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NOTE
Please note that the PRIME User Guide is always in progress.

PRIME is ChyronHego’s advanced graphics playout and authoring system.
It is based on ChyronHego’s fast and powerful dedicated PRIME Engine (previously known as
as GS2)

PRIME allows for both design and playout in a single application. This fully featured application
is designed as a multi-purpose platform that is dedicated to Advanced Systems Integration.

PRIME’s “Event Driven” architectural model allows users to utilize an array of capabilities for
connecting and reacting to scene changes. Binding objects and Data is quick, easy and
intuitive.

The “Point & Click” user interface enables advanced functionality without the usually required
advanced scripting.

The power of PRIME’s “Advanced Data Object,” along with the Expression builder, ensures
simplicity and ease of use for both Point & Click Acquisitions and the Parsing and Playout of
data. PRIME also supports VB and Jscript for more advanced and complicated workflows.
C# scripting is also available for an integrated development environment.

Automation for PRIME includes:

e ChyronHego’s Intelligent Interface, along with an accompanying powerful Pattern
matching Rules Engine
VDCP
PBus
UDP server to receive broadcast requests

“Warp Technology,” an advanced and unique feature in the PRIME Render Engine, allows users
to create and import animated clip effects created in After Effects, 3D Studio and other 3D
design tools. Additionally, PRIME Render Engine can map real time updateable content into the
effect in design or during runtime.
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Performance

PRIME is accompanied by a utility tool for measuring the application and system performance.
This tool is called the PRIME Engine Performance Monitor and is located on the Start menu
inside the Prime Engine folder

#X Prime Engine Performance Menitor - O *
File Edit View Server Help . Prime Engine
[%] it Ma @ [ME] § [*C]
150 300 70 ) )
140 J oo ¢r Config Editor
130 4 ¥
120 4 58
110 4 : 1
000 ] — (& Diagnostic Tool
a0 86
80 -
7 License Updater
&0 54
:g 4 roo |
a0 Lez Performance Monitor
20 o
10 4, — i
o e N ) i
20:05:32.6 Prime Engine 2302.1
< >
Visible  Calor Watch Last Avg Min Max
|t cPULoad 8.7 71 474 & Reference Manual
[ [EEEEEE ' Render o 0.5 0.3 303
[ || Traverse 10 0.4 5.1
4 [ % saript 0.1 0.0 03
] |EE|C Render+Filter/0 10 05 7.7 Release Motes
[~ I|:% Render 1 0.5 0.2 26.2|
[ || Traverse/1 0.3 0.2 26
= < Seript/1 01 00 10 2
|| Render+Filter/i 08 04 23 Scripting
[ |WEEEEE| " Render 2 0.6 0.2 35.4
[ [ Traverse/2 0.5 0.2 43
[ || Soipt/2 0.1 0.0 0.5 = .
U Render+Filter (7 10 n.al ol ¥ ! Uninstall
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PRIME Startup | non-NVIDIA Warning

Chyron Prime only supports NVIDIA based graphics cards and is required to run as intended.

On Startup, Prime will automatically detect if a NVIDIA Graphic Card is running Prime.
If it detects this is not the case, PRIME will display a warning message similar to this along with
the following three options.

Prime may not run correctly on an unsupported Intel graphics card.
d l-?-. NVIDIA is the only graphics card supported in Prime,

Please select one of the following options to proceed.
Abort: Exit Prime

Retry: Restart Prime to run on NVIDIA graphic card (if available)
Ignore: Run Prime on current graphics card (Mot Recommended)

Abort Retry lgnore

e Abort - Exits the Chyron Prime Application

e Retry - Forces Prime to run on NVIDIA GPU by applying program settings within the
NVIDIA Control Panel.
o If Retry fails to apply the settings, the following message will display:
Failed to apply NVIDIA settings. Please check that NVIDIA GPU and drivers are
installed. The application will now close.

e Ignore - Runs Prime on the currently detected non-NVIDIA based graphics card.
This is not recommended and could cause Prime to run incorrectly.

14| PRIME 4.10.10 User Guide @hyron:



PRIME Startup Screen

&g Startup Configuration >

Branding Ll Clip Player

Mantis Offline

Switcher Touch Screen

Video Walls

¥ Prompt On Startup Cancel

PRIME offers a selection of pre configured playout configurations.
The default is set to 8 predefined buttons that will always exist on the startup page.

This page uses the configuration directory sub folder that exists in the users
“Config->Settings->Root Settings Directory”.

Users can define their own configurations which will be added to the list.

To add your own configuration button to the startup page modify the Playout Configuration and
then save it. It will auto populate the Startup Selection screen.

To Delete a Configuration button you can right click on a button or remove the configuration file
from the directory.
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Runtime User Interface

MEAPlayer [

The main Runtime User Interface in PRIME is used for playout. PRIME can be configured for
both a fully functional preview and program. Both the preview and program both have proxies.

Channel Proxy Visibility

Preview 1

NBAPlayerStai } Play
Virtual Group

CRAMENTO
MNGS

Enable and disable visibility of:

e Control Panel
e Proxy Output
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e Audio Meters
For each configured Channel (Preview & Program)

Playing the preview to air, regardless of its state, will default it back to its default state to ensure
proper operation.

During Scene Design, each scene is assigned an output channel which may be any negative or
positive value. The channel number determines the compositing output order. Each channel
may only have a single scene assigned to it. If a scene on output is occupying Channel 1 and a
preview scene assigned to Channel 1 is played to air, it will “Effect out” the current scene on
Channel 1. Additionally, multiple scenes from preview may be moved to output in a single take.

In the image below, there are 3 scenes loaded into preview. Each scene is in a different layer:
Layer 1, Layer 2 and Layer 3.

Layer 1
Layer 2

Layer 3

Aukomaion Meriar | Workiow Morit Scenes | Messages | images | Cigs | Fonts | Autio | Scipts

Users may choose to take all three scenes to air as a composite or select scenes individually.

as x 1
HEGC
B rroiet [TamtheTroner =] B scene =- inBypass | Ml et
Channel 2 Channel 1

B 75| Boe e [ 3¢ [0

ey
e Layer 1

Layer 2

Layer 3

Automation Monitar | Workflow Moniter Scenes | Messages | Images | Clips | Fonts | Audio | Scripts

For example, here all three scenes have been taken to air while another scene is loaded into
layer 1.
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e T T . - =

Config  Taak  Help HEGC

B roicct [TmntheTianer =] Wl scene = - in Bypass | M) Editor
ainel

hanii Cha
B Take [ 5¢ = B reonster ~ B cer
1

Top Line Tet
Name

Action Playec: Default LORM -

If the scene that is now loaded into layer 1 is sent from preview to air, it will bump off the existing
scene on output that was assigned layer 1.

HEGC

- s | ) or
Channei1
Bce e B - Boer
. Top Line Text
Nocwe
t— Bottom Line Text Layer 2

Tite
Layer 3
Name ‘ '
Titie 3

Action Played: Default 12803 P = Action Played: Effect In 1:2539PM =

Preview Load Behavior options allows for Multiple Scenes, Single Scene Per Layer or Single
Scene only.

Output Layer assignments are properties of the scene.

Scene Properties

Mame |Lower Third | Enabled

4 Scene

Description
Messageld 1000

Layer 1

18 | PRIME 4.10.10 User Guide @hyr@ﬂ



Preview Scenes

Output channels can have “Previews”. Multiple scenes can be loaded into a preview channel.

Scenes  Messages Images Clips Fonts Audio  Scripts

= Scenes Messages  |mages Clips Fonts Audio  Scripts
59| scenes

m Messages

*Line 1

! =Line1

= Line 2

=Line 3

*Line 2
*Line 3
*Line 4

L ——

»Line 4

slines
—_——

F5 - Bullets

FS - Bullets Left
Multiple scenes can be played to air simultaneously.
Scenes can be fully previewed in the preview channel. No matter what the state is of the scene
in the preview channel the scene will revert to the “Default” state when played to air. In the
example below two scenes are loaded into preview. One scene is in layer 5 and the other scene
is in layer 1. These two scenes can be played to air individually or as a group. They can be
cleared individually or all.

111

Channel 1 Preview

3 - Live Bui Play Clear «
R 2 X

Mame:

Top Line Text

Bottom Line Text

Top Bar: (Select Breaking News to Change Color of Bar

O None @ Live @ Breaking News

B L o e S

BOTTOM LINE TEXT NS
—————

<

Action Played: Graphic ON 53528 PM
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Channel 1 Preview

B Play =

Play All

3 - Live Bug

' LIVE |

m Clear =

Clear All

Chyron.
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Preview / Program Display Options

For each configured Preview and Program channel you can choose to hide or show a proxy
output, control panel and audio meters. Use the drop down arrow in the proxy windows upper
right hand corner to check or uncheck desired selection

Control Panel Visible:

. Control Panel
Transfer

2023 Season Stats

[ | 1
251 4.2 61 51.7

Scene Playing 3:04:14 PM

Clear
. 3 4
|UﬂE||UE| EXT CHANMHZ .
BOTTOM LINE TEXT VEWS
N
Scene Playing T:d6:44 PM -
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Control Panel / Replaceable Panel Toggle

To toggle between a control panel (this requires a control panel resource has been added the
loaded scene, and applicable control panel objects), and replaceables panel (required
replaceable objects added to the parent scene) then click on the control panel / Replaceable
toggle icon in the bottom right of the control panel region.

Control panels allow for more complex and custom designs.

A replaceable panel is more limited and restrictive than a control panel. Replaceable panel
support:

Order: Enable / Disable Il (Intelligent Interface for W commands)

EX: Enable / Disable External Updates

Databound: Enable / Disable

ID: Read only. Updates to this alphanumeric value must be made to the scene in Prime

designers replaceables.

e Description: Read only. Updates to this alphanumeric value must be made to the scene
in Prime designers replaceables.

e Value: This is an editable field. For a value update to take effect, click enter.

ID, Description and Value columns can be rearranged, by dragging on the column
header.

The selection of either control panel or replaceable panel will hold true for each individual
preview/program channel.
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Previewing Animations and Save Options

The dropdown in the lower right-hand corner allows for the following

czage Range As...

Qutput Image

Output Image as...

Output Clip

Output Clip as...

e Preview Active Only: When enabled, only the selected scene will show in the Preview.
Otherwise, the preview will be a composite of all loaded scenes.

e Preview Animations: With this option enabled you can preview any animations that will
occur within the scene. With this option disabled all animations will cut to the final
keyframe and show the last state.

e Save Message: This option will save the scene as a “Template Data Message” and
show up in the “Messages” browser. Refer to the section on Messages.

e Save Message As: Same as “Save Message” but prompts the user for a message
name

e Save Message Range As: This option is primarily intended to be used with Il & EX
commands workflow. An individual message range can be saved to span over multiple
message numbers. For example 100-199. If an Il command is received for any message
between 0-99 then a message will load with the settings applied from the message
range. This elevates saving out 99 separate messages. Message Range will save in
Messages folder 100-199.pbm

SceneMame [L3Anchor

Message Range 100 - 199

If a I/EX is received, and an individual message exists between a message range, then
the individual message will load, not the message range message.
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e Save Output Image: Saves the proxy image to file. The file location is in a sub folder of
the projects “Image” folder named “Captures”. Ex:
I\PRIME\Projects\News\Images\Captures.

e Save Output Image As: Save As dialog prompts the user to save the image file type,
location, and region of interest. Currently supported formats are tif, .jpg and .png
Region of interest must be predefined within the scene properties in Prime Scene
Designer prior to saving out the image in Editor or Playout.

e Save Output Clip: Saves the proxy scene as a clip file. The file location is in a sub
folder of the project's “Clips” folder named “Captures”. Ex:
I\PRIME\Projects\News\Captures. Save output clip, will adhere to the last clip resolution
set with Save Output clip as.

e Save Output Clip As: Save As dialog prompts the user to save the clip file name, output
type, location and region of interest (cropped clip render). Currently supported formats
are Quicktime Animation GTC, Motion JPEG, DNxHD, DNxHR, Web M.

Region of interest must be predefined within the scene properties in Prime Scene
Designer prior to saving out the image in Editor or Playout.

Rendered clips using “Save Output Clip” will only honor the Effect In. If an action within
the scene is triggered within the Effect In, this will be honored in the render. The Effect
Out will not be rendered, unless it is triggered by the Effect In.
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Scenes vs Messages

Scenes:

Scenes are saved to the file system as .pbx files and comprise of all the elements of a scene.
Scenes are defined as “Templates” or “Base Messages”.

Messages:

Messages are a subset of scenes and are much smaller in size that contain a reference to the
parent Scene file. Messages use the .pbm file extension. Messages are defined as “Template
Data Messages”, “Automation files. See the separate section “Messages” for detailed

information on creating and editing scene Messages.
Scenes and Messages can have their own independent browsers.

In the Messages browser, if you hover over the thumbnail you will get various metadata
including the parent scene name.

Scenes Images Clips Messages

i Messages

100

Type: PBM File

Size: 34.1 KB

Date Modified: 6/7/2023 1:16:20 PM
Scene: MBA_L3.phx

25 | PRIME 4.10.10 User Guide @hyron



Projects

Opening a New Project

To open a new project:
I view
e From the Main User Interface, select Mew Project
File from the top menu bar. Open Project

Config  Teools Help

- @ Scene

e Then select New Project to open a

. Exit

new PRIME project. ' L
OR

e Click the Project icon on the top & LNANNEIBOX FIIMme MA LUwZ3:
left-hand size of the Main User Fle View Config Took F
Interface,

e From the drop-down menu, select New to open a B Project [Pmiml E
new PRIME project.333 New

Note: PRIME supports projects on a network drive but PRIME does NOT support Epei Take

search capabilities for projects over the network due to the Microsoft Search API

Opening a Pre Existing Project WG view Config Tools Help

I . Mew Project
To open a preexisting project:

Open Project

e From the Main User Interface, select Exit
File from the top menu bar.
e Then select Open Project to open a new PRIME project.

OR

e Click the Project icon on the top left hand size of the
Main User Interface,
e Select Open to open a preexisting project.
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File View Config Tools F
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Open...
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e The Select Project panel will be displayed. From here, the user may navigate to the

preexisting project and open it.

r B
Select Project E@g
Computer ¥ C\ p Eochd
L Bk 3 B B B 0
| ) Ry i i ) f )
SRecycle Audio Browse Chyron ChyronHego Clips Data Documents
and Settings
| I | W | .
) I | i J b i |
Fonts gs2 Images log Messages Models M50Cache Mew Projectl
| I Il ]u ]1. J
J ]F ll I I
Panels PerfLogs  Program Files Program Files ProgramData  Recovery Scenes Scripts
(x86)
|
J ]F ) I

Windows

System Users

When saving scenes, if PRIME sees assets from folders outside the project PRIME, PRIME will

prompt users to import the asset.

'._Save: Import External Assets
|

Target External File Path

[V] =] 1magel. File I\Tom,jpg

Operation
CopyRedirect

Progress

[ Don't ask me again (always leave assets in their original locations)

|
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Removing a Project B8] ChannelBox Prime Scene Edite Scene,
File Edit View Window Tools Help

e From the Designer User Interface, click

the “Project” icon from the top menu bar. Project "Ch‘ﬁﬂﬂHEEﬂ Ticker "]
e Then select Remove Project to Remove Mew - [

PRIME project. This will NOT delete the Open...

. F. -

project. R —

. Emove o ‘ ‘
Delete

e Video Input

Deleting a Preexisting Project

e Select Delete Project to Delete PRIME project and all the files associated with it.

Editing a Pre Existing Project

e From the Designer User Interface, click the menu File-Edit Current Project
e This allows you to edit the Project Description, Project Parameters, Expressions,
Conditions and C# code.

.EI ChyronHego Prime 2.5.3.3 Scene Designer
I Edit  View  Window  Tools
El Mew Scene

Mew Master Control Panel

B]  Mew Transition

BEg Mew Clip Transition

Edit Current Project I

Generate Master Control Panel

&) Open..

E Save Ctrl+5
Save Az, Ctrl+5hift+5
Save Image...

@  Import SVG
Cloze
Cloze All
Exit

1 Grid 'y Light

=l vira cocice P osa__1
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Layouts

PRIME uses Windows docking panes which allows users to add/remove/position and size all of
the available window panes. Layouts can be saved and loaded.

¢ ChyronHego Prime HX 2.1.1.5

I File

Pre

WET Tools  Config

Help

Add Browser ...

g Scene

¢ Chanrd DI Recent Loyouts

i

Channel 1 Preview
Channel 1 Output
Channel 2 Preview

Channel 2 Qutput

Drasricis: 1

Save Layout
Save Layout As ...
Load Layout

Reset Layout

There is also a quick layout loader on the left top of the main Runtime user interface:

Layout

Default e

HEC
Ig‘ Ec

) In Bypass

In the Prime settings dialog, there is a setting to automatically save the changes that are made
to the layout. This setting is available in both the main application form and the designer form.
This is not a global setting. If the “Auto Save Layout” checkbox is checked in the main
application form, there is no guarantee it will be checked in the designer form and vice versa.
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m Prime Settings

o Appearance
"-._"__:‘E' Browsers
4 Startup Scenes (] Prompt Administrator Warning On Startup

& Clips

Prompt Before Closing

Export Settings Import Settings
] Cuality Control
@ Language Status
LJ Logging [] In Circuit On Startup
& BXF
— Show Bypass Indicator
& CAMIO
_(_') HubDrive Show 501 Input Indicators

Layout
Auto Save Layout

Playout
Use Murneric Keypad Entry
[ ] Track Recall Per Channel
(® Graphics
() Clip Players
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This layout shows 2 graphic channels with previews, 4 clip players and a playlist

o e e T zr
- oy Hel HEGQ!
B Pt it o - (NS T

§

BREA NG

NEWS

Pl (54
o
e

This layout shows 6 clip players and a take list

O Chprosbiega Puma b 112 a X

S Ve Tk Coly HEGO
i i e z- Lopwt [Fpt ooy wbyvas | I Gt
Cop Prapms Tanskon e~ Chp Playwr 2 Beonuiion tiogg = Oy Payes 1 Tramskion ligme = Ll e d Tanation tigs = Cp Pl Siansion foce * Gl Playw Twwstion figpe =

. i . : 'TOUC.HﬂrIJ;WN
ExcLSive NEWS | roucHol
L b Erentegn

[ B o ] e H e o - § Prims Opasing B o [ 000 =]

Cond Cont Gt Cond Coed

erre wagm Vewape
W Gl Commen 2 Comenn B ®
2 9 , o JNE
..... , o i

Yrarp i CHlege CRATTLAE [ A
LT = /G u - E E
(= HASCAR [ ] T — iy Py Tarryle. by 2
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Tools
Application Scripting

Application scripts run the entire time the application is open as opposed to Scene Scripting
which only runs while that scene is open. The scripting window is language is C# and has
access to the entire PRIME API. Refer to the separate document “API Scripting Guide”.

Zip & Unzipping Assets

Prime offers a built in Asset Viewer to view assets per scene or per project. Select column
heading (File, Type, Size Modified, Parent) to sort assets by ascending or descending order.

c‘( View Assets

D Project | Prime Training 2020 ~

Assets | IEHIY

<

. 2
Y ComingUphext

File
Exists
= CAWINDOWS\FONTS\ARIBLK.TTF
M |\ Prime\\Projects\Prime Training 2020\Base\BlueColor.pbs
I:\Prime\Projects\Prime Training 2020\Base\ClipBG.pbs
B 1\ Prime\\Projects\Prime Training 2020\Base\UpperLeftRedChip.pbs
I\Prime\Projects\Prime Training 20200Clipsi\Morphing Triangles.mp4
& [:\Prime\Projects\Prime Training 20204 Scenes\ ComingUpMext.pbx
I I:\Prime\Projects\Prime Training 20204 Transitions\SlideL eft.pbt

Additionally, users can zip or unzip these assets using the built in Zip/Unzip tool.
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| Al Assets

g All Scene Assets

Compare Graph

Crawl Excel

- Crawl Manual

Crawl RS5

DVE Squeezeback

Election Countown

- FS 3 Game Stat

g Refresh

g Zip Assets @ Unzip Assets...

= O x

Thumbnail Size

Size

163 KB
81KB
53 KB
15 KB
11 MB
158 KB
5KB

Meodified

Parent

ComingUpNext.ComingUpText

ClipBG.Clip 1

ComingUpNext.Transition 1

Chyron.



Settings

The various configuration settings determine the behavior and appearance of PRIME. To
access:

In the top menu bar, select Config and select the desired item to configure:
e Settings

Automation

Devices

Keyboard Shortcuts

Playout Configuration

Content Distribution

Import Configs

Export Configs

Settings Configuration

Selecting Settings from the Config drop down menu allows the user to change various aspects
of PRIME.
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General

= Prime Settings *
T -
Playout ChyronDark v

@ Control Panel
== Appearance

General
Folders '
8 Startup Scenes @ Prompt Before Closing
E Clips B Prompt Administrator Warning On Startup

[ Cuality Control

B Prompt For Playout Configuration
% Language

B Start Minimized

i Legging

EI 8xF Status

5] LIVE Uploader

E CAMIO B Show Bypass Indicator
C HubDrive B Show 5D Input Indicators
. Scripting

Layout

B Auto Save Layout

B Always Show Both the Preview and Program Channel

oK Cancel Apply

e Prompt Before Closing — If checked, PRIME will confirm with the user whether or not
PRIME is to be closed.

e Prompt Administrator Warning on Startup — To run out of process VB,JScripts Prime
needs to be started with Administrator privileges.

e Import/Export Settings — Allows users to export a series of settings into a zip file
allowing users to import them on a target machine elsewhere. Any files in the source
machines “Common” folder will be extracted to the target machines “Common Folder”
only if a Common folder is defined on the target machine.
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3 7ip Files - O x

.'{. Add Files ’EE Add Folder Open Folder on Completion

All lterns Group by: | File Type
Marme Lecation Type Size
Settings
|| Application Settingsxml  CA\ChyronHego'\Prime XML Document 11 KB
L] Automation.xml ChChyronHego\Prime XML Document 75 KB
| | Category Layouts.xml ChChyronHego\Prime XML Document 2 KB
| | Channel Settings 2xml CA\ChyronHego\Prime XML Document 8 KB
| | Clip Folder Watcherxml  CA\ChyronHego\Prime XML Document 62 B
| | Colorsxml CA\ChyronHego\Prime XML Document 220 B
| | Editor Settings.xml CA\ChyronHego\Prime XML Document 8 KB
| | Logger Settings.xml CA\ChyronHego\Prime XML Document 1 KE
| | Plugin Settings.xml ChChyronHego\Prime XML Document 54 B
XPL File
L] 1CHxpl IMPrime\Projects\CommeniLayouts  XPL File 9 KB
|| 2CHxpl IMPrime\Projects\CommeniLayouts  XPL File 10KB
| | 2FB + 2Clip.xpl I\Prime\Projects\CommoniLayouts XPL File 12KB
|| 2FBxpl l:\Prime\Projects\Commonilayouts XPL File 2 KB
13 Files Export Selected | | Cancel |

e Status — if the system is run in downstream mode and an external bypass panel is
installed, the following options may be configured
o Show Bypass Indicator — Show an icon on the main Runtime user interface
toolbar
o Show SDI input Indicator - Show an icon on the main Runtime user interface
toolbar

e Layouts - Auto Save Layout option automatically saves the changes that are made to
the layout

e Always Show Both the Preview and Program Channel
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o If setting is checked, both preview and program channel controls will be made
visible when a channel is activated.

o If setting is not checked, only the visible section of the channel will be activated
and the user can hide either or both.

*Enabled (checked) by Default.
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Playout

“5 Prime Settings -
L
G |
e KeyPad Entry
| Playout
& Control Panel Enabled
= Appearance Track Recall Per Channel

Folders

N Allow Recall Box Focus
TP Startup Scenes

3 cips Messages
[ Quality Control Show Folder Selector
L.
9 angL.Jage Include Scenes
 Logging
[+ BxF Message Thumbnail Output ¥
3
9 LIVE Uploader
s P Toolbar Buttons
il camio
HubDrive /! Graphics
. Scripting ["] Clip Player
Preview
Load Behavior Single Scene Per Layer =
Program

[ Skip Preview In for Program

OK Cancel Apply

Numeric Keypad Entry

When Numeric Keypad Entry is enabled numeric and alphanumeric values can be applied to
the keypad entry field in the Runtime interface.

Project PrimeSports 100 Output 1 8T8 4

Users can use Numeric Keypad playout mode for either Clips or Graphics. For Graphics the
order of precedence will be: Scenes then Messages. Channel selectors will appear on the main
toolbar. Shortcut keys can be assigned to select the “Active” channel. See Shortcut Key
Manager for configured shortcut keys.

Scenes, Messages or Clips will load to the active channel i.e whichever channel has focus.

This means that the scene’s default Channel will not be honored if the Channel property is set in
Designer. See Scene Properties for more information

Track Recall Per Channel - (applicable when operating PRIME with a multi channel graphics or
clip player system). When selected, the Keypad Entry field will populate the text value of the
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next numeric or alphanumeric graphic (scene, message) or clip for the selected channel. When
unchecked, multiple channels share the same value for recall.

Allow Recall Box Focus - When checked, operator can tab or mouse click into the recall box to
open a scene or message. When unchecked, Recall Box is only accessible via Numpad keys.

Messages
Show Folder Selector - When this is enabled, Messages folder selection will be visible in Prime
playout Ul.

Project  PrimeS 5 Messages  Football

Click on Messages Icon to add or remove messages folders.

Messages  Football
Add
Remove

Rermowe All

Numeric keypad entry will apply to the selected message folder. Select from drop down to
change selected folder.

Messages  Football

Messages

Basketball
Football
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Preview Load Behavior

Preview

Load Behavior Multiple Scenes b

Multiple Scenes

Single Scene Per Layer

Single 5cene Only

Multiple Scenes: Infinite number of scenes/messages can be loaded in preview regardless of
layer assignment.

Single Scene Per Layer: Only one scene per layer can be loaded per preview channel. A scene
with the same layer assignment will displace the other.

Single Scene Only: Only one can be loaded in preview regardless of layer assignment.

Skip Preview In for Program - When checked, Preview in Event animations state will be
skipped on Program Channel. This results in consistent effect in behavior in case where scene
is played directly to Program Channel.

Example use case: In Preview in Event a clip is set to cue frame 30, at its revealed state. But
when the same scene is played to air, the clip should play from frame zero.
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Control Panel

“Z Prime Settings

% General

Playout

Control Panel Preview Update | On Enter Key/On Lost Focus N

= Appearance

Text Box Entry

Program Update = On Enter Key/On Lost Focus ~
Folders
® Startup Scenes Cache
E Clips Enabled

I:b Quality Control

Cache
When checked, an initial load of a Control Panel will be stored in cache. Any future loads of the
control panel will load faster.

*Disabling cache is recommended for any control panel utilizing complex scripting or event
triggers on load.
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Appearance

e . X
s General Browser Appearance
Playout
E Control Panel [1 Use Theme Colors
Folders
% Startup Scenes R
E Clips Back Color _
Quality Contral
E;' L uality Contro Selected Text Color |
% Language
ﬂ Legging Selected Back Color
[+] Bxr
6] LIVE Uploader Highlight
E CAMIO [] Use Theme Colors
. HubDrive

L Active Channel
. Scripting
Active Program or Preview

Text CO|or _ _
Back Celor _

oK Cancel Apply

Browser: Allows users to customize the appearance of all browsers in the PRIME application

Highlight: Allows users to customize the appearance of the active channels and active Preview
or Program
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File View Tools Config Help

FB1

i ETransfer g Clear

Top Text

]

FIRET LWSTHAME

< >
Scene Playing 30319PM ~

Workflow Monitor = Automation Monitor  Parameters

Workflow (] Copy Events =/ Clear Events

Edit Appearance

FB2

ETransfer g Clear

Top Text

|

< >
Scene Playing 30437PM

Scenes Messages  Clips Edit Scene Messages  Images

X | Messages
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Folders

== Prime Settings

% General
Playout

g Control Panel
== Appearance
% Startup Scenes
B ciips
% Quality Control
Language
Legging

BXF
CAMID
HubDrive

5 (] e G G

Commaon Folder

II:'-.F"rirne‘.F‘ rojectsiCommaon

Root Project Directory

|I:\Prime‘n.F| rojects

Root Settings Directory

iI:'-.F rirne\Settings

Camio Folder

||:*~.c,:\.r~.1|c|a

File Operations

Il Synchronize Renames When Applicable

0K

Cancel

Apply

Common Folder — ChyronHego STRONGLY suggests the use of a “Common” folder. This

stops the need for assets to be stored multiple times in multiple directories.

Root Project Folder- Define the root folder for all your projects.

Each browser has a shortcut button to browse the common folder.

Root Settings Folder - Defines the folder location of all the configurations, layouts etc.

This is tied to the startup screen.
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g Startup Configuration x

Llip Player

Mantis

Renderer Switcher Touch Screen

Video Walls

¥ Prompt On Startup

CAMIO Folder - This folder location will contain all the Project folders. These Project folders
contain their associated assets (MOS Messages, CRD files and replaceable assets).

The PRIME messages in the “Message” folder can be called up in PRIME playout.
*kkkkkk I“nF)()F{Tu\h‘T‘*******************************************
The CAMIO Context MUST match the PROJECT Name.

Example: Context: News 5PM PRIME Project: News 5PM

kkkkhkkkkkkhkkhkkhkhkkhhkhkkhkkhkkhhkkhhkhhkkhkkhkkhkkhkhkkhhkkhkkhkkkhkkkhkkkkkk

O
N
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Scenes | Messages Images Clips  Edit Scene Messages

@ Scenes | f‘ECommn I:

- m = =
. i F5 BULLETS HEADLINE TEXT

. TLESRA AL dOION LT ITL. CORMSUTRTLY Slipisiing o531 Mascenas
| i ta jusn, sin s keiten partas Lageres . s rimiaue
B RO P PO, i R, T3 GRS TR Nam 1 du
Durpis. Phaseius malewuads eusmod st oed coadimentum.”

Dynamic Text Updating E

u_anu_u_u_u_u.u.l S EEEnnnnEm

] lH

OREBOARD SCOREBOARD 1t ermen
@3 [ I oy -
|

HE il

n m e a
EGAS

.a.n GOLDEN KNIGHTS 0 . o

e e e
I EnEn ..... 1IN

rd 1 Garmne Lower Third 2-Line

Startup Scenes

Scenes can be set to load or play when the PRIME application starts.

[] Prime Settings *

@ General Startup Scenes

0 Appearance +Add 3¢ Remove
) Browsers

Project Scene Command Channel

Startup Scenes
@ Clips Prime Demo 2020 1 Play Scene Program 1

[ Quality Control
@ Language

-j Logging

] BXF

& camio

() HubDrive

oK Cancel Apply
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Clips

m Prime Settings

>
g General Power Clip Metadata
Appearance
i) Browsers [] Read Clip Metadata from File Name Tags @
% Startup 5
arup Scen=s [] Generate Unique Clip Name 1 = g
[& Quality Control Reset Mext
a Language o )
7 Logging Clip File Name Tag | Name v
a BXF :
- ower Cli aults
& CAMIO P Clip Defaul
r} HubDrive

[] Show First Frame

[] Held Last Frame

oK Cancel Apply
Read Clip Metadata from file Name Tags:

PRIME has the ability to add metadata to the associated clip metadata file when the clip is
imported using the “Folder Watcher” application. The metadata is part of the command line
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@ Supported File Name Tags

When this option is enabled, metadata will be read from the clip file name.
Metadata tags take the form:

TAGL-VALUEL_TAG2-VALUEZ ...

Supported Tags:

Group: GP, text value

Mame: MA, text value.

Description: DS, text value,

Keywords: KW, text value,

Expiration: EX, text value

Hold Last Frame: HF, integer value: 0 disabled, 1 enabled.
Camio Virtual Channel: CVC, text value.

Capture Frame: TF, integer value,

Loop In: LI, integer value,

Loop Out: LO, integer value,

Loop Enabled: LE, integer value: 0 disabled, 1 enabled.
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Quality Control

B Prime Settings

@ General

0 Appearance
=
0/ Browsers

% Startup Scenes

& Clips

@ Language
_.I} Legging
& BXF

i CAMIO
‘r)- HubDrive

P Quality Control

Cuality Control

Mame

Complete

In Progress
Mot Started
Mot Sure

Add

Fore Color

Delete

Only publish scenes marked

Back Color

Reset Defaults

Complete

Cancel

Apply

The Quality Control settings allow the user to define Quality Control states.” These allow
users to see the state of scenes. This comes into play in the distribution of scenes and their

associated assets. See Asset Viewer also.

To view Quality Control states, select Details View from the Scene Browser. This allows the
Quality Control field to appear in the scene list. From there, a state may be set as defined in

the Quality Control Settings section.
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% 4 Common S

Path Type File Size Last Modified Quality Control

E\Channel Box Prime\Projects\Mews Panel\Scenes\Dr.., File folder 9/18/2015 8:33:07 PM

News Panel I\Channel Box Prime\Projects\News Panel\Scenes\M... PBXFile 1926 KB 9/6/2015 9:03:08 AM

Complete

Mot Started

File Size Last Modified Quality Contral

Mews Panel2 E\Channel Box Prime\Projects\News Panel\Scenes\Dr... PBX File 66 KB 10/14/2015 5:50:42 PM In Progress

News Panel2 \Channel Box Prime\Projects\News Panel\Scenes\Dr... PBXFile 746 KB 10/14/2015 5:50:42 PM

m

In the Icon view, the quality control may be viewed, but not edited.

News Panel3
I\Channel Box Prime\Projects\News Panel\S..

News Panel
I\Channel Box Prime\Projects\News Panel\S,
PBX File PBX File
779 KB 746 KB

10/14/2015 5:50:41 P 10/14/2015 5:50:42 PM
Complete

Mews Panel2
E\Channe! Box Prime\Projects\News Panehs...
PBX File

66 KB

10/14/2015 5:50:42 PM

In Progress
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Language

H Prime Settings

@ General Language
0 Appearance Use Systemn Language (English)
i Browsers duy=ll (Arabic)
% Startup Scenes DE"'t.SCh (German]
@ cli English (English)

Ip= espaficl (Spanish)
@ Cuality Control frangais (French)
D e
7 Logging fE=t (Hindi)
'.--\ |ta||a_r1|:| (Italian)
| BXF BH+E8 (Japanese)
@_ CAMIO =0 (Korean)

. ortugués (Portuguese)
() HubDrive Eyccu:?qﬁ {Russian?
svenska (Swedish)

0K Cancel Apply

Language Settings allow the user to select from the available list of languages. Once a
language is selected, the PRIME User Interface will switch languages.

NOTE

—? Not all language translations are guaranteed to be accurate
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Logging

Logging Settings enable the user to configure logging for the main PRIME application.

== Prime Settings X
. General lesETE
Playout
@ Control Panel B Enabled Ch\Chyron\Prime\Logs
ontrol Panel
= Appearance Max Leg File 5ize (3120 = KB @ Delete logs after |10 = days
Folders
iz Startup Scenes B Enable Automation Logger
B Clips
[ Quality Control B Enable Workflow Logger CAChyren'\Prime\Workflow

4] Language

B Action Triggers B Hot Keys Triggers B Object Updates
Logging

B BXE B Camio Uploads B Intelligent Interface B Scene State Changes
[g] LIVE Uploader B Command Triggers B Logic Triggers B Script Execution

E CAMIO @ Data Object B Message Object B Shortcuts

& HubDrive B GPIEvents @ Object Events B Show Milliseconds
. Scripting

Prime Engine

Max Log Size 100 = MB
Max Leg Count |30 o

B Aute create dump file

OK Cancel Apply

The Workflow Logger will log specific events in the application

The workflow logging is useful for viewing the order of events that happen with a scene or scenes. The
workflow log window can be viewed from the main Runtime user interface.

You can select which events will be logged in the Workflow Monitor.
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Autormation Monitor  Workflow Monitor

Workflow || Copy Events =/ Clear Events Edit Appearance x

Tirne Event Scene Description

ActionPlayed F5 - Fullscreen Image Panel ON

F5 - Fullscreen Image Loaded

F5 - Fullscreen Image Playing

F5 - Fullscreen Image Button 1.Click event raised
ActionPlayed F5 - Fullscreen Image Panel OM
ActionPlayed F5 - Fullscreen Image Flares
ObjectEvent F5 - Fullscreen Image Button 2.Click event raised
ActionPlayed F5 - Fullscreen Image Graphic OFF

Only check the Auto create dump file checkbox when asked to do so by ChyronHego service.
The Scene Logger

Scenes have a logger built into them. Clicking the log bar will show the current Scene Logger:

Prograrn 1

RollCrawl E Transzfer @ Clear

| start |

k3 Could not load font: HelveticaMeue LT 77 BdCn b TOLITPM -
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J@ﬁ Errors ][& 0 Yifarnings l[ﬁ 6 Messages Od

Scene Loaded

scene Playing

Action Played: Start
vg Could not load font
3 Could not load font
vg Could not load font
vg Could not load font
vg Could not load font

Action Played: Default

' HelveticaMewe LT 77 BdCn
t HelveticaMewe LT 77 BdCh
 HelweticaMeue LT 77 BdCn
' HelveticaMewe LT 77 BdCn
' HelveticaMewe LT 77T BdCh

5458 PR
f:54:58 PR
f:54:58 PR
f:54:59 PR
f:54:59 PRA
f:54:59 PR
f:55:02 PR
f:35:02 PRA
f:535:11 PRA

m

@ Could not load font: Helveticalleue LT 77 BdCh

6:55:11 PRI

1

[t Could not load font: HelveticaMeue LT 77 BdCh

| €3 6:55:11PM

BXF

See the section that explains the BXF object as a scene resource

H Prime Settings

@ General

o Appearance
’\S‘ Browsers

[} Startup Scenes
a Clips

B Quality Control
@ Language

J Logging

BXF

& camio

'() HubDrive

As Run Configuration
[ Enable BXF As Run Logging

Qutput Directory

As Run Channel Properties

As Run Device

As Run Default Length
Frame Margin |13

OK Cancel

Apply
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CAMIO

Apply your CAMIO Server settings here.

2 Prime Settings

@ General

0 Appearance
) Browsers

(% Startup Scenes
@ Clips

[ Quality Control
. Language

L] Logging

= BXF

& CAMIO

€} HubDrive

Server

Context Folder

Default CAMIO

Default Virtual Channel

[ Auto Upload Clips

OK | | Cancedl | Apply
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Hub Drive

B Prime Settings

E? General (Q Mot Connected Refresh Status

0 Appearance
ﬂ" Browsers Synced Folders

% Startup Scenes
& Clips

[ Quality Control
e Language

LJ Logging

L] BXF

i CamIo

[] Show Status Bar Menu

OK Cancel Apply

55 | PRIME 4.10.10 User Guide Chyront



Scripting

2= Prime
4:5:[» General e
Playout
B Control Panel Allow CF Scripts

= Appearance Allow VB Scripts

Folders
P Startup Scenes Allow lavascripts
E Clips Extended Host Functions

[ Quality Control
£% Language

fl Logging

[+] BXF

6] LIVE Uploader
E camio

i.,;,, HubDrive

These settings allow Prime to function in Sandbox mode when unchecked. In addition it allows
users to preview animations, without running/executing scripts. If a scene is loaded that utilizes
a script, and Prime script settings is disabled, then Prime will log warning that the script can not
compile and execute.

Hardware/Playout Configuration
Refer to the separate PRIME_Playout Configuration Guide
Subchannels

Subchannels are smaller defined areas of a larger output channel. Each subchannel is defined
by its resolution and its “X” and “Y” position within the larger output channel.

Each subchannel can have its own preview and output in the main Runtime user interface.

You can have independent scene browsers for each subchannel that only shows scenes with
the exact same resolution as the subchannel itself to ensure only scenes designed for that
resolution can be played.
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Replaceables-Automation ID’s

Object properties that can be “Replaced” by automation are added to this list. A Node in the
Scene tree “Resources” section will display the “Replaceables Automation ID Editor’. Objects
are required to be exposed in the Replaceable Editor for Update In/Out to execute; including for
manual playback. Add items here

Scene Tree % Configuration

Automation Configuration is documented in the

D207 & Objects Effects

New Scene PRIME Automation Guide.
M|~ 9 Scene Group Preparing the Scene for Automation (The
B E image Replaceables-Automation List
o A\ Text 1 eplaceables-Automation List)
&P Resources Commands that update scene objects can be
% Parameters connected in the following manner:
Expressions
[#2 Conditions e By the scene Object name
~ [<] Replaceables e By the Control Panel name
[ Text Text e By the ID name from the automation list
|£| Control Panel
=| Scripting

Scene Object Name: The name of the object from the Scene Tree
Objects

@ Mew Scene
v & Scene Group

d’i Location

Control Panel Name: The name of the control Panel from the Control Panel section of the
Scene Tree

v @ Control Panel
abl] | ocation Text

Replaceables-Automation List: The name of the ID from the Automation ID Editor
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Replaceable Editor

x Remove ﬁ“

D Description Bindings Order Auto Erase External Update Character Limit
Mame Text Enter a persons name d\ Mame. Text 1 |:|
Title Text Enter a persons title d\ Title. Text

Id: This is the ID automation will use to identify this item.

Description: This is a user-friendly description and is also used in the NRS
Plugin (LUCI) as the label for the replaceable item.

Bindings: Object(s) Properties bound

Order: Used by legacy commands that expect the data in the order they are
given in the command. The “W” command is a good example: W\100\200\A\B\C\\

o Auto Erase: Should the default value of this property be erased when viewed or
loaded.

o External Update: When checked, the replaceable is marked to send and receive
X and R commands respectively. Each replaceable is identified by is Bindings
descriptor. Referencing the picture above a X command would be sent as
follows

X\1\***\Locator L3\Name. Text\Title. Text\Logo.File\\
The automation system would respond with an R Command
R\1\Melville, NY\Joe Smith\Smith_Joe.jpg
See the Prime Automation Guide for more.

o Character Limit: Enforce a maximum number of characters when applying data
supplied to this replaceable. For example, with a character limit of 5 a
replaceable that received the value "ChyronHego" would only be updated with
the truncated value “Chyro"

To enter items into the Automation List, drag any property or keyframe into the list. Each item in
the list can be bound to multiple properties.

To get a keyframe into the list drag the keyframe from the Keyframe property window NOT the
keyframe from within the Timeline.
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Keyframe x
Name  [Keyframe T Frame | 00:00:00.00 5
Triggers -
~ Properties
Name Value In Out
Opacity 100 Linear Linear
Automation [D Editor o
xﬁemwe ﬂ“
1 Bindings Order
LIVE 2 Text].Text 1
Locator dfi Texntd Text 2
Opacity @ Clipl.Action. Keyframel.Opacity 3

In this example, there are two properties bound to ID# 1

Automation D Editor o
xﬂemﬂve ﬂ“

- 1d Bindings Order
LIVE 2\ Textl.Text

Locataor d’i Texut? Text
Opacity @ Clipl.Actionl.Keyframel.Opacity
FrontFace [J Cubel.File

B Imagel.File; Image2.File

Ihwm_l

Note: Some scenes may contain Objects and Replaceable IDs that share the same name and
are completely unrelated. In this case, the Object name will take precedent when a P/UPDATE
command is received.
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Devices Configuration

The Devices Settings panel provides the ability to add and edit an external device, as well as
display a log of device activity once the connection is live. PRIME allows for either a GPI or
X-keys device to be used.

Device Settings =]
Devices | TL| GPI (7} X-Keys Edit ) Delete Enzble () Disable
Type  Neme Ensble On Startup  Status
n oGPl v @ Dissbled
B XKeys1 v @ Disabled
Device Log » [] Advanced o Clear Log

The following parameters are displayed in the Device Settings panel:

Type - Displays a GPI or X-Keys symbol as the type of device.
Name - The name given to the device.
Enable on Startup - If enabled, then the device will be enabled every time that PRIME
is started.

e Status - Displays Enabled, Disabled or Waiting for Connection as the current status
of the device.

To configure the Automation Log:

Select the Automation Log drop-down menu to either Copy or Save the log.
Enable Show Data to show the data from the Automation Log.

Select Clear Log to clear the displayed data from the Automation Log.

Each log item will display the time of event, the connection in use and a message.

To edit a device setting, do one of the following:

e Click the item in the Devices list, and then click the Edit icon. The Device panel for the
item will open.
e Double-click the item in the Devices list. The Device panel for the item will open.
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e Right-click the item in the Devices list, and then click Edit on the drop-down menu. The
Device panel for the selected item will open.

To delete a device, do one of the following:

e Click on the item in the Devices list, and then click Delete icon.
e Right-click the item in the Devices list, and then click Delete on the drop-down menu.

To enable a device, do one of the following:

e Click on the item in the Devices list, and then click Enable icon.
e Right-click the item in the Devices list, and then click Enable on the drop-down menu.
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GPl In
Up to 16 GPI inputs may be configured in PRIME. To add a GPI connection:

1. Select the GPI icon located on the top toolbar of the Device Settings panel.

Add GPI Device e S

Hardware: Undetected | D Clear Pins

[¥] Enable On Startup

Board Index 0 = Bounce (ms) 10

Selected Pin (0)

[ rase [E] Fat

I OK H Cancel I

e Enable on Startup - Check the Enable on Startup check box to automatically enable
the GPls upon PRIME startup.

e The Board Index specifies the GPI number. Enter the desired Board Index, using the
spin box.

e Bounce specifies the minimum amount of time, in milliseconds, between triggers. This
prevents accidental triggering due to unintended multiple button pushes, which could be
caused, for example, by a dirty switch. The default Bounce setting is 10 ms. To change
the setting, enter a new setting or select using the spin box.

To configure GPI Pins:

1. Select the desired pin to be configured by clicking the corresponding box. Note that the
Selected Pin (0) group box label will reflect the number of the selected pin. Pins are
numbered from left to right as follows:

e 0 through 7 in the top row
e 8 through 15 in the bottom row
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2. An action can be executed on both the Rise, i.e.,
when the GPI button is pressed, and the Fall, i.e.,
when the GPI button is released. To set Rise and/or
Fall actions:

a. Check/uncheck the Rise and/or Fall

checkboxes to enable or disable GPI execution
when the button is pressed (Rise) and/or
released (Fall).

From the Execute drop-down, select an action
to execute when the button is pressed (Rise)
and/or released (Fall). The available actions
are as follows: Clear Channel, Select
Channel, Cue Clip, Pause Clip, Play Clip,
Stop Clip, Jog Clip (Fast Forward), Jog Clip
(Rewind), Load Playlist, Play Playlist, Stop
Playlist.

From the Channel drop-down, select the
Channel and Layer to which the action should
apply when the button is pressed (Rise) and/or
released (Fall).

Add X-Keys Device ]

Device Layout [ Professional MWIL/SE ~ | 3 Clear Keys

9

Selected Key

Execute | nething T

‘ | Accept Changes
0K Cancel

Depending upon the action that is selected from the Execute drop-down, additional
information may be requested. In the previous figure, Play Playlist is selected as the
action to be executed when the GPI button is released. The Select Playlist enable
check box and Select Playlist drop-down are also displayed, in addition to the Channel
enable check box and Channel/Layer selection drop-down.

To clear all pins:
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X-Keys

X-keys® are a programmable keyboard that can be customized. To add an X-keys connection:

e Select the X-Keys icon located on the top toolbar of the Device Settings panel.

e Select the corresponding X-keys model to be configured using the dropdown menu
located next to Device Layout label. Once selected, the X-keys model name will be

displayed.

o X-keys can be purchased through the X-keys website: http://xkeys.com/

e The white boxes represent the buttons in the X-keys layout. Click a box that is to be

assigned a function to be executed. The box will become highlighted.

e Using the drop-down located in the Selected Key group box, select the desired function

to be assigned to the highlighted key.

o If a function regarding a Clip or Playlist is chosen (Ex: “Cue Clip” or “Load
Playlist”), then option to specify a Clip or Playlist as well as the Channel will

appear.
Selected Key
Execute: [Cue Cip A ]
[ select ciip [m v]
|:| Channel [ChannEILLa'_n,nerl "]

| H Accept Changes

e Click Accept Changes to finalize your selection.

To clear all X-keys configurations:

e Click the Clear Keys button located on the top toolbar.
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Import and Export Configs

PRIME Playout > Config
Import Configs
Export Configs

Config Help
Playout Configuration...
Autormation...
Devices...

Keyboard Shortcuts

Settings...

Import Configs...
Export Configs...

Prime export’s configuration files as a single zip file. By default will include: Settings, PSK, DSK,
Auto, WXPL, Config and WXEL configuration files. User can deselect items as desired.

This method is ideal for replicating on additional prime devices, performing backups, and
providing Chyron support necessary config files for assistance.

65 | PRIME 4.10.10 User Guide @hyron(



Import Process

Select Import Configs

Choose a PRIME exported configuration zip file
Choose all or desired config files to import
Click Import Selected

Restart PRIME for new configuration files to take effect

|' Import Canfigs

Source

fip File CAUsers\ChrisAmodei\Desktop\Configs 4.9.101.147 zip

All ltems

Name

Settings

“ B

<
<
<
<

O
O
O
O
O
O
O
O
O
Layo
O
O
O
O

Application Settings.xml

Automation.xml
Category Layoutsxml
Colorsaml

Designer Shortcuts.dsk

Editor Settings.xml
Logger Settings.xml
Playout Shortouts.psk
Plugin Settings.xml
QueryProperties.mil

o

Auto.wxel.auto
Params.wxel
CGwxplauto
Auto.wxel.auto

Configurations

B

24 Files
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Branding.config
CG.config

Clip Player.config
LT.config
Mantis.config
Offline.config
Renderer.config
Switcher.config
Touch Screen.config

Video Walls.config

Destination

CAChyron\Prime
CAChyron\Prime
CAChyron\Prime
CAChyron\Prime
CAChyroniPrime
CAChyroniPrime
CAChyron\Prime
CAChyron\Prime
CAChyron\Prime
CAChyron\Prime

CAChyron\Prime\Layouts
CAChyrontPrime\Layouts
CA\Prime'\Settings\Layouts
I\Prime'\Projects\CommoniLayouts

CAPnme\Settings\Configurations
CAPnme\Settings\Configurations
CAPnme\Settings\Configurations
CAPrime\Settings\Configurations
CAPrime\Settings\Configurations
CAPrime’\Settings\Configurations
CA\Prime’\Settings\Configurations
CAPrime\Settings\Configurations
CAPrime\Settings\Configurations
CAPnime\Settings\Configurations

Type

xmifile
xmifile
xmifile
xmifile
D5K File
xmlfile
xmlfile
PSK File
xmlfile

xmifile

AUTO File
WIXEL File
AUTO File
AUTO File

CONFIG File
CONFIG File
CONFIG File
CONFIG File
CONFIG File
CONFIG File
CONFIG File
CONFIG File
CONFIG File
CONFIG File

Size | Status

Group by Folder

Import Selected

e
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Export Process

e Select Export Configs
e Choose all or certain configuration files to export
e Click Export Selected and save zip file

E Zip Files - O X
Add Files W Add Folder ¥ Open Folder on Completion

¥ All Hems Group by Folder v
Name | Location Type Size Status

¥ Settings

Application Settingsaml  C\Chyron\Prime xmlfile

Automation.ml CAChyron\Prime xmlfile

Category Layoutsaml ChChyron\Prime xmlfile

Colorsaml CAChyron\Prime xmifile

Editor Settings.xml CAChyron\Prime xmifile

Logger Settings.xml CAChyron\Prime xmlfile

Plugin Settings.xml CAChyron\Prime xmlfile

CQueryPropertiesaml ChChyron\Prime xmlfile

Playout Shortcuts.psk CAChyron\Prime PSK File

Designer Shortcuts.dsk CAChyron\Prime DSK File

SN I S S S Y

&

CGwaplaute CAPrime\Settings\Layouts AUTO File
Autowxel.auto IAPrime\Projects\Commonilayouts  AUTO File
Autowxel.auto CAChyron\Pnime\Layouts AUTO File
Params.wxel CAChyron\Prime\Layouts WHXEL File

L

O
O
O
O
O
O
O
O
O
O
Layo
O
O
O
O

¥ Configurations

Branding.config CAPrime\Settings\Configurations COMFIG File
CG.config CA\Prime\Settings\Configurations CONFIS File
Clip Player.config CAPnme\Settings\Configurations CONFIG File
LT.config CAPrme\Settings\Configurations CONFIS File
Mantis.config CAPrime\Settings\Configurations COMFIG File
Offline.config CA\Prime\Settings\Configurations CONFIS File
Renderer.config Ch\Prime\Settings\Configurations CONFIS File
Switcher.config CAPnme\Settings\Configurations CONFIG File
Touch Screenuconfig CAPrme\Settings\Configurations CONFIS File
Videc Walls.config CAPrime\Settings\Configurations COMFIG File

LS S S S S S

24 Files

Export Selected
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Playlists

Configure Playlists

Use the “Playout Configuration” dialog to add playlists.

File  View Tools Help

B Project  Mews Dem Playout Configuration...

Playlists are lists of items that can easily be played to air. Playlists can play Scenes, Images and
clips all from the same list. You can have many playlists open and playing simultaneously.

There are two modes for the Playlist selectable in each individual Playlist:

o Take List
o Sequence

sisequence [ Y| B 0 @[ |98 Remove
B Takelist Channel Layer Transition Status
v Sequence clip_ 2 Clip Player 1 Mone 00:00:07.15
9 0 é Symbol_Color_large Clip Player 1 Mone 00:00:00.00
9 752 m Mew Clip Clip Player 1 Clip Transition 1 00:00:07.15
9 1 i XMP MFL - ATL PAT... Clip Player 1 Mone 00:00:00.00
2 G Symbol_Color_large Clip Player 1 Mone 00:00:00.00
Zg 3 Channel 2 Cutput 1 00:00:00.00
753 3 z _ Sample_clip_2 Clip Player 1 Mone 00:00:07.15

Take List

To add items to the Take List, drag and drop any item from its browser to the playlist.
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E[ﬂplaylist [ i E"Hjl Group xﬂemwe

I MName
0 E OT5 - Image

1 P Brock Holt

2 8 David Oniz

3 NASCAR

4 Cuas MONITOR_LOOP_..
5  @-=m CREATEMORE

Channel
Program 1
Clip Player 1
Clip Player 1
Clip Player 1
Clip Player 1
Clip Player 1

Status

00:00:00.00
00:00:00.00
00:00:00.00
00:00:06.24
00:00:10.01
00:00:08.01

ID — The ID is the number that is used to play the item to air from the keyboard. If the scene,
image or clip does not have a “Message |ID” associated with it the playlist will assign the next
available ID. Scene and Clip “Message ID’s” are assigned from the Scene property editor.

Pressing 555 and hitting the Enter key will load the NASCAR clip

from the playlist.

Expanding the item by clicking on the Right error next to the ID
will expand the item to show any Control Panel items for this
Scene. From this view, you can trigger buttons or do text, image

and clip overrides.

sl Playlist [ ] 5 E'| Group 9% Remove

I Mame
0 g OT5 - Image
1 P Brock Holt
2 B DavidOrtiz
555 MNASCAR
4 Cuass MONITOR_LOOP_.
5  @wsw CREATEMORE

Channel
Program 1
Clip Player 1
Clip Player 1
Clip Player 1
Clip Player 1
Clip Player 1

Status

00:00:00.00
00:00:00.00
00:00:00.00
00:00:06.24
00:00:10.01
00:00:08.01
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w Scene

Versian

Description |

Message Id |555|

Channel 1 =

Layer 1 =
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ﬂ Playlist | E - | Ijl — Group * Remowve X
I Mame Channel Status o
0w E OT5 - Image Program 1 00:00:00.00
Button 1 0TS ON
Button 2 OT5 OFF
Text Box 1 0TS Line 1
Texut Box 2 0TS Line 2
=4 Combo Box 1 Breaking Mews
A Label 1 Line 1 Text:
A Label 2 Line 2 Text:
A Label 3 Crawl Text: (Lea
I File Picker 1 \Prime\Projec
A Label 4 Image:
Button 3 Update
1 “ Brock Holt Clip Player 1 00:00:00.00
2 ' David Ortiz Clip Player 1 00:00:00.00
555 MASCAR Clip Player 1 00:00:06.24 v
Image overrides will show the Image Browser:
Button 3 Update
7 m Breaking Mews Prograrm 1 00:00:00.00
g w - Autchide Program 1 00:00:00.00
Text 1 Text Box Clear this Text

=% Image 1 Browser

Click on the link to show the Image Browser:

w [\Prime\Projects\5a. A \MLEB BAL tga

Images % Team Logos

e 4 Commaon p

A WA Q@ W

MLE BAL MLE BOS MLE MNYM MLE MNYY MLE SFG MLE TOR MFL SF MHL CGY
MHL CHI MHL DAL MHL MY MHL MYR MHL TOR

Name: The name field identifies the name of the item. The item can be a clip, Image or scene.
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Layer: The layer a scene is played to air can be modified in this field:

O ChyronHege Prime Offline 2.0.0.78
File View Tocls Ceonfig Help

g Project | Samples o 'E‘ Scene | : -

Preview 1 P|E}|'|I5t1

Playlist D "ﬂ] ETHjI'..__,'Gmup *Renm

I Mame Channel  Layer Status
o IEE Mountains Clip Player 1 00:00:23.2
1 c ChyronHegeo Symbol  Clip Player 1 00:00:00.00
2 EN oostom Clip Player 1 00:00:00.00
3 “Za MLBBOS Clip Player 1 00: 00:00.0
4 o Prime Logo Clip Player 1 00:00:00.00
5 v B Auto Follow-Auto... Program1 | [ 00:00:00.00
Text 1 Text Box bbbbbdsad sadddsadsadas
Action 1 Button " Play Clip
Action 2 Button Rewind
A Label1
A Label 2 Add or remove text:
=8 Asset Browser 1 | | IA\Prime\..\Food Revolution - Long.wav
6 > [ Character Animati.. Program1 0 00:00:00.00

The layer field is NOT accessible for clips.

Status: Shows the status for clips

Eﬂ Playlist [ S E 1|r| "\ Group * Remove
Ir Mame Channel Status
e
H Mountains Clip Player 1 00:00:23.21
752 BEES Sample_clip2 Clip Player 1 00:00:07.15

Show the status for graphics: The status bar will show the duration of the effect In, then pause
until the effect out is played:
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Here two graphics are on air.

L3 - Lower Third NDI Qutput ...

111 fivE] 13 - Live Bug NDI Qutput .,
4 | Stocks Template  NDI Qutput ..
NDI Qutput ...

NDI Output ... 00:00:04
Qutput3 2 00:

[N A & ® 8 8 C =

WY gt

ey [ e -

LIVE [ —

Now the second graphic, the live bug has been played off:

To set a new appearance for the playlist click the dropdown in the upper right-hand corner

HEGO
ili;'] Editor

Layout |Sequencer Mode v” 2} In Bypass

Appearance...

Status

Close

00:00:05.25

00:00:03.00
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Edit Playlist Appearance

@

Appearance

Font [segee U1, 1200

Text Color

sack Color |

OK

Preview AaBbYyZz

Cancel

Chyron



Channel Assignment:

Plal.rﬁst W= Ev|f_'Gmup xﬁemmre
I Mame Channel Status
e, Clip Player 1 00:00:07.14 |
Clip Player 1 00:00:23.21

Clip Player 1 00:00:07.15

> n AutoFoIIow using E... Prograsai VD000 Y
~  Program 1

Program 2

Clip Qutput 1
Clip Qutput 2
Clip Qutput 3
Clip Qutput 4

Sequence

In Sequence mode, the Playlist will operator as a Sequencer. Items can have pauses and be
run in a linear fashion sequentially.

dsequence 1 Iy B L1 @[ [ #Remove

ﬁ 2y D Mame Channel Layer Transition Status
751 > R Semple_clip 2 Clip Player 1 None 00:00:07.15
&9 0 o Symbaol_Color_large Clip Player 1 Mone (00:00:00.00
55525 New Clip Clip Player 1 TRt R 00:00:00.00
9 1 > B XMPNFL-ATLPAT.. ClipPlayer1 None 00:00:00.00
2 o Symbol_Color_large Clip Player 1 Mone 00:00:00.00
9 3 > e Channel 2 Output 1 00:00:00.00
753 > Boms Sample_clip 2 Clip Player 1 None 00:00:07.15

You can add Graphic scenes, Images and clips to the sequencer. Each item can have a pause
associated with it.

There is a Sequence Loop toolbar selection.
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Playlist as a Still Store

Simply drag images from the browser into the playlist...

—
Playlist 1 - Takelist* | ] ) E v| &2 Auto Advance ||:|__J."Comment | Remove

& D Mame Channel Layer Transition

Buckner_John Clip Player 1
i Democratic Logo
i‘ Rankin_Bob

® Primavera_Dianne

Clip Player 1
Clip Player 1
Clip Player 1
*+ Democratic Logo

ey

Clip Player 1

Republican Logo

Clip Player 1
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The Shortcut Key Editor allows the user to configure which shortcut keys correspond to which
action defined in the “Description” column. Prime employs two Shortcut Key Editors. One for
Playout and one for the Designer.

Shortcut keys are assigned by selecting the shortcut and pressing the keyboard key(s) you wish
to have assigned to that currently selected shortcut. For each Shortcut Key Editor, assigned
Shortcut keys can be saved and loaded. Playout shortcuts are saved with a .psk file extension
and Designer shortcut keys are saved as a .dsk file extension.

Playout Shortcut Keys:
Shortcut key categories:

1.) Component - these target PRIME Components more generally eg Play Preview
2.) Global - target PRIME Components more specifically eg Play Preview 1

3.) Scripts - these target Application Scripts (Tools > Application Scripting)

Compound Shortcuts - Multiple shortcuts can be set to a single shortcut key combination,
which, when triggered execute all assigned functions simultaneously.

Keyboard shortcuts can be executed at anytime regardless of the focused window in the
application.

Reset to Defaults

Preassigned Keyboard shortcuts can be loaded via the Reset to Defaults dropdown
- O Py

‘B Reszet to Defaults -

Standard Keyboard
Classic Keyboard

Blank

Standard Keyboard - PC keyboard based PRIME default
shortcut keys
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Classic Keyboard - These shortcuts are designed to be used with the Chyron Classic
Keyboard. Shortcuts are familiar to Lyric users. Additional documentation located in the

Chyron Classic Keyboard User Guide

Blank - no assigned shortcuts

Default shortcut key files cannot be overwritten however they can be loaded, customised and
saved to a file.

Erase vs Clear Shortcuts

Erase and Clear shortcuts exist at both Global and Component levels. There are options to
affect either a single scene or the entire output.

Erase: Cuts a scene(s) from Preview or Program without playing the Effect Out event.

Clear: Removes a scene(s) from Program by playing the Effect Out event. Clear shortcuts are
not available for Preview outputs.

The Keyboard Shortcuts are a growing list and can be different than currently documented.
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Component

<% Edit Shorteut Keys

3 Global

=] Component
|% Scripts
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Shortcuts File | \Prime\Projects\Common'Keyboard Shortcuts\P\ayc| [T New 5 Load | Save ‘

Clear Selected

- O X

'3 Reset to Defaults -

MName
Preview
Erase All Scenes
Erase Scene
Play Preview
Play Scene
Play, Read Next Scene
Read Previous Scene
Save Message
Save Message As
Save Output Image
Program
Clear All Scenes
Clear Scene
Erase All Scenes
Erase Scene
Save Message
Save Message As
Save Qutput Image
Transfer Scene
Channel
Clear Scene
Cycle Channels
Toggle Preview/Program
Recall Box
Clear Recall Box
Display Next
Display Previous
Load Scene
Play Scene
Play To Program
Stop Scene

Playlist

Description

Erase all scenes from Preview
Erase the active scene from Preview
Play the active scene on Preview

Play the active scene to Program

Play the active scene to Program and read the next scene to Preview

Read the previous scene to Preview
Save the message
Save the message as a new file

Save an image of Preview

Clear all scenes from Program

Clear the active scene from Program
Erase all scenes from Program

Erase the active scene from Program
Save the message

Save the message as a new file

Save an image of Program

Transfer the active scene from Program

Clear the active Preview or Program scene
Cycle through available Channels
Toggle between Preview and Program for the active Channel

Clear the Recall Box

Display the next scene in the Recall Box
Display the previous scene in the Recall Box
Load the scene to active Preview

Play the active scene to Program

Play the scene directly to Program

Stop the active scene on Program

Keys o

Ctrl+Q
Ctrl+Shift+Q
Alt+Pagelp
Ctrl+Alt+Pagelp
Ctrl+Enter
Alt+Enter
Alt+Subtract
Subtract

None

Ctrl+Alt+PageDown
Alt+PageDown
Ctrl+ Alt+Shift+ Q)
Mone

Alt+Subtract
Subtract

MNeone

Divide

MNone
Multiply
Ctrl+Alt+Multiply

Decimal

Ctrl+.

Ctrl+,

Mone

Mone

Ctrl+ Alt+Shift+ PageUp

MNeone

Chyron.




Global

<% Edit Shorteut Keys

(3 Global
[~ Component

|% Scripts
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Shortcuts File | \Prime\Projects\Common'Keyboard Shortcuts\P\ayc| [T New 5 Load | Save ‘

MName

Select Focus
Select Clip Browser
Select Clip Player 1
Select Clip Player 2
Select Clip Player 3
Select Clip Player 4
Select Clip Player 5
Select Clip Player 6
Select Clip Player 7
Select Clip Player 8
Select Clip Recorder 1
Select Clip Recorder 2
Select Image Browser
Select Message Browser
Select Playlist 1
Select Playlist 2
Select Playlist 3
Select Playlist 4
Select Preview 1
Select Preview 2
Select Preview 3
Select Preview 4
Select Program 1
Select Program 2
Select Program 3
Select Program 4
Select Recall Box

Select Scene Browser

Graphics
Clear All Programs
Erase All Previews
Erase All Programs
Plav All Scenes

Description

Give input focus to Clip Browser
Give input focus to Clip Player 1
Give input focus to Clip Player 2
Give input focus te Clip Player 3
Give input focus te Clip Player 4
Give input focus te Clip Player 3
Give input focus to Clip Player &
Give input focus to Clip Player 7
Give input focus to Clip Player 8

Give input focus to Clip Recorder 1
Give input focus to Clip Recorder 2
Give input focus to Image Browser

Give input focus to Message Browser

Give input focus to Playlist 1
Give input focus to Playlist 2
Give input focus to Playlist 3
Give input focus to Playlist 4
Give input focus to Preview 1
Give input focus to Preview 2
Give input focus to Preview 3
Give input focus to Preview 4
Give input focus to Program 1
Give input focus to Program 2
Give input focus to Program 3
Give input focus to Program 4

Give input focus to recall box

Give input focus te Scene Browser

Clear all scenes from all Programs

Erase all scenes from all Previews

Erase all scenes from all Programs

Dl all eremer im all Dreuieur +n all Drnarame

Keys

MNene
Neone
Neone
MNone
MNone
MNone
MNone
MNone
None
None
None
None
None
None
None
MNone
MNone
Mone
Mone
MNeone
MNeone
MNeone
MNene
MNene
Neone
F&

MNone

None
Alt+Q
Ctrl+Alt+Q

Mloane

0K

- O X
'3 Reset to Defaults -
A
A
-~
v

Chyron.



Designer Shortcut Keys

<% DesignerShortcutForm — [m| X
Shortcuts File |C:\ChyronHego\Prime\Designer Shortcuts.dsk | [ Mew SjLoad | Save Clear Selected 'ﬁ Reset to Defaults ~
MName Description Keys L
Modes ~
™ Activate Canvas Mode Activates canvas mode F10
E] Activate Control Panel Mode Activates control panel mode F11
% Activate Scripting Mode Activates scripting mode F12
Canvas ~
Do Align Bottom Edges Align Bottom Edges Mone
[=] Align Bottom Safe Title Align Bottorn Safe Title Ctrl+5hift+Down
2 Align Horizontal Centers Align Horizontal Centers MNone
|2, Align Left Edges Align Left Edges None
B Align Left Safe Title Align Left Safe Title Ctrl+Shift+Left
S| Align Right Edges Align Right Edges None
[E Align Right Safe Title Align Right Safe Title Ctrl+ Shift+ Right
[0 Align Top Edges Align Top Edges None
[F] Align Top Safe Title Align Top Safe Title Ctrl+Shift+Up
e Align Vertical Centers Align Vertical Centers MNone
Clear Guides Clear all ruler guides Ctrl+ Alt+;
‘5 Distribute Bottom Edges Distribute Bottom Edges Mone
flé Distribute Horizontal Centers Distribute Horizontal Centers None
fld Distribute Right Edges Distribute Right Edges Mone
= Distribute Top Edges Distribute Top Edges None
‘= Distribute Vertical Centers Distribute Vertical Centers Mone
Find Find Ctrl+F
Lock Guides Toggle guide lock Ctrl+Alt+Shift+;
+ Move Move w
Mew Guide Create a new ruler guide Ctrl+G h
oK Cancel Apply

To set the “Keys” field back to “None”, right click and select “Clear Selected”

Right click for unicode options

Ctrl+5hift+Up

Maone

Copy
Paste

Delete
Select All

Right to left Reading order

[ T 0 T ===

Show Unicode control characters

Insert Unicede control character ¥

Open IME

Reconversion
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The keyboard arrow keys functions as follows when the scene tree or scene object in the
canvas is selected:

e Arrow Keys will change value by 1 unit in the direction of the arrow
e Shift + Arrow Keys will change value by 10 units in the direction of the arrow
e Ctrl + Arrow Keys will change value by .1 units in the direction of the arrow

The Transform Spinner controls will work as follows:

e Right click drag or mouse wheel will change the value by 1 unit
e Shift + Right click drag or mouse wheel will change the value by 10 units
e Control + Right click drag or mouse wheel will change the value by .1 unit

To set the “Keys” field back to “None”, right click and select “Clear Selected”
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Parameters

Scene Parameters are available to ONLY the scene. Project parameters are global to all
scenes in the project. Application Parameters, defined in the Application Logic section, are
available to all scenes in all projects.

Drag and drop any attribute or keyframe into an existing parameter will bind that parameter to
that attribute. Drag keyframes from the keyframe editor to bind these properties

Parameters / Expressions  Logic
Parameters Add

Name Bindings

Parameters / Expressions | ogic

Parameters Adc L 3 Link Parameter - | li~

Parameters / Expressions  |ogic  Bindings

Parameters Add Remove Link Parameter ~ | i~
MName
Parameter 1
Parameter 2
Parameter 3

Parameter 4

Timeline
Default | Action 1 “+ Add Action Action 1

Action ., F Triggered By Keyframe e | Zoom

Animation

PRIME will determine the type automatically when users drag and drop the parameter. If users
add parameters manually then the type needs to be set by the user.
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Master Control Panels

Master Control Panels are panels users create that, unlike scene control panels, are not tied to
any specific scene. Controls and Resources can be either hooked up in the user interface or
execute Java Script code for more sophisticated control.

To Create - Select File > New Master Control Panel (Ctrl + M)

Click and/or drag Controls or Resources from the “Toolbox” to the Master Control Panel Canvas.

-

B Coyroe or - Matchsd MCEmas

Snatemnents 0 Tigger et

€olection)
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Bind a Button using the “Properties panel” of the control.
In this example, the button is bound to a Condition.

Properties  Events
v Start Timer Button

v Appearance
Text Start Timer Button
Font Segoe Ul, 9.00
Fare Color
Back Color

v Layout

Location X &4 Y

Size Width 3 Height

v Click
= Actions

Default

* Conditions
Goal Announcement OMNE
Goal Announcement
Set Score OME Condition
Set Score TW
Start Timer Condition
Pause Tirmer Condition

lesume Timer Condition
ndition ONE

[T
m )

oW LA

SelectedChannelHotKey

— v [

You can continue to bind as many commands to the button as needed.

Bindings can be made similar to Control Panels.
Please navigate to the Scene Control Panel section of this User Guide for more details.

83 | PRIME 4.10.10 User Guide @hyron:



v Bindings

Add
Mode Object
Object

Property

Load a Scene - To load a scene, add a Property item to a Condition and type a line such as:
Playout.Channels(0).LoadScene("123"). This would load scene 123 on the first channel

Play a Scene - To play a scene, add a Property item to a Condition and type a line such as:
Playout.GetChannel("Program").PlayScene("123"). This would play scene 123 on a channel
named Program

Stop a Scene - To stop a scene, add a Property item to a Condition and type a line such as:
Playout.ActiveChannel.StopScene("123"). This would stop scene 123 on the active channel

Close a Scene - To close a scene, add a Property item to a Condition and type a line such as:
Playout.GetChannel("Program").CloseScene("123"). This would close scene 123 on a channel
named Program

Active Channel - To access the active channel use the ActiveChannel property of the Playout
object.

For example:
Playout.ActiveChannel.LoadScene("123") would load scene "123" on the active channel

Get Channel - To access a channel by name or by number, use the GetChannel method of the
Playout object.

For example:
Playout.GetChannel("Program").LoadScene("123") would load scene "123" on the channel
named "Program".

Playout.GetChannel(1).LoadScene("123") would load scene "123" on the first channel
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Help

Open Log Folder

-

g
U@" |, v Computer » Local Disk (C:) » ChyronHego » PowerBox » Logs » 2015-07-2809.52.07

Organize v Include in library ¥ Share with v Bumn New folder
it il Name Date medified Type Size
B Desktop 2] 2015-07-28 09.52_07 7/28/201510:02 AM  Log File
18 Downloads

%] Recent Places

4 (4 Libraries
[ Documents
& Music
=] Pictures
Videos

18 Computer

€ Network

J 1 item

4 KB

All log files will be located in this folder
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Show Current Log

r B
|=] ChyronHego Log Viewer l =HEC ﬂ
File Edit View Help
] Open &) Close ‘ Preferences
[] Regex | ZF Auto Follow

Time = Level Category Message o

D 09:52:55.148 AM Info PowerBox... Intelligent Interface 1: Incoming connection {Intelligent Interface 1) disabled on port 43528

O 02:59:44 828 AM Info DeviceMan... Mew Chyron.Framework. Application.Devices.Gpi.GpiDevice added: GPI1

O 02:59:45.524 AM Info DeviceMan... Mew Chyren.Framework.Application.Devices XKeys. XKeysDevice added: X-Keys 1

o 10:02:07 555 AM Info ChannelSe.. Unable to determine driver version.

o 10:02:07.743 AM Info ChannelSe.. Channels set

O 10:02:07.752 AM Info ChannelSe.. Suspend Drawing

O 10:02:07.753 AM Info ChannelSe... Start generating Channel Controls for new layout

0 10:02:09.733 AM Info ChannelSe... Resume Drawing

O 10:02:09 808 AM Info ChannelSe... Done generating Channel Centrols for new layout B
|| @ 10:02:00.826 AM Info ChannelSe... Start updating the BNC connectors [VideoOut, VidecIn, KeyOut, Videoln, Genlock] =
(| 0 10 858 AM Info ChannelSe.. Done updating the BNC connectors L

Log Entry =]

Time

Level

Category

Message 2

The current log will be loaded into the “ChyronHego Log Viewer”.
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Designer

Design for specific licensed options

You can enable/disable software features to match your playout license. This gives you the
ability to target systems that are licensed differently.

L5 Designer Licensing >
) Load E Save 5 Set to Current License
Packages @CG c Branding @ Clip Server | Video Walls ETouch Screen E LT ‘Mantis x Clear All
Textlmages AutoFollow Maodel [ Touch

Clips AutoSpacing RenderToTexture [ AncillaryData

Videolnput BindingLogic Blur Lidia

HardMaskCrop Transitions Shader [ B«

SceneControlPanels _3dObjects Plugin [ Har

SoftMask DataObject [] MasterControlPanels [ ClipControllers

RollsCrawls MessageOhbject [ Warp

TimersClocks InlineText [ Lua

Character Scripting [ Table

The toolbar has some quick pick shortcuts based on PRIMES use case pricing model. Select
the options you would like to enable. You can load/save these settings.

Live Mode

The Designer can be output to any of the defined outputs in the Playout Configuration.

This allows for Realtime output previews. Select from the list of outputs. The currently selected
output is “Program”.

- O X
HEGO
‘ [RPreyout Designer Settings

@ngram v‘ Layout | Default "

File

New Scene
Use the selected scene whenever a new scene is created. Useful to have a base scene and its
elements when new scenes are created.
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New Base Scene
Create a “Base Scene” to be referenced by normal scenes. Refer to the Resource object “Base
Scene”.

New Master Control Panel
Opens up a new Master Control Panel canvas

Application Logic
See the separate “Application Logic” Section for more details.

Save as CAMIO File

.CRD files are currently generated when ‘Saving to CAMIO’ from the Prime Designer. This
process automatically exports the file into the Chyron CAMIO Context and Folder defined by the
CAMIO export settings in Prime.

To permit users to have more control over the upload process, and to prevent on-air content
being accidentally overwritten, users can manually upload the .crd file using CAMIO Asset
Manager.

In addition, users using the CAMIO Render Engine outside of a CAMIO environment, with the
Chyron Media Engine API requires a .crd file in order to specify jobs to be rendered.

Import FBX
Allows for importing FBX models.

Import SVG

Refer to the Polygon object.

Import AE

Allows importing of After Effects Projects.

Refer to the “PRIME_After_Effects_Guide” for details.
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Editor Settings

General
-o-:-.-- C ot e
| Geneol [
= Canvas
E Control Panel Mo Seene -
Scene Tree
W Actions
[ Project Layout
Al Text Auto Save Layout
Default Region of Interest
[0
[ o] o
[ o
Thumbnail
Height
New Scene

Optional to define a default scene whenever New scene (ctrl + N) is created .

Layout

Auto Save Layout enabled will save all layout changes to the currently loaded layout.
With this setting disabled, you must manually save any layout changes to the specified .wxel
file.

Default Region of Interest

Define numeric values for Top, Left, Bottom and Right for the default region of interest
guideline that will be displayed for each new scene. (0,0,0,0 is fullscreen)
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Thumbnail
Default height of thumbnail image

Canvas Settings

= or Se >
T General General
Show Control Manipulators Show Highlight
? Control Panel [] Show Bounding Box Title Bar [] Always Show Text Bounding Boxes
ezl Scene Tree
&) Ac Show Bounding Box while Dragging ] Show Non-Rendered Scene Objects
ions
 Project Show Bounding Box when Selected Show Region of Interest
A Text
Colors
Background [ Region of Interest
Ruler Guides
Safe Title Grid
Show Safe Title [] Show Grid
Show 4x3 Safe Title 72 72
Percent 20.0
Color
Checkerboard Align
[ Show Checkerboard Text Align | Use Text Bounds  ~
30 ] Round Canvas Pasition
I
Copy/Paste
Paste Mode | Renumber Parent Only ~
Reset to Defaults
Reset Canwvas Settings
oK Cancel Apply
General

Allows for visual control of selected objects.

Color
Allows setting background color, region of interest color, ruler guide color.
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Safe Title
Allows for visual control of the canvas safe title guides.

Ruler Guides

Creating Guides
By default, objects will snap to ruler guides. You can adjust snapping settings in the Tools menu.

You can also lock all guides from the Tools menu. This can be handy when you have lots of
objects in your scene and you don’t want to accidentally select a ruler guide.

To begin creating a ruler guide, open the designer. Next, open the tools menu and choose
“Create Guide.” This will open the Guide Form, from which you can define the dimension and
position of your new guide. The default shortcut to open this form is Ctrl+Alt+G.

Alternatively, you can create guides by dragging them onto the designer canvas. First, make
sure you are in the designer and that rulers are shown (Tools > Rulers/Ctrl+R). Then, click on a
ruler and drag your mouse onto the canvas. A new guide will be created and placed wherever
you drop it.

Deleting Guides

To delete a guide, simply drag it onto a ruler and it will automatically be deleted. To delete all
guides, go to Tools > Clear Guides.

If you want to hide all of the guides temporarily, you can go to Tools > Show Guides to toggle
them off and on.

Align (Smart Guides)
Determines if the built-in alignment tools (Smart Guides) should align text objects by its
bounding box or the bounds of the text itself.

Copy/Paste Mode
Renumber Parent only: When you copy and paste a group, only the pasted parent will
autoincrement the suffix number value of the group name.

Renumber Parent and Children: When you copy and paste a group, the pasted parent as well
as all children objects will autoincrement the suffix number value of their node name.
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Control Panel Settings

[F] Editor Settings *

Canvas Default Control Panel Size

& Actions Height

‘ Properties
m Project

A\ Text

oK Cancel Apply

Scene Tree

T Editor Settings

= General Search
[ Canvas

@ Control Panel
W Actions
[ Project
A Text

Display Results | Filter

Filter

With filter selected, only objects that meet the search criteria in the scene tree search bar will be
displayed in the scene tree.

Highlight

With highlight selected, all objects in the scene tree will remain visible, and those that meet the
search criteria of the scene tree search bar will be highlighted.
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Action Settings

[Z] Editor Settings X

m General Timeline

Canvas Move Cursor with Keyframe

Contrel Panel Animations
= Actions Background Show el
@ Project Default State Default v
d\ Text Show Expanded When Keyframes Present
T NewsTicker Show Expanded When Selected
Keyframes
Default Interpolation | Ease i

Show Grid Lines
Auto Default Keyframe

Properties
Show Properties Opacity, PositionX, PositionY
Behavior Empty <
Save
Video Format [DNsHD 220 vl
Default Location |C:\ChyronHego\Prime\Output |
Copy/Paste
Paste Mode Paste In Existing Actions ~

oK Cancel Apply

Timeline
Move Cursor with Keyframe:

Animations
Background:
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Parent
Default Actien1 85 Add Action

Action @ 5y | i Triggered By (0) ..  [® [} | MW MN ke

Animation 'II?:E:HIHI1I;1|}||]|”|
<  Opacity 100.0
& [ PositionX 640.0 = o
E b}

on

> [ PostionY 515

Hide
Default Action1 %5 Add Action
Action ®> gk | gy Triggered By (0) ... [ [} | MW ey

Animation ‘Iﬁ til I-II:‘l:HI]I 1l
w Text 1 z Z

¢ Opacity 1000

& [ Position¥ 640.0 T z

& [ PositionY 515.6 o} o}

Show
Default Action1 85 Add Action
Action |8 Iy | &g Triggered By (0)... [ [ | MW M ke

Anirnaticn '[;"I;E: il I'II:'I!HI]II il
< Opacity 1000
» [ PositionX 640.0 = =

1 4

Lri
[=4]

» P PositionY 515.

Default State: Expanded or collapsed
Show Expanded when Keyframes Present:

Show Expanded when Selected:
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Keyframes
Default Interpolation: Sets the default keyframe behavior.

Show Gridlines: Show or hide canvas gridlines

Auto Default Keyframes: Adds keyframes to the “Default” action when keyframes are
created in other Actions. Example: add “PositionX” into the setting then create a new action and
you will see “PositionX” in the timeline. Add as many properties as you need. Separate them by
commas. “PositionX,PositionY,ScaleX”.

Default Ease Length: When a new “ease” keyframe is added, set the default ease to some
value.

Properties
Show Properties: Define which properties you would like to be automatically added to
the Timeline Editor when a new action is created.

Behavior

Never: If a second object of the same type is added to the Action the properties
listed will not show.

Empty: Remove properties defined in the “Show Properties” that have no

keyframes.

Selected: Shows the properties with or without keyframes from the selected
object.

Always: Always show the properties when the object has no keyframes.
Save

Video Format: Select the video format when saving actions to a clip file. Right clicking
on the Action tab allows users to record the animation to file.

Action is saved using first output channel and certain restrictions apply based resolution of the
Output Channel

4K Support. Only DNxHR codes supports resolution higher than 1080p
Interlace Support. DNxHD does not support.

Save Action to Clip will only honor auto follow source mode on the first frame of the selected
action. If autofollow expressions (including position and size) are evaluated after the initial
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keyframe then the render will not evaluate. For example if the source object's position or size
changes during the animation, then autofollow will not evaluate on the target object.

Default Location: Set the folder where Action clips will be stored

Copy/Paste

Paste Mode
Create New Actions:

Paste in Existing Actions:

Node Coloring
Enable color coding in the scene tree will also color code the shaded areas above/

To enable Node Coloring right click on the toolbar left of the Scene Node where the “Lock” icon
is located.
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Scene Tree

e EI A R

Objects

[ mew Scene 3

e Scene Group

| | B

v Default
Red
COrange

G 0 | |:|

e R Effects
Dizabled
v Locked
v HF
Projection
¥ Light Enabled Indigo
¥ Node Color = Purple
5 :
Effects Mode | Pink
¥ Grid Lines -
Timeline
Default Action1 s Add Action
Action 1@ gk | iy Triggered By (0) .. [ | PP M Keyframe |Keyframs
. . TllllllllllllllIIII|IIII|IIII|IIII|IIII|IIII|II
Animation 0:00 1:00 2:00 3:00 4:00
v Text 1 & <
> P Opacity 0.0 s @
O Position® 332.8
O Positiony 273.1
v |rmage 1 &4 &
<  Opacaty 100.0
& [ PositionX 1028.0 b b
< [ Position¥ 540.0 b
<» [ PositionZ 0.0 b
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Project Settings

[7] Editor Settings *

Canvas General
Control Panel Suggest importing assets cutside the project folder on save

Ii$ Actions
f Properties

2\ Text

Ok Cancel Apply

Text Settings

o i P SR

5 General
= Canvas w
E Control Panel Default Style fiu-; Museo Sans 900 49.pfs w
% Actions
[ Project Enable Tab Key to Cycle Text Objects

Text

oK Cancel Apply

Default Style

Select from the list of Styles (Refer to the “Text” section on Styles). This style will be the default
style each time a new text object is added to your scene.

Enable Tab Key to Cycle Text Objects

With this option enabled the tab key will cycle to the next text object in the scene tree and
automatically places focus in the properties text field. This allows you to quickly and easily
update text fields within your scene in Prime Designer. Focus must be on either the Scene Tree,
Canvas or Text Editor for this feature to function. Shift Tab cycles to previous text objects.
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Canvas Properties

Axis Mode

4 Local [, Auto Select Pt

v  Local Axis View

World Axis View

Toggles between Local and World Axis View modes.

World Axis View: When you move an object using this coordinate system, you are
moving it relative to the space of the viewport.

Local Axis View: Uses the coordinate system of the selected object.

Auto Select

Toggles between Auto Select and Lock Selection
Auto Select: The active selection changes to where the user clicks on the Canvas.

Lock Selection: The active selection is persistent regardless of where the user clicks
on the Canvas. Changing focus is done on the Scene Tree.

Selecting Overlapping Objects

Right-clicking on the Canvas at the point where two or more objects overlap will display a
context menu of the overlapping objects. Objects with the same not are not distinguished in this
menu.

@ Rotate Jo Pivot ¢"JPan |2 v 7 SceneTree
n ) )

560

| 2

@38 Objects
Mew Scene
v & Scene Group
Headshot
Flare
C;; Resources
@ Parameters
@l Expressions
[24 Conditions
Headshot Replaceables
Control Panel
=| Scripting

Flare
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Alt+left click at the overlapping area will cycle through the overlapping objects.

Pan & Zoom
Use the “-“and “+” buttons on the slider control or your mouse wheel for zoom control.

Hold the middle mouse wheel down to pan the canvas. Zoom will “Zoom to Mouse”

Show Wireframe-Normals-Key

=4 £

Show Bounding Box-Manipulators
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o Move [F[Scale @ Rotate Jopivot |2 v 5 v| $EDelete £ local ), Auto Select
384

Left

Top
Back

SUBTITLE 5 bt
: Bottom

Perspective

el + @.:E

101 | PRIME 4.10.10 User Guide Chyron:



Canwvas x

++ Move [El|Scale @ Rotate e Pivot | & v F v| ekt & local B Auto Select

0 152 384 376 768 560 1336 1728 193

" CHA NNELZE

-

- ' + @.:E

Front -

Custom Canvas Resolutions

This property is part of the “Scene/Resolution” property.
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@ P A E

Format

10301 59.94 Hz

% Thumbna

Updat

0

C

¥ COMmand

o Add

Selecting “Custom” will bring up the following dialog:

NTSC (4x3)
NTSC (16x9)
PAL (4x3)

PAL (16x9)
720p 59.94 Hz
1080i 50 Hz
1080 59,94 Hz
1080p 50 Hz
1080p 59,94 Hz
2160p 50 Hz
2160p 59,94 Hz

1

Resolution

Width

Height

GﬂtﬂnRﬂﬂnll.lﬁu’l

1920 E

1080 E

Frame Rate |29.97p

O

et

Ok

Cancel
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Playout Configuration:

¥ Video Channels

@ Clip Players
@ Clip Recorders
El Flaylists

E& Playout Configuration

Video Channels [ | add Qutput ~ [ ] Add Input ~

Channel

Device

Type

Connector

Name

Video Standard

Videa Shape

Downstream Input

Audio Mode

Audio Channels

Genlock Source

Genlock Timing (H/\V)

Antizliasing

Preview

Output 1

® Preview 1

® Output 2

® Preview 2

- [m] X

Q

® [ Ou

| Application Window

~ | ‘ Application Window

~ | | Application Window

~ | | Application Window

v ‘ | Application Wins

Video Out

video | Window 1

Video Qut

Video | Window 2

Video Qut

Video | Window 3

Video Qut

Video | Window 4

Video Out

Video | Window

Channel 1 Qutput

| ‘Channel 1Preview

| |Channel 2 Qutput

| |Channel 2 Preview

‘ |Prewew 1

1080i 59.94 Hz

~ ‘ 1080i 59.94 Hz

v| | 1080i 59.94 Hz

v| | 1080i 59.94 Hz

w ‘ | 1080i 59,94 Hz

NTSC (4x3)
PAL (4x3)
720p 50Hz
720p 59.94Hz
720p 60 Hz
1080i 50 Hz

1080i 50 Hz
1080p 25 Hz
1080p 29.97 Hz
1080p 30 Hz
1080p 50 Hz
1080p 59.94Hz
1080p 60 Hz
2160p 50 Hz
2160p 59.94 Hz
2160p 60 Hz
Custom...

Unshaped

None

Disabled

1080i 59.94 Hz 0

0

Disabled

Unshaped
~ | |None
~ | |Disabled
~ o
=i =0
~ | | Disabled

Channel 2 Preview

Unshaped
~ | |None
~ | |Disabled
~ [+]
=i =0
~ | |Disabled

Cancel

Unshaped
~  |MNone
~ | |Disabled
~ 2
=1 | =
= @ o
~ |Disabled

Mo Preview

>
Apply

The Prime Scene Designer Canvas derives the starting resolution from the first output channel
within Prime Playout Configuration. Any Custom resolutions set in the Playout Configuration will
be enumerated in the Canvas Resolutions list automatically and vice versa.
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Setting up HDR within Windows

To enable HDR for the Prime Scene Designer Canvas, your Windows Display Settings must be
configured to use HDR. The monitor you will be using to display Prime Designer must be a
HDR-capable monitor in order to turn on HDR in Windows.

Enable HDR in Windows 10:

Select the Windows Start Button, then select Settings > System > Display.
Choose the HDR-capable display under Rearrange your displays.

Select Windows HD Color settings

Under Display capabilities, check to make sure it says Yes next to Use HDR.
Turn on Use HDR.

aobkwbd =~

Enable HDR in Windows 11:

1. Select the Windows Start Button, then enter Settings. Select Settings > System >
Display.

2. Choose the HDR-capable display at the top of Display Settings.

3. Scroll down to HDR under Brightness & Color and switch HDR to On.

System > Display

Brightness & color
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Prime Scene Designer HDR Canvas Setup

Once HDR is set up within Windows, please startup Prime and navigate to Playout. Select
Config > Playout Configuration. The Prime Scene Designer Canvas is tied to the first output
channel within Playout Configuration. Due to this, please set the first output channel to a Device
type that will allow you to select HDR 10 Bit.

HLG and S-Log3 based HDR are not available for use with the Canvas. However, if your first
Output Channel is set to HLG or S-Log3, the canvas will automatically use HDR 10 Bit. LUT files
are not compatible with HDR or Prime’s Scene Designer Canvas. HLG based channels are the
only type of channel which supports LUT files as outlined in the Prime Playout Configuration
User Guide.

note | Even if your first output video channel is set to HLG with a selected LUT file, the LUT
will Not be applied and displayed on the Canvas itself. It will only be applied to the
Playout Video Output Channel itself as the Canvas does not support LUTs.

iﬁ Playout Configuration
File CG + [ New v [Z)SaveAs.. I Delete
[MH Video Channels Video Channels [ | Add Output + 8 Add Input ~
L Clip Pl
i Channel 8 Output 1
@l Clip Recorders T
[] Playlists Device Application Window
@ Atlas Type Video + Key Out ~ 10BitHOR | %8 (glqr Range Options w
"_' Bypass Connector Video Window 1
+{3 ExternalData Color
Previ
3 Settings R it — | Range HDR
3 Advanced Video Standard 1080i 59.94 Hz “ll Depth 108t
Video Shape Shaped % LT
Downstream Input None Enabled
Fil
Audio Mode Disabled e
Audio Device

v SDR Normalization
Audio Channels
Input Range  Narrow
Genlock Source
= Output Range  Narrow

Genlock Timing (H/V) Interpolation  Tetrahedral

Antialiasing MSAA 2x v

Preview Channel No Preview v RIT
Proxy Output Full Resolution H264

Proxy Frame Rate Full

Playout Toolbar Show
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Xered When HDR is enabled for the first Playout Video Channel but your monitor does not have
" HDR enabled within Windows, the Prime Scene Designer Canvas will appear washed out
like in this example.

Please see the Prime Playout Configuration User Guide for channel setup instructions and
further HDR, HLG, and S-Log3 details.
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Scene Properties

Properties Events

Message Id

Channel Default

LI

v Resolution

Format 1080p 2

v Region of Interest

Set to Graph

v Thumbnail

Update From C

nmand Sequence

Add Ren
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The following scene properties are displayed:

Description — The user may enter a simple description of the scene

Keywords: Add metadata to search for scenes

Style: Can be linked to a CAMIO context and changed in LUCI. See Style Sheets for
more.

e Message Id - Messages recorded from this scene will start recording at the specified
location or the next available location. When a message is read, PRIME will read in the
base message and fulfill the template with the data from the message.

Channel-On recall the scene will play to the defined channel

Layer-On recall the scene will be positioned in the defined layer on output

Effect In: When the scene plays use these triggers in the trigger list as the Effect In.
Usually it’s just an Action or Condition to effect in

Effect Out: Execute these triggers when the scene transfers from Program to Preview
Layer In: Triggers when a scene in Preview plays to Program replacing another scene in
the same layer. This supersedes the “Effect In”.

e Layer Out: Triggers when a scene in Program is played off by an incoming scene in the
same layer. This supersedes the “Effect Out”.

e Preview In: Executes when a scene is loaded into Preview. The Defined “Effect In” will
still execute when the scene is played. This is useful for LUCI previews in a CAMIO
workflow.

e Update Behavior: “Update Values” will update items on output and NOT transfer the
entire scene. “Update Scene” will transfer the entire scene.

e Auto Priority - An incoming scene takes priority over an outgoing scene. To adjust the
priority, uncheck Auto Priority and change the value in the Scene Properties > Render
section of the Scene Group. The default is 2000. Auto Priority will override the Z position
of multiple scenes in the same channel.

Resolution - Set the resolution format for the scene.
Region of Interest - Set the Region of interest for the scene that can be used in
designer to crop; save image and save clip files. (0,0,0,0 for Left, Top, Right and Bottom
bounds is fullscreen resolution with no cropping applied).
o Size: Reward only text for final size of defined region of interest
o Set to Graphics Bounds: Selecting this button will update region of interest values
to calculate the utmost bounding edges for top, left, bottom and right of all objects
combined in the scene.
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e Thumbnail - Set the thumbnail that will be used in PRIME’s scene browser.
o Use Region of Interest: Enable this to crop the thumbnail to the defined region of

interest in the scene.

*This will only be applied to Prime’s scene browser and does not apply to LUCI

thumbnails and previews.

Command Sequence:

The command sequence allows you to build a list of Trigger items to play out in a sequence:

Adding a Command allows you to
choose an item from the Trigger list:

The right Green arrow indicates
whether the item, after being
executed, will move to the next item in
the list. This is called “Follow
Through”. Some items, like Action,
can ONLY be follow through.

The Command Sequence has its own
APl and can be controlled by a
Condition, A script or from a Control
Panel
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C# Script:

Scene.CommandSequence. Execute

I * Add “ Hemove

w Command Sequence

+ Add x Remove

& Action: Action 2
[73] Condition: Condition 1
™ Object: Tirmer 1, Start

v @ Actions

[] Default
[] Action 1
[] Action 2
] Action 3

» E' Scene
> @ Clip1
> |8 Data1
> @ Timer 1
v [22] Conditions
A Scripting
] MewScene?_Sequenceltemn
hd @ External
[] External Action Mame

-

Condition:
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Parameters / Expressions  Conditions
C“"‘“"“+”|E@ Statements [i7] [1if k]  Operators [=] ['=] [<] [>] Commands (£3 Trigger EPropeﬂy|x
Condition 1 v [2] Condition 2
hd Tewt1 Text="Hella"
e Sequence: Execute
W Iii Actions
[] Default
[ Action 1
[] Action 2
[ Action 3
> Q Scene
> @ cip1
» Ei Data 1
dl | —'I » o Timer 1
v [22] Conditions
[] Condition 1
Default Action 1 Action2 Action3 18 Add Action [] Condition 2
Action 1@ I8y |18} Triggered By (0) ... [ [ | M 4 W |~ & Scrinting
[ Cenditien2_ConditionEval
[ External Action Mame
hd E Sequence
] Execute
[ MoveFirst
] Movelast

Condition 2

Timeline

Control Panel:

g Project |Samp|:5 V| Camras Control Panel Scripting Data Object

Scenes  Transitions  Toolbox x Delete
Button A Label

Text Box @ Combo Box

Check Box @ Radio Button

[£Z Mumeric Up Down U= Track Bar

23% ListView 715 File Picker

'@ HAscet Browser ﬁ Picture Box

{71 Panel 9% Time Code Editor

E Date Time Picker E Command Sequence
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Scene Events

Before Load - Executes once before a
scene is loaded into either Preview or
Program

Effect In -Triggers when a scene is
transferred to Program. (See Layer In)
Effect Out - Triggers when a scene is
transferred from Program to Preview or
Scene is closed. (See Layer Out)

Layer In - Triggers when a scene in
Preview plays to Program replacing another
scene in the same layer. This supersedes
the “Effect In”.

Layer Out - Triggers when a scene in
Program is played off by an incoming scene
in the same layer. This supersedes the
“Effect Out”.

Preview In - Triggers when a scene is
loaded into Preview. Supersedes the Effect
In for Preview.

Before Load -Triggers before a scene is
loaded into Program

After Load - Triggers once after a scene is
loaded into either Preview or Program

Before Play - Triggers before a scene is played from Preview to Program

Properties Events

Mew Scene

« Events

@ P

Effect In

Effect Out

Layer In

Layer Qut

Preview In

Before Load

After Load

After Play

Before Update

After Update

Before Stop

After Stop

Before Close

After Close

|
|
|
|
|
|
|
Before Play |
|
|
|
|
|
|
|
|

Style Changed

After Play - Triggers after a scene is played to output

Before Update - Triggers before the elements of a scene are loaded.
After Update - Triggers after the elements of a scene are loaded.

Before Stop - Triggers when a scene is taken off Program
After Stop - Triggers after a scene is taken off Program
Before Close - Triggers before a scene is closed. (Cleared from both Preview and

Program)

After Close - Triggers after a scene is closed. (Cleared from both Preview and Program)
Style Changed - Triggers when the scene’s Style Property is changed (See Style

Property)
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The “Load" sequence. Occurs only if you have a Preview.

Before Load Event Initialize scene with i i Preview In effect completes | After Load Event J
triggers Default Action Event triggers After Load Event friggers Completes
Scene Closed Scene Loading Scene Loaded |

The “Play” sequence for Effect In
Before Flay completes Default or Effect in or Layer In
Before Play Event g Default Action or Effect In After Play Event
Trigars Default Action or Effect In compleles completes Coniaha
Plays After Play Event Triggers

e
| Scene Loaded

The “Play” sequence for Update in

Before Update Event Befora Updale Event completes After Update Evenl
Iriggers After Update Event riggers Completes

The “Stop” sequence

Effect Out complete
After Stop Event triggers

The “Close” sequence

Before Close Event Before Close Event completes After Close Event
triggers After Close Event tnggers. Complates

After Stop Event
Completes

NOTE

After Play.

Opening a scene directly to output will trigger Before load, After Load, Before Play and

All of the scene events handlers can be used to attach any of the other objects methods in the

scene. EX:Timer1.Start
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Events

Before Load ’ 'l

teghuad ﬁ
Before Play
After Play

Before Stop

After Stop

Before Close | . Scripting
. [£] MewScenel _AfterLo

After Close

Example of assigning an “Effect In” and “Effect Out”:
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Scene Objects

The Toolbox

Toolbox  Scenes Transitions

Graphics
Text [ Ima ge

¥ Video Input
- Group Model
Rectangle Cube
Circle Sphere
Pod ylinder
Polygon Cone
Freehand Tube

Scene

Align Auto Follow
Auto Hide Auto Scale
Auto Size Auto Spacing
Billboard Blur
Camera . Character
Chroma Key Clip Plane
Crawl Crop
Duplicate

Grid

Inline Text Java Script
Light Logic

LUA Script Mask
Material

Multi 5 Page Turn
Parameters PSD

QR ” Render
Roll

Shader

Table Texture
Texture Matrix Touch

Tran m Transitio

Virtual Group Warp

Audio

Clip Player
Data
B GPl In GPI Qut
Hot Key Java Script
wboard Bank
Vlessage Switcher
Table 4 Timer

Script
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Base Scene

Base scenes can be added as objects in a scene as well as a Scene resource. (See the
“‘Resources” section).

Toolbox Scenes  Transitions

Graphics
|j Image

== Clip © Video Input

. Group Maodel
Rectangle Cube
Circle Sphere
Pod Cylinder
Polygon Cone

Freehand Tube

Ali gn Auto Follow

Auto Hide Auto Spacing
Elur Camera
Character Chroma Key
Clip Plane Crawl

Crop Font Style

When Base scenes are added to scenes the Base Scene will be inserted into the current scene
as a Scene child object. Control panel objects will be appended to the Control Panel.
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ene, Base Scene Graphics
Scene Group

DVE Base Scene 1

DVE Ba

DVE Ba

DVE Base Scene 4
Resources

Parameters

Expressions

ditions

;.1

B Replaceables

Control Panel
Button 5
Button 4
Button 3
Button 2
Button 1

Base Scene Actions and Conditions become available in the Triggers list and through

Conditions.
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Base Scene Properties
Same as a normal scene.

Properties  Events

e DVE Base Scene 1
¥ Render

v Transform
Position
Scale
Rotation
Pivot

v Surface

0 pac it_-r-' 100.0

WE Base Scene.pbs

v Preview
Actions Default Update DVE

#* Conditions Fullscreen Hidden 2 ide, 1
2 Box Wide, 2 2 Box Portrait, 1 2 Box Portrait, 2

3 Box Portrait, 1 3 Box Portrait, 2 3 Box Portrait, 3
4 Box Portrait, 1 4 Box Portrait, 2 4 Box Portrait, 3
4 Box Portrait, 4
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Circle Object

Render Properties

Projection
[ J

e Orthogonal - Orthogonal Properties | Events

projection.
e Perspective local - Central P Cubel
projection. The mid-point of
. 4 Render
projection is affected by an

object. Projection Inherit -
e Perspective Global -

Projection Center
Central projection. The ! Orthogonal

Perspective Local

mid-point of projection is Light Enable Perspective Global
immovable in screen Camera
. Double Side Camera Lens
coordinates. L . Orthogonal Parent Offset
e Camera - Projection in line Depth Function | On =

with an external camera.

e Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.

e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.

e Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.
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e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.

e No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

o Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal
to Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

Light Enabled
Double Sided
Depth Function
Priority
Transform Properties
Position: Position the objectin X, Y or Z

Scale: Scale the objectin X, Y orZ

Rotation: Rotate the objectin X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z
Origin: Move the Origin Position of the object in X, Y or Z

Surface Properties
Opacity
Circle Properties

Angle
Visible angle in degrees from 0A° to 360A°.
Value below 360A° increases open angle in the circle.

Diameter
Circle diameter.

Hole
Creates a hole in the circle, making it into a ring.

121 | PRIME 4.10.10 User Guide @hyron



Tessellation
Number vertices on the circle perimeter.
Higher tessellation makes the circle smoother but consumes more resources to render.

Alignment
o CENTER - Open angle is centered at the top (Y+).
o Clock Wise - Clockwise alignment. Angle starts at zero and opens clockwise.

o Counter Clock Wise - Counter-Clockwise alignment. Angle starts at zero and
opens counter clockwise

UV Mapping

o Planar - UV coordinates projected linearly by a plane.
o Polar- U is angle, V is distance from center.
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Clip Object

The Clip object allows designers to
playback clips within the Editor and
Playout.

Supported Playback Clip Formats:
GTC is the native PRIME clip Format.

Supported formats in various wrappers
include .MOV. DNxHD, DNxHR, PRO
Res, XDCam, .mxf, H264, AVC Intra,
DVC Pro HD, HQ, HQX, MPEG2, and
MPEG4

DNx and ProRes both require a valid
license for playback support.

A warning prompt will display if these
codecs are unlicensed.

*There maybe some exceptions for
key, audio, 4K, and HD support
depending on the codec’s native
support of those features

If your use case requires more system
resources for clip playback
performance, especially when using
Apple ProRes based clips, please read
about the Copy Threads setting within
the PRIME_Playout_Configuration_Guide.
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Properties  Events
v, Clip1

» Render

v Transform
Position X 9600 5400
Scale X 1.00 i 1.00
Rotation X 0.0 f 0.0
Pivot X 0.0 i 0.0

Origin X 0.50 i 0.50

v Surface

Size Width | 1920 Height | 1080

File Width Height
Opacity 100.0
v Clip
Preview | 2
File — Dronel.mp4
Command | Mone
Speed 1.00 )
Frame 00:00:00.00 c Length
Trim In : Trim Out
oop
Hold Last Frame

b

Color

Chyron.



The following settings may be configured on the Clip Properties window:
e Name - The user friendly name to refer to the object throughout the application.

Render Properties
The Render subcategory includes:

e Projection — Projection mode. It is method how to map 3D objects to 2D screen plane.

Orthogonal - Orthogonal projection.
Perspective local - Central projection. The mid-point of projection is affected by an
object.
e Perspective Global - Central projection. The mid-point of projection is immovable in
screen coordinates.
Camera - Projection in line with an external camera.
Camera Lens - Special kind of projection in line with an external camera.
Only the lens are tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.
e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is offset
by current node position in the view of parent projection and transformations.

e Projection Center — Center of projection. (Position on the screen where all lines meet in
infinity.)

e Light Enabled — Enable use of lights. Applies only to object with generated normals.
This feature is ignored when using shaders.
Double Sided — Double side visibility.
Depth Function- Function for making decision whether it will write to scene according to
z-buffer.

e OFF - Disabled writing to depth buffers.

Suitable for flat object which doesn't collide with any other objects.

e ON - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.

ALWAYS - Fragment is rendered always independently of depth buffer.
NEVER - Fragment isn't rendered ever.

EQUAL - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.
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e EQUAL - Fragment is rendered if Z-coordinate is less or equal to Z-coordinate
from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.

e NOWRITE - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

e GEQUAL - Fragment is rendered if Z-coordinate is greater or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

e Priority- Rendering priority within a layer. The higher number the later the object gets
rendered.
Use with care! Rather use Position.Z instead.
The priority change doesn't work well if objects use depth buffer.
Texture Quality
Texture Wrap

Transform Properties v Transform
The Transform subcategory allows for
the manipulation of the Clip Objects

Position >x| 95D.D| >v| 54D.D| z| D.D|

Position, Scale, Rotation and Pivot scale K| 1.DD| ‘r'| 1.DD| z| 1.DD| -
along the XYZ axis. Rotation & X| 00| o v[ 00| z[ 00]
Pivot x| D.D| v| D.D| z| D.D| -
e To keep the Scale Aspect fixed Origin K| D-SD| ‘f’| D-5E'| v

to its current dimensions, click
the lock icon to Lock Aspect Scale.
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e Position: Position the objectin X, Y or Z

e Scale: Scale the objectin X, Y orZ

e Rotation: Rotate the objectin X, Y or Z

e Pivot: Move the Pivot Position of the objectin X, Y or Z

e Origin: Move the Origin Position of the object in X, Y or Z

Surface Properties
The Surface subcategory includes:

e Size Width
e Size Height
e Opacity

Clip Properties
The Clip subcategory includes:

e File — Clip file name
e Command

o None C d

o Cue CHman Mone L

o Stop Frame 00 e

o Pause F'Iaj,.r

o Resume Trim In 00 Stop

o Rewind Pause

o Fast Forward |:|
Resume

o Play Reverse i

o End |:| Rewind
Fast Forward
Play Reverse
End
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Frame — Current Frame number o

o Loop In 00:00:00.00 - Loop Qut 00:00:02.01 =
Length —length of the clip file
Trim In — Trim the start of the clip. Loop Loop Count |Indefinite »
Marks the “In” point
e Trim Out — Marks the “out point” of g5, 00:00:00.00 = Length 00:00:02.01 =
the clip i
e Loop — Loop the clip any number Trim In 00:00:00.00 = Trim Out 00:00:02.01 -=
of times or indefinitely. [ Loop

Configure the loop as follows:
e To enable/disable the loop, check/uncheck the check box.

e To set the number of times that the clip loops:
Enter a number: Loops the specified number of times.

Indefinite: Select Indefinite to have the loop play indefinitely.

e Loop Points: Two loop points can be set, so that the clip begins from one point
and loops back to a point different from the start point of the clip and loops back
from a point different from the end point of the clip.

e Loop In: Set the point back to which the clip loops, i.e., the loop start point.

e Loop Out: Set the point back from which the clip loops, i.e., the loop end point.
This action is not yet available

e Hold last Frame-Pause at last frame
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Clip Events Properties Events

There are a few ready to use events
Finished
e Finished
e Play Finished PlayFinished
e Reverse Finished ReverseFiniched

v Property Changed

+ Add x Remove

Property Triggers

File w

Frame

Height
HoldLastFrarme
Interlaced
Length
LightEnable
There are events for all the clip Locked

properties as well: LockScaleAspect
LockSizefspect

Loop

LoopCount
Loopln

LoopOut

Opacity

OriginX

OriginY

Pivotix

PivotY

Pivotd

Positioni
PositionY
Positiond

Pricrity

Projection
ProjectiocnCenterx
ProjectiocnCentery
RotationOrder
RotationX

k| Rotation W

128 | PRIME 4.10.10 User Guide

Chyron.



The Clip subcategory includes:
e Preview — These controls allow you to preview clips

e Set Position to Crop Offset - GTC files can be generated by cropping off all
pixels that are always transparent, and embedding this crop information as
metadata into the clip. Enabling this option allows this crop position to be
automatically set to the Position property of the clip

e Synchronize - Enable to synchronize multiple clips using the same File

e Progressive Still - Merges two interlaced fields into one frame during pause.
Only available for interlaced clips.

e Match Output Rate - If enabled, automatically adjusts the playback rate of the
clip to match the output rate of the channel.

o For Playout: Match Output Rate only supports the playout of audio if the
video output channel you are playing out to is set to the same frame rate
as the frame rate of the clip.

o Example 1 - Clip is rendered at 50fps, Output Channel is set to 59.94.
Clip will playback at 59.94 instead of 50fps but audio will not play.

o Example 2 - Clip is rendered at 50fps, Output Channel is set to 50fps.
Clip will playback at 50fps and audio will play.

v Clip
Preview |< 44 " ." II 4 >|

File S e ]

mpd
Synchroni

Command | Mone v Coler _ Progressive Still

v Match Output Rate

Ep eed 1.00

e File — Shows the clip browser starting in the “Clips” folder of the current project.
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Properties b
@ [cie 5
5 Render
 Transform
Position ox| 9m.ﬂ| ov| 54111}| z| 'I].'D|
Scale x| 1.01::| v| 1.01::| z| 1.01::| &
Rotation < x| 'D.'D| o v| 'I].'D| z| 'I].'D|
Pivot x| 1}.1}| v| 1}.1}| z| 1}.1}| -
Origin X| 050 v| o050|~
w Surface
Size Width Height a 4
& Opacity | 1000 ¥
w Clip
preview B4 44 B> 8 00 B0 MY
File @ CH Logo.mov ~
Command | Mone e
Frarmne 00:00:00.00 = Length 00:00:02.01 = L
Trirm In 00:00:00.00 = | Trim Out 00:00:02.01 = s
[ Loop
ﬁCIips Y Common "_'ﬂ Ldl::i:lnrﬂrm;trl ‘D -

3 4
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Clips with the “Warp” icon in the lower right hand corner are flagged as “Warp” clips that contain

the UV Mapping information.

’aCIups Y Common \ Warp Clips @Cummn p

SRR .

cloth-v2-jpg  Cubes 1c CubesIn CubesIn Cubes Out  Cubes Out  DoorHinge  Page Tum
Background 3 Background Background 3 Background

B B of -~ o E5 22 :: B

Page Turn  Page Turn  Picel Polly  Picel Polly  Top Hinge  TWdemo TVdemol
Background Background Fields

E

Clips with Key icon:

MASCAR
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The Events subcategory includes:

e Finished Event - When the clip is finished perform something else available in the
scene.

Events

Finished |

4 Property Changed
+ Add x Remove

Property Triggers

Cone Object
Cube Object

Render Properties

Projection
¢ Inherit Properties | Events |
e Orthogonal - Orthogonal [P Cubel
projection.
4 Render
e Perspective local - Central L :

C L . . Projection Inherit -
projection. The mid-point of _
projection is affected by an Projection Center  othogonal
object. Perspective Local

e Perspective Global - Central Light Enable E:ﬁi‘?:ﬁ“ Global
projection. The mid-point of Double Side Camera Lens
projection is immovable in Orthogonal Parent Offset
screen coordinates. Depth Function | On M

e Camera - Projection in line with an external camera.
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e Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.

e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.

e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.

o No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

o Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal
to Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!
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Light Enabled
Double Sided
Depth Function
Priority
Transform
Position: Position the object in X, Y or Z
Scale: Scale the objectin X, Y or Z
Rotation: Rotate the object in X, Y or Z
Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

Surface
Opacity:

Cube Properties

File:

Size:

Bevel

a Cube

Size ¥ 1920 = ¥ 1920 & Z (1920 =

- -

Bevel lRuund v] 20 =

Mone
Chamfer

o None:
o Chamfer:
o Round:
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Cylinder Object

Render Properties

Projection

e Orthogonal - Orthogonal projection.

e Perspective local - Central projection. The mid-point of projection is affected by an
object.

e Perspective Global - Central projection. The mid-point of projection is immovable in
screen coordinates.
Camera - Projection in line with an external camera.
Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.

e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is offset
by current node position in the view of parent projection and transformations.

= Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is smaller
than Z-coordinate in depth buffer). This option ensures the correct visibility of 3D object
surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to Z-coordinate
from depth buffer. Appropriate for n-pass drawing of the same object.

e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous rendered
objects.

e No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in itself.

Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal to
Z-coordinate from depth buffer.

The later rendered objects in case of equality in Z-coordinate overlay previous rendered
objects. Use just for special purposes!
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Light Enabled
Double Sided
Depth Function
Priority
Transform Properties
Position: Position the object in X, Y or Z
Scale: Scale the objectin X, Y or Z
Rotation: Rotate the object in X, Y or Z
Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

Surface Properties
Opacity
Set the opacity on the surface object

Cylinder Properties
Diameter

Depth

Angle

Hole

Tessellation

Alignment

= Center

= Clockwise

= Counter Clockwise
UV Mapping

= Planner

= Polar

Bevel Properties
Size

Cuve

Scale
Tessellation
Back

Inside
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Freehand

Transform Properties
Position: Position the object in X, Y or Z

Scale: Scale the objectin X, Y or Z
Rotation: Rotate the object in X, Y or Z
Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

Data:

Point X-Y: 33
Data: CSV data in format: "x1,y1\nx2,y2" ... . \n is a new line character.
You can use pipe "|" character instead of new line.

Freehand:
Color: Stroke color

End Fade: Position on the stroke where to apply alpha gradient from 1 to 0.
End Length: The length of end part of the stroke which is made thinner.
Thickness: Half thickness of the stroke

Filter Step: Filter step affects finer (lower then 1.0) or coarse (higher then 1.0) sampling
of input data.

Texture:

Texture: Filename of image file used as a texture on stroke.

If set to empty string or undefined then no texture is used.
The texture is always drawn in REPEAT mode.
To shift the texture along the stroke use TextureMatrix effect and change Offset.X

Stretch: When undefined the texture is repeated over the stroke.
Otherwise the parameters define range in which the texture is stretched over the stroke.
The parts outside the range is not stretched.
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Group Object

The default shortcut to add a group to your scene is Ctