and Variable Positioning

When the text changes on a page, the new characters may be wider or narrower than the
Default Text. If you position the text on the screen using the Default Text as a reference,
the new text may no longer be lined up the same way as the old text. On the right side of
the "Text Substitution" tab are some buttons used to control the positioning of the new
text. They are all in the box labeled "After Substitution is Made:". These buttons
determine how the positioning should be modified after the text of the Template Field has
been changed.

This value can be set independently for each Template Field and Variable.
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Creating a New Page with a Template
When a Page Template is used to create a page, (either by clicking on it in the Template
Gallery or by selecting "Open Page Template" from the menu) a window similar to the

following is displayed:

" Enter Template Field Tex

Reporter Mame
Sheldon Ferd

Location

Cancel

Enter Template Field Text Window

This window displays the name and default text of all the Template Fields that are in the
Page Template. Enter the text that you want for each Field and press the "OK" button.
The page will automatically be created with the entered text. You can now make any
modifications to the page before you save it as a normal title page.

Keep in mind that each Template Field will be treated as a single character until the page
has been saved as a normal page, and then recalled. After the new page has been opened
again, you can manipulate each character of the Template Field separately.
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Loading Typefaces

Title Composer can load two types of typefaces, Cayman Graphics format or TrueType
format. The Cayman Graphics format is a proprietary format. The typefaces that came
with the program are in this format. The TrueType format is the most popular format
and has the widest selection of typefaces. You can load up to 25 typefaces for each
project. When you use typefaces on a page, the system keeps track of which typefaces
are needed to display the page. If the loaded typefaces do not match the typefaces needed
by the page, the correct typefaces are automatically loaded.

To load new typefaces press the "Add New Typefaces" button. When this is done the
Load New Typefaces window will appear as shown below.

Directories:
C:hwindowshFonts
] - =
[ windows
= Fork:

Loaded Typefaces

Boston Black
Brush Hoad

crackhoue

Available Typefaces
Book Antigua Bold Ital |
Book Antiqua Italic
Aparajita

Futurist Eegular

Aparajita Bold

Aparajita Bold ftalic
Aparafita alic

Arabic Typesetting
EERKLEY Regular
ELANCA Reqular
BONNIE Regqular
CARTER Reaular

Basset Bold
®lo Cnoligh
shotgunl

Meatnal

COOkIE

Typeface Fomat
@ TrueType

() Cayman Graphic:

Book Antiqua Bold

Book Antiqua Bold

[ Load

[ Bemove ] [ Done l

Load New Typefaces dialog box

117



Chapter 5 — Graphic Composer Settings

The typefaces that are currently loaded are listed on the right hand side of this window.
The typefaces that are available to be loaded (in the current directory) are listed on the
left hand side. The current directory is displayed in the center.

Select the typeface format (TrueType or Cayman Graphics) that you want to load. All of
the typefaces in the current directory of the selected format will appear on the left side
under “Available Typefaces”. If the typefaces are TrueType, the full name of the
typeface is shown in the actual typeface (for example, the name Helvetica will appear in
the Helvetica typeface, the name Times New Roman will appear in the Times New
Roman typeface). You can use this feature to preview the typefaces without the need to
load them first. To get a better look at a typeface, click on it in this list. A larger sample
of this typeface will appear.

If the desired typeface is not in the current directory, select the proper directory. Your
system typefaces are usually stored in the "C:\WINDOWS\FONTS" directory\folder.

The typefaces do not need to be installed on your system. You can load typefaces
directly from a CD-Rom. When you load a TrueType typeface, a copy of it is made on
your hard drive (in the POWERCG\TYPEFACE folder). You can then remove the CD-
Rom and the program will still be able to find the typefaces when it needs them.

To load a new typeface, select the position that you want to load it into in the “Loaded
Typefaces” list, select the typeface to load in that position from the “Available
Typefaces” list, then press the load button. The new typeface will appear in the “Loaded
Typefaces” list and the next position in the “Loaded Typefaces” list will be selected. The
typeface may also be loaded by double-clicking on it in the “Available Typefaces” list.

When you have finished loading typefaces press the “Done” button and the Load New
Typefaces window will disappear. Notice that the new typefaces now appear in the
Typeface Selection Box.

