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1 Welcome

This handbook contains important information abamutr Hippotizer Media Server. It will help you ggb
and running with your unit swiftly and ensure yat the most from the system. Please take timegid re
the following pages, as it will help you understaine unit’'s functionality and assist in achievihg best
possible results during operation.

This Manual is based on Software version 3.0.13updates, addendums and errata visit
http://www.green-hippo.com/support/

1.1 Disclaimer

1.1.1 Media

All video libraries pre-installed on your systene aupplied by us at Green Hippo. Any queries kiggr
the use of these should be directed to us. Copyldgfs may apply.

1.1.2 Uploading Own Media

It is your responsibility to handle all copyriglssues relating to the media you create and up®eekn
Hippo Ltd will not accept responsibility for anydach of copyright incurred in these processes.

1.1.3 Software

All Hippotizer software remains the sole propertycoeen Hippo Ltd and its suppliers. Any attempt to
alter or replicate the contents of The Hippotizepiiohibited. Any attempt to copy or alter the waite

will render any warranties void. Green Hippo Lt vnitiate legal proceedings against anyone afigng
to copy or replicate the software in any fashion.

NOTE: Installing additional software on your systether than that supplied by Green Hippo Ltd is
strongly discouraged. Your Hippotizer has a spetisk, which is to play back video reliably. Athyrd
party software may compromise this. If you wishrstall 3rd party software we recommend you cantac
us first. We will also endeavour to post informatregarding known issues on our website. Anyirepa
relating to 3rd party software are not covered umgaranty.

Additional hardware installation other than USBegternal devices will invalidate warranties. Searly,
any removal of external casings should not be daklen without consultation.

Under no circumstances install a second networkcdgeither internal or external, as this may stap
Hippotizer program from running. For advice orstisisue emasBupport@green-hippo.com

1.2 Warranty

Green Hippo Ltd will warranty the Hippotizer for@gear from date of purchase. This is a full retor
base warranty.

Please contact Green Hippo if you experience awenelfault. You will receive a RMA number and form
to send the unit back to our manufacturing partner.

NB: Any attempt to open the casing will invalidgur warranty. Any attempt to load any softwanéoo
the unit in any way other than that described erttanual will invalidate the warranty.

1.3 What are Media Servers?

A real-time media server is designed to contrdiedént forms of media and output them simultangousl
with manipulation. Manipulation can be made via Reeper, Hippotizer's built in control centre, or
externally via DMX, MIDI, RS232 and other indusstandard protocols.

1.3.1 Dual output image/video processor

Hippotizer consists of 8 media layers. Hippotizan cun in several different display configuraticush
as single, dual, or pan mode and display the esslhg VGA, DVI or composite/s-video standards.
Hippotizer is also capable of controlling LED fixés via DMX over Ethernet (ArtNet).



1.3.2 Real time effects manipulation

Hippotizer allows you to apply FX to images; videwd live sources in real time and the effect wéll b
rendered immediately. The ability to mix betweeyela and apply FX in real time makes the Hippotizer
ideal for live situations where the content maychieebe continually changed in real-time.

1.3.3 Processing flowchart

The Hippotizer Media Server is, in principle 8 wdglayers, a mixer and a selection of effectsnatiie
box. You have instant access to over 250 paramatensy one time. It is possible to manipulate iplgt
parameters instantly and at random for any medi@rcamera feed. Any changes to these paramaters
executed instantly, which is why we call the Hippet a “real-time” media server.

The above is true if running in either single sore@de or pan mode. When running in dual outpudeno
the Hippotizer will operate as two separate 8 lagachines (total number of layers depends on Hipgot
version).

But before we look at the functions and featurethefunit it will prove useful if we familiarize oselves
with the basic flow of information through the Higdjzer Engine. To help us we’ll use the following
diagram.
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The process begins with the media player of eagr|avhere we select the source material. Thisheaa
video clip, a static image a live video feed or tlwput of another layer (Relay). On each layer gau
then add effects to the chosen media. There affe@®engines per layer. Also at this stage, éapdr
can be scaled, zoomed, rotated and positionecir #nd y plane of the final output. The mix modie f
each layer decides how that particular layer intsrevith the layers underneath. Check out the@ecti
‘Mix modes’ to find out more about how these work.



Once all 8 layers are mixed together this mix entpresented to the Master Layer. This is the fayar
and comprises a combination of effects, positiorsindg media created on all 8 layers. Any changesemad
in the Master Layer affect the composition as alethbhe Master Layer is ideally suited to the setfip
parameters such as master colour balance or keystwrection for a specific projection setup.



2 Introduction to Hippotizer V3

Version 3 Hippotizer software is designed to buiehn the success of its predecessor V2 which was
known for its ease of use, high quality video otigmd comprehensive set of features. This neworers
continues this but adds a whole new level of M&Baver functionality. However, as with all softear
which takes a quantum leap, there is a somewhgpeatdearning curve with V3 so we recommend you
study this document in full and use it as a compatd the product.

NOTE: If you are upgrading a V2 Hippotizer to V&botizer software you must read carefully the sote
supplied with the upgrade package. There are guwes which must be adhered to for the upgrade to b
performed smoothly. Details are also availabkatv.green-hippo.comAlso, Version 2 Hippotizers
upgraded to Version 3 may have different hardwatéat shown in this manual. If in doubt contace&r
Hippo.

2.1 Physical Installation
The location of the unit is important. Like any qauter it should be kept in a cool dry environment.

2.1.1 Ventilation

The unit is cooled by the flow of fresh air via $ain the unit. Therefore the unit must have arcdéragap
with no obstructions to the front and rear. Thi can run to high temperatures safely if well viated
but damage to components will most likely occuarify of the vents are obstructed. Air flows throtigh
front doors and out of the back of the unit. Htalled in a rack ensure that there is a free Bbfesh air
front and back. Never run the unit in an enclosuith a sealed back such as a rack mount caseleth
rear door still in place.

2.1.2 Rack Mounting

The Hippotizer comes in an industry standard 18k raount case. The ‘ears’ on either side allow tgou
install it into a standard flight case or any eamiment employing the 19” standard. Like any harévhat
may be used for touring or industrial installatioagpropriate protection and support should beigeal/
by the rack mount and flight case. This includssigport tray to bear the weight of the unit oreslidils
as this will allow you access to the inside of ltfippotizer should you need to.

Hippo Critter units are not 19” rack mountable, dntoptional mounting bracket is available to mdbet
unit on the wall, or truss for permanent instadias.

2.1.3 Flight Casing

The Hippotizer can be mounted in a flight casegduires 4U and must have the front and back panel
removed for operation as this is where the fansaipe

Some examples of suitable flight cases are lisedol please visitvww.green-hippo.confor more
details of suitable mounting and cases.

2.2 Precautions

Do not place drinks, or heavy objects on top ofuithie. Any failure caused by fluid, shocks or nssus
not covered under warranty.

NB: Take care not to push the unit too far backresa wall to prevent damage to the connectors
positioned at the rear or restrict airflow througk unit.

2.3 Hippotizer Variants

Hippotizer V3 is available in 3 versions:
Hippo Critter

Hippotizer Stage

Hippotizer HD



Hippotizer versions differ in number of availabégérs, number of outputs and maximum
resolution of applied media. Please refer to comspartables and documentation on
www.green-hippo.comor contact your local Green-Hippo distributor $pecific
requirements.

The procedures and techniques discussed in thisahand any associated diagrams/photos
are based on a Version 3 Hippotizer Stage in astyld case, and also in a new case. In
some instances your hardware may differ slightiyrfithat shown. E.g. When working with

a Hippotizer Express, you will see only one grapluiard. This is normal.

2.4 Hippotizer Server — Hardware and Connections

Currently there are two types of types case you Inaas, below are descriptions for both.
Front view of older enclosure;
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Rear view of older enclosure;



The Hippotizer has many similar features and corores found on other computers. Depending on the
type of case you have and the model of Hippotizemumber of outputs and may vary, but all systems
will feature the following.



2.4.1 Power

Old enclosure New enclosure Critter enclosure

To connect power to the Hippotizer plug the IECleato the back of the unit (AA) and connect to a
suitable power supply. The Power supply auto sevdésge and can operate between 115-230v AC. Once
the power has been connected press the rear paiteln $AB) to the on position (old enclosure only).

2.4.2 Display Connection
Older enclosures

Hippotizers in older enclosures have two graph&sl€ one displays the output to your chosen display
device(s) (marked here with B, C, and D). The sdaard shows the Windows desktop and is used to run
ZooKeeper, the Hippotizer's control centre, whidlbvas the user to directly monitor all functionsdan
access them via mouse and keyboard (marked hdré&ewi and G). Both graphics cards have two DVI
outputs allowing you to connect more than one neofutitput device to each graphics card depending on
the mode you are running your Hippotizer in (segpldy Modes). If you are using a VGA monitor you

will need to use a DVI-VGA adapter. There is alacdsaVideo connection to allow connection to a
Plasma/LCD output device.

To connect a monitor or output device to act as goatrol centre (ZooKeeper) display connect ithte
DVI socket (G) on the graphics card furthest fréva power supply.



Connect the output monitor or device to DVI sodfX this will display the rendered main output from
the unit. Depending how you intend to run your Hifiger you may wish connect more than one output
display device, this is covered in the Display M®dection.

New enclosures

New Hippotizers have the same connections but ptedeas above. Depending on the model and any add-
ons you have requested your system may differtbjidput all systems will feature the following;

I/O 2x USB, FireWire400, RS232 serial port, VID IN,lYOUT2, 2x Gigabit Ethernet connections.

MON1 & MON2 Are connections for your monitors to display thentdws Desktop and
Zookeeper control application. On each connecton,can connect via either D-Sub VGA or DVI but not
both. If you are planning to use only one monitannect it to the output marke®lON 1'.

OUT1 & OUT2 Are the output connections for your output devi¢egou have only one output device,
connect it to the output mark€&JT1.
Hippo Critter

Power in

©

The Hippo Critter has a number of similar connewjovhich are located on the rear of the unit &ed t
following are available;



PS2 Mouse and Keyboard, 3x Rs232 connections, 8«2J& connections, 1 ArtNet and 1 HippoNet
1Gigabit Ethernet connections.

The monitor connections will vary depending on hbe system is used, but normally the Output is the
monitor connection closest to the power switch.

NOTE: On Hippo Critters there is a 15pin D-Sub nb@nconnection, this connection is never used.

2.4.3 Control Connection

Older Hippotizers have 6 USB sockets later Hipmotzave 4; these are useful for connecting a rahge
devices including mice, keyboards and externaledriVt is recommended that the front two USB sacket
are kept free to allow easy connection to an eatatrive for loading media.

To operate Zookeeper you will need to connect as@@und keyboard to the Hippotizer. Older Hipposizer
will accept PS2 or USB devices. New Hippos willyatcept USB devices.

2.4.4 Network Connection

Hippotizers have two Gigabit Network ports. Thisyides high speed data transfer and allows thetainit
be networked via a hub to other Hippotizers androtlad via ArtNet or similar. Due to the high spee
data transfer CAT6 cable should be used.

Older Hippotizers Connect using one of the two Rddékets on the back (7+8). However, you shouid us
the Network Connector marked 7 for ZooKeeper pkrsegal networking and reserve Network Connector
marked 8 for ArtNet services wherever possible.

New Hippotizers have the network connections la&elith a Hippo icon for the HippoNet connection.
For Hippo Critters, please refer to the picturéhim connections section above.

Multiple Hippotizers can be networked together gsirgigabit switch. This should be done by conmegcti
CAT6 cable between the RJ45 sockets (7) to a digahich. Hippotizers communicate using HippoNet
enabling the control of multiple units from one Ra@per (remote controller) and allowing media to be
shared between multiple units (see HippoNet section

The second network port (8) allows control of thippdtizer via Ethernet based protocols such as étrtN
from a Lighting Desk or similar controller. If yare connecting directly between a Lighting desk and
Hippotizer, a cross over cable can be used. Ttuald be CAT6 to enable fast data transfer. Altéviety
a gigabit switch can be used

2.4.5 Detailed Connections
Older case layout




Serial Port (RS232)

DVI - Output 2 (for extended control Centre — Zoelder — operation)

S Video — Output (If you wish to display ZooKeeperdesktop on a video display)

DVI - Control Output 1 (main display output)

DVI - Control Output 2 (for secondary or extendeod®s of output to displays such as Pan, clone
or dual modes)

S Video — Output

DVI - Output 1 (for main control Centre — ZooKeepeoperation)

S Video Input

Composite Input

moow»

TIeOMm

Older Hippotizer back plane layout.

s | bl Bl |

IMPORTANT: Please note that the first Ethernet port (used¢HfppoNet) is on the right and the
secondary Ethernet port (used for ArtNet) is onléffie
1. PS2 Mouse Port
2. PS2 Keyboard Port
3. Printer Port
4. Digital Audio out SPDIF
5. Digital Audio Out optical
6. SATA Port (not used)
7. LAN RJ45 Port - HippoNet
8. LAN RJ45 Port — ArtNet
9. USB 2.0 Ports
10. Centre Speaker/Subwoofer Connection (Orange)
11. Line In Connection (Blue)
12. Side Speaker Out Connection (Black)
13. Line Out Connection (Green)
14. Rear Speaker Out Connection (Grey)
15. Microphone In Connection (Pink)

New case layout

Output2 Outputl Monitor 2 Monitor 1 I/O
UsSB
DVI DVI DVI DVI RS232
UsSB
ComponentComponent VID
IN
R R FireWire
VGA VGA
G G
B B VIDOUT2
H H HippoNet
+
V \Y

ArtNet



Depending on the type of Hippotizer you have, thenection layout may differ, but they are
be clearly labelled.

Note: when using output and monitor devices on new sigkes note that converters cannot
be used to change a DVI output into VGA output. V@&vices can be used by connecting to
the Component output instead.



Front Panel

Older cases

The front of the unit has two further USB sockeisl a panel display with LEDs to show the unit is
running and any hard drive activity. Open the rigaind door on the front panel by turning the blieek
lock in the centre of the unit. Inside here you ¥ifld the DVD drive, this can be used to load naeoti
software updates onto the Hippotizer. There is alsed reset switch which should only be used td ha
reset Hippotizer in emergencies. The final buttothe power switch, this will start the Hippotizerd if
pressed during operation will perform a soft shutd@f the system. We recommend you close the
Hippotizer engine before performing a soft shutdown

You have an older Hippotizer system serial numbertze found inside the right hand door, as above.

New Cases
On Later cases, the Serial number for your Hippotiz located on the side off the unit near theli¥éhce
label.

On the front of unit to the left are 2 USB ports$;ieewire400 and the Power button. On the Extreigtet r
is a vertically mounted slot loading DVD drive foading media and software updates to the Hippotize
Adjacent to the DVD drive is a LCD display LED diap with a control pad to access some settingheof t
Hippotizer.

OO T

F'i,reWire o
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.7 Status LCD dlspla¥

USB
USB Power DVD drive
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3 Getting Started with the Software

To get started please connect 2 monitors, onestbattom connector of each graphics card. Once you
have powered up your Hippotizer and Windows is nignyou will be presented with a standard
Microsoft Windows desktop. On this desktop you wde icons labelled HippotizerV3 Engine and
ZooKeeper. NOTE: You may see more Hippotizer Relétons but these refer to Hippotizer V2 so
please disregard them. Running V2 elements aldags8 may cause conflicts and instability.

To start the Engine double-click thigppotizerV3 engineicon. You will see some screen adjustments
take place over a 20 second period but there witid visible change in your desktop. However if yo
look on the taskbar at the bottom of your main mrgcreen you will see an icon for the engine 4l 8
icons (version/settings dependant) side by sidelwiepresent the Mpeg2 decoders for each layer.

clelelelsy
Your Hippotizer V3 Engine is now running and readyeceive control commands from either a local
instance of ZooKeeper or ZooKeeper running on aratiachine. For the purposes of this section we
want to run ZooKeeper locally so locate the icanZooKeeper on your desktop and double click it.
(=]

===

You will see the program start up with a welcomgoland, once running, you should be presentedawith
screen similar to the one shown here.

This user interface has
been disabled to preserve
system resources,

To enable it, press the

butten below.

el Interfaca

In this state ZooKeeper is not running to saveesystesources but is ready to opened quickly if eded
This state is only useful when the system is beogrolled remotely so clictctivate User Interface’.
By default the system will open in the last scrisgiout used. However, if your Hippotizer is newerth
you should be greeted with the following layout.



Hippotizer V3 - Desktop 1
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If you are using a monitor which supports 1280 24L€esolution you can resize the layout for optimal
viewing using the button labelled280 8layerdefault’ on the top task bar are&his will give you a
more suitable layout. If you don't see the ablay®ut click eitherl024 8layer defaultor 1280 8layer
default depending on your monitor’s resolution.

Before we dive into controlling the Hippotizer,'tejust take a little time to see how we can work
efficiently with the screen layouts and ergononaiattires in Hippotizer V3.

Hippotizer V3 software consists of 2 distinct coments, theHippotizerV3 Engine andZooKeeper.

HippotizerV3 Engine

The Hippotizer engine is the software element wigieherates the output(s) of the system. When mgnni
the Engine can be controlled by either a local mdmientre called ZooKeeper or an instance of Zaygée
running on any other machine connected via Hippgi@bethod of connecting multiple Hippotizers over
a standard Gigabit LAN).

Hippotizer can be run iEngine-only mode hence the separation of the Engine from Zep&e

However in the majority of this manual, we are gpoio control Hippotizer with ZooKeeper running tret
same machine. (For details of how to control Hifgsw from other machines see Advanced Control
Options later in this document).

To start the Engine, double click on the “Enginain on your desktop.

ZooKeeper

ZooKeeper is the software element dedicated taraling the engine of your Hippotizer V3. Fromghi
user interface you can have real time control loélaments of your media including timeline andsete
creation along with all settings for the enginelsas screen configurations, display options anahso
ZooKeeper must be started separately from the Erggmponent and should ideally be started once the
Hippotizer V3 engine is running.

So let’s look at working with Hippotizer V3 on aagle machine.

To start ZooKeeper double click on the ZooKeepen lon the desktop.



3.1 Screen Layouts and Ergonomics

ZooKeeper has a selection of views designed to imsps optimize viewing and layout. Firstly, yoill w
notice that all windows are draggable. This maanscan move key elements of the User Interface int
locations which suit your current work mode. Algu will notice that in the top right hand cornéreach

element there are a series of clickable size opfi@a these: . These go beyond the usual
Windows maximise and minimise options and giveap tifferent views of the selected element to suit
different needs. For now we suggest you leaveléfault view in place to help you to begin workinigh
Hippotizer but later experiment with these to see lyou can best view the layout. And bear in nimedt
once you have a view you are happy with you carthiséave desktop’button on the top task bar to save
a layout and then switch between different views.

5 @ @ | ™ Save Deskiop... | 1024 laver default 1250 Slaver default

You can also spread your ZooKeeper interface atvassnonitors if desired. We recommend using a
high resolution monitor but in the absence of tAiXVGA monitors can be a good second best,
particularly in more advanced situations where yoght employ the timeline.

3.1.1 Clicking and double clicking
In Hippotizer V3, many sections are capable of peipened or displaying different views by either

single-clicking or double-clicking. Also many fuians can be dragged to other locations to coppty
settings. We will cover this in subsequent sectidfigou hold your mouse over various parts of the
screen areas you will see combinations of theigtig functions:

Arrow Head:# This means that the area you arermagy@ver isdraggableto other locations.

Single Dot: = This element has a function activdtga@single click

2 dots: 2 This element has a function activated tguble click.

Vertical Line:bﬂ This element can liecreased or decreasedsing, for example, a fader.

You may see combinations of any or all of the abfowetions depending on which point in ZooKeeper
your mouse is. You will discover how to use thiseetions in subsequent sections.



3.1.2 Reset Functions and procedures

Reset Entire system:To reset an entire Hippotizer to default valugghtrclick in the centre of the large
window in the HippoNet Overview window and seldReSet Engine’. This restores all values to default
throughout the system.

Reset a Layer:In the layer control box there is a reset buttorestore all functions on that layer to the
default values. However, there are some guideliigsh if learnt will help you to reset individual
functions more specifically.

More

Reset Specific functions or groups of functions:As a general rule in ZooKeeper you can reset any
single value by double clicking on its relevantttoh Furthermore, a group of functions can betréy
double-clicking anywhere in the box which boundsnth
To test this function, go to the colour correctimx as shown below in fig (?) and adjust the brigks,
contrast and red values to a value other than Héfaulragging the relevant fader up or down witiury
mouse.
Now place your mouse over the brightness contagrfand double click it. You will see its valusetto
0.000. Now place your mouse over the open grey jaist to the right of the contrast fader and deubl
click. You will seeall the values you changed in the red and contrasbeectnap back to their defaults.
So the simple rules are:-

Double-click a specific fader or function to reeaty that function.

Double-click in the grey area to reset any groufuattions contained within a bounding box.



3.1.3 ToolTips

If you require more informatiotooltips are available. Activating this function will giveore in-depth
information about the function your mouse is cutlseaver as shown in the above diagram.

You can switch this function on and off by accegghme settings menu on the top tool bar and safgcti
‘showtooltips’.

3.2 ZooKeeper — an overview

The layout of ZooKeeper is divided in such a waat gimilar functions are grouped together into lsoxe
The following will give an overview of all key arge#o get you started.

3.2.1 HippoNet Overview

This is the heart of your ZooKeeper control centrethis instance you will see a view similar bat
above but in future projects where you have maoae ttme Hippotizer on the network you will see awie
like this forevery system present, allowing you to control multigiachines simultaneously.

Each system has a name at the top to identifgédow this is a representation of the main outmat all
layers. The large area in the centre (shown belitiwvthe large Green Hippo logo and above with
Hippotizer V3 logo) is the main output. The smalt®ns around the edges represent the 8 layesetre
on the machine (you may have only 4 layers depgnalinconfiguration and hardware version).



Layer — «— Llayer5

1

I <+ Layer 6
Layer
2 R «— Layer7
I:ayer —_— <«— Layer 8

Below this you will see a list of the kepmponentspresent on the system. Later we will show you how
to add more of these ‘building blocks’.

At this time most of the controls you need havenbgened as part of t1©24 8layer defaultview
settings. However, in the future you may neecttipen some sections. Here are some of the key
approaches to doing so.

Double clicking any layer area opens the relelaygr control window andmedia selectorwindow.
Double clicking the large area to the centre wilén theLayer Overview Window.

Single clicking the lettel at the top right will open theaster output controls

Right clicking in the large central window will givoptions which will be covered later but at tlise the
reset enginefunction will be the most useful to you since iets all layers and master canvas to the
default settings.

3.2.2 The Layer Overview window

The layer overview window gives a general repregéont of the layers and basic controls for previgwi
and adjusting levels. In the view above you haagdinformation. However, you will note there are



several resizing options accessed from the coritrdtee top right hand corne . In larger
scale views there are more controls to be accessmutding to your needs.

Horizontal orientation:

Detailed View:

In this view a much more comprehensive set of aisfxppears. However, many of the functions are
accessible from other zones in ZooKeeper so thisiare might be a useful view to select once your
composition is complete and you need one place th& majority of changes quickly and easily.
When not already open you can access the layevieweby clicking on the centre video preview
(Hippotizer Output) on the HippoNet Overview window

In the final view you will have access to many col#t such as layer level, mix modes, source selecti
and so on which we will cover in subsequent sestion

3.2.3 The Layer Control Window



Double clicking any layer in the Layer Overview \Wow will open the Layer control Window. Only one
instance of the layer Control Window can be opeonattime. You can make it active for any layer by
clicking the desired one in the Layer Overview vand

The layer control window provides advanced contfotsadjusting the parameters of any layer and is
divided up into sections, each grouped accordiritgtiunction.

The above view is the basic horizontal versiondBfault the layer window will open in this view.
However you still have access to all controls, theyjust not as comprehensive. Click on the leftmo
icon to get the view above. You can switch betwdews depending on the degree of control you need.



Above is the basic detail view in portrait versenmd gives the same information in a different vighis
view is selected by clicking the centre view saect

The above view is the comprehensive or full vietivated via the rightmost view selector. Heretladl
controls are expanded to give more detailed paenhiahd more options to manipulate settings.
By default the layer window will open in a compambde however you still have access to all controls,

they are just not as comprehensive. You can swiétiveen views depending on the degree of contiol yo
need.



The Layer Control is divided into different paneach grouped by the type of controls they contaioh
as geometry or Effects and so on. The default gadaa be reset by double clicking in the grey afehe
pane for that group of controls or by double clickbn a fader.

So let’s look at the elements contained with thgelcaControl Window:

3.2.3.1 Reset Button

This is an overall reset of the layer and will tabe attributes of the layer. It sets the MedyBt back to
bank 000 clip 000 (the first media in the first kanf the Hippotizer library).

3.2.3.2 Audio

If an audio file or a video with audio is loadedaithe layer, the volume and balance can be
controlled independently of the video level control

3.2.3.3 Level and Mix-Mode

The level control allows you to set the level foe individual layer by dragging the fader up andd@r
by typing a value in the box below. For examplejryg 0.5 sets the level to 50%. Moving this fader
and down adjusts the level of that layer in theraleomposition.

The Mix-Modes dictate how the layers interact betveach other. As a general understanding of this
function layer 1 can be seen as the background (agefound in other photo and video editing sofeya
The mix mode dictates the type of transparencyigrthat any layer will have with those underneéth i
As this is hugely important and can get quite ca@nphere is a separate section explaining theittions
in greater detail.

However, we recommend you experiment with thedegstto view their effect. To do so, select a vide
clip or image on layer 1 as a background. (Remerablering the Level up to full to see the layertba
Output) Then go to layer 2 and select another inmaggdeo clip. Select different Mix-Modes and play
with the Level of layer 2 and you'll quickly getgaasp on the basic principles.

3.2.3.4 Layer Preview

This box provides a representation of the medigipgaon the layer and any geometry, colour, eféeut
level settings applied to it.

You will also see 3 buttons labell&ic FX andMix .

Src: This button allows you to view the source medidhaitt any effects or setting applied to it.

FX: This button allows you to view any media and tHea$§ applied to it but without any geometry or
other functions. So if, for example, a piece ofirags heavily zoomed to be almost un-viewable gan
still adjust the effects on it without un-zoomirg i

Mix: This provides a view of the layer with the effeatsl geometry applied to the preview..

You can select media by dragging and dropping a#dimbnails from the media selector into this area
Alternatively you can just click the media in thed selection window. Note that the layer youehav
active in the window will be the one changed. Tacwto another layer click it's relevant icon et
Overview Window. This will mean you don’t havehtave multiple instances of the layer preview or any
other layer controls, only the layer you are wogkam. The text at the top of the window indicatdéch
layer you are working on.



3.2.3.5 Colour Controls

Here you will find adjustments for the layer’s Bitgess, Contrast and RGB colour values. Therksds a
an invert button for the colour. The colour cordroan be set manually using the faders or by tygiiag
percentage in the black box below.

The black and white hippo button inverts the caonfrthe media.

If you do not wish to set the colours individualising the respective levels of the RGB faders,gau
select colour by clicking anywhere on the colowkpr and dragging the mouse around while previewing
on the output screen. The box to the right (shawred in this diagram) is a representation of tmeent
colour selected by the colour picker of combinatbfader adjustments.

3.2.3.6 Advanced Colour

An Advanced Colour control for users who want tjuatithe Low, Mid, and High tones of
the Red, Green and Blue is also available. Thiks/ordependently of the normal Red,
Green and Blue adjustment. To enable this, cliekfdvanced Colour’ check box. You will
be presented with the following dialog box.



You can enter specific values from 1.000 to -1.@®Gdjust the value by clicking on the
number and dragging using the mouse to the degaleg. Values can be reset by double
clicking on the appropriate area.

3.2.3.7 Layer Source
Hippotizer can display a variety of inputs and sesrby selecting one from this area. On each hayer
can switch between 4 different types of Sources:
- Media Player — plays videos or stills stored onHiigpotizer Hard Disc Drives
Live Video input — Live action or external sourded in via standard or optional cards
Generators — Algorithmic patterns generated intgrna
Relays — Using the output of any other layer asthece for this layer

Use these buttons to switch between the 4 diffaretes listed above.

3.2.3.7.1 Media Player

The Media Player on each layer allows you to plagkivideo clips and still images stored on the
Hippotizer’s Hard Disc Drives. To change a cligheitclick on it in the Media Selector or drag the
thumbnail from the media selector window here. left hand side you can see important information
like the file name, resolution, and default frarateretc.

The In-Point and Out-point of video clips can ber@d by dragging the green pointers located ottethe
and right of the Playback scale. These can alsebt precise numbers by clicking on the white



numerical values labelled in-point, out-point afaypack position. To reset the default in and aibts,
double click anywhere on the pointer scale or dinegcons back to the ends of the progress bar.

Next to the preview screen is a speed control. Dpgnd down to vary the speed of a clip. Doukitek gt

to reset to normal playback speed. The speed sarbalentered as a value in the box. Note thatusec
the system can play media of differing frames peoad values the speed is always shown as a pageent
of the normal playback speed. So a 25 framesquemsl clip set to 50.00 will play back at 12.5 feam

per second and so on.

The buttons below act like those on a VCR but witme additional functions.

Play Once Forward

Loop Forward

Pause

Play Once Backwards

Loop Backwards

Ping Pong- plays forward to the end-point marker then regsmplay to the in-point marker and
repeats creating a ping-pong effect. (Note thattficiency of reverse playback is dependent erlth
frame structure of the clip. For more informatg®e the ‘Encoding Media’ section).

Random Frame. This rapidly selects random frames within the tti jump to and generates
some interesting effects. If the speed contratdticed simultaneously some interesting frame gngbb
and blending effects can be achieved.

The Pause on Zero Level checkbox allows you to sadioyou would like the clip to automatically gaao
pause mode whenever the level of this layer isoseéro and thus the clip cannot be seen. Thisssave
system resources by not playing clips if they cafmeoseen.

The Rewind on Zero level checkbox allows you autically rewind the clip to the start

3.2.3.7.2 Live Video Input

This interface allows selection of the layer sodroen the default S-video/Composite capture cardmnyr
of the optional SDI, VGA or 4-input capture cardelect one of the inputs to view the live sourtae
list and the functionality of these buttons will leited by the capture devices present in youtesys



You will also have to pre-configure your varioupun card settings. These settings can be founiyhy
clicking the ‘Engine’ Icon in the HippoNet overvieamd selecting settings -> live video settings.



Generators

The Generator is a new feature in version 3. Géoiesrdo not play back media files, but generategesa

on the basis of algorithms. These algorithms geegratterns and textures using mathematics witthaut
need to source media. Currently only a handfulxefheples are included like a simple colour matte and
some geometric shapes, but this is an expandadtieréeand we will be adding many useful presethén
future. Select a Generator from the drop down buktaen modify the parameters below. The Colour can
also be changed as described above in the colotmote Users of LED fixtures will find these esjzly
useful.

3.2.3.7.3 Relays

Relays allow you to feed the result of one layép Bnother layer. This allows you to run multiple
instances of the same clip whilst keeping systesougees to a minimum. Also, Say you need 4 FX
engines to achieve a particular composition thengan feed the result of Layer 1 into layer 2 asel the
FX of layer 2 on top of the FX from layer 1.



Alternatively you can also create feedback by fegdhe Master Output back into a layer. This caater
interesting effects, but requires some experimemtat

3.2.3.8 Geometry Control

These are the controls for the position and sddalleeomedia on the output. This can easily be maatpd

by dragging the light blue screen around with tlese. By simultaneously holding down shift on the
keyboard you will get fine control. Similarly, Cttfl mouse movement rotates the image and Alt + mouse
movement will zoom the image. The position of theesn can also be manipulated by dragging the
relevant numbers from left to right. This is usefylou only want to adjust, say the X-axis positio

The Aspect Mode drop down menu allows you to chétgel 1:1 to maintain the true size of the media,
or choose Auto Scale to allow Hippotizer to exptreimedia to fill the screen whilst maintaining the
aspect ratio.

Clicking the circular arrow button will allow you to set the continuous rotation spexé the media.
When this button is pressed, the position valuéakiinge to the speed value. By dragging the cuesor
the left it will rotate the media to the left ander versa.

3.2.3.9 FX Controls

The two bottom windows are two FX engines which lbarapplied simultaneously to the layer. The drop
down menu shows all available FX and by selectimg af them, the controllable parameters will become
active and be labelled with their function for tleffect.

The results of the Effects are covered later is thanual, but you can experiment with these effects
quickly by selecting an effect and adjusting itkieaaccordingly.

Remember that you can reset any value by clicksxtader or reset the whole effect to no effectbyble
clicking in the grey area around the controls.



3.2.3.10 Media Selector Window

Hippotizer ships from the factory with a collectiohdefault shapes, masks, and a bank of 100 noigsa
pre-installed. You can access these clips fromrtédia selector window. In the Media Selector Wind
you will see a row of thumbnails in the uppermast,rwhere you can select from one of the 255 media
banks. A bank is a ‘virtual folder’ containing dipnd stills selected by the user during the psooés
importing media. Clicking on a bank icon in the tow gives access to the media within that bank.
Thumbnails of the media within the bank will be fidun the window below. Clicking on this will actite
that clip or image on the active layer.

The way that this media is organized is covereevetere in this manual but for now you can experimen
with viewing and selecting clips preloaded on tystem.

The selection made will affect the active layebegin by selecting the required layer in the layer
overview window. ldeally, if this is your first eaunter with Hippotizer, we suggest selecting layer
which is your ‘background’ layer. Select a bani afick through the media available. You will dae
media change on the layer preview and master o(ifpudur levels are at full). Once loaded you cese
the functions we have covered in previous sectiomsanipulate the media and add effects, geometry
changes, colour correction and so on.

If you wish to load media to different layers guickou can simply click and drag the thumbnail ittie
relevant layer on the Layer Preview Window.

If you wish to see larger thumbnails there is desliat the side of the window to increase or desar¢ae
size of the thumbnail.

3.2.4 The Master Layer

You may remember from the earlier flowchart thatlsttall layers are individually configurable thaye
then fed to one global layer called the Master @aror Master Layer where changes affecting allrkaiye

a composition can be activated.

You can access the Master Layer by clicking the Bdtton in the HippoNet Overview window. Here you
can make global changes to all layers along withesadvanced controls such as keystone. To theside
the master layer is the level control allowing yowchange the output level. Use the tabs to adoetber
settings and functions listed below. To see te&\shown above use the view selectors at the gy of
the window.



3.2.4.1 Keystone

Select by clicking the tab marked keystone. Wheajegting onto screens from non-perpendicular
positions, the projected image will be distortelleSe 8 controls allow you to either enter the valugrag
the values to alter the keystone effect applietti¢coverall image. The output can also be keysttayed
dragging the corners of the green box to createpesto suit.

3.2.4.2 Geometry

This has identical functionality to that found & tayers but affects the composition as a whBle.
dragging the light green box around this will altez position of the media within the display plagk.
Values can again be entered manually or the maaese to drag the values to increase/decrease them.

Clicking the circular arrow button will allow you to set the continuous rotation sped the media.
When this button is pressed, the position valudiscivnge to the speed values. By dragging theocues
the left it will rotate the media to the left andes versa.

3.2.4.3 Colour

This tab contains controls to alter the brightreass$ contrast of the complete composition. The inver
function will invert the colours creating a negatiand there are also the options to alter the R@&s or
use the colour picker in the same manner as tlee fapctions.



3.24.4 FX

The Master layer has 2 FX engines which work ircdydahe same way as the individual layer FX but
once again affect the composition as a whole. Yasuaccess the second FX Engine by clicking on the
FX2 tab.

3.2.45 ScreenWarp

ScreenWarp is a sophisticated screen shaping méamluid on all Hippotizers. It allows users to atju

the output image to appear linear on non-linediases or just create an effect. This part of the
ScreenWarp should be run in conjunction with thénmaodule which can be opened via the ScreenWarp
icon in the HippoNet overview window. Using thetsen adjoining the Master Canvas controls we can
fade between pre-created warps, adjust edge-blgpdirameters and so on. The creation of ScreenWarp
presets will be covered in the advanced secti@m.lat

The four black boxes labelled BlendLeft, Blend Rigtc allow you to adjust the soft edge blendingtfie
warp; this enables you to join more than one ouipgether if using multiple Hippotizer systems.e Seft
edge blending section.

To activate the soft edge blending click the enabitton, then adjust the Gamma and Overlap value.
Whilst holding down the left mouse button the valean be increased or decreased by dragging theemou
left or right or by simply typing the value intoetlvalue box.

The blend radial option allows you to create autacblend. See subsequent sections for morelsietai
using this feature.

3.2.4.6 Matrox Triplehead2Go

Matrox manufacture a device which when connectatigmutput of the Hippotizer can
provide up to three individual outputs. For mor®imation please refer tdatrox’s
website



NOTE: Because of the large output resolutions meguio display a output across three
devices using a Triplehead 2go it only recommenwi¢ill a Hippotizer HD unit as Stage,
Critter and older systems will be limited in theximum output they can be set to.

Once you have connected a Triplehead2go and a mwhbeatput devices. Windows should
detect the available resolutions with the conned®dces. Once this has been done, the
Engine settings in Hippotizer settings will have #ame resolutions available as long as they
are within the licence of your system.

Note: The feature in Hippotizer doesn’t require @rox software to be installed. However
on some occasions the output devices may not setsblves up correctly with the Matrox
device. To resolve this you will need to insta# thlatrox software to force the desired
resolution. For more information, refer to the Telpead2Go documentation.

On the main output keystone tab, there is a dropd@t/to select the output split mode for
the master layer. This setting splits the outpydavill have a Keystone, Colour, Warp and
Geometry control for each section of the split.sThill enable you to control multiple
outputs on devices such as Matrox’s TripleHead2®Gichvare connected to the output of the
hippotizer. The modes available are;

Single - Standard mode.

Split Horizontal Dual Pan - split the output acrdss resolution horizontally for two
output devices

Clone Horizontal Dual Pan - split then clone thépatihorizontally

Split Vertical Dual Pan - split the output acrdss tesolution vertically

Clone Vertical Dual Pan - split then clone the otitgertically

Split Horizontal Triple Pan - split the output assdhe resolution horizontally for
three output devices.

Clone Horizontal Triple Pan - split then clone theput across the resolution
horizontally for three output devices.

Once you have selected your preferred mode, thmlihail preview will adapt to that mode
and more keystone, e.g in the example below theubig set to ‘Clone Horizontal Pan’ and
each output has its own keystone and geometry set;



Note: In these modes, there are still the stanttesd=X options which will be applied on all
the outputs as normal.

3.3 Media: Importing and Managing your Media

Hippotizer V3 software brings a revolution in camtémport for Media Servers. Traditionally useseu
third party encoding software on an external maghinencode media to the correct format. In Ver§8io
Hippotizer the encoder is built into the softwanel ghe entire process of importing, encoding andllfy
allocating your media to a bank and location caddiee within ZooKeeper or from any other servehisT
reduces encode times and allows users to intetraerocess into their overall working strategyaon
running Hippotizer.

In Hippotizer V3, media management is done somewifi@rently to those familiar with V2 Hippotizer.
You can import media from any drive connected todpstem. During the following process you will
arrange your media into banks and clips as you wittiout affecting the layout of your media on the
source drives. During the process of importingrtieglia, the system will encode the media to theecor
format automatically, and link it to the locatioawchoose.

3.3.1 How to Import Media

To begin importing media double click the MediaMge&icon in the HippoNet Overview window as
shown below. The Media Manager will now open iresviwindow.



The MediaManager is divided into different panéthuhe Folders pane down the left hand side which
displays all the possible locations for importediiae

The above is a close-up of an example folders palwte that your system may have a different folbér
than shown in this example.



The Medias pane displays media already importeccande viewed in different ways by selecting the
options from the View menu.

The Information pane shows a preview of selectedian&long with detailed information about the file.
Selecting different files in the Medias pane digpleelevant information for that file.



There is a representation of the media selecttudied in the MediaManager. This is used to allecat
your content to a location which you can then asesthe media selector within the layers. Thelime
banks are displayed along the top of the windovia #ie clip locations below. The first clip in edudink
is used as a thumbnail for that bank. To scrobulgh the media banks use the horizontal scroll Tze.
vertical scroll bar allows you to view the clipstin a selected bank. To the left hand side oftledia
banks is a scalable toolbar which alters the thuaihisize allowing you to see more or less rowslipisc
within the bank. You can also increase the vievérga by clicking the corner of the window and

dragging it to the desired size. Clicking on a begk displays the contents of that bank in thations
below.

The toolbar, found at the top of the window, akoyou to activate importing of clips via the Media

Manager, view upload progress of media being erdiaaleer the encoder settings and synchronize media
between Hippotizers over HippoNet.

Clicking the Encoder Settings will open a new wiwddWNe recommend you leave these settings at their

default values unless you have a reason to chaege tHippotizer's Media Encoder is already seht
optimal parameters for general use.

However, the settings do allow you to do the foitogvif needed:
- Change the quality from Auto to Manual and definaryown bit rate.

The Quantization Matrix allows CG/Animation to kested for improved encoding of computer
generated graphics or animation.
Preserve audio of video files will let you know iarpvideo files with audio.
Within the Options pane there is an option for Arame Only’ ticking this option will improve
playback of clips when played backwards. Howekierresulting files will be considerably larger
increasing the use of system resources. Therefdyeselect this option if your show relies
heavily upon reverse playback of files.
Preserve alpha transparency will keep the tranapbeekground that a media clip may have.
Only certain source files are capable of supporippa channels and the most common will be
uncompressed QuickTime files. Wherever possibippstizer will encode the source file to



Mpeg2 and preserve the Alpha Channel transpareriogmation even in Mpeg2 format. The
maximum vertical size for clips with alpha chaniseb76 pixels using the HD or 384 using the
Stage. Please refer to the section “Using Alpha wileo” below for more information.

The ‘Force re-encode of MPEG-2 media filesdption can be used if you experience erratic or
unexpected playback from files added to the encathéch are already Mpeg2 format.

Limit video resolution enables you to resize mexiigyou are importing it, on some systems when
all media is the same resolution there may be fpeance improvements.

Ask for a media expiry date; will prompt you for expiry date before media is imported. After
the selected date has passed that media will natditable to playback. NOTE: If the system
date is changed the Hippotizer software will auttcadly disabled any media with an expiry
date.

3.3.2 Importing Media — a tutorial

To proceed with this section you will need to havielder on the system or on an external drive witime
source media available. A handful of clips of &mynat will suffice and can comprise of video atitlss
We recommend some video files are present as themwill see the full power of the encoder.

First begin by right clicking on the root of théefiree in‘folders’ and selecting ‘Create Subfolder’. You
can give the folder a name which will help you ariga your media.

Be aware that at this stage you are not arranging yedia for your show but simply organising your
Hippotizer V3 library. Allocating the media to pexific bank is done later and can be done diftbyéor
each show you work with.

Give the folder a name such as ‘Example Media’



Now highlight your new folder in the folders windowhis will mean the media you now encode will be
added to this folder.

Click ‘open local file explorer’ on the toolbar.



Browse through the required drive or external devintil you find the desired folder using the tire¢he

left hand pane. Then select the media by clickimghe individual file or select a whole folder. tiahat
multiple files can be selected using the Ctrl key oange of clips selected using the shift kegetect all
files within the selection. With the files seleci@g them from the explorer window into the areaked
“to add Media, drop files here...” in the medias window.

This will start the Media Upload window which shothe progress of the encoding of the files to the

MediaManager.

Once a file has been successfully encoded, itssstaitl change to ‘Succeeded’. If there is a peof| an

error message will be displayed explaining whyaswnable to encode the file. If you have inadwéite
selected a file or wish to cancel there is an afmatton next to each clip and also an abort albopt

If you wish to add more files from other locatiadhs above steps can be repeated at any time.

Once the files have been successfully importedMediaManager the Media Upload window can be

closed with the X in the corner.



Your files are now encoded and imported into Hip@atV3 but they have not yet been allocated targkb
and clip location allowing access through the Meidector during normal use.

3.3.2.1 Adding media to banks/clips

Once the above process is complete, you will seentbdia listed in the Medias window
along with any subfolders you have created. Thisys that the media is encoded and
present, ready to be allocated to a bank for useglgeneral Hippotizer operation. Media
can now be added into banks and clips by simplggirey the thumbnail from the list in the
media window onto any space in the clips selectodew below. By holding down the shift
button and clicking on the first and last clip, tiple clips can be added. Similarly multiple
selections can be made by holding down the CTRLvKest clicking files.
There are a few working guidelines you might wislidilow here:
You can drag any or all of the files to any sloaimy bank. If you have selected
multiple files the slot you chose will be the firaedia in the list and all others will be
added in subsequent slots. For example if yousatlgps to bank 1 beginning at 035
you will fill slots 035 to 039.
If the media you have in the media window is exaathat you want in one folder of
the media selector, you can drag the files tolthenbnail in the bank selector, but be
warned that this will add the clips at location @@vards and overwrite any media
references already present.
The clips can be moved from slot to slot in the mesglector by holding the clip and
dragging to another slot. You can add the sanpetalmultiple locations if you wish.
Right click and select delete if the file is nod@n required at that location. (this does
not delete the actual media file, just that instaoftthe clip/image)

Empty banks or clip locations are signified witgray X on a black background.

The media is only stored as a clip location witthie banks which means if a piece of media
is used in a layer and then the clip location updab new media within the bank it will
update the layer to the new media too.

3.3.2.2 Delete a Clip

The clip can be deleted by highlighting and pregsielete or right clicking and selecting
delete from the menu.

3.3.2.3 Synchronize

The Synchronize function allows you to duplicate thedia library from one Hippotizer to
other units on the network via HippoNet. Be awaia iny media which is different on the
other Hippotizers that may be in the banks wilfgglaced. See the Synchronize section for
more details.

++



3.3.3 Using Alpha with video clips

Hippotizer Media Server supports Alpha (Transpayemdth video clips. This allows the creation of
arbitrary shaped media that are partially transgaaad reveal the layers underneath.

The easiest way to create such a file is to useiekQime format such as animation, png or tga #eah t
import them into Hippotizer as described above. @heoder will automatically detect that alpha isgent
and preserve this throughout the encoding process.

There are certain limitations that are importarkriow when working with Alpha files.

1) Resolution
Using alpha uses twice the vertical resolution@o gre restricted by your license as to what reisolu
media you can use.
The maximum supported media resolution for vidéasobn the stage is 1024x768, so the maximum
media size with alpha is 1024x384.
For and HD system the maximum vertical resolutidtialpha is 576.

Note: Switch off “Preserve alpha transparencyhia €ncoding settings if you wish to use these djoek
formats at higher resolutions but do not need alpha

2) Playback performance
Playing back video clips with alpha use about tvéisenuch resources (CPU time, hard-drive throughput
etc) as a clip without, so carefully plan where yaed them and at what resolution.

3.3.4 Encoding Your Own Media

Whilst the media manager in version 3 has a huiiricoding engine for media files,
encoding can often take g long time and requirasttie media goes through an intermediate
format before being placed onto the Hippotizer. ideal situation is for the media to arrive
at the Hippotizer already in the correct format.

There are a number of Encoding software packagaitabie for both PC and Macintosh, and
some editing programs can output MPEG?2 files diyeethichever software you use, here is
a list of some of the settings that you should use:

Format: MPEG2 Elementary stream or Transport Stréasually a .m2v or .mpg
extension)

Standard GOP (15 pictures between I-Frames)

No Audio

Profile/Level : High Profile Medium Level.

25fps for PAL (29.97fps for NTSC)

Resolution & Bitrate

The resolution depends on what you are trying tambwhat system you are using, but these
are the most common frame sizes, next to the frsireeis a recommended Bitrate for
encoding.

720 x 576 Normal PAL Resolution 8000Kbps
720 x 480 Normal NTSC Resolution  8000Kbps
640 x 480 Alternative NTSC Resolution 8000Kbps

800 x 600 VGA 9000Kbps
1024 x 768  XGA 10000Kbps
1280 x 720  720p HD Content 12000Kbps

1920 x 1080 1080p HD Content 16000Kbps



Bitrates are very subjective to the content cortiwithin the media file, so sometimes
experimentation may be needed is the encodededms to be lacking in quality. The
general rule is that the bitrate should be as Iswassible but without affecting the quality of
the final image.

Do not worry if some of the settings such as GOProfile/Level are not available in your
software, it probably means that those featureseiréo a default value and that should be
fine, however you may not be able to do non-stahdaHD resolutions if this is the case.
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3.4 Mix Modes and Effects and Generators

Now that you are familiar with the basic functiatalnd navigation of the user interface and
how to load and access your media we can now tékekaat ways to manipulate your media
to combine multiple layers to create certain looks.

3.4.1 Mix Modes

Mix-modes are an essential tool to create muletayompositions. Remember that to switch betwken t
different layers and make them active in ldneer control window you must click the corresponding layer
in thelayer overview window. Familiarise yourself with this procedure for ghing between layers
before you attempt to experiment the mix modes wadlibe helpful.

So, Mix modes allow you to control how each layeeracts with other layers within the compositidh.
you are experienced in picture or video editing thill be familiar, albeit with a few key differees. For
those not versed in the art of multi-layer composg, simply look at Mix Modes as a way of deciding
what the transparency properties of a layer ageder to view any layers beneath it. Experimenhwit
these settings and use the following tutorialsebagfeel for using these functions.

Here are some examples and a few tips on how ttheskS different mix-modes. The examples all use
the same 2 images on Layer 1 and Layer 2. If yoe lyaur Hippotizer running, select 2 similar images
layer 1 and 2 and experiment using this guide.\Biyching the Mix-Mode of Layer 2 you get the
following results:

Layer 1 + Layer 2

3411 Add

This adds the pixel values in two layers. This goad way to combine non-overlapping images in two
layers.

Because higher pixel values represent lighter es|adding layers with overlapping pixels lighténes
image. Black areas in both layers remain black.t&hi either layer results in white.

3.4.1.2 Sub

This subtracts the pixel values in the source l&gan the corresponding pixels in the target layer.
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3.4.1.3 Darken

When using ‘Darken’ the white disappears. Anythilagker than white has the potential of darkenirgg th
underlying image.

Darken mode compares the active layer to the uyidgrimage, only allowing those areas that are elark
than the underlying image to show up.

3.4.1.4 Lighten

The ‘Lighten’ mode is the exact opposite of theri@m’ mode. The black disappears and anything
brighter than black has the potential of lighterting underlying image. Lighten mode compares the
active layer to the underlying image only allowihgse areas that are lighter than the underlyiragero
show up.

3.4.1.5 Softlight

If the colour being applied is lighter than mid-gréhe image is lightened. If the colour being &mpis
darker than mid-grey, the image is darkened. Depgrmh the image, Soft light can also be used to
produces soft shadows and highlights.

3.4.1.6 Softlight Inverted

This is the same as ‘Softlight’, just more intense.



3.4.1.7 Hardlight

If the colours being applied are lighter than midyg screen mode (lightens) is applied. If the ado
being applied are darker than middle gray, multiplyde (darkens) is applied.

3.4.1.8 Overlay

‘Overlay’ uses the information on the underlyingdes to change the contrast of the active layer. It
multiplies (darkens), or screens (lightens) th@ard depending on the base colour. Totally unptablie;
try it and see if you like it.

3.4.1.9 Difference

This looks at the two colours, and, subtracts éiss bright from the more bright one. Thereforendiieg
with white inverts the colour values (you are satting colour values of 100 % so you go all the vy
the inverse), while blending with black makes naraye (black has zero colour values, so you subtract
zero). This one changes the colours, not the bregs

3.4.1.10 Multiply

This effect allows you to place an image over tpedf the layer to create a ‘mask’ as it multiplies
values of one layer with another, causing darksateaemain dark (multiplying by zero). The lighteeas
will let the image behind show through and the dadceas will cover or ‘mask’ the image underneath.

3.4.1.11 Screen



Screen mode is used for highlighting, and makirglaélyer appear lighter. Since highlights cannot be
shown with black, no effect will appear by applyihg Screen mode to an entirely black layer, ot qfaa
layer.

3.4.1.12 Opaque

Opaque takes the top layer and fully covers angrlaynderneath. Even if you resize the layer usiag
layer zoom control to a value less than 100% therunderlying layer is still covered.

3.4.1.13 Sprite

Sprite is very similar to Opaque in that, at 10@0&ylly covers any layers underneath. Howeverafly
resize the layer using the layer zoom control valae less than 100% then the underlying layer is
revealed. Use this mode to create window in wintigve effects.

3.4.1.14 LumaKey(Luminance Key)

This mode uses the brightness of its layer to @ewidether the underlying layer is visible or not.180%
brightness, only the current layer is visible, heeraf you move the Level fader of layer 2 slowlywh
you will see that more and more of the underlyagl is revealed. The level fader determines the
threshold at which the luminance key works. Thigagticularly useful for removing black surroundsnh
images and video clips. For those who are usedit@y Alpha-Channels in still images and want &ate
similar effects with video, this mode comes claséhat and can be achieved by ensuring the amas y
wish to be ‘transparent’ in your videos are black.

3.4.1.15 Matte

Matte uses 3 layers to work correctly. It usesi@yas a mask to determine which parts of layer|ayer

3 are visible. Layer 1 can be in any mode but I&yemust be in Matte mode. Layer 3 must be in opaque
mode to function properly. If you follow the expla below, you will be able to see layer 1 through
‘holes’ in layer 3. The shape of the holes isat®d by the contents on layer 2. In our example we
combine the following three images:



Layer 1 + Layer 2 (Matte) + Layer 3 (opaque)

=  Result!
With the matte mode you can create your own custijpes to mix between layers. This is useful if you
want to create an interesting transition betweaw, @deo on layer 1 and video on layer 3. Theesaafew
greyscale wipe image supplied with you Hippotizerk 3 if you have just the default media). Load on
of these into layer 2, adjust the contrast for thger to about 80% and then fade between layedlayer
3 using the brightness fader (not the level!) géfa2.

Layer 1 +  Layer 2 (Wipe) + Laye(sgt to Opaque)

=  Result!
The above image represents the halfway stage afiftee When the brightness for layer 2 is at 10@%%
will see only layer 1. When brightness is at 0% yall only see layer 3.

These are just some basic principles for applyingmodes to your compositions. We suggest you&hos
some clips with which you are familiar and expenmtneith different mix mode combinations to
familiarise yourself with the possibilities.

3.4.2 Effects

There are over 40 effects within Hippotizer witffelient amounts of parameters which can alter hav t
clip is affected.

3.4.2.1 No Effect

This bypasses the effect engine. Always switchi®mode when you are not using an effect. Evemwhe
an effect Level is set to 0, the FX engine is sfilive and using resources.



3.4.2.2 Blur

The Blur effect applies as Gaussian blur to thelevbbthe layer.

3.4.2.3 Radial Blur

This effect uses repetitions of the source imagectoeve a rotary blur effect.

3.4.2.4 Motion Blur

This applies a moving blur effect that will leavatlimes of the animation within a video

3.4.2.5 Mask

This effect allows you to place an image over tpedf the layer to create a mask. The images tleat a
used for this contain transparency information,alutiells the Hippotizer which parts of the imagewh
through and which do not. In most media servessithoften done using 2 layers; however this effect
makes it possible without having to use anothegraVhe masked out area will become transparerithwh



means that if you have an image displayed on thisother lower layer then it will show throughtlire

areas that have been masked.
To use the masks they need to be stored in bankf28ger media. The ‘Mask’ fader allows you todtr

through the different masks within the bank.
The blur function should be used carefully as @wiky uses resources.

3.4.2.6 ColourTrafo

This gives you control over hue, saturation anghiriess.

3.4.2.7 Multimage

This effect repeats the source image over andgimelar to a multi-monitor wall. Changing the Level
creates some interesting “glass-wall” effects.

3.4.2.8 Inv Lumakey

Shorthand for Inverted Luma Key. This is similattie Luma Key mix mode except that it makes thietlig
areas of the picture become transparent instetiteafark areas.



3.4.2.9 Shifter

An animated effect that will move the layer arothe screen through the x and y planes, with coirol
adjust the movement and speed,

3.4.2.10 Shutter

Allows adjustment of image aspect ratio, and alléovcropping of the image (shutters).

3.4.2.11 Chromakey

This effect allows you to ‘key’ out certain coloulsyou have 2 layers, it can be used to revealtiston
the layer below. In this example we are “Keying ‘Qhe green areas of the logo to reveal the image
below.



3.4.2.12 Johans Effect

3.4.2.13 Scroller

The layer continually scrolls across, with indivédigontrols for direction across the x and y plasied
speed.

3.4.2.14 RGB

This effect gives you control to change the colafuthe image, with individual red, green and blue
controls.

3.4.2.15 ColourStudio

| This effect allows you to shift colours around #pectrum with additional brightness control.




3.4.2.16 Strobe

A strobe effect with adjustable timing. A uniqafure here is the ability to select the strobewsol

3.4.2.17 Neon

Neon traces the outline of elements in the image.

3.4.2.18 CTBO

This is a colour correction effect for TV and Filmhmich applies calibrated filers to the image simita
using CTB and CTO lighting filters.

3.4.2.19 DuoTone

This colour effect takes your image / video andatiesites the original colours before allowing teento
apply their own choice of tones for the high and tones. This allows you to select a two colouresch
and have all your content fit within those colours.



3.4.2.20 Pallette

This effect allows you to shift each of the indiwa colours around the spectrum.

3.4.2.21 Bloom

This effect gives the edges of any lines a whitsvgl

3.4.2.22 Interlace

Creates a stripe effect with control to adjustdize and saturation of the stripes.

3.4.2.23 Random Colourizer

Changes randomly between colours with individualtms for speed and colour shift.



3.4.2.24 MegaZoom

This effect changes the geometry of the layer. Megan enables you Zoom in/out, rotate, change the
aspect ratio and placement on the X/Y Axis.

3.4.2.25 Noise

This effect creates a distorted pixelated effethwontrols for grain size, frequency and colour.

3.4.2.26 Rings

Creates a concentric circle break-up.

3.4.2.27 Cubestyle

Another break-up effect using moving translucentzsgs with a ‘waterfall’ style of motion.



3.4.2.28 Bump

This effect uses a ‘virtual’ spotlight to be ahbtecteate the effect of a 3D textured surface frojn2D
image; this works best with high contrast images.

3.4.2.29 LED

Creates the look of an LED wall.

3.4.2.30 Pixelate

Pixelates the image. A great effect in combinatidth Neon for example.

3.4.2.31 Film

This effect simulates the attributes of old flidkgrmovies. Use it together with the colour effeecte-
saturate the original to black and white first. uaan also use colour effects to create lots éédint ‘old
film’ looks.



3.4.2.32 Halftone

This effect simulates the printing quality/methddragazines / newspapers.

3.4.2.33 Recursion Window

This Recursion effect works by multiplying and dapping your original image /file.

3.4.2.34 Colour Change

Colour Change, changes one colour value with anothe



3.4.2.35 Colour Enhancer

Colour Enhancer, increases the value Red, Grediperin the layer.

3.4.2.36 Plasma

A liquid-like effect.

3.4.2.37 Flower

This flower effect that distorts the image intoadtern similar to the petals of a flower.

3.4.2.38 Flip

This effect allows the layer to be flipped throubk x and y planes.



3.4.2.39 Kaleidoscope

This effect takes a section of the original imagd eepeats it ‘in the round’

3.4.2.40 Rotozoom

A static combination effect using circular distortiand plasma distortion together

3.4.2.41 Glass

A distortion effect as if looking though a mouldgldss window

3.4.2.42 Aqua

This effect simulates distortions created by rippla a water surface



3.4.2.43 Tunnel

Creates the effect of travelling through a 3D tunne

3.4.2.44 Planes

Creates a 3D Planes effect with adjustable orilematising the Level slider can create some griéatts
on it's own

3.4.2.45 Fluid Distortion

This effect simulates distortions created by a wsttieface, very similar to viewing an submergedobj

3.4.2.46 PolarWave

Creates a wave like effect on the image which elg¢eutwards from the centre.



3.4.2.47 Twisted

A distortion effect as if looking though a mouldgldss window, swirling the image towards the centre

3.4.2.48 Rectangles

This effect creates multiple images, with contmbtjust the number across the x and y planes.

3.4.2.49 Ripple

Creates a water ripple effect, with controls fa tirection and number of ripples.

3.4.2.50 Wave

This effect is creates a sweeping wave effect,civbixtends from the centre of the image and moves
outwards before moving back to the centre,
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3.4.2.51 Jitter

This randomly makes the images dart around, wittrots to adjust the offset across the x and yeglan
speed, rotation and zoom.

3.4.2.52 Stripes

This effect creates a random stripes to revegbtaeious layer, controls include scale and frequenc

3.4.2.53 Infinite Zoom

This effect continually zooms the image, overlay@agh time.

3.4.2.54 Sven’s Digits

Sven’s Digits uses the light and dark areas optbiire and replaces them with digits
between 1-9.



3.4.2.55 Pixel Dunst

A ‘dust’ style distortion effect

3.4.2.56 Bounce

Bounce allows you create a bounce effect and dathiecsize, speed and X, Y movement on the layer.

3.4.2.57 Infinity

Infinity creates a continuous zooming effect onlthyeer; the speed and Zoom in and out effect can be
controlled.
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3.4.2.58 RBMultiMirror

This effect creates a grid of the layer and overiapn the original media. The number of rows and
columns of the grid can be changed. As well asethel of the mix between the grid and overlay.

3.4.2.59 ZoomArea

ZoomArea lets you control Zoom into a particulagaaof the layer. Specifying Left, Right, Top and
Bottom.

3.4.2.60 Soft-edge Blending

The soft edge effects built into Hippotizer aretgwimple, but very powerful when used the corvesy.
The soft edge effects are designed to be used thiedrippotizer is connected to 2 projectors, ofoif

are using more than 1 Hippotizer and you want ¢éater a wide screen panoramic image without seams.
The soft edge effect varies depending on whichismsed. The “PAN” soft edge effect is designetido
used with the Hippotizer in PAN mode, and shoukhlty be used on the master layer on Effect engjine
It is likely that you will want to use this effectpeatedly once created so we recommend savinlgsrasu

a master preset for easy recall. You could replaeenedia used to create the correction with whitese
as a blank but with correct soft-edge blending.e-#re image is split down the middle, and thenlisma
section of the left image is copied to the rightl arsmall section of the right is copied to the lef
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The Hippotizer then creates a graduated fade tklda both of the inner edges and then sends édeh s
out to a separate projector. This then allows #e to overlap the left and right images projedtech

each projector creating a seamless blend betweemvthand creating a single wide screen image wikich
almost twice the width of the standard single ottfgecause this mode creates a single, ultra wide
‘desktop’ area in the Control Centre, items capastioned or moved anywhere on the screen incfudin
across the overlap.

The left, right, top, bottom and ‘both’ soft-eddéeets are used in a similar way but for when yaueh
multiple Hippotizers. For example, if you have tiippotizers and you are using each one in singléeno
but you want to have a wide screen output — youldvset one to use a left hand soft-edge and ther ¢h
use a right hand soft-edge, you can then overlajnthges to form a seamless join.

Note: You can also use screen-warp to create adgtblend instead of any of the following effects.

3.4.2.61 SE-Left
Soft Edge blending along the left edge

3.4.2.62 SE-Right
Soft Edge blending along the right edge

3.4.2.63 SE-LeftRight
Soft Edge blending along the left and right edges

3.4.2.64 SE-Top
Soft Edge blending along the top edge

3.4.2.65 SE-Bottom
Soft Edge blending along the bottom edge

3.4.2.66 SE-TopBottom
Soft Edge blending along the top and bottom edges

3.4.2.67 Softedge Pan
Soft Edge blending along the centre of the image

3.4.2.68 SE-Frame
Soft Edge blending along all edges of the image



3.4.2.69 Drop Shadow

Creates a drop shadow of the layer, with controtifstance, size, alpha and softness.

3.4.2.70 Crop_Deinterlace

Crop de-interlace is used mainly for live vide@ #ffect will crop and de-interlace the video sat fhfills
the whole screen without losing quality.

3.4.2.71 SEDualPan

Soft edge dual pan is be used when a single oigmatnnected to a Matrox TripleHead2Go to project a
single output using 3 projectors. This effect eaalylou to join the overlap to create a seamlegsgieal
image.



3.4.2.72 SEPanV

Soft edge vertical pan is used when projectinggusiro projectors with the overlap along the veltads.

3.4.2.73 Magnifier

3.4.2.74 Blinder

Blinder increases the value for everything on et up to 100% white. Fades to white.



3.4.2.75 Fader

Fader acts a fader on the FX level rather tharetyes.

3.4.2.76 LineDisp

LineDisp. Displays media as lines. The numberradiand width can be controlled. Also Y-
axis shift caused by media signal

3.4.2.77 RGBKey

RGBKey can be used to adjust amount of Red, Gre&tue to Alpha. Controlling the level
of transparency.



3.4.2.78 RGBSplit

RGBSplit splits the

3.4.2.79 Pufferizer

The pufferizer effect was generated to allow the Hhipotizer to create 360 degree projections when
used in conjunction with a special 360 degree projdon lens manufactured by
http://www.pufferfishdisplays.co.uk

3.4.2.80 Alpha Transition

This effect is similar to the Mask FX. It uses thasks in bank 255 to reveal the previous layer. Use

opaque or sprite mixmode. First select a mask, tiserlevel to fade between fully opaque and fully
transparent.



3.4.2.81 Plane

This gives you a simple Plane that can be movetth@iX and Y axis and zoomed in or out.

3.4.2.82 Cube

This gives you a 3D Cube that can be moved on thaY axis and zoomed in or out.

3.4.2.83 Sphere

This gives you a 3D Sphere that can be moved oX @red Y axis and zoomed in or out.

3.4.2.84 Pyramid



This gives you a 3D Pyramid that can be moved endtland Y axis and zoomed in or out.

3.4.2.85 Curve

This gives you a 3D Curve that can be moved orXthad Y axis and zoomed in or out.

3.4.2.86 Plane_ani

This gives you an animated plane, with controlhef $peed of animation and control of luminance key
value.

3.4.2.87 Plane_ani2

This gives you an animated plane, with multipleiespf the source image — also with control of the
speed of animation and control of lumanance keying.
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3.4.2.88 Cube_ani

This gives you an animated cube, with multiple espf the source image — also with control of {heesl
of animation and control of luminance keying.

3.4.2.89 Sphere_ani

This gives you an animated sphere, with multipleies of the source image — also with control of the
speed of animation and control of luminance keying.

3.4.2.90 Spin

This give you 2 crossed over planes — animated.



3.4.2.91 Rubics

This is a collection of animated cubes that mov#inaously, creates great effects when zoomed into
tightly.

3.4.2.92 Tubes

Animated tubes on a flat rotating platter

3.4.2.93 Frame

This 3D effect lets you put your source image fiaane’

3.4.2.94 Water
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This effect shows 4 planes above an animated watéice, which reflects your source image

3.4.2.95 Head

This effect maps your source image onto our anichelteome spinning head

3.4.2.96 9wall and 3x3

Both 9 Wall and 3x3 are effects that are designdabtused with more than one Hippotizer.

They are both used in the same way but creatediffeyent results, in both cases the effect isglesil to
run on a layer and be used with up to 9 Hippotizeétls their output screen arranged in a linear ifash
based on a 3 x 3 grid of screens.

It is not necessary for all 9 outputs to be used, gould for example just choose to use one ro@ of
outputs or a staggered corner to corner arrangemgni can also use a Hippotizer in dual mode itgedr
2 outputs at the same time.

The 3 x 3 effect basically splits the media of ldnger equally across all 9 outputs (or as manyoasaye
using) to create the effect similar to a monitotlwan this case parameter 1 is set on each Hipgoto
represent which screen that Hippotizer is drivanyd parameter 2 is used to compensate for anydgé-
blending that you might be doing (using the sofgedffects on the master) which allows you to ereat
seamless large displays consisting of multiplegutayrs.

The 3 x 3 effect can be seen in the diagram ométie page.

The 9 wall effect is similar to the 3x3 and is gptin exactly the same way using anywhere betwesmd?2
9 Hippotizers, but this time the content is keptsahormal size, but the layer can be moved ardrord
one screen to another (from one Hippotizer to amths if the 9 screens formed one large canvas.
The important thing to remember with both of theffects is that all the machines need to havedhees
content on them and the content needs to be symiskrbpreferably by using time code, and alsotfera
wall effect to work correctly, all the x, y, zoomdarotate controls on the layer using this effecab
machines needs to by controlled together.
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3.4.3 Generators

3.4.3.1 Colour

Allows random generation of colour using Red, Graed Blue faders.

3.4.3.2 Colour HSV

Allows random generation of colour using Hue, Sation and Value faders.

3.4.3.3 Rings

Concentric rings that expand out, includes zoonirots



3.4.3.4 Chess

Generates a grid framework of boxes which can loenzal

3.4.35 Interferences (C+C)

Generates two concentric swirling circles that makeund the screen the two colours can be changed.

3.4.3.6 Interferences, Retro (C+C)

Creates a tunnel like effect that swirls aroundsttreen whilst cascading.

3.4.3.7 Interferences (R+C)



Generates both a set of concentric swirling rings aradial fan that swirl around the screen.

3.4.3.8 Interferences, Retro 2 (R+C)

Creates a tunnels like effect that zooms in anégeas a swirling flower effect that move arourel th
screen randomly.

3.4.3.9 Interferences, Retro (R+C)

Similar to Interfaces (R+C) generates both a sebotentric swirling rings and a radial fan thatrsw
around the screen.

3.4.3.10 Interferences (R+R)

Creates two swirling radial fans that move arouredcreen.



3.4.3.11 Interferences, Retro (R+R)

Generates a mirrored tunnel effect that will swanleund the screen.

3.4.3.12 Interferences, Retro (R+R)

Creates a mirrored radial fan that swirls aroursdsitreen.

3.4.3.13 Clouds

Clouds effect with Light, speed, softness and scaitrol.

3.4.3.14 Flowerz



FLOWERZ - the Level value refers to the numberdta}s, and fader controls for Rotational speedpgoo
fade, colour and colour speed.

3.4.3.15 FOG

FOG - simulated fog effect.

3.4.3.16 Rain

Simulates rain, with Density, length, angle ancesipeariables.

3.4.3.17 Starfield

Similar to the Starfield screen saver.



3.4.3.18 Gradient

Creates a flowing gradient of changing hue.



4 In-depth features
4.1 Display Settings

The Display Settings will allow you to set up themitors and video displays to function as desirét w
the Hippotizer. Hippotizer V3 has four display megehich are configurable from the engine settings.
These settings are independent of whether or nohgwe ZooKeeper running and dictate how many
displays you are driving and what configurationythen in.

The Output Modes are summarised as:

Single Mode DVI (VGA): Hippotizer drives a single Screen

Dual Mode DVI (VGA): Hippotizer drives two separate screens indepehdand the system
operates like 2 media servers in one case wittperigent controls for each output. (Not available on
Express variants)

Clone Mode: The same as Single mode but the first displagpbcated on the second output. (not
available on Express variants)

Pan Mode: The two outputs are combined to create one ldeg&top area. Media can be positioned
anywhere across the combined screens. (Not avaitabExpress variants)

Composite/S-video options:  There are several combinations of the above whachuse the single S-
Video/composite output found on the main Grapharsic

IMPORTANT !

It is only possible to configure the outputs of Hipotizer correctly when all the required monitors
have been attached and are working correctly.

Before following the instructions on the next few pges, make sure that you have the required
number of display devices connected — 1 device fsingle mode or 2 devices for Pan, Dual or Clone
mode. Failure to do this will result in the enginenot being able to re-configure itself correctly.

If only 1 output device is connected then only Silg mode will be available from the mode dropdown
list, this is normal, and is a protection system fothe engine to stop it being placed into a mode #t it
cannot currently do.

4.1.1 Configuring Outputs

The screen set up is configured from the HippoNegr@iew in ZooKeeper. This can be done locally on
the machine you wish to set up, but in multi-sew@rfigurations you can remotely configure any
machines. However in any situation the approacfames the same.

To access the Output Settings right click on tingiree icon for Hippotizer you are using and select
Settings from the menu. (Note: in Multi-Server attans check the name in the top left hand corfhéreo



window). After right clicking the engine icon, dic¢Settings’ which will open the Engine configuati
box. Check you are in the ‘Output Settings’ tall aantinue as follows.

4.1.2 Engine Settings

The Engine settings window will allow you to config the outputs, live video settings and view statu
info. For now we want to work just with Output segis

4.1.3 Single Mode

Single Output Mode is used if you are only using display. Select this option from the drop dowmme
and choose Apply. Single Output is configured gshre top graphics card options, with the firstapt
allowing you to select which output on the grapliasd your display is connected to.

Now set your resolution to the desired setting gisite drop-down box (will depend on the displayidev
and the version of Hippotizer you own).

You can also decide how many layers you want ydppétizer Engine to run. (Options will vary
according to Hippotizer version).

4.1.4 Dual

Dual Output Mode is used to have two separate tsitpach displaying different media. As if you @&v
independent media Servers in one box. Althoughoan choose 8 layers on each output it is
recommended to a maximum of 4 per output. Thispvdlduce smooth playback. More layers can result in



uneven video playback.

Dual Output is configured using the two graphicslagptions, with the first option allowing you telsct
display options for the device connected to outmét and the second connect to output two.



4.1.5 Pan

Pan Output Mode will stretch the display acrosstifeeoutputs. To enable this option you first nezd
select this option from the Output Mode drop dowr.kClick ‘apply’ after you have selected it. Thnsl
now reconfigure the graphics-card output and lbadoossible resolutions for this mode. As the fstagje
select the required resolution (remember you neeaglect the combined output resolution, so 2048x76
for 2 x 1024x768), check the layer mode and thexk elpply.



4.1.6 Clone

Clone Output Mode will duplicate the display fromttput one to output two, select this option froma th
drop down menu and choose Apply.

Clone Output is configured using the top graphasl ©ptions. The desired resolution can again bserh
for output, with the maximum resolution determirgdthe display screen with the lowest resolution.

4.1.7 Configuring S-Video/Composite

The Hippotizer can output composite video/S-Vidduocol can be fed into monitors or vision mixers.
The composite/S-video output is, however, only lae on the second output (on older hippotizers),
which means that in single mode you can have a ositgiS-video output for the main output — in Dual
mode only the second screen can be output as cieiSegideo and the same is true for pan mode.
To activate, switch off the Hippotizer and conngstcreen or video device to the S-Video conneattine
middle of the graphics card.

If your device accepts an S-Video signal diredthgn you can plug it directly into this connectaut if
your device requires a composite video signal gfenwill need to use an S-Video to Composite adapte
Setting up your composite output is usually as &g connecting the video device and then swigchim
the Hippotizer. On boot up, the graphics card sthauko-detect your screen and automatically make
screen 2 appear on your new video device.



4.1.8 Resolution

The ‘Detect Monitors’ button will find any displalevices connected to the outputs and add thengto th
options whilst identifying their maximum resolution

The desired resolution can be selected from the dosvn menu; maximum resolution that can be
supported by the video display is automaticallyeded.

The output resolution of a Hippotizer V3 HD is umiied, while on a Hippotizer V3 Stage the maximum
resolution is 1280x1024 (2560x1024 Pan Mode). Thpbtizer V3 Express can output a maximum of
1024x768 pixels. Press “Apply” to apply the changes

4.1.9 Layer Mode

An option in the setup menu allows you to choosas®a 4 or 8 layer configuration and simple mode
(refer to section on Simple mode section 4.1.14).

If the settings have been reset the Layer Modet“fesge” will be selected. It is advisable to tise Test
Image to change your display mode and test yoypubatevice as the engine start up time is muchaediu
and no interaction is required to see somethintheroutput (in 4-8 layer mode you need to make sure
media is loaded, selected and the layer is seflltett). Once your output is working correctly ayal

can output the signal, switch to the desired layede. Press “Apply” to apply the changes.

4.1.10 Full Screen / Windowed

By default Full screen is selected to maximiseviees area and enable any connected displays.

If you only have one monitor connected and neesttothe output as well as the user interfacecgau
select “Windowed” mode. This will create a smalhdodw on your desktop of the User Interface where
you can see the output at a reduced resolutiorfubuefresh rate. You may need to rearrange your
desktop a little if you run ZooKeeper simultanegusl

4.1.11 Export/Import

You can export your current Engine Settings whidhaentain all the information about resolutioayer
mode and screen setup. This will allow you at erlatage to re-import these.

4.1.12 Reset

Use the “Reset” function to go back to a simplgkinrmode with the Test Image. Sometimes this is the
fastest way to start a new screen configuration.



4.1.13 Multi-Monitor ZooKeeper setup

Hippotizer Stage and HD have a dedicated graplaidsdor control. Zookeeper can be
spread across the two DVI outputs of the graphaed to produce a multi-screen zookeeper.

Setting up a multi-screen output is achieved betfoeesngine and zookeeper is loaded.

Right click on the desktop and going to properties.

Click the Settings tab.

You will be able to identify the screens by righitking on the blue screen and
pressing identify.

You need to find out which screens are coming bthe Zookeeper graphics card.

Monitor number 1 comes off of the zookeeper graphard. The other number differs
between 2 & 3 or 4.
The two screens coming off of the zookeeper graptecd need to be next to each
other with Monitor 1 being the furthest monitorthe left.
To save the settings press Apply then ok

You should now be able to move the cursor fromsmreen to the other.

Start ZooKeeper and right-click on the title bathe top.

Click Restore.

This will alter the zookeeper window. Now if youvss over the side of the
zookeeper window the arrow will appear that allgws to reshape the window.
By dragging this out you will be able to fill twoanitors with the zookeeper
programme.

Note: You cannot set up dual zookeeper screens wdieg pan output. This is due to Ati
graphics cards putting the pan monitors betweeretiakeeper monitors.



4.1.14 Simple mode

Simple mode is a new layer mode that provides adihfeature scope yet some very clever
functions for those scenarios where speed of progriag and sequencing is of essence.
Also as it has fewer functions to learn it is aagn@ay to start within the Hippotizer range.

What is it?

The processing in Simple mode is a little bit diéiet to the 4 or 8 layer modes seen in
previous version. It provides 2 layers only, howeatvautomatically does a transition
whenever the source is changed. As the typicalalisatp cross-fade between different media
clips, this can be achieved with a single clickommand.

Setting up Simple mode

In HippoNet overview right-click on to the engineneponent and then select “Settings”. The
engine settings dialogue will appear. In the sectioeXC” select “Simple Mode “ from the
drop down menu. Then hit apply and the enginenegtart in the new Layer mode. Once the
engine has fully restarted, close the engine gttilialogue.

In HippoNet overview you will see your machine withly 2 layer previews and one master
preview

Click on the Master preview and the user interfacesimple mode will appear:



Let's have a closer look at the User Interfaceliss mode:

On the top you find the generic output section.

1) The Fade engine

The fade engine allows smooth fading between pegleén it is switched on. You can use
either the slider or the text box to enter the fawhe. When active the engine will fade to any
value change no matter if this is applied via therunterface, recalling presets or any other
method. It is recommended you leave this featuréodamiliarise yourself with the general
functionality of simple mode before activating it.

2) Master Output Preview with Master Level Control

The preview output will show what appears on yaupat screen. The master level controls
the level post all layers, mixes and effects. Tl#it of the preview window you can access
the keystone settings. Click on the button labéelliéelystone” and a separate window will
appear similar to the typical keystone adjustméad on the typical 4 or 8 layer master.

3) Master Effects section

This effects section applies one effect on the enasi it modifies the mix of the background
and foreground layer. Please refer to the Effemttien of the manual to get a detailed
overview over what effects are available and whatgarameters do.

Layer Section



The 2 layers have the same layout and the samerdrabcontrol parameters.
1) Source control

This section controls your source of the layeis Rimilar to those found in the 4 and 8 layer
modes. Near the top you can choose between thexetitf source types: Media Player, Live
Video input or generator. In Media Player mode wdllisee the details of the clip or image
loaded, you can change the speed as well as therpteodes (play once, loop forward, play
backwards once, loop backwards, Ping Pong or Rapdbhiive Video Input you can select
between the available capture devices. In Genemabole you can select a generator type and
adjust the generator using the available parameters

2) Colour and Geometric Controls

You have control over contrast and brightness dsageZzoom, X and Y position.
3) Preview, Mixer and transition settings

The preview will show the currently selected analypig media or source for this layer.
Level adjusts the visibility of this layer. MixModkefines how this layer interacts with layer
s underneath (please see “MixModes” for a detallestription). Finally you can select a
transition type and duration for the layer. Picle @i the many available transitions and
select a different media and the engine will autiicady blend to the new resource.

4) Media Selection

Analogue to the Media selector in 4 and 8 layer epdlde media selector is divided into
banks of media end the actual media itself. To ghdahe media on the layer simply click on
one of the thumbnails. It will use the transitigpé and duration selected.



4.2 Presets and Timeline programming

4.2.1 Presets

Often you will create a ‘look’ in Hippotizer usirgpoKeeper and want to save it. You may want t@sav
one or more elements or the whole composition. ight need to save certain parameters to apply to
other parts of your show. You can do this usingpiesets function.

Presets can be created in the following ways:

Drag a control panel or single value of a layeo ithie preset list in the timeline overview window.
Click the “New Preset” button in the timeline cag window.
Right-click corresponding areas in HippoNet conwaidow.

We will look at these in more detail soon but festhort introduction to how presets are accessedew
to work with them.

4.2.1.1 Accessing values

To keep ZooKeeper clean and tidy we have electetbraxd buttons to the interface unless completely
necessary. Because you can create presets atlenats/of Hippotizer, adding ‘create preset’ bugtdn
the interface is not feasible. The screen wouldlbered with controls for all eventualities. Wever,
many areas of ZooKeeper are ‘active’. By thatmesan that dragging or right clicking can result in
values being taken from that area and applied élsezv Once you master this functionality you Wit
working within the Hippotizer software simple arasg with multiple options to tackle navigation and
creation of new looks. As mentioned in earlier mad, if you move the mouse around the interfaae yo
will see icons appear which indicate what the gmkisés with mouse control in that zone. If yogesan
arrow below your cursor then that item is draggallggeneral you can drag values to a locatiorreate
presets and drag presets to a location to appbefse With a little practice it soon becomes sdco
nature.

As a way of grouping functions the user interfacdivided up into sections. For example, in tregdim
below the interface is divided into areas defingdhe grey background and the ‘bolts’ in the cosnefhe
top left box contains monitoring for the layer adomith some elements such as mix mode and level. T
the right of that is a box for colour controls.r Fight is a box for geometry and so on. In gehivere

will be a zone within the box to access all corstffior that area as well as individual zones sudhlzess
where more specific items can be accessed.

4.2.1.2 Create a Preset by Dragging
This technique requires some experimentation bgtiisk and simple once mastered.



By placing your mouse in a desired area of ZooKeépete: the pointer will have two dots ) you can
usually drag that value elsewhere. The elemeniayewragging depends on the starting position of yo
mouse. For example, adjust some of the colouraisrs shown below. Make sure you have the timaeli
component open. Now place your mouse in the cdjoxr on the grey area, just below the invert butto
(the hippo in black and white). Click and holdritdrag the mouse until you are over the presetsiare
the timeline window and release the mouse. A bitxpap up as shown here:

You are prompted to give the preset a name. #itistance | have called it Blue Hue. At this stggu
also have the option to edit values if you wistchgking the corresponding button. It is also good
familiarise yourself with the categories informatiso later you will be confident with the kind akpet

you are creating.

Save it and the item will be listed in the presetsdow for use later.

So, if we only wanted to save the red value asaqiy we repeat the process but this time we dliekext
‘red’ in the colour window and drag that insteaihis will save only the value of the red fader. t&lthat



the category information now reads ‘Float Plugi. general you will get this category for individui@ms
such as fader values.

Experiment with these settings and see how yowodd up a list of presets. In subsequent sections
will look at how to apply these.

4.2.1.3 Preset Categories

The preset categories class the different preseigheir functional groups. For example HIP_Layer
references a Hippotizer Layer preset. You can athjdypreset onto any Layer in a Hippotizer. Other
typical Categories are: Geometry, Colour, MediarGeuetc.

4.2.1.4 Preset from ‘New Preset’ Button

Alternatively you can click the ‘new preset’ buttionthe timeline window. You will be presented hwé
Pin Selector window. Navigate through the Hippatikierarchy to the correct pin and click ok. Once
again the red value on layer one is chosen. Tésepwill adopt the corresponding values curresthive
in ZooKeeper

Name the preset and it will appear in the presstsdady to be used later.

4.2.1.5 Preset by right clicking
Right clicking in the interface will also promptydo create a preset.

Once again you will be prompted to save the preSébosing where you right click determines the
contents of the preset.



4.2.1.6 Updating Existing Presets

If at any time you wish to amend a preset you cfjusathe settings in the relevant area of ZooKeepe
right click and select ‘update preset’. You widl presented with a list of presets of the sameyoage
Select the one you wish to update and click applyy instances of the updated preset used in tirasli
will be updated too.

4.2.1.7 Applying Presets

4.2.1.7.1 Right Click:

At some point you will want to apply the presets ymave created. In the above diagram you willlsee
option to apply a preset using right click on theuse. Click this and you will be presented willsgof
corresponding presets of the same category. Smectclick ‘apply’ and the corresponding layer or
function will be updated.

4.2.1.7.2 Drag:

You can drag a preset from the preset list initheline window and drop it into ZooKeeper anywhitre
is relevant. Areas where it can be applied wilshewn by the cursor adding a plus sign next té\ieas
not allowed will show a circle with a line throutie centre. You can also drag and drop them hgo t

layer preview window.

You can apply presets to any layer regardless aftwlayer they were created on.

We will look at applying presets to the timelinesimbsequent sections.



4.2.2 Timeline

4.2.2.1 Introduction

The timeline component in Hippotizer enables utergeate compositions for automatic playback witho
using an external control protocols such as DMXDMbr timecode signals.

Users familiar with video and sound editing paclsagél recognise the layout and basic principlegieds
may need to experiment a little more before fulhglerstanding the concepts.

In principle a timeline comprises of a list of tkaavhich represent pins and their values (on/eff00%

etc...) on a Hippotizer system. Also a play hegulagents a point along the timeline where the watfe
pins can be adjusted. This creates a simple buéegolitool to automate the playback of complicated
sequences with a simple click of a button.

For each track, along the timeline are nodes wréphesent the value for that track at that poiohglithe
timeline. Initial values are set to whatever thgiea was set to when the timeline was created.dUsar
add nodes, then move them along the timeline, josatheir values. These are referred to as events.

For example, if a user wishes to fade layer 1 amfeero intensity to full, starting at 0.00 secomdsain
at full for 5 seconds then fade to zero againp®k series of nodes can achieve this. Nodesdaiedaby
clicking the mouse on the relevant track. The typerode created depends on the values that can be
changed for that track type.

— Play hea

&
Node
Track /

F

Play head control

The visual representation of this would be as édiagram above. The play head begins at time
00.00.00.000 (Hours.Minutes.Seconds.Milliseconpg)gresses to the right and executes the changes it
encounters on the timeline, in this instance areigse and decrease in level for that layer.

This is a very simple example but all functionstloa timeline follow a similar approach albeit irryiag
degrees of complexity.

In this section we will look at understanding thgdut and ergonomics of a timeline, how to add &¢on

be controlled, and how to trigger the timeline réshpfrom a variety of devices.

4.2.2.2 Creating a new timeline

NOTE: If you are controlling your Hippotizers frodooKeeper via HippoNet on a non-Hippotizer PC you
need to designate a machine to store data fortgrasd timelines. A symptom of not having dons thi
to have preset and timeline options greyed out wiggrt clicking.

To allocate a PC to store the data, go to the Méiyour ZooKeeper interface, select
Settings|GUI Settings..and you will be presented with a GUI Settings b&ick thePresetstab and in
the drop down box forExisting’ select a machine from the list. As below



NOTE: It is good practice if you wish to creatéradline from scratch, to reset the engine of your
Hippotizer because your new timeline will inhetittae current states of the engine components you
select (e.g. value of level, current media seleeted.). This can be useful at times but on dieisasion
we wish to begin with a clean sheet. So, as demairsttin previous sections, right click in the ceruf
the large window in HippoNet Overview and seleesgt engine’.

Now, double click the timeline component icon witlihe HippoNet Overview window as in the diagram
below.

This will open the following timeline control boxBe aware that if you have several machines on the
network, there will be an instance of this box 8nreachines present. Now is a good time to deseyaa
‘master’ machine where you will work.



You will now see the preset and timeline controitoe  Any previously created timelines and preséis
be listed here. However we wish to create a newlihe. Begin by clicking theNew Timeline' button at
the top of the Timeline Control Centre. This willem the pin selector window as shown below.

Pins are points in Hippotizer, accessible by the €& control. Click the ‘+’ sign and expand tinee to
the first level. You will seeEngine’ appear. Click the '+’ signh once again and yoll sée Outputl’
appear. CliclOutputl and you will see all available layers and the evdstyer appear.

NOTE: Hippotizers configured in Dual mode will ha®atputl AND Output?2 listed.

A timeline can consist of one single track suckhasevel of layer 1 orgreen on layer 3and so on.
Alternatively it can contain a complete HippotiEergine with all its settings down to the finestailetoy
selecting ‘output 1’ from the tree). In instaltats with multiple machines you can also add anyete
from any other server on the network. The chofost@t you add to your timeline is yours. A full
Hippotizer will be harder to navigate than, for exde single layers. So choose the elements yol thin
will need. More ‘tracks’ can be added later if de@. In this example we shall use all the elemehts
layer 1. So highlightl‘ayer1’ and click ok.

TIP: Timelines can be nested; i.e. a timeline canaaranother timeline. This feature enables users to
breakdown complicated sequences into ‘scenes'tingeshorter/smaller scenes which are self conthine
and then just inserting them when they need tddeed back.

You will be asked to provide a name. In this exme have called it ‘example layer 1'. Click OK t
confirm.



You should now see a timeline window open withtttie ‘example layer 1’ and your newly created
timeline will also be listed in the window ‘timebs’ in the timeline Control Centre.
You can drag the corners of the timeline windowetsize the timeline as you wish.

4.2.2.3 First steps

You are now ready to begin working on your timeline

First of all try to navigate your track. A verticarow on the left of the track means that thiskreontains
further daughter tracks and can be expanded. Glidke arrowhead to expand this group track and see
what is inside. Try to navigate to the Level trackayer 1. (Tip: it is inside the Mixer Group).

Now try to create a fade similar to the screen giadve by clicking in the level track with your nseu. If
you make a mistake you can undo it using Ctrl #nZte keyboard.

Now click the play button  on the bottom of the timeline and the play heamlikhprogress along the
timeline. On your output screen your layer 1 stidatle up then fade down again and the timelinke wil

stop. You can rewind using the back button and loop the timeline using this button .
Congratulations, you have created your first timein Hippotizer V3.



Because we are only controlling the level on thigl and have not defined other elements, any
subsequent changes made to other parameters ireBpeKwill remain. This is one key difference
between Hippotizer timelines and video/audio editityou can still work freely in the interface wtil
only automating certain functions.

If you wish to navigate to a specific point on theeline, use the position readout at the bottorthef
screen shown here circled in red. You can typeesdirectly into here. Alternatively you can siynp
drag the play head.

>

This counter will always show the current timelpesition but you can jump to specific point you can
type a value into this box and hit enter. Thipasticularly useful for compositions with rhythm.

4.2.2.4 Time Line Node Controls

Nodes and events are added to the timeline byiotiokith the mouse. When you add nodes to the
timeline they automatically assume the propertfab® previous node applied. However, to allow for
greater creativity and flexible programming, ipssible to shape the joining lines resulting frowti-
node application.

To access these functions, right-click any existindes to see the following options:

For variable values such as level, you can addispap the transition line between 2 nodes.

4.2.2.4.1 Spline

Spline allows the adjoining line to be shaped aithgifor smooth in and out transitions.
Once selected, hover the mouse over the node antieisawill appear. Moving the handles
up or down by clicking and dragging will the moweidl increase or decrease the severity of
the curve as it joins the node. Moving to the righl adjust the duration of the curve.

4.2.2.4.2 Linear
Linear gives a straight line between two nodes.



4.2.2.4.3 Snap Start/ Snap End

Snap at end and snap at start allow instant tiansito be achieved without the need to add
additional nodes. The jump in value will follow aimever the node is moved.



4.2.2.4.4 Snap Middle
Snap middle will take the distance between therlade and the new node and snap to the final leaiél
way between.

4.2.2.5 Selecting and Deselecting nodes and Events
General Rules:

After creating nodes the following rules can beligpop
A single click on an event will turn an item redslect it

Further events can be selected by holding the CaitLclicking others.

Several events can be selected by dragging a bogibdix around them. When the mouse is released
selected points will be highlighted in red.

NOTE: To deselect an event or multi-selected eventsk elind hold in empty space and drag the mouse a
little. NOTE: this is a technique you will soonnge to rely on. Initially it is tempting to justick

elsewhere but you will notice that this will add @amvanted node to the timeline. Should this happen
remove the unwanted node with CTRL + Z or ‘Globaldd’ at the bottom of the timelines window.



Events can be modified using these rules:

To move a selected group of events together, dragbthe selected items and all others will follow
Alternatively to increase or decrease values samelbusly use the up and down arrows on the keyboard
Similarly, using the left and right arrows will m@wa selection of events along the timeline.

4.2.2.6 Deleting events
Single events can be deleted by right clicking ttzerd selecting delete. The same approach canede us
for a group of events.

To undo or redo any changes use either the ‘Gldhdb’ box in the timeline window or CTRL + Z on the
keyboard.

To redo an action use ‘Global Redo’ or CTRL + Ytba keyboard.

4.2.2.7 Groups
You can group a series of nodes by dragging a bogrmbx around them and right-clicking any item and
choosing ‘Group Selection’ from the list.

Once selected, the group will look like this.

You can still add further items within the box Wbliey will become part of that group. You can naagd
the whole group around on the timeline by clickamgl holding anywhere in the coloured area.

You can group items which are on different trada tBy holding down the CTRL key whilst clicking
items or dragging bounding boxes multiple items lbarselected. Once you have completed the salectio
right click any element and then choose ‘groupciiEla’. You will see a corresponding bar appeahat

top of your layer or, if elements span differeryeles the line marked output 1 or similar. To malle
elements in the group simultaneously drag thiddfaor right. In the following example the media
selection, mixer mode and level sequence have ¢p@eiped and a corresponding blue bar appears on the
track named layer 1.



A group can also contain one or more events whietalieady contained in another group. Use theesam
approach as you would to create an isolated grdupt click the events you want to add and rigickdb
group them.

There are also some options you will find usefylaéi place the mouse over the group and right click

The time value allows you to move the first itenttie group to any time on that track.

You can give the group a nhame by typing it intogkeond box. This name will appear on the
timeline in the bottom left corner of the group &asy identification.

If you wish to change the colour of the group, set®lour and you will be given a colour picker.
Ungroup deletes the bounding box and returns tleetsens to individual points.

4.2.2.8 Copy or Duplicate?

You will also see the option to copy or duplicatgraup. Duplicates are different and can be vegful.
Copying a group allows you to take the created etémand paste them elsewhere by simply right-
clicking and selecting ‘paste copy here’. The cdmeoup will be identical but you can change values
within the second one independent of the firstweler, you also have the option to ‘Duplicate Gfoup
This is a very useful feature if used correctlydudplicated group is linked to any other duplicaiethat
group found on the timeline. Any changes madeninad the duplicates will occur in all others. $dfor
example, you foresee that some parameters maytodedchanged later and you don’t want to manually
find every instance use duplicate. This is paréidyluseful in touring setups where you might wanfine
tune geometric elements to suit different venuéskijuand easily. Try this by creating a groughti
clicking, select ‘duplicate group’. Move to a pofatther down the same track and right click séhegct



‘paste duplicate here’. Now move any of the nddesny of the groups and you will see the
corresponding group move with it.

4.2.2.9 Live Edit Mode

In the above example we used the mouse to clickadddhodes. An alternative is to use Live Edit enod
Activate by ticking the ‘live edit mode’ box at thep of the timeline. Once ticked, any changes iyake
to a track present on the timeline will add a cgpmanding node to the corresponding track.

Let’s try to do that.

Use the counter to type a value of 00.00.10.000dwe the cursor to 10seconds. Now move layevdl le
to zero and a node at zero will be automaticallyesld Move the fader up and down and you will bee t
level move accordingly. Position it at zero. Nadwance the timeline to 12seconds, and move the fade
full. You will see another node added at full.isTapplies to any parameter. You can also moverfad
while the playback is in progress and nodes wilhtided automatically.

NOTE: Use live edit mode with extreme caution. 8Hgou inadvertently leave it active, then every
move you make in the interface will be recordedhil$ happens use the global undo button in the mai
timeline window to step back through your actions.

Let's now look at some more advanced timeline fresstu

4.2.2.10 Adding Media to a Timeline

Media can be added to a timeline by simply dragdfitg the relevant track from the Media Selector.
Navigate to the Layer 1 Source track. In the Meldigét track you will find a thumbnail of the medreat
will be displayed. You can either drag and dropuatbnail from your media selector window or right
click on it and select ‘Edit Properties’. This wilpen the box below.

Clip location, play mode and speed can now be eavithin the box by using the drop down menus.

To delete media, highlight a thumbnail, right-cliekd select delete or press delete on the keyboard.



4.2.2.11 ‘Send Value to timeline’ and Show in timeline.

These features allow the viewing and applicatiofunttions quickly in the timeline. Let's show by
example. Either drag the cursor or use the poshiax to go to 12 seconds. In the media seleelecsa
video clip. In the layer control window, take thigeed to 200%.

Now right click the information area as shown here.

You could select the option to ‘Show track in timel‘example layer 1’ and this would expand thekra
to allow you to see the parameter but we are dgtgalng to select ‘Send value to timeline ‘examialger
1'. What this will do is send information on thkefselected and the playback parameters associétied
it to the current timeline position. Once don&gel another level node on the timeline at 14secnds
later event is needed to progress past the onastiegnt) and return to the beginning of the tineelind
press play. You should see the timeline perfotrthal previous edits and the last thing you seellshioe
the media you selected playing back at 200% speed.

Your timeline will look like this.

Some parameters are not values from zero to fah as, for example, Mixer Mode. These are shown as
fixed points on the timeline. Navigate to Mixeidayou will see Mixer Mode listed. If there is node
present, add one. Now right click it and you \séke a selector window.



Select the mixer mode you wish to apply.

4.2.2.12 Timeline Controls

There are many ways to maximise your workflow amtimeline. Familiarising yourself with the
following controls will assist you, especially whasing complex compositions.

1: Height Control: controls the height of the rows of the timeline.

2: Scale:Moving this slider allows the user to dictate hawch detail is displayed on the timeline
horizontally. If you are working in great detaiith very specific values you may wish to drag slider
to the left to see more detail. For a more gengeaV move to the right. The value can be set betw0.5
of a second and 14 hours.

Snap Value:Snap value is the setting which dictates the mimindistance between items added to the
timeline as a time-value. Adjust this value if yish to allow changes on the timeline to be closer
together or more distant. You can type in the @als required.

Playback controls:

Snap to start (Keyboard: Home) Play/Pause (Keyboard: Space bar) Stop

Loop
Auto-Scroll: When active, this ensures that the position efplay head on the timeline remains in view
even as the playback position goes beyond thagistlyron display.
Pause on edit: will pause the timeline when an edit is made. @xteseem to do anything)
Pause on rewind: Automatically sets the play modeause when the timeline if you jump back to the
beginning.

Important Note:

The length of a timeline is determined by the fanst last event/cue on the timeline. This meaatitta
clip is set to loop but no more value changes oafter a certain pint the timeline will stop ane itlip

will continue to loop. This is normal as Hippotiagtimeline is areventtimeline. Adding another event
on any track will extend the timeline to that ldmgt

4.2.2.13 Timeline Markers / Commands

Timelines can contain stop, jump and go to commasidy) the Timeline markers. Markers can also be
addressed by outside protocols (i.e. MIDI or DMX)jump and play certain parts of the timeline.



To add a marker to a timeline, right click on tiedlgw title bar at the top of the timeline window flag
will be placed on the title bar. Commands can tieddevery two milliseconds.
To edit the command right click on a flag and offenedit command box

You can give the command a name which will appeahe timeline bar. The stop command will make
the timeline halt on the flag until the next presshe space bar.

Use the jump command to jump to another positiothertimeline. Other markers will appear as jump-t
locations. If no other markers are present quniyp-start andjump-end will be available.

If you simply wish to add a command marker for mmfation only with no action, selegbne.

To delete a command right click on the flag aneé&ailelete.

Cue Numbers can be used to jump to this locatiothertimeline using other protocols like MIDI or
DMX.
Please look at the appropriate section to findahét the control commands are.

4.2.2.14 Adding Tracks

If you wish to add more tracks from any Hippotiperthe network click the ‘Add Tracks..." buttontlaé
top of the timeline window. Use the pin selectonavigate to the element you wish to add and €k

4.2.2.15 Saving a Timeline
Timelines automatically save themselves whenewtiaage is made.

4.2.2.16 Blocking cues

When editing timelines there may be points alomgtimeline users may want to create a referena# poi
of the system by setting the values on all thekgdley are editing to a specific value, this femed to as
‘Blocking Cues'.



In the timeline editor, at top of the timeline tire row labelled<empty>’ right-click at the point where
you want to create a block cue, you will be presgntith the following options;

Each of the options creates a block of nodes &ipibiat in the timeline using the following criteri

Insert previous timeline values
Creates nodes at that point in the timeline fotradltracks using the last value used on that toadke
timeline.

Insert following timeline values

Creates nodes at selected point in the timelinalfahe tracks using the next value used on tlaakton
the timeline.

Insert current value as fade

Creates a snapshot of all the listed tracks iritheline using the current system values entetegt as
fades.

Insert current value as snap
Creates a snapshot of all the listed tracks iritheline using the current system values entetiegitas
snaps.

4.2.2.17 Diamonds

When creating/editing timelines, if you are adjugtiany tracks within the timeline it can becomgyda
lose track of changes you have made on individaaks. This can result in ‘lost’ changes resulimg
unintended effects on timeline playback.

In 3.0.12 and later, when any track changes aresrtiebe events are marked with a small diamond icon
on that track and its parent tracks. Clicking ardiad results in the relevant tracks becoming madked
the left (as below) so that the event is easilgted. Right-clicking a diamond gives you the option
delete the event without having to locate it.



4.2.2.18 Track colours

When creating timelines, version 3.0.12 and laatudres a different colour for each layer so thiat i

easier to visually indentify which layer you arekimg adjustments on. Useful when timelines contain
more complicated sequences.

4.2.2.19 Shift events.

When editing a timeline, you may want to shift eeeiorwards or backwards along the timeline. This c
be done on individual tracks, groups of tracksefayand the entire timeline so that users caneggis
or move events along the timeline accurately.

To insert/subtract an amount of time, navigatd&desired point on the timeline right-click antése
Shift time (as below);



You will be prompted to enter the time (in Milliseals) and whether you wish to Add or Subtract the
entered time. After you have entered the desired ind specified addition or subtraction, cl@K to
apply.

4.2.2.20 Document compatibility with previous version

Hippotizer 3.0.12 and later uses an alternativehotedf handling and storing the data files it uses
timelines. To the user there are not any functidiféérences. However the file formats are différand it
is important to remember that timelines create®.6ril2 and later machines cannot be used on earlier
installations. This is VERY important to remembéram upgrading and using multiple Hippotizers via
HippoNet.

Version 3.0.13 Beta and later cannot accept tiraslfirom older machines. If you have older timelithés
normally best to import the timeline into the versof software it was created in and then upgrhde t
system.

4.2.3.1 Cue Controller

Once you have created a number of timelines, yawoatrol them using a number of
different methods (e.g. Midi, HippoNet etc...). Hower for straight forward sequential
playback of a number of timelines the CueContratl@mponent can be used.

Add the component as normal, and then open itilllinitially have one reset cue.



Each cue created will have a Cue number, Desaniplioneline, Action, and Progress bar. Using the
‘Cues’ button at the top right of the window itgessible automatically create a cue for each timaebr
command you have created in the timeline comporfentlo this;

First, the reset cue needs to be assigned anlinttiaeline to start with. In the Timeline dropdavselect
the first timeline you want in the Cue. As below;

Once and initial timeline has been assigned toeactiok on théCues’, and selectCreate All..."” you will
be prompted to create cues for Timelines only anélines with commands (as below). Note: Only
commands which have been given cue number carsignad an action in the CueController.

Once you have automatically created a number of.Cllee CueController should look as below;



Note: the progress bar in the CueController israptesentative of the timeline playback status.

Now, using the GO, Stop, and Go Back buttons yaustap through and number of timelines using cues.
Easily stepping back if required. For example dyiriehearsals or playback demonstrations.

Cues can be edited, added, and deleted. When magnaggs it is import to remember that currently
highlighted cue will have the selected action earidut on it.

4.3 HippoNet

4.3.1 What is HippoNet

HippoNet is the network protocol that links all idiggizer enabled systems. HippoNet allows users to
view, configure and control any parameter of a ldigpt-ready device from any server when systems are
connected together over a standard Gigabit LocehAetwork.

What makes HippoNet unique is the ability to cohamoy element of any Hippotizer on the network
directly. Many systems claim remote control apibut these usually entail using resource-heavyotem
desktop approaches. HippoNet does not require Beésh user can have a custom desktop, sharing
controls which suit their tasks and without affegtother users.

The HippoNet Overview Window shows all Hippotizgstems available to you over HippoNet. If you are
only running one system you will only see the omgpdtizer displayed within the HippoNet Overview
Window. It is good practice to keep this window o all times as it allows access to most of the
regularly used functions in Hippotizer V3. If yshould inadvertently close this window, you canrope
again at any time by clicking on the HippoNet ovew button. This is located in the tool bar.



When using multiple Hippotizers in HippoNet, anadiscovery function allows Hippotizers to appear i
the HippoNet overview automatically.

4.3.2 HippoNet advanced

For most projects all you need is the above HippaNerview, however sometimes you need to get
access to a specific function which is hidden adayng general use. By selecting Windows -> add
HippoNet Overview advanced you can create a newlevincontaining a ‘pin selector’ style interface wit
all the components and all available controllers.

On the left you can see all components availabldherHippoNet network. If you have only one
standalone system running it should look somethiegthe image above. Anything with the “V3” logo i
front is what we call a Host. A Host is in essetieemother application where components can rudéns
Each Hippotizer engine is a Host, but also the Uigterface ZooKeeper is a Host. So you should see 2
Hosts on the left: the engine and the ZooKeeparvillite named HippoV3 GUI)

Let’'s explore what components are loaded on th&eridost by clicking on the “+” symbol. You should
now see the Engine, a Media Manager componenteSevarp and a Timeline Component.

Click on the “Engine” component to select it. Youlwow see Output 1 appear on the right. This wind
contains any details within the selected compondmth in essence is a list of pins.

4.3.3 What are pins?

Pins connect Components. They can have many diffésems, but in essence they are just connectors.
Imagine you have a sound desk, microphones, aneahgpeakers. Each one of those could be
represented as a component with the sockets theydsaPins. Once you connect 2 connectors, the 2
devices can start to communicate. This is exabtywtay HippoNet works. Each pin can be connected to
another matching pin and then data can travel tileem.

Many pins are simple direct connections; howevenes®ins contain other pins inside. We call thoge Pi
Groups. You could compare this to a MultiCore cableur audio example: There is only one cable with
one connector, however inside are many more catde€annectors.

Let’s get back to our Engine and the Outputl pai the can see. This is a group pin and if you atick

the “+” you can expand the group and see whatnsatoed within. In this case it is another set raiugp

pins. Keep expanding Layer 1 and Mixer so you @alevel and MixerMode. These are normal pins, not
pin groups — you cannot expand them anymore.

Let’s double click on “Level”. You will see a newivdow appear with a fader inside. We have created a
connection between the Level pin and the Userfexter So now you can send information to the pingis
the User interface — use your mouse to move ther faid the layer level will change. Now try double
clicking on the Mixer group pin. Again a new windevill appear, this time displaying a Mixer, i.edap
down box for the mixmode as well as the fader éoel. You now have connected a 2 way MultiCore
containing both signals between the user interfaxkthe engine.



4.3.4 Why have HippoNet Overview Advanced?

As mentioned before, most times you will not needdcess the Advance HippoNet Overview window,
however occasionally; you will want to have diractess to individual functions without the normsgu
interface. Or you may want to have a separatefdatiers, for say, all levels — you can simply ggte to
these pins and double click them to get new windd#any components do not have any useful pins for
the user, so most of the time you will focus onehgine pins.

4.3.5 Set up your Network

4.3.5.1 |IP addresses

HippoNet

All Hippotizers have two Ethernet ports. One isresd for HippoNet, the other is for ArtNet. Oneid
cases the HippoNet port is the one on the righf\étron the left. Units are shipped with the defaul
network settings set to DHCP. If your network dnesuse DHCP you will need to specify the IP adslres
used by HippoNet.

In HippoNet overview, browse to the Hippotizer ywish to administer. Click on ‘More..." then select
‘Host Settings...” (As below).

Click on the ‘Remote Management’ tab, you shouleehtae following dialog box;

Click ‘Change...’



On the Change Network Settings select ‘Static i anter the network settings you wish to use with
HippoNet. Click OK to apply the changes;

And when prompted click ‘Yes’ to confirm.

ArtNet

When using ArtNet the network cable needs to beected to Local Area Connection 2.
IP Address 2.0.0.X (X is a number that is uniqueéhmnetwork).
Subnet mask. 255.0.0.0

To do this, In Windows browse to the Network Coriiogxs in Control Panel;



Double click on ‘Local Area Connection 2’, thenesglinternet Protocol (TCP/IP) and click Propetrties
Select ‘Use the following IP address:’ and enterthlues you have chosen for your Hippotizer.

Then click OK to exit. You will need to restart thHgppotizer software for the changes to take effect



4.3.5.2 Firewalls and Viruses

The Hippotizer comes with no antivirus softwaretdtied or firewalls enabled, which means that the
systems are very vulnerable to external attacks iStwhy we recommend never connecting them to a
network which is linked to the internet. If you dete transfer files (i.e. media) from a place ia thternet
(i.e. an ftp site) please use a separate machihestvong virus protection and scan any file dowadkxd
before transferring to the Hippotizer. We can takeesponsibility for viruses and other malicious
software that attacks the Hippotizer.

If you use ZooKeeper on a machine other than adfipgr you need to ensure that the network settings
are correctly set. Also make sure that if you havieewall installed it allows for HippoNet datapass.

4.3.5.3 Performance

Please make sure you use the recommended hardstacetdelow. Although HippoNet is likely to work
with most available hardware we have found thatetlage exceptions which can have an impact on
performance of the system. If you do want to ugevoking equipment other than recommended we
suggest you allow for time to do some serious testsre specifying this equipment on a show.

4.3.5.4 Recommended Hardware

We only list a few crucial components here. Pleager to our website and the website forum for more
information on particular installations.

4.3.5.4.1 Network Switchers
Linkysys

24-port 10/100/1000 Gigabit Switch
Model number: SRW2024

16-port 10/100/1000 Gigabit Switch
Model Number: SRW2016

8-port 10/100/1000 Gigabit Switch
Model Number: SRW2008

D-Link
8-Port 100/1000 Gigabit Switch

4.35.4.2 Cable

Ethernet cable needs to be of the types:
CAT 5e
CAT 6

4.3.5.4.3 MIDI
Most MIDI interfaces are compatible.
However please check on the forum for deviceshhsaé been used or post a message there.

4.4 Controlling Multiple Servers

4.4.1 ZooKeeper



There are different ways to manage your user iaterfo be able to easily monitor and control midtip
systems. Here are simply a few tips and trick wisicbuld help you get started more quickly.

4.4.1.1 Tipl: Get a bigger monitor.

It is difficult to work productively using an XGA amitor with a resolution of 1024x768. This monigize
is ok for general maintenance and controlling glsimachine, however it is not suitable for seriousti-
unit control. We recommend using one or two 22’hhilgfinition monitors connected to a separate
machine running ZooKeeper for maximum productivitiiis way you can layout all your controls and
previews you need easily and get to them instamitlyout having to drag and overlap control windows.

4.4.1.2 Tip 2: Take some time to create a functional layout

It is worth spending 20minutes or so thinking abebat controls you need the most and arrange them i
ZooKeeper. This will allow you to work more prodwety. If you use HippoNet Advanced Overview you
can create new windows with specific functions yoay need. So if you want a separate set of Master
Level Controls, simply browse to the required pil @ouble click on it. Then resize and move your
control to where you can get to it easily.

Also, when working with multiple systems you maynw#o see the 4 or 8 layer overview for each unit.
Using the standard method of clicking on the céwigpout in the HippoNet overview however creates a
“shared” overview which gets re-assigned to eacbthing whenever you click on a different systemt&o
create fixed overviews that stay the same, simpuibte click on the engine of each Hippotizer. Ydli w
see that each time a new window is generated amtl itot be reassigned to any other unit.

So if you have 3 Hippos running up to 8 layers egoh can then have up to 24 previews one for each
layer side by side, so at any point in time you easily monitor multiple systems



4.4.1.3 Tip 3: practise your navigation

Because you cannot have all controls for all Hijzeots active at the same time you need to share som
controls. It seems that most people want to seedaqw for each layer and have direct access tevt.
However sharing all other layer controls is alsegiidle. When double clicking on a layer you wilt tee
media selection window and a layer control windBwsition these conveniently. Whenever you click now
on a layer preview anywhere these 2 windows wil ripoint” to this layer and you can both monitodan
change all parameters. Practise moving from on@afiper to another, switch between layers and bring
up media and work on compositions to get a feettferworkflow.

4.4.1.4 Tip 4: Save your desktop layouts

If you have a good layout you like, save it. So enakre you save them and Zookeeper will createva ne
button to easily recall this desktop setting fou yehen you need it. You may also have differenblay
for programming and rehearsals. Just save theneasity switch between them.

4.4.2 Timeline

Programming multiple systems is not much diffeterpprogramming a single system — you simply have
more tracks to take care of. All the more it is ortgnt to learn about the tools provided to aid gditing
the many parameters. Also again we recommend yimg @obit of tidying up before you start. By defaul
when creating a new timeline you will find all ttracks within you selection. You may not want tcess
all these controls, so take some time to deletérétoks you don’t want. This way you can focus o t
tracks you really need. Use the “Auto Track Setectieature to fly between tracks by touching your
controls rather than expanding tracks. Zoom infosee what you need to see and again get a bigger
monitor to see more and do more.

Also please note that although the timeline loakea&sy to use, it takes some time to become peafici
Take your time and learn and practise what you need before going on a job.

4.4.3 Synchronising Media

The Synchronize function allows you to duplicate thedia library from one Hippotizer to other urits
the network via HippoNet. Be aware that any mediictvis different on the other Hippotizers that nhay
in the banks will be replaced. To access this fonabpen the Media Manager by double-clicking am th
Media Manager icon in the HippoNet Overview. In thain Window click on the “synchronise...” button
on the top right of the menu bar.



You will see the following dialog:

In the top area of the window you will see a lisalb media manager components found on HippoNet.
Make sure all systems that you wish to updateieked.

In the lower area you have a series of options;
Add new media files: include the transfer of mdidés currently not present on the target systems.

Delete unused media: deletes unused media onrtiet &ystems. Un-tick this option if you wish taeke
media on these systems even if it is not being.used

Synchronise media names: updates the media natheyihave been changed by the user.
Synchronise Media Map: updates the way media fiitga the library are assigned to banks and slots.
Synchronise media in Media Map only: Synchronisdyg the media in the media map.

Enable Multicast Ftp: multicast is used to speegyzhronisation with multiple systems.

Click OK to start the synchronisation process.

NOTE: Depending on the amount of media and the amaiusystems in found it can take quite some time
to synchronise media.



4.4.4 Synchronising Media Playback across multiple system

4.4.4.1 Welcome the Synchro Component!

HippoNet supports the transmission of time codeunown special format across the network, sogau
link any 2 media players together. They will domtieing together; change media, play forward, play
backward, change speed and so on. To set it uf thvmugh
Go to the Host Settings and add a new sync componmame it ‘Synchro Component’ (or
anything else you will recognise later) click ‘Ofien exit from the Host Settings window.
In HippoNet overview double click on the Synchron@mnent you have just created. You should
see the following window.

You can have up to 16 channels of synchronised argéiers per sync component. Each channel consists
of 1 Source and one or more Targets.

As an example we will try to synchronise layer 2atger 1. Open the Layer overview (click on cermtie
preview), so you can see the 4 or 8 layer previdlen drag layer 1 preview to the Source text faid

then the layer 2 preview to the Target text-fidddur window should now look similar to the one abov

To test, load a video clip on layer 1 and play éheck in your layer overview and you can seeltyar 2

does the same thing as layer 1.

You can drag the preview of any Hippotizer, locatemote, into these fields in order to synchroriisam.
Common setups are to have one master Hippo anthsyrise all 8 media layers of all other Hippotizers

to this master unit. So whatever you play backhigihachine, all other will follow.

Common scenarios:

It is common to use multiple Hippotizers to creae large image. The Synchro Component is perdect t
sync the different units together. However you nieeighke care to split the media correctly andrithiste

it across the different units. As all synced upitsy the media located in the same bank/slotrieessary
to prepare the media in the right way. If you haudippotizers making one big image then you need to



place the appropriate media in the same slot athes3. For example in Bank 3, slot 3 you mightehav
cloud animation. As an example, Hippotizer 1 isrfeester and also takes care of the leftmost podian
3 way softedge pan. So this unit will need the pefttion of the clip uploaded to this slot. Hippeti 2
takes care of the centre portion and needs thiuglioading and Hippotizer 3 looks after the right.
Whenever you now play back this clip on Hippotizethe others will follow frame accurately. Pleaste
you still need to control the levels and all otherctions manually or by a timeline.

4.5 Components in detall

45.1 Overview

Components comprise of different attributes whiah be enabled and disabled in Hippotizer through th
setup menu in the HippoNet overview. Such functiasm®MX, ScreenWarp can be enable or disabled
without switching off the output. This can all beng on a remote instance of ZooKeeper.

The Components tab shows details of the compomentséng on a Hippotizer.

4.5.1.1 Adding Components

The Add component window allows you to add extnagonents to the HippoNet overview window for
the Host Hippotizer. When you choose to add a carapbyou will be asked to name, choose something
that will help you identify it. You may wonder this stage why you are asked to name a comporidris.

is because you may have several instances of siogitaponents running on different machines. For
example a Chat component could reside on a Hipgotith the name Backstage Chat. That way you
know which instance of Chat to use to communicdiemit is open in ZooKeeper.



Once the component has been added it will startingrautomatically

4.5.1.2 Removing Component
To remove a component right click on it in the &sid choose delete.

4.5.1.3 Starting and Stopping Components
To start or stop a component right click on ithe tist and choose ‘Start’ or ‘Stop’

4.5.1.4 Import/Export

You can export and import the settings for comptsmerdividually. This is very useful when you for
example want to export all the media of a particaleow, so you can re-use it at a later stage.
NOTE: Not all components support Import/Export.



To export/import the settings go to the HippoNee@®iew and right-click on the component and select
the option you need. Please see at the requiregament for details.

In general each component has a different settafripwhen exporting settings, so you can usuaipog
only a part of your settings. For example you amént to export your media, but not the media miagnt
you can use the dialogs to do so.

On Import you again have the possibility to chobseveen different options, say you have an expift w
10 timelines, however you only want to load a snghe. Also you may need to re-map some of the
components references. For example a timeline raag been programmed referencing a specific
machine. However at a later date you wish to eethis timeline, but the original machine has been
replaced with a different one. Because each madhineique you now need to re-map all the timeline
references to point to the new machine. You cathidoconveniently with the import dialog.

45.2 Chat

The Chat component is available from the componesitsThis can then be run from the HippoNet
overview window. The Chat component will allow yutalk to other operators using Hippotizers over
HippoNet similar to instant messaging applicatiofs.enable chat on the other Hippotizers you must r
the chat component from the same Hippotizer atitiseé |.e. you will only need to add the compormnt
1 Hippotizer on the network.



45.3 Clock

A Clock component is available from the compondistsThis can then be run from the HippoNet
overview window. The clock can be used to contvalrgs at particular times.

The clock is available is three sizes, and featanedogue as well as digital time display, it dsatures
the date.

4.5.4 DMX
See Section Controlling Hippotizers with Externah@ol Protocols / ArtNet/DMX

4.5.5 MIDI
See Section “Controlling Hippotizers with Exter@dntrol Protocols / MIDI”

4.5.6 PhatController

The PhatController is used to send commands to déheces using ascii or Hex commands via RS232 or
TCP/IP connections.



NOTE: If you are using the PhatContoller via RS%88 will not be to use that same serial com pott wi
the RS232 component and vice-versa.

The parameters for the RS232 port need to be setding to the device you are sending commands to.

Refer to the % party hardware documentation for these settingseGhis has been configured, you create
commands using the ‘Add A New Command’ Button.

The Comm Type: this is either Serial for RS232 GPTP for sending commands over the network.

Description: This is a description of the command wre creating, it is there as a reference witign
PhatController only.

Command String: the command to be sent as docuthbgtthe ¥ manual should be entered here.
Data Type: This is specifies how the data will batvia RS232
IP Address: When sending commands via TCP/IP, éisérthtion IP Address should be entered here.

TCPIP port: When sending commands via TCPIP, tiiergeds to be specified here according to the
documentation of the destination hardware.

Once you have created a command (e.g. below), @iCland it will be saved in the PhatController.list



To send the command, click on the SEND! Button.

4.5.7 Media Manager

The Media Manager component is used to importalinhedia into the Hippotizer.

It allows you to browse the hard drive or exte@es to import media into the media banks on the
Hippotizer.

This topic is covered in depth in the Managing: émiimg and managing your Media. For advanced topics
such as synchronising media and multiplayer layec see the section “Controlling Multiple Servers”.

4.5.8 PixelMapper
See separate section PixelMapper

4.5.9 Screenwarp
See separate Section ScreenWarp.



4.5.10 Timeline
See section Presets and Timeline Programming

4.5.11 Render Engine (AKA RC Component)
See general introduction and Display Settings.

4.5.12 Media Manager

See section Media: Importing and managing your medi
For advanced functions see Controlling Multiplev®@es / Synchronising Media

4.5.13 HMap2 Server Component

This component enables bi-directional communicatietween Hippotizer V3 and external devices such
as lighting consoles and visualisation softwaralltws the manufacturers of these products/apjsics

to integrate Hippotizer V3 with their technology giying these products access to the necessary
information required to integrate Hippotizer effeety. Features include content thumbnails, liveyews
and auto-patching. Thumbnails on your console nitad@sier and quicker to select the media from a
Lighting Designer/Operators point of view. Live piews of the layer and master will give the Liglgtin
designer a low frame rate representation of theianédito-patching enables the lighting console to
deduce which mode the Hippotizer is in and thustpatautomatically with the necessary amount of
masters and layers.

At time of print HMap2 is supported by Avolites, &hsys, Compulite,

To use the HMap2 component, add the componentrasahon the Hippotizer then configure the external
device to connect to the Hippotizer

4.5.14 Telnet Component

The telnet component provides a low level mearmaofrolling the functions of a Hippotizer via TCP/I
(Ethernet). It allows the user to query informatayout the Hippotizer, the functions that it had #iren

be able to read the values of the current setingsadjust them if necessary.

The telnet component can be added in the normaltkaygh the host settings screen.

The only settings for the telnet component arauger settings screen. Double clicking on the tebuet

in the overview window will open the user settimgadow. Here you can administer users authorized to
login to the Hippotizer remotely, this prevents uth@rized access to the system.

If you do not create any users all login attemptshe accepted without the need for a user name or
password.

If you do want to use login access, then make thatethe ‘login required’ box is ticked and thetdat
least 1 user. Users can be added or deleted usariguttons to the right of the user list.

Connecting to the telnet component

You can use any TCP/IP capable device to connectammunicate with the telnet component as long as
it uses port 23. For testing we recommend usinggrtgpminal which is the telnet console includechwit
Microsoft Windows.

Whichever system you choose to communicate withetmet component you will need to tell it the ip
address of the hippo that you are talking to.



Note: you only need to have one telnet componeathtipponet network even if you have many
Hippotizers in the system, as the one telnet compowill be able to control and receive information
about all the devices on the network.

The following examples are done using Hypertermwith line feeds and data entry echo turned on.
Enter the IP address of the telnet component lrgsbftware that you are using and tell it to cahnéou
will then receive a request for a user name follble a request for a password if you have enalded u
login. After entering the information you shouleesescreen like this:

Once you see “HippoV3:” on the left hand side, dlistem is ready for receiving commands.

Telnet Command reference

A command will be given in the form of an instractitogether with a number of arguments. The syntax
is similar to SQL where each command takes cea@aments in the form of a sentence. The command
line is case sensitive and each command is issuledver case. The commands are as follows:

Get hippos: Returns a table containing a list of all the HippbHosts (Hippotizers) running on the
network. It returns the IP address of that hiphe,real name of the host, the friendly name ohtbet (the
name used when issuing commands) and whethemibigng a video engine or not. Like this:

The friendly name is used as parameter in othentamds when a certain command should only be
directed to a single Hippotizer. For examglet components on hippolvould return a list of the
components running on hippo 1 only, whget componentsvould return a list of all the components
running on all machines.

In most cases it is possible to use an asteriskr&present the “All” keyword, sget components on *
would return a list of components on all the Hippers.

Items in square brackets should be replaced bgphsopriate info, so [component_name] could be
replaced with “Timeline” for example.

Items in bold are required, non bold is optionat@parameters.

get componentg+ on + hippo_name/*/all hippos]: Lists all commamts running on the Hippo



E.g. get components
get components on all hippos
get components on HIPPOV3
get components on *
get pins[+ from + component_name/*/all components] [+ ohippo_name]: Lists the full pin paths of
all pins on the Hippo or, if a component name igpdied, all pins present on that component. Nibte:
components class name is used, as opposed toahsupplied component name.
E.g. getpins
get pins from RC
get pins from “Telnet Component” on HIPPOV3
get pins from all components on all hippos
get pins on HIPPOV3
get pins on all hippos
get pins on *
get pins from *
get pins from * on *
get pins from all components
It is also possible to find pins that match cergzatterns. For example, the above command sdtean
qualified so that the command can take the formpes ... where pin name contains “Layer”.
E.g. get pins where pin name contains Layer
get pins on HFWManagedHost where pin name containsayerl
get pins from RC where pin hame contains Preview
get pins from “Media Manager” on “Hippo 5” where pi n name contains “Sample 4”
get status off component_name][+ on + hippo_name]: Sends a brief status repittie specified
component running on a particular Hippo (if Hipoe is supplied) —i.e., running, limited, problem
any other pertinent information).
E.g get status of RC
get status of “Telnet Component” on HippoGuiV3
set pin [pin_name][+ on hippo_name]value]: Sets the value to the pin. Prints an error mesgag
failed/not possible.
E.g. set pin Outputl/Master/Outputl/Level 127
set pin Outputl/Master/Outputl/Level 255 on HFWManaedHost
set pin Outputl/Master/Outputl/Level 12 on *
set pin Outputl/Master/Outputl/Level O on all hipps
Note: when setting a Boolean value to a pin, tHees'True', 'true’, ' TRUE', '1', 'False’, ‘false'
'FALSE' and '0'" are permitted.
read pin [pin_name] [on hippo/*/"all hippos”] : returns the value dfé pin being read, if one exists.
E.g read pin Outputl/Master/Level
read pin CompMgmt/Status on hippo3
read pin Outputl /Layer2/Level on *
read pin Output2/Layer3/Level on all hippos
Start [component_name/all components][+ on hippo_nanstarts a given component or, if keyword 'all’
is used, starts all components
E,g, stop*
stop “Telnet Component”
stop all components
stop * on hippo3
stop Engine on hippo2
stop Engine on *
stop “RC” on all hippos
stop all components on hippo3
stop all components on all hippos
stop Engine “Telnet Component” Timeline
restart [component_name/all components] : Restarts angieenponent or, if keyword ‘all' is used,
restarts all components
select [hippo_name /hippo_name hippo_name .../all hipdosBelects a given number of Hippos. When
one or more Hippos are selected, any commandsdigsedransacted on all hippos currently selected.



any command fails, a message will be displayedrdéng that failure and on which Hippo it occurred.
Note: When one or more Hippos have been seledtedhdst running the Telnet component is not sedecte
by default.
E.g select Hippo2
select Hippo2 Hippo3 Hippo5
select all hippos
select *
Note: the select command will return the numbdrippos selected
deselecthippo_name/all hippos/*] : Deselects a given nemtf Hippos.
E.g deselect Hippol2
deselect Hippo5 Hippo6 Hippo7
deselect all hippos
deselect *
Note: the deselect command will return the nunabdiippos deselected
list selected: Lists all Hippos currently selected

4.6 Controlling Hippotizer with External Protocols

4.6.1 DMX/ArtNet

ArtNet:

Hippotizers use Artnet as their default externatqcol. There are more and more devices emergatg th
can generate Artnet over Ethernet without the Gisaditional DMX 512. If you are using this typé
device you can simply connect it directly to thadthet port (Connector E, fig 1.2) without the néada
DMX to ARTNET converter. Follow the manufacturegsidelines for setting I.P. addresses and
configuration of start addresses etc.

DMX 512:

DMX 512 has been the standard control protocahalighting industry for many years. Although ésh
its limitations we have endeavoured to make alfftimetions of the server controllable via an extérn
device using this protocol. This means that wiyereare controlling DMX devices, you can add the
Hippotizer to your setup as another ‘fixture’ antegrate it into a larger show. Furthermore, tlzgee
many lighting consoles available that have the Hier ‘personality’ and with these you can seqeenc
any series of commands easily. Please see our gswpgasite for a list of available drivers for liiyig
consoles.

4.6.1.1 Connecting ArtNet

To use ArtNet you need to connect the left Ethgrortof the Hippotizer to your ArtNet
network (see section 2.4.5 for details). This jgreconfigured with an appropriate IP
address and you can proceed directly to configuhegsoftware.

4.6.1.2 Connecting the DMX-Tall



DMX Tail is another form of inputting DMX controbf Hippotizer. This comprises of a
DMX to USB convector which connects to the Hippetipver USB.

The first time the DMX tail is plugged into each BISlot it will ask for the driver this can be
found on the C:\Hippotizerv3/thirdparty/DMX-tailigter folder.

When the windows install box appears direct itis folder to install the drivers.

4.6.1.3 DMXOn
Toggles DMX On and Off

4.6.1.4 Update only/Always Update

The advantage of using ‘Update only’ is if yourhlitng console only outputs data when parameters are
changed. The control centre will allow you to chapgrameters with the mouse without the desk trigng
take back control.

Update only will update DMX only when the value puited from the desk changes.

Always Update take all of the outputted data froliglating console and will force the external devto
have constant control over that parameter.

4.6.1.5 Reset Config
Resets the configuration to the default settings

4.6.1.6 DMX Configuration
By double clicking on The Art-Net Universe you alter the settings for the Universe and Start Aslslre

Double click on the Master/Layer fixtures to altieeir parameters.



The DMX component will always default to ArtNet. €oable the DMX-Tail, double click on the ArtNet
port on the left which will bring up the option ¢boose between Art-Net and DMX Tail.

Within this box you can also set the Start Addr&sssice ID, and Port.



4.6.1.7 Controlling the Timeline component via DMX

By default the DMX components maps the controlgiiertimeline component right after the last layer:

In this example a 4 layer machine is used and X channel 246-230 one can find the timeline
control. It uses 4 channels of DMX:

Timeline Select

Timeline Command select

16 bit Cue Number

Timeline Select



The timeline select channel selects which timekneontrolled. This is defined by the ID number ipeh
the Timeline Name. These can be full numbers fre25®. If no ID is set, then the timeline cannot be
controlled via DMX.

Timeline Command Select
The following ranges trigger these commands:

0-9: Nothing

10-19: Play

20-29: Pause

30-39: Stop

40-49: GoCue and Play
50-59: Go Cue and Pause
IMPORTANT:

DMX commands are only triggered when the valuealtehanges. So sending a value of 45 twice will
NOT result in the command being issued twice. Budtgou have to program a “Nothing” Cue in
between. To trigger the same command twice do45is0, 45!

16bit Cue Number

The Commands “GoCue and Play” and “GoCue and Paeseire the last 2 DMX channels to contain a
16 bit value of the Cue number. Please note tligties 2 decimal places. So value 100 triggerd cue
250 triggers cue 2.5 etc. The total range of addids cues is 0 — 655.35

4.6.2 RS232

Controlling a Hippotizer remotely using a RS232algyort has been introduced in version 3.0.12u3®
this feature please refer to documentation our ikeldstp://www.green-hippo.coin the support and
helpdesk section.

4.6.3 MIDI (Midi2 Component)

Hippotizer V3.0.12 has a completely updated MIDinpmnent from previous versions, this emphasised by
the fact it is named Midi2, as opposed to MIDI. tdskamiliar with the previous configuration of Midiill
need to familiarise themselves with these changes.

Although it has been around for over 20 years rdiidl is still the de facto control standard in threisic
world. Synthesisers, keyboards, recording equiprakfspeak” MIDI and through this interface can
control the Hippotizer.

Users can connect a MIDI controller such as theriBgar BCF2000 to control any combination of
Parameters, trigger clips using a MIDI Keyboardemord any sequence of commands on a Sequencer
program such as Cubase and then edit and plagktdiawill.

All parameters inside the Hippotizer have been radpp specific MIDI commands, so using any
controller you can access these parameters thypughequipment.

We find the Behringer BCF2000 extremely useful whsimg the Hippotizer as it has a very suitable
combination of faders, rotation encoders and bsttbat make controlling the system very easy.

Most MIDI devices these days come with USB conwégtiso simply connect your device and install any
drivers if required.

Once you have added the midi component on the lHiggypdouble-click it to open the configuratiomuy
will be presented with the following window whiclashSimple, Advanced and Expert Tabs.



Simple Mode

Simple mode offers a basic user interface to loagig within HippoNet and map it to a midi command
on your controller.

We will now create a simple mapping as an example.

1. Click Add Pin,

2. Browse to the pin you wish to assign to the miditoaller. Then click OK.



3. You will now be prompted to create a Map referefnom the component to a Midi device
connected to the computer. (Note you will only htvelo this once for each component). Select
the device you wish to add, then click OK.

Before After
4. You will now be presented with the option to eriter settings for the midi device. To simplify
things, click MIDI Learn. Then adjust the faderfout on the MIDI controller. You will notice the
appropriate entries have been made.

Advanced Mode



Once you have set up your midi device using simpiele you may want to edit some of these. However
you may find the layout in simple mode does notjg® enough information to manage more complex
setups. This is where advanced mode can come finl uis@rovides a hierarchical view of the pinsuyo
have assigned to midi controllers.

To edit settings. Click on the component contairimgpin you wish to edit. Then browse to the pithie
Templates folder.

Once you have located it. Right-click the pin aatkst ‘Edit this entry’ to edit it, or ‘Delete thentry’ to
delete it.

In advanced mode you can also view midi valuesi@g are being received by the Hippotizer in the
bottom window. These appear in green.

Expert mode



Expert mode

4.6.3.1 Reset Config

On all the different types of Midi configuratiomere is a Reset button. This button resets aktiees
you may have made and reverts back to an emptygtwafion.

4.6.3.2 MIDI Timecode

If you want to synchronise Timelines for examplexternal timecode you need to use a MTC ( MIDI
Timecode) compatible MIDI interface such as the MOTlmepiece series. They also feature SMPTE to
MTC conversion, so you can use this type of sigmal Install the MIDI device as before and configur
the Device inside the MIDI component. A Timecode will automatically be generated, so you can tse i
as a synchronisation source inside i.e. the tiraelin

4.6.3.3 Controlling Timelines via MIDI

Controlling timelines from MIDI is a very powerfégature. You can trigger complete shows, or just a
single effect animation this way.

This section explains how you setup you MIDI comgtrto trigger timelines, allowing you to jump and
play any cue on a timeline.

You need 4 MIDI controller channels to control theeline component. These 4 controllers will be
assigned to:

Select Timeline ID

Select Timeline Command

CueHigh

CuelLow



e.g.

Note: As you add them you will be prompted to assigem to midi commands from your controller. You
can use the MIDI Learn feature to do this. If yoe aot sure of the exact assignments don’t worrty gem
change these by double clicking and selecting Médirn again.

Select Timeline ID (TimelinelD)

The timeline select channel selects which timekneontrolled. This is defined by the ID numberezat
in the Timeline component. By default this ID isp so you need to give it an ID number (open the
timeline component and enter a unique ID for altimelines you wish to control via MIDI). Thesenca
be integers (whole numbers) from 0-127. If no I3ég, then the timeline cannot be controlled vi®MI
Below is an example of a timeline with 100 ass |

Select Timeline Command (CommandID)
The following ranges trigger these commands:

0-9: Nothing

10-19: Play

20-29: Pause

30-39: Stop

40-49: GoCue and Play
50-59: Go Cue and Pause

CueHigh and CueLow
These two controller channels make up the optiGua part of the last 2 commands. CueHigh addresses
the full CueNumbers, CuelLow the decimal places.

Examples:

Timeline 1 play-> ctrl1: 001, ctrl2: 015

Timeline 15 stop -> ctrl1: 015, ctrl2: 035

Timeline 3, Goto Cue 23 and Play: ctrl1: 003, ctd2, ctrl3:23, ctrl4: 000
Timeline 8, Goto Cue 12.4 and Stop: ctrl1: 0082c®5, ctrl3:12, ctrl4: 40



4.6.3.3.1 Adding a TimelineControlString component

The MIDI component cannot talk directly to the Time Component, so it needs a TimelineControlString
component to translate.

To add a TimelineControlString component, click‘orore...” on your host, then select “Manage Host”.
Go to the Tab components and click the “Add..” bitht the bottom of the page. Select the
TimelineControlString component from the list, &lick and give it a name.

4.7 ScreenWarp
ScreenWarp is a Hippotizer component for multi-pdistortion and allows morphing and shaping of
images for use on non-linear surfaces, or simplrasffect for creative designs.

The ScreenWarp Manager component is loaded by ldefadi can be opened by double clicking the
ScreenWarp icon in the HippoNet overview windowowéver for full configuration you need to have the
Engine Master window open and expanded to full.size

When expanded you will see a tab at the far riglrtkeend “Warp’. This gives you access to warps y@au a
currently working on and all previously createdrite  You will notice you can select 2 active warps
simultaneously. This allows you to cross fade leetw2 warps or between an existing warp and no.warp
NOTE: This can also be done on a timeline to powesffect.

4.7.1 ScreenWarp Manager Explained

Thebluearea of the screen represents your output area.

++



Select existing warps to edit or create a new waipg the drop down window and radio buttons below
the screen area.

ScreenWarps are controlled by the black circlesdicat the corners of the box and also in the midtile
the lines. These are referred to as nodes. Clickingdragging will move the node and you will see a
corresponding movement on your output screenoufgan’t see any movement it may be necessary to
select the warp you are manipulating as the agias on your output. To do this, in the Mastevpe
window, select your warp as either of the 2 actweeps listed and, if necessary, use the fader teertat
warp active.

Experimenting with a warp with provide you with thest insight into how the output behaves when you
move a node.

4.7.2 Features and settings

For simple shapes, such as curved screens, mgetssban be configured using the default settings.
However, for more complex setups you may want togiase the complexity of the grid and adjust the
functions to suit.

Click settings in the ScreenWarp Manager.

Here you can do the following:
- Rename the warp

Change the index of the warp to a different vabreatcess from other parts of Hippotizer.
Adjust the number of nodes available for more caxgletups. Type the new value and click
resize to apply.
Switch to Full Spline mode. In simple mode, aJalganodes are placed in the most common
areas for creating warps. For more sophisticatghswhere you may wish to pull and pinch key
areas of the screen, full spline gives accessdestocated across the whole work area. The
quantity and location of the nodes will vary acéogdto the number of nodes selected. For
example, changing the number of nodes to 9 andtsalefull spline mode will result in the
following. The maximum amount of nodes is 16.



At any time the warp can be reset using the ‘resep’ button.

The ‘visualization’ tab allows customisation of tipéd and nodes to suit a project. Ticking ‘Enable
Visualization’ will activate all active visual aidsich as gridlines, nodes etc.

NOTE: You may see a decrease in performance wiseraNzations are active. This is normal and will
cease once visualizations are switched off.

It may be necessary to change the colours of vadaldepending on the media you are running. @gtio
are available to change the colour of nodes, backgt and grid.

Grid size is independent of node quantities. Adjosuit your application.

4.7.3 Weights Explained

Each node can have a ‘weight’. The weight of aendidtates the degree of distortion and the etietiat
distortion on the surrounding areas. If you neeadieve extreme shapes, or vary the amounts atm®ss
screen area, changing the ‘weight’ of a node vélphachieve this.

Change the weight of a node by placing the curser a node and right-clicking the mouse button and
dragging up or down. The value of the new weigitithe displayed as you drag.

+(



To reset weights back to default values click sgttiand in Warp Options, click ‘reset weights’.

4.7.4 Soft Edge Blending with warps

When using multiple servers, you may need to edgedbetween warped images on different machines.
The soft-edge blending found elsewhere in Hippotizay not be appropriate as it edge-blends thedmuts
edges of the screen area. Therefore, ScreenWaranhalternative method which allows soft-edge
blending around the perimeter of the warped arst@éul.

Firstly, in the visualizations tab, ensure ‘Shove®1 Edges’ is ticked. This will give you represeiain of
the area to be affected and is shown in the calelacted. Default colour is Blue. You can enable
blending on any or all edges of the warp in the Mfab on the master window.

By either manually typing the values into the windoor clicking in the value box and dragging, sesasl
soft edge blending between warps can be achieVadre is a Gamma and Overlap adjustment for each
side of the warp. Once a desirable overlap fomthgp is achieved, adjustment of these paramedgers c
provide sufficient adjustment for seamless joinifigidjacent warps.

4.8 PixelMapper

PixelMapper is a component in Hippotizer V3 whidllowas you to control simple or very complex
lighting rigs using video instead of complicatee dists.

In a traditional setup a Hippotizer mixes a nundferideo and still images to produce a pictures thi
picture is then output as a video signal to a ptojeor similar display device.

When you use PixelMapper, this image can be oatpuat set of DMX lighting control channels and can b
fed to a whole host of DMX compatible lighting fixes such as LED battens or moving lights.

+#



4.8.1 How does it Work?

The image created on a Hippotizer is made up af¢ainds of small dots called pixels. Each pixel élen
up of three colours — Red, Green and Blue.

Normally these pixels are sent as video data t@ggtor or screen where the corresponding pigéits
up using the according colour and brightness.

When using PixelMapper, each individual pixel isput as a set of 4 individual values between 025
representing each of the Red, Green, Blue andsityevalues. These values can then be sent via DX
a lighting fixture which will read the values angtput the correct colour at the correct brightnéss.
enough lights are placed in a grid-style arrangérmerhe stage, each receiving its own colour and
brightness information from PixelMapper, then yal legin to recreate the picture across all thats.
By carefully selecting your video content you casate very complicated effects across your display
using very little programming time.

Often the layout of the lights on your stage isaperfect grid design, and in this case there syeele a
way of telling the Hippotizer which lights are weeand what DMX addresses they all have — this is
where PixelMapper comes in. With PixelMapper, yan create a graphical representation of the lagbut
the lights on your stage. PixelMapper will thencewétically create a special pixelmap file that the
Hippotizer will use to know where each light istbe stage, and make sure that it receives the right
information.

4.8.1.1 Understanding Fixtures and Personalities

Fixtures are the basis of any pixelmap in PixelMapphey represent the lights that you have on your
stage.

Fixtures are usually based on LED technology, bistdoes not always have to be the case — Hippatize
capable of controlling almost any light that is @ale of accepting colour or brightness information.

Because there is such a huge range of differeuiréz on the market, PixelMapper uses specialréxtu
personality files that contain all the informatiabout the fixture being used.

The personality file contains information about haany elements are in the fixture (elements are the
individually addressable lights that are withinrgge fixture), if the elements are capable of tiging
multiple colours or if they can only display whites well as a list of all the special extra funcsichat a
fixture may have such as built in chases or stedfezts.

Also contained in the personality file is the plogdilayout of the cells within a fixture. Some mode
fixtures can contain up to 200 separately addréssakements” and so it is important to know howgh
are arranged within the fixture.

4.8.1.2 Pixelmaps

A pixelmap is the name given to a collection ofdibes that have been arranged in a particular wah®
design grid to represent the layout of the fixtwwesstage.

The pixelmap contains a copy of all the persorithat are used in it as well as details of thexXDM
addresses of all the individual fixtures.

It also contains information about the source ef\ttdeo that is to be displayed on the fixtures mibés
used.

4.8.1.3 PixelMapper Engines

PixelMapper engines are the ‘brains’ of the compon€hey do the actual conversion between the video
pictures and the lighting fixtures. For a pixelntaglo anything it needs to be loaded into a Pixgla
engine.



Each PixelMapper component can run a total of pausge PixelMapper engines, and each engine can be
loaded with a different pixelmap. This can be vasgful if you want to send different video signals
different sets of lighting fixtures to create ‘Z@he

4.8.2 Installing PixelMapper

The PixelMapper component can be added just likeottmer component in Hippotizer — please see
“Adding Hippotizer Components” for instructions baw to do this.

Once the PixelMapper component has been addedhyldssee an icon added to the components list in
the Hippotizer Overview like this:

In order for PixelMapper to output a signal to demion of fixtures you need to provide it withvadeo
source, the PixelMapper component must be instalfethe Hippotizer that will be providing that vie
source, although Editing of the pixelmap and preing of the output of PixelMapper can be done
anywhere on the HippoNet network.

PixelMapper will automatically start in the backgnal when the system is started and it will enterlist
used state unless instructed to do differently.

To access the PixelMapper editor, simply doublekdihe PixelMapper icon in the overview window and
the main PixelMapper screen will open.

4.8.3 The Interface
The interface is divided into 3 main areas:

4.8.3.1 The Pixelmap Manager Panel

The pixelmap manager panel is used to display samthge the 10 PixelMapper engines and also the
database of pixelmaps stored on this machine.

From this panel you can create new pixelmaps, elebeisting pixelmaps or load a pixelmap into one of
the engines.

This is also where you can select the video sdiarce particular pixelmap.



4.8.3.2 The Main Design Grid

The main design grid is where the majority of th#ieg is performed; the central black area is the
drawing space and represents the stage or spdgmthidighting fixtures occupy in the real world.

Design grid areas:

The main drawing area

Personality Selector / Group Selector

Group management console

Mode selection switches and fixture rotation cantro
Patch manager console and fixture patch information
Grid zoom control

OOk WNPE

4.8.3.3 The preview selection panel

The preview button panel is used to open PixelMappeviews for each of the 10 PixelMapper engines.
4.8.4 Using PixelMapper

4.8.4.1 Loading Pixelmaps

When the main PixelMapper interface is first opetiedmajority of the controls in the window are
disabled, this is because it needs to know whiginerfipixelmap it is working with, so before we cart
editing a pixelmap we need to select a PixelMagpgine to work with and load a pixelmap into it.



So the first step is to select an engine to wotk Wom the engines drop down box in the top lefiner of
the window.

If the engine has already had a pixelmap loadeudl ybe will see that pixelmap load into the mainiges
grid and the editor controls will become activet, ibmo pixelmap has been loaded then you will need
assign one to this engine.

To assign a pixelmap that has already been cresitagly select it from the pixelmap dropdown boxian
then press the load button, the pixelmap will lzelkxd into the active selected engine and it will be
displayed in the main design grid ready for editing

To create a new pixelmap, press the “New” buttath gisie your new map a name, then select the new
map from the dropdown box and press the load button

All the editing controls will now become active atte main design grid will clear ready for you tida
your fixtures.

It is important to note that there is no such trasd Save” for pixelmaps, all pixelmaps are savethay
are created so you should never lose any informa#fie you modify a pixelmap, those changes will
instantly be updated to the database and to amy otterfaces on the network where that pixelmap is
being viewed or edited.

It is possible to have the same pixelmap open irertftan one instance of ZooKeeper on the network so
that it can be edited by more than one person samebusly, but it is not possible to have the same
pixelmap loaded into more than one engine.

4.8.4.2 Editing Modes

Once a pixelmap has been loaded you can beginttolechelp you do this PixelMapper has 4 different
editing modes which can be selected by pressingpgpeopriate mode button:

Add Mode: This is the mode you need to
be in when adding fixtures to the grid.

Edit Mode: In edit mode you can re-
position, patch or delete the fixtures in your
pixelmap

Patch Mode: This is a special mode used
to easily and quickly patch your fixtures to
their correct DMX addresses.

Scroll Mode: Selecting scroll mode will change your cursor ttaad which allows you to easily pan
around your pixelmap to get to the area that yontw@achange, very useful on large or complicated
Pixelmaps.

4.8.4.3 Adding Fixtures to the Pixelmap

Start by selecting Add Mode by clicking on the Addde button in the control box to the right of the
main design grid. The selector-box in the top rightt change to display a list of fixture persoriais
grouped by manufacturer.



Alongside each of the manufacturers names youfindla small
plus sign, by clicking on this plus sign you casptiy a list of all
the fixture personalities for that manufacturer.

If you simply want to control a very basic LED fixe or dimmer,
then you will find a manufacturer called ‘Generdhich contains a
list of very simple single element fixtures whicindbe used to
control almost any LED fixture without any spediatures.

To add fixtures to the grid you must first click one of the personalities in the personalitiesttistelect
it, as shown in the diagram.

Simply moving your cursor over the main design gmdl right clicking will add a fixture to the Pixe&p.
You can continue to add more fixtures by clickingia.

If you hold down the mouse button after addingxéufie you can drag the fixture into its correctgaland
then release it to confirm its position.

It is possible to add multiple fixture types intoeoPixelmap by simply selecting a new personatisynf
the list and clicking on the design grid again.



4.8.4.4 Real World Measurements

When adding fixtures to the main design grid itportant to know that it is actually infinite ifes,
although you can only see a portion of it at ang time in the window.

All measurements in PixelMapper are in real worlis) by that we mean that the elements of a fextur
will be represented to scale when placed onto ikedrpap, and so when creating your pixelmap you
should use the rulers around the grid to place figtures in the correct layout according to thdistances
in the real world, so if 2 fixtures are 1 metreareal life then place them 1 metre apart anghd.

To see more of the Pixelmap you can use the zoonat@t the bottom of the main design grid:

You can also zoom in and out by using the mouseelvhe

There are three other functions that help you wilacing or moving fixtures on the design grid:

You can enable or disable the grid markings anecsdl fixtures are snapped to the nearest grighoiat
when added or moved — this helps to achieve aneay pixelmap.

When Flash Selected is enabled the selected Igfititures will flash, this can help when checkihg
layout and location of lighting fixtures.

4.8.4.5 Patching

For a fixture to become active in the Pixelmapeieds to be patched to a dmx address. The controls f
doing this are located in the address control panel

The fixture address readout is for information fusgs only; it shows the current patched addreeeof
selected fixture. If more than one fixture is sedahen this will simply display XXXXXX.

The Next address readout displays the next aveildoix address that is reserved for patching.

There are 3 ways to patch a fixture or group difies in PixelMapper, but all of them will use thext
address readout to determine the starting poimdterhing the next fixture. For this reason itessible at
any time to manually change the next address $gdhiacan manually set the address of the nexirixt
or group of fixtures.

To set the next address, select the subnet, uriead start channel from the three drop down bards
then press the ‘Set Addrs’ button.

By default, consecutive fixtures will always begyed directly after each other using as few chanas|
possible, but sometimes you will want to sepataefiktures. You can do this by selecting a nunibver



the ‘Chan Gap’ dropdown box, when selected Pixeldapvill always leave this many channels between
the last channel of the previous fixture and th&t thannel of the current fixture.

The ‘Unique’ button allows you to turn on or offtlinique address check when patching multiple
fixtures. When turned on (red LED on) the patchsggtem will always check to make sure that thege ar
no conflicting channels between the current fixtiar®e patched and any of the other fixtures in the
Pixelmap, if there are then it will automaticaligd the next available address that can be usdubutit
conflict and patch the fixture to that address.

You must be careful not to have any patched charmarlapping in your final patch as this will caus
LED'’s to flicker on the output when they are befad information from two or more parts of the video
source at the same time.

4.8.4.6 Autopatch

Autopatching is the first of three methods of patgha fixture, and is the default when a new pixaghis
created. Autopatching can be toggled on or ofhgttane by clicking the “Autopatch” button in the
addressing control panel.

When autopatch is active, every fixture added ¢opitrelmap will automatically be patched to thetnex
available dmx address according to the next addessiout.

In most situations this is the ideal setting, hogréf’you have a large pixelmap or a complicateanetel
assignment then it may be much easier to turn attbpff and then patch the fixtures later.

Every fixture that is added to the grid will havel&ment that contains information about the figtur

The information element shows the position of ikaufe on the grid (or in the case of a multi elame
fixture, the position of the first element), it @alsontains the patch address of the fixture it been
patched, or “Not Patched” if it has not.

The gold triangle points to the top left cornethed fixture and allows you to easily see the ogtah of a
fixture on the grid

4.8.5 Editing the Pixelmap

Once you have added fixtures to the Pixelmap ydune@idoubt want to make changes (unless of course
you are perfect in every way!), so this is wheee Huit Mode comes into play.
You can select edit mode by pressing the “Edittdoutn the mode control panel.

4.8.5.1 Selecting Fixtures

The heart of editing a pixelmap is being able tecteand change fixtures in the design grid.
A selected fixture is always shown in RED as opddse/NVHITE. There are multiple ways of selecting
fixtures:

4.8.5.1.1 Manual Selection

The simplest way of selecting fixtures when youiaredit mode is to simply click anywhere within a
fixture, this will deselect all other fixtures amdlect the fixture that you clicked on.



If you hold down the SHIFT key when you are doihgttyou can select multiple fixtures as it will giy
add the last clicked fixture to the list of seletfixtures.

You can group select fixtures by dragging a boxiadothem like this:

You can then hold down the SHIFT key to add exttarfes to this selection. The full selection will
always be bound by a dotted line. When holdingsthi& key and clicking on a fixture, a second cheif
remove the fixture from the list.

4.8.5.1.2 Group Selection

Group selection is very useful when you have afdixtures in a Pixelmap or your fixtures are goed
into particular easily definable arrays.

You will notice that when switch edit mode the perality selection box becomes the ‘Groups’ selectio
box.

This box will later contain a list of all groupsathyou have created.

To create a selection group start by selectindixtigres that you want to group together using nznu
selection.
Next go to the group control panel:

Next type a name for the group into the text baixis-important to make this name unique and relesa
to avoid confusion later.

Next press the “New Group” button, and PixelMapp#lrcreate a new group that contains all the firsu
that you selected.

You can continue to add as many fixture groupsoaswish.

You can delete a group by selecting it from theugsolist and then pressing the “Delete” button.



To use the group selection simply click on anyhaf group names in the group list and instantly ghatip
of fixtures will be selected on the grid and wid boloured RED. You can now do anything with these
fixtures that you would do with any normal seledigture(s).

If you want to change a group you can click onghaup in the groups list. This will select the fixts in
that group and allow you to add or remove fixtdres this list. When you are satisfied just prdss t
update button and all your changes will be savealtimat group.

4.8.5.2 Edit Functions

Once you have selected a fixture or a collectiofixtdires using the above method you can do anfief
following:

4.8.5.2.1 Move Fixture

By simply holding down the left mouse button whidser one of the selected fixtures you can drag the
fixtures anywhere on the grid, moving them to aligth other fixtures or simply to move them to a
different place.

4.8.5.2.2 Rotate

Just to the right of the Mode buttons you will fithe® rotation control, by placing your mouse cursor
anywhere within this control and dragging the maus®r down you can change the angle of rotation of
any of the selected fixtures. The display in thetieeof the control will show you the current angfehe
fixture.

Note: fixtures will only rotate if they can do sdtout any part of the fixture leaving the boundishe
grid, if a fixture would leave the bounds of thédgf it was rotated then it will remain stationauptil the
angle increases to one where it can rotate toiigposvithin the bounds of your defined work area.

4.8.5.3 Right Click Edit Menu

If you right click on one of the selected fixtungsu will be presented with a local edit menu. Thil list
some additional edit functions along with a listlodé Quick-Key shortcuts that can be used to adbess
functions without the menu later.

4.8.5.3.1 Delete
This will delete the selected fixtures from thedgrPressing the DEL key will do the same.

4.8.5.3.2 Unpatch

This will unpatch all the selected fixtures. Thedires will remain on the grid but will not be aetiin the
pixelmap until they are given a DMX address. Thisseful if you want to use the patch mode later to
patch the fixtures.

4.8.5.3.3 Re-Patch

This will temporarily unpatch all the selected fises, and then automatically re-patch them consetyit
starting from the next available dmx address.



4.8.5.3.4 Copy

This will make a copy of the fixtures that are s&de and place it on the clipboard so that it
can be pasted into another pixelmap or into theesaielmap. This is very useful for
creating very large pixelmaps as you can simplgterene section and copy / paste that
section many times.

Please note that when a selection is copied tolipigoard it remembers the position of all
the fixtures and also the addresses to which therg watched.

4.8.5.3.5 Cut

The same as Copy but it removes the fixtures ftoengrid where the cut command was
executed.

4.8.5.3.6 Paste

Following a Copy or Cut command this allows yoytd the copied or cut fixtures back onto
a grid.

4.8.5.3.7 Universe +1, Universe -1
Allows you to increase or decrease the universebrurof the selected fixtures.

4.8.5.3.8 Subnet +1, Subnet -1
Allows you to increase or decrease the subnet nupofltbe selected fixtures

4.8.5.3.9 Unicast IP Address

There are 2 ways that the Artnet data can be edixttires or fixture power supplies —
Multicast (also known as broadcast) and Unicast.

Traditionally Artnet signals are sent Multicast athimeans that the dmx data is sent out to
anything and everything that wants to listen on tiework, the fixture itself then decides if
the information that is coming down the networkfi@ny use to it or not.

The advantage of Multicast is that it is very sienfd setup and the fixtures are very easy to
patch, but it has one very important disadvantageery device on the network has to
process all the information for all Artnet univessaven if it does not need that information,
this can lead to network hubs and switches beimgloaded with information and possible
not working correctly.

The alternative to this is to use Unicast, with ¢#sit you specify an IP address of a fixture
along with that fixtures Artnet address — once thidone that fixtures Artnet details will only
be transmitted directly to that fixture and nottbthe other fixtures in the pixelmap.

A separate IP address must be assigned to eaatefixtr each fixture power supply
(depending on what device actually receives theértlata)

Selecting the IP Address option from the rightlclisenu will allow you to enter an IP

address for the selected fixtures in the form ofxxx.xxx.xxx, or if required will allow you
to set those fixtures to broadcast if you don’twrtbe IP address for them.

4.8.5.3.1(Patch Mode



Patch mode can be selected from the mode buttahg imode select window.

When in patch mode, moving the cursor anywhere themain design grid will display a
cursor showing the next available patch addressahith a small arrow. Clicking the arrow
onto any fixture on the grid will patch that fixeuto the address displayed in the cursor, it
will then increase that patch address by the nurabehannels in the patched fixture so that
you can continue on to the next fixture.

Double clicking on a fixture with the cursor willake the patch address jump up one whole
set of fixture channels without re-patching the sdixture, this allows you to easily create
gaps the same size as one fixture in-between &xiatches in case you are patching a power
supply that does not have all it's fixtures coneddteg. Pulsar chromabank)

4.8.5.3.11Scroll Mode

When scroll mode is selected, the cursor changesptesent a hand. By dragging the hand
around the main design grid you can scroll the gridny direction regardless of the zoom
factor of the grid itself — very useful when wor§ion very large pixelmaps so that you can
still see enough detail in the map itself.

4.8.5.3.1ZPatching Special Channels

Some fixtures will have ‘Special Channels’ suchbait in chasers or master level controls,
some fixtures even have mode select channels wii@ed t o be set to specified levels all the
time in order for the fixture to work correctly.

Special channel patching is done group by groupesore you attempt to patch any special
channels you need to create at least 1 fixturepy(eee editing fixtures), if you want to
connect all the similar special channels togetimeallbfixtures then you should select all the
fixtures on the grid and create a new fixture groajted “All fixtures”

Press the “Special Channels” button below the rdasign grid.



You will be presented with the special channel paitreen. There are 3 steps to patching
special channels:

1 select the fixtures you want to patch
2 Select the special channel that you want to patch
3 Select what you want to patch it to

The first step is to select the fixtures that yanwto patch and is done by clicking on one of
the groups listed in the fixture groups box in tine of the window.

This will then display a list of all the differefikture personalities used by those fixtures in
the box below.

The next step is to select one of the special adaristed in the personalities box, this is
done by simply clicking on one of the channelshia list of personalities.

Finally you need to choose what controller you wargatch that function to.

In PixelMapper there are 20 special controllers #na available as faders in the main
Hippotizer interface, and are also patched as 2XKkannels via the DMX component if it
is installed.

In addition to these 20 special controllers youehawmaster level controller. The special
controllers and the master level controller arafbal except that the master level fader has
a default value of 100% whilst the other speciaitoalers have a default value of 0%.

Clicking on one of the 20 controllers on the righit patch the special channel to that
controller.

Clicking on the “Master Level” button will patchahspecial channel to the master level
controller.

Alternatively you can assign a set value to antghefspecial channels by simply selecting the
value using the level fader on the right and thexsging the “Set Level” button.



At any time, a special channel can be unpatcheatdgsing the “Un-Patch” button.

4.8.5.4 Assigning a video source

Once you have finished designing your pixelmapevan while you are designing it — you
will want to start to play videos through it. To thas you need to assign a video source for
the pixelmap. The video source that is assignedpixelmap is remembered with every
pixelmap so that when you load it again it canitgetideo signal straight away.

To do this, press the “Select Video Source”
button on the pixelmap manager panel.

You will then see a HippoNet tree window
that shows your Hippotizer and allows you to
expand all of the various parts of the system.
You can grab a suitable picture source for
PixelMapper from any on the nodes that have
a bright green dot next to them.

Once a suitable video source is selected, that
engine and pixelmap become active.

4.8.5.5 Previewing the result

Once a video source has been assigned and theegsgiative, you can then preview the
result of the pixelmapping and see exactly whakisg sent to the fixtures on your stage.
Simply open a preview window by clicking on onettod ten preview buttons at the bottom
of the PixelMapper window, this will open a previgindow that can be sized to your liking
and will remain open until it is closed manually.

You can have as many preview window open as yoh wisone desktop. Closing the main
PixelMapper edit window will not affect the previewndows.



There is only one control on this window and tlishie refresh rate of the data being sent to
the fixtures. This is normally set around 20fpsathis more than sufficient for most layouts,
however you can increase this if you are likelyse any fast moving footage or flashing.

It is important to note that whilst increasing tieéresh rate may give you a smoother
playback result it will also greatly affect the amb of processing power required by the
PixelMapper engines — so it is always a good ideaxperiment with different values once
you have all your PixelMapper engines active.

4.8.6 Making your own Personalities

There will probably be many cases when you disctivatrthe Pixelmapper personality
library does not contain the fixtures that you as@ng. In this case there is a very easy way
for you to create a new personality yourself.

Make sure that you have a pixelmap loaded intonggine (it can be blank necessary), and
now go into “Add” mode by pressing the Add buttarthe mode panel, this will open the
personalities selector window in the top right @trRight click anywhere in this window
and select “Add” from the context menu, this witlem the fixture designer as seen below:

On the left is the designer grid and if you moverymouse over the area you will see that
you can control a large green circle.

The first thing that we need to do is decide whipetof fixture we are creating, the list of
available types are:

RGB A fixture with separate Red Green and Blue &dsffor each element (default)
CMY A fixture with Cyan Magenta and Yellow Elements



RGBI Similar to RGB but has an additional intensibannel for each element

CMYI As per CMY but with an intensity channel

I This is a fixture that has only got an intengityshutter option, this can be used to
drive simple light bulbs or moving light shuttemsewven strobes!

Select the appropriate fixture type from the dropadist. Next you need to enter a cell size.
A cell is the name given to a single controlladkr@ent of your fixture, so for example if
you have a Thomas Pixelline 1044 then you havesp@rately controllable “Cells”. Because
we work in real world dimensions in Pixelmapper, vee to tell it how big each of these
“Cells” is, and this can be entered in centimeietfie box above the fixture type select.

Next we need to add the cells of our fixture arid ilndone by simply moving the cursor
over the designer grid and then right clicking theuse to insert a cell, you can then move
the mouse and click again to place another celll fwuld continue to do this, laying the
cells out in the same physical arrangement thatdhe in your actual fixture.

As you do this you will notice that each cell showsl information about what channels are
used to control that cell, the cells are autom#gigatched in the order that you place them
onto the grid.

If the “Auto Zoom” button is pressed then the gsifl auto zoom so that you can always see
your cells, however you can turn this off and iastese the manual zoom slider to change
the scale of what you see.

Once you have added all your cells, you can theneag special channels that the fixture
may have.

Special channels are defined as any channelsafaire dmx control but do not actually
control the RGB cells directly; examples would hethin chasers, mode channels, strobe
channels etc...

To add a special channel, right click in the spediannels box and click “Add”, you will
then be presented with the special channel inputldtere you can choose a channel offset
(from the base address of the fixture) and a detseni for the channel.



You can add as many special channels as you wish.

Once all the special channels have been addedyihgd any) then you can enter all the
details about the fixture such as Manufacturer, Maehd variation — variation is useful for
distinguishing between different variants of thenegroduct, so MKIl or ver 3.05 for
example.

That's it, you have created your own personalifi &hen you press “Done” it will instantly
be added to the personalities list.

4.9 Live Video Input devices

The Hippotizer support a variety of different livieleo input cards (also referred to as
grabber cards). These are physical cards instamtedhe Hippotizer providing connectivity

to read external video sources like a video cameradeo player and map them to any layer
inside the Hippotizer. Once converted into therimaédigital video format these sources then
can be mixed with other media, masked or effegidieghin general like any other media
stored on the Hippotizer.

Input devices for Hippotizer comprise of a hardwame software element. The hardware part
consists of a physical card with video connectbhe software side comprises of the driver
which enables the card to work in Hippotizer.

The format of the card graphics card provides imftion on the pixel format and resolution
of the input.

The TV standard and FPS (frames per second) efeettype of signal and how many
frames of video are being transmitted per second.

All drivers can be downloaded from our website.
It is advisable to order specific cards when pusat@the unit or if upgraded post purchase
that an experienced Hippotizer technician fitstaed and installs the driver.

4.9.1 S-video / Composite Input (Standard)

The standard s-video composite video card allogiagle s-video or composite input into the
Hippotizer. This card is shipped standard with ppdtizer.

49.1.1 Driver
Btwdmdrvinstaller5.3.5

Installation instructions
When installing the WDM video cards it will pressoiu with a series of options. Below are
the answers.



What do you want to do now?
Install this driver

Select your video card:
(034) - Leadtek winfast2000

Select TV Tuner model used in your card:
absent- no TV function will be available

Select Country:
(226) united kingdom

4.9.1.2 Information to be used within Hippotizer

Recommended Format
YUY2 25.00fps,768x576,16BPP

TV Standard
PAL |

FPS
25.0

Input
1 S-Video
2 Composite

Depending on which input you are using

4.9.2 4 Input Card

The four input card allows the user to have foorianeous inputs. These input over a BNC
connection into the Hippotizer.

49.2.1 Driver
4inputcapture3-1.exe

4.9.2.2 Information to be used within Hippotizer

Recommended Format
YUY2 25.00fps,768x576,16BPP

TV Standard
PAL |

FPS
25.0

Input
1. Inputl

(+



2. Input 2
3. Input3
4. Input4

Depending on which input you are using.

4.9.3 SDI Input Card
The SDI input card caters for a single SDI sigeakf.

4.9.3.1 Driver
Sweetspot WDM_ driver

4.9.3.2 Information to be used within Hippotizer

Recommended Format
UYVY, 25.00FPS, 768 x 576, 16BPP

TV Standard
PAL |

FPS
25.0

Input
8: Video SerialDigital

4.9.4 Dual & Single VGA Input

The single and dual VGA input card has two VGAsI@n the dual card both the slots
capture VGA on the single card only the bottom oagtures VGA. The visual difference
between the cards are the chips on the cards. Udlecdrd has 2 identical chips top and
bottom. The single will only has one.

4.9.4.1 Driver
VisRGBpro Install.exe

4.9.4.2 Information to be used within Hippotizer

Format
RGB565 70.fps, 1024 x 768, 16 BPP

TV Standard
None

FPS
70.0

Input
Standard



5 Resources and Resolutions

The Hippotizer Media Server is very powerful arekible, however no resources are unlimited. We
believe that it is important to give you the usgreat deal in flexibility where and when you wamuse
those resources. So you can run an HD with 8 lajersever it will struggle to playback 8 1920x1080
video clips simultaneously. But rather than restrigthis to 4 layers only you may need at timédiétla
layer as a mask and this performs very well. Thggrendoes not stop under heavy pressure, but reduce
the frame-rate at which it renders. You can morthd as part of the engine settings (right-click o
Engine Component and go to tH&tab). You will see a readout of the fps (framesseeond) the system
is running at. Typically this will be around 60, @sst displays use this refresh rate. If you nat o

load up the system dramatically (lots of high-reeiee clips and many fx) this fps will start to coch@wn.

In some cases when doing for example horizontahatidns this can be quite noticeable as the steps
between frames will be much more noticeable. Irotases (i.e. a slow moving animation) you may not
notice anything. So it is important to be awarswéh limitations and if the output looks un-smoatheck
the fps to see what is going on. Often the samle dan be achieved with fewer resources (layerg)or f
and can be optimised that way.

5.1 Managing Video Memory

The second thing to keep an eye on in the engitiagetab is the VMem usage. VMem is the video
memory used and again you can overload it. Cuyréinél Express and Stage versions ship with 256MB of
video memory and the HD with 512MB. If you get @ds this limitation performance will drastically
drop and the fps will plummet. This is due to tiistem starting to use conventional memory, which is
much slower.

The Hippotizer can dynamically resize each layardok natively in the incoming resolution. This mea
that if you load a PAL clip, the layer will be reed to 720x576, if you use a 720p clip, it will exypl to
1280x720. The same goes for images. Switching soenresolution to another takes resources and you
may notice a hick in the playback (or you may iifdhe system is not so busy). This is becauseittie
needs to re-allocate buffers for the new playercédyou are inside this resolution switching willibstant
and smooth. So it is advisable for critical progetct design your resolutions, so each layer hastain
function and maintains the same resolution througtte show. If you need to switch resolutions sl
noticeable (because for example there is a clip gtitong motion), move the cue to a more statineste
“hide” the resolution switch.

It is important to understand this concept of atoamy memory for a specific resolution as this esult in
running out of video memory, although you are ngifig” many layers. As an example you are using a
stage in pan mode and have created back-groundsvatel 920x576 resolution. Typically you would use
layer 1+2 for the background playback and use R&olution on all other layers. However if you waye
load the background videos on all 8 layers you wawerload the system and the fps would drop. iBhis
because you are running out of video memory. Ef/gou now switch to images on all layers, the
situation will not improve as the video playerseath layers still keep the same amount of video ongm
reserved. It is important to remember that imagebvédeos reserve their own memory and are treated
independently. So the situation will only improveem we start loading layers with lower resolutidcheo
clips, i.e. PAL clips. This will reduce the buffeize and release video memory.

5.2 Resolutions Explained

On Hippotizer, we differentiate between 2 differgmes of resolutions: Media Resolution (which
typically is also the Layer resolution) and outpegolution. These 2 can be the same, but don't tealse.
Each of the 3 versions has got different restmdito both resolutions, which are important to ustdad
when designing and using content.

5.2.1 Critter

The Hippotizer Express can only play back PAL afitBR resolution media — this is often referred to as
SD (standard definition) content. Media at highesotution cannot be encoded and needs to be resized
before importing into the Media Manager. The maximutput resolution is 1024 x 768.

(



5.2.2 Stage

The stage can import and play back media with aiimamx vertical resolution of or 768 pixels. So when
working in a 4x3 aspect-ratio this means 1024 x M@8lia, however it can also handle 1280 x 720
content. When using Hippotizer Stage in Pan Modegan go as high as 1920 x 768 media allowing you
to create nice panoramic backgrounds. However adfinggou can load and play back these resolutian thi
doesn’t mean that you can load these high resaollaigers on all 8 layers. There are limitationgatied

by the hardware and it is advisable to stick tagh mesolution background layers and use the déyers

in SD modes.

Output resolutions on the stage support up to X28024 in single/dual mode and 2560x1024 in pan
mode.

5.2.3 HD

There are no restrictions on the HD other tharoties the technology places on us. The maximum video
clip size is 1920 x 1080, no matter which mode gmiin. Images can be bigger though. There are no
restrictions on the output resolutions.

#