Modifying the Color Palette

To modify the color palette, the color palette must be displayed. You can display the
color palette by selecting the "Colors" tab in the Control Tabs Window and then pressing
the "Palette" button. Position the mouse over the color palette entry that you want to
change and double-click it with the left mouse button. When this is done the "Color
Palette Editor" window (shown below) will be displayed.
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The color palette editor has two methods of selecting a color. You can use either the
Color Picker or the Color Sliders. The left side of this window shows a large sample of
the current color selection. To the right of the color sample, at the bottom of the window,
is an lllegal Color Indicator. If the selected color exceeds NTSC or PAL limitations,
this indicator will appear red to indicate that you have selected an illegal color.

Otherwise this indicator will appear green.

At the top of the screen, between the Color Sample and the Color Palette, are the Color
Picker controls. These controls include a "Hue Picker" and a "Color Picker Area".
The hue picker lets you select the hue (Red, Green, Blue, etc.) of the color. Place the
mouse over this control, and press the left mouse button to select the desired hue. When
the new hue is selected, the Color Sample, Color Picker Area, and the Color Sliders
will be updated to reflect the new hue.

Once the hue is selected you can now pick the color. Place the mouse over the Color
Picker Area and press the left mouse button. This will select the color under the mouse.
If you hold down the left mouse button while the mouse is moved, the Color Sample
and the Color Sliders will be updated to reflect the newly selected color.

Below the Color Picker Controls and the Color Palette Display are the Color Sliders.
There are two numerical systems for defining colors. These are RGB (Red, Green, Blue),
and HLS (Hue, Luminance, Saturation). Both of these systems are used to define the
same thing (like yards and meters). You can use either set of sliders to adjust the color.
Changing one will automatically change the other.
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There are four ways to adjust the RGB, HLS, Transparency, and Background Video
levels. They can be adjusted by dragging the sliders. Double-clicking the number box
and entering the new value with the keyboard can also adjust them. To "fine tune" the
levels, use the increment and decrement buttons. The value will be increased or
decreased by one each time you press one of these buttons. These buttons will auto-
repeat if you hold them down. Clicking in the number box and adjusting the mouse
wheel will also change the values.

To the right of the Illegal Color Indicator is a "Transparent” button. Pressing this button
will set the transparency level to full (255). This makes the color fully transparent.
Anything that you assign this color to will not be visible.

To the right of the "Transparent" button is a "Background Video" button. Pressing
this button will set the background video level to full (255). Anything that you assign
this color to will be displayed using background video.

To the right of the "Background Video" button is a "Pick Color From Screen" button.
Pressing this button will change the mouse cursor to look like an eyedropper. Move the
mouse to the position of the screen that you want to copy the color of, and press the left
mouse button. The color under the mouse will be selected.

When you have selected the desired color for the color palette entry, you can select
another color to modify from the color palette. When you are done modifying the color
palette, press the "OK" button and the Color Palette Editor window will close.

Once the color palette has been modified, the changes must be saved as part of the project
settings. Otherwise, they will revert to the old settings when the project is opened again.

Loading Textures

The system has 16 slots that textures can be loaded into. When you use a texture on a
page, the page keeps track of which textures are needed to display the page. If the
textures that are loaded do not match the textures needed by the page, the correct textures
will be automatically loaded.

To load a new texture, the texture selection window must be displayed. You can display
the textures selection window by selecting the "Colors" tabs from the Control Tabs
Window and then pressing the "Textures" button. Position the mouse over the texture
entry that you want to replace with the new texture and double-click it with the left
mouse button. When this is done the "Select Graphic Image to use as a Texture"
window (shown below) will be displayed.
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Select the graphic image that you want to load as a texture and press the "Open" button.
The selected image will then be loaded as a texture.

Building Color Gradients

64 color gradients can be defined for each project. To modify a color gradient, the color
gradient selection window must be displayed. You can display the color gradient
selection window by selecting the "Colors" tab from the Control Tabs Window and then
pressing the "Gradient" button. Position the mouse over the gradient that you want to
modify and double-click it with the left mouse button. When this is done the color
gradient builder (shown below) will be displayed.
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The color gradient builder has two major sections, the Color Selection section (on the
right) and the Color Point Placement and Selection section (on the left). The Color
Selection section is used to select the color of each point in the color gradient. The Color
Point Placement and Selection section is used to select which point that you want to
change the color of, and to change the position of the color points that make up the
Gradient.

The program can create two types of color gradients, Linear Gradients and Area
Gradients. A Linear Gradient can have as many as 16 color points and can be rotated up
to 90 degrees in either direction. An Area Gradient can have either four (4) or five (5)
color points. A four-point color gradient lets you define a different color in each corner
of the rectangle. A five-point color gradient also lets you add a 5th color point inside the
Area Gradient. The 5th color point can be moved to any position inside the gradient.

The color point placement and selection section has two tabs. One tab is used to edit
Area Gradients and the other tab is used to edit Linear Gradients. When the color
gradient builder is first opened, the tab that corresponds to the type of gradient that you
are editing is selected. To change the color gradient to the other type just select the other
tab.

Area Gradients
The “Area Gradient” tab (shown below) is used to edit area color gradients.

Linear Gradient Area Gradient

w

Color Points
)4 Point Upper Left Upper Right
¥ O
O

(@5 Point

Apply Color to D |:|
Salected Points Lower Left Lower Right

Area Gradient Editor
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The top portion of this window displays the current color gradient. If it is a five-point
color gradient, two markers will appear (one marker above the gradient and one to the left
of the gradient). These indicate the position of the fifth point inside the gradient. You
can move the inside color point by dragging these markers. You can also moved the
inside color point by clicking at the desired position in the color gradient in this window.

The Corners group is used to select the color point(s) of the Area Gradient that you want
to change the colors of. If the color gradient is a 4 Point Area Gradient, four check boxes
will be displayed representing each corner of the gradient. If the color gradient is a five
point Area Gradient, an extra check box will appear which represents the inside color
point. When a color point is selected, the box is marked. You can select more than one
color point to be changed at a time. When you select a different color (in the color
selection section) all of the selected points will be updated to the new color.

There are two buttons in the Spread Type Group that let you select whether this will be a
4 Point or a 5 Point color gradient. If you select " 5 point", the positioning markers will

appear. A center check box in the corners group will also appear.

The "Apply Color to Selected Corners" button will set all of the selected color points
to the current color.

Linear Gradients
The Linear Gradient tab (shown below) is used to edit Linear Color Gradients.

Linear Gradient Area Gradient

Gradient Angle

Linear Gradient Editor
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The Linear Gradient tab has three main controls. The control on the left (let’s call it the
Placement Control) displays the current position and color of each point on the Linear
Gradient. The top control displays the current Linear Color Gradient. The bottom
control (let’s call it the Angle Control) is used to set the angle of the Linear Color
Gradient.

The Placement Control shows positions and colors of the color points that are currently
set. A marker on the left side of the Placement Control represents each color point. You
can use this control to add a new color point, move an existing color point, delete a color
point, or to select a color point to change the color of.

Set a New Color Point

To set a new color point, position the mouse over the Placement Control where you want
the new color point to be and press the left mouse button. A new marker will appear at
the mouse position to indicate the new color point.

Move a Color Point
To move (reposition) an existing color point, position the mouse over the marker that you
want to move and drag it to the desired position.

Delete a Color Point

To delete an existing color point, select the marker that you want to delete by moving the
mouse over it and pressing the left mouse button. The marker will turn red to indicate
that it is selected; all other non-selected markers will be blue. Press the <Del> key on the
keyboard, and the selected marker (and color point) will be deleted.

Change the Color of a Color Point

To change the color of a color point, select the color point that you want to change the
color of, by moving the mouse over its’ marker and pressing the left mouse button. The
marker will turn red to indicate that it is selected. Use the controls in the Color Selection
section (on the right hand side) of the Color Gradient Builder.

Rotating a Linear Gradient

Use the angle control to rotate the Linear Gradient. The angle control indicates the
current rotation angle of the gradient with the line that is in the half circle. If the gradient
is vertical, the indicator line in the half circle will be vertical. If the gradient is angled to
the right, the indicator line will go off to the right, and so on. You can rotate the Linear
Gradient by clicking the mouse within the half circle. You can also drag the rotation
angle by dragging the indicator line back and forth. As the rotation is changed the color
Gradient Indicator (above the angle control) is redrawn to display the new angle of
rotation.
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Selecting a Color for the Color Point

Once you have selected which point(s) that you want to change the color of, use the
Color Selection controls (on the right hand side of the Color Gradient Builder) to select
the new color. The Color Gradient Builder has three methods of selecting a color. You
can use the Color Picker, the Color Sliders, or the Color Palette.

At the top of the screen, on the left-hand side of the color selection section, are the Color
Picker controls. These controls include a "Hue Picker" and a "Color Picker Area".
The hue picker lets you select the hue (Red, Green, Blue, etc.) of the color. Place the
mouse over this control, and press the left mouse button to select the desired hue. When
the new hue is selected, the Color Gradient, Color Picker Area, and Color Sliders will be
updated to reflect the new hue.

Once the hue is selected, you can now pick the color. Place the mouse over the Color
Picker Area and press the left mouse button. This will select the color under the mouse.
The Color Gradient and the Color Sliders will be updated to reflect the newly selected
color. If you hold down the left mouse button while the mouse is moved, the color under
the mouse will be selected as the mouse is moved.

To the right of the Color Picker controls is the Color Palette. The Color Palette has 64
preset colors. Not all of the preset colors can be displayed at one time, so there is a scroll
bar on the right hand side of the Color Palette. Use the scroll bar to scroll through all of
the preset colors. To select a color from the Preset Color Palette, left click the desired
color. When a color is selected from the color palette, the Color Gradient, Color Picker
Area, and the Color Sliders will be updated to reflect the new color.

Below the Color Picker controls and the Color Palette display are the Color Sliders.
There are two numerical systems for defining colors. They are RGB (Red, Green, Blue)
and HLS (Hue, Luminance, Saturation). Both of the systems are used to define the same
thing (like yards and meters). You can use either set of sliders to adjust the color.
Adjusting one will automatically change the other.

There are four ways to adjust the RGB, HLS, Transparency, and Background Video
levels. They can be adjusted by dragging sliders. Double-clicking the number box and
entering the new value with the keyboard will also adjust them. To "fine-tune" the levels,
use the increment and decrement buttons. The value will be increased or decreased by
one each time you press one of these buttons. These buttons will auto-repeat if you hold
them down. Clicking on the number box and adjusting the mouse wheel will also change
the values.

This section includes an lllegal Color Indicator to warn you if the selected color exceeds
NTSC or PAL limitations. The lllegal Color Indicator will appear red if you have
selected an illegal color, otherwise it will appear green.
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To the right of the Illegal Color Indicator is a "Transparent” button. Pressing this button
will set the transparency level to full (255). This makes the color fully transparent. This
portion of the color gradient will not be visible. You will see what is behind it on screen.

To the right of the "Transparent" button is a "Background Video" button. Pressing
this button will set the Background Video level to full (255). This portion of the color
gradient will be displayed using Background Video.

To the right of the "Background Video" button is a "Pick Color From Screen" button.
Pressing this button will change the mouse cursor to look like an eyedropper. Move the
mouse to the position of the screen that you want to copy the color of, and press the left
mouse button. The color under the mouse will be selected.

Once you have finished changing the color of the selected color point(s), you can select
another color point to change the color of.

Final steps

When you are finished creating the new Color Gradient (or modifying an existing
gradient) press the "OK" button and the Color Gradient Builder window will close. Any
changes to the color gradients must be saved as part of the project settings. Otherwise
they will revert to the old Color Gradients when the project is opened again.

Margins

Safe Title Margins

When transmitting a video signal to a large number of televisions, many of those
televisions will not be properly adjusted. If you create a full page of text and try to view
it on one of these televisions, the text may be cut off on the left, right, top, or bottom of
the screen. When you broadcast text, you normally want everyone to be able to read it
(especially if you are trying to sell them a new TV).

To solve this problem we define margins that it is safe to title within. The margins are set
by the factory to be at the recommended 10% height and width positions of the screen.
You can change these margin positions. To do this select the "Safetitle Margins"
command from the "Settings" menu. When this is done the Safetitle margins dialog box
(shown below) will appear.
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Use the "Display Safetitle Margins" check box to hide or display the Safetitle margins
on the screen. The Safetitle margins are displayed on the screen whenever the "Safetitle
Margins" window is displayed, regardless of the state of the "Display Safetitle
Margins" check box.

If you keep your text within this box it will be in the Safetitle area. Use the arrow buttons

to move the Safetitle margins. Each margin (top, bottom, left, and right) has two buttons
that are used to move them.

‘ Moves the margin up one scanline. ‘ Moves the margin left one pixel.

' Moves the margin down one scanline. b Moves the margin right one pixel.
You can also set the margin positions by entering a value directly.

To set the margins to the recommended 10 percent height and width positions of the
screen, press the "Default” button.

Once the Safetitle margins are adjusted, press the “Done” button. This will remove the
dialog box from screen. The Safetitle settings are saved as one of the project settings.

Layer Margins

When a new layer is created, the margins for that layer are set to the current Safetitle
Margins. The margins or each layer can be adjusted separately. When the layer is
centered, justified, or word wrapped, it will adjusted according to the margins for that
layer.

When a layer is centered, it is centered within the current margins for that layer which is
not necessarily the center of the page.

Tabs

The program can set up to 16 tabs per page. The tabs specify horizontal positions of the
screen that are used to align columnar text. The tab positions are stored with the page.
When a page is opened, the tab positions will be set to those that the page was created
with.
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To add, remove, or reposition a tab, or to enable or disable the tab display, select the "Set
Up Tabs" command from the "Settings" menu. This will display the “Set Up Tabs”
dialog box (shown below).

~ Selected Tab Position —

|:] Digplay Tab Positions SET UP TABS

To set a NEW TAB, select the tab position.
To MOVE A TARB, drag it to the desired position.

Delete Tab To DELETE A TAB, select it and press the Delete Tab button

Tab Setup Controls

Display Tab Positions

The Tab Display shows the positions of the tabs that are currently set. If the tab display
is enabled, vertical lines will appear the full height of the screen. Each one of these
vertical lines shows the position of a tab that is currently set. Clicking the "Display Tab
Positions" check box will toggle the state of the Tab Display. If the Tab Display is on
(signified by a check mark), this will turn it off.

Markers in the set up tabs window (below the title compose window) also shows the
current tab positions. These markers are displayed regardless of the "Display Tab
Positions" setting. Let's call this window the "Tab Markers Window".

Once the tabs have been set up, they can be saved as the default tab settings in a project.

Set a New Tab

The Tab Markers window displays all of the tabs that are currently set. To set a new tab,
position the mouse in the Tab Markers window at the position that you want the new tab
and click the left mouse button. A new marker will appear at the mouse position to
indicate the position of the new tab.

Move a Tab

To move (reposition) an existing tab, position the mouse over the Marker that you want
to move and drag it to the desired position. Any text that is on the page will be redrawn
to reflect the new tab position.

Delete a Tab

To delete an existing tab, select the marker that you want to delete by moving the mouse
over it and pressing the left mouse button. The marker will turn red to indicate that it is
selected. Press the "Delete Tab" button. The selected marker will be deleted.
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Graphic Composer Preferences

The " Set User Preferences" dialog box is used to set preferences that may vary from
one user to another. To change the user preferences select the "User Preferences"
command from the "Settings" menu. When this is done the "Set User Preferences"
dialog box (shown below) will appear.

Set Graphic Composer Prefer:

~ Default Page Attributes
Block Starting Position

Reveal Type 1 Block Size

O Scan @ Small

Page Transition
'Random Block-Small v

Transition Duration “ Frames

(10-9999) O zig Zag O Medium
Dwell Duration m Seconds @ Random OlLarge

(1-999)

- Typeface ,Memary: —— —— Automatically Save Pages — - Video Farmat Settings
IE3 VBytes (Min & - Max 64) matically Save

This value specifies how much memory to [&]
assign to the Typefaces, Logos, and Textures
buffer. If you are getting an error message of

"Typeface/Logo/Texture Memory Full” you

should increase this value. — Auto-Save Project Settings —,

Horizontal Resolution: 1920 |Pixels

ONevcr Automatically Save . ) h
| Vertical Resolution: 1080 |Pixels

O Always Automatically Save

Default Export Format: (O Always Ask First

Targa format (*.TGA) Cancel

(® Never Automatically Save

Graphic Composer Preferences Window
The set user preferences dialog box is made up of the following controls.
Default Page Attributes Selects the default Page Transition Type,

Transition Duration, and Dwell Duration that is
assigned to a newly created page.

Typeface/Logo/Texture Memory Used to set how much memory to use for the

setting Typeface, Logos, and Textures buffer.

Default Export Format Selects the file format of the graphic to be
generated when the Export Page button is
pressed

Automatic Page Save mode Used to select the Automatic Page Save mode.

Auto-Save Project Settings mode Used to select the Auto-Save Project Settings
mode.

Video Format Settings Selects the size of the Title Graphics to be
created.
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Default Page Attributes

The Default Page Attributes select the Transition Type, Display Speed, and Dwell
Duration that will automatically be assigned to a new page when it is created. After the
page is created you can change these settings by selecting the "Page Transition" entry in
the "Page" menu of the Graphic Composer.

Some Page Transition Types have multiple options. If one of these are selected, the
controls to select these options will appear to the right of the "Default Page Attributes"
section. An example of this is the Block transition which has 57 types.

Typeface/Logo/Texture Memory Setting

When the program starts, it allocates a block of memory that is used to hold Typefaces,
Logos, and Textures. This memory is also used to cache data that is needed temporarily
when composing pages. If you allocate more memory for this, you will be able to load
more and bigger Typefaces, Logos, and Textures. You will also get better performance
from the program, but less memory will be available for other applications.

If you are getting an error message such as "Typeface/Logo/Texture Memory full" you
should increase this value.

Default Export Format

The program creates a Title Graphic whenever the Export Page button is pressed. This
Title Graphic has the same name as the page (of course the file extensions will be
different). This control lets you select the file format of this Title Graphic.

Automatic Page Save Mode

The program can only have one page open at a time. When you open a new page, the old
page (or any changes made to it) will be discarded unless it is saved to disk. When you
open a new page, or exit the program, the current page can automatically be saved to disk
if it was changed.

Always Automatically Save

This setting will automatically save the page to disk (overwriting the original) without
prompting you. Use this setting with caution. Any changes you make to the page will be
saved to disk. You won’t have the option of discarding the changes that were made.

Always Ask First
This setting will ask your permission before saving the page to disk. If the page has not
been modified, you will not be asked if you want to save it.

Never Automatically Save
This setting will never automatically save the page. The program will not display the
"Automatically Save Pages" window when you open a new page.
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Auto-Save Project Settings mode

Various settings are saved with the Project Settings in the project file. This file has the
same name as the project with a .SET extension (for example, the project
MY_PROJECT would be defined in a file called MY _PROJECT.SET). This file
contains the following default settings:

Character Attributes

Style Gallery

Color Gradients

Default Color Palette
Loaded Typefaces

Loaded Textures

Default Directories/Folders
Safetitle Margins

Tab Settings

WO E WD =

When a new project is opened, or the program is exited, any changes that you have made
to these settings will be discarded unless the project settings have been saved. These
controls let you select whether or not to automatically save the project settings.

Always Automatically Save

This setting will automatically save the current project settings to the project file without
prompting you. Use this setting with caution. Any changes you make to the current
settings will be saved. You don't have the option of discarding the changes.

Always Ask First

This setting will ask your permission before saving the current project settings.

Never Automatically Save

This setting will never automatically save the project settings. You must use the “Save
Project Settings” entry from the “File” menu to save any changes that were made to the
current project settings.

Video Format Settings

The values in “Video Format Settings” indicate the display resolution that the program
is currently configured for. Some Display Cards control the Video Format; other cards
expect the program to determine the Video Format.
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Service and Support

It is our goal to make your product’s ownership a satisfying experience. Our support staffs
are available to assist you in setting up and operating your system. Please refer to our

website www.datavideo.com for answers to frequently asked questions, submit your tech
support requests, or contact your local Datavideo office.

Datavideo Global Website — www.datavideo.com

Datavideo Corporation

Tel:

+1 562-696-2324

Fax: +1 562-698-6930

E-mail:

contactus@datavideo.us

Datavideo Technologies Europe BV

Tel:

+31 30-261-96-56

Fax: +31 30-261-96-57

E-mail:

service@datavideo.nl

Datavideo UK Limited

Tel: +44 1457-851-000 Fax: +44 1457-850-964 E-mail: sales@datavideo.co.uk
Datavideo Technologies Co., Ltd.

Tel: +886 2-8227-2888 Fax: +886 2-8227-2777 E-mail: service@datavideo.com.tw
Datavideo Technologies China Co., Ltd.

Tel: +86 21-5603-6599 Fax: +86 21-5603-6770 E-mail: service@datavideo.cn
Datavideo Technologies (S) PTE Ltd.

Tel: +65 6749-6866 Fax: +65 6749-3266 E-mail: sales@datavideo.sg
Datavideo HK Lid.

Tel: +852 2833-1981 Fax: +852 2833-9916 E-mail: info@datavideo.com.hk
Datavideo France s.a.r.l.

Tel: +33 1-60-37-02-46 Fax: +33 1-60-37-67-32 E-mail: info@datavideo.fr
Datavideo Technologies India PVT Lid.

Tel: +91 120-4309120 Fax: +91 120-4309121 E-mail: sales@datavideo.in

All trademarks are the properties of their respective owners.
Datavideo Technologies Co., Ltd. All rights reserved 2013.
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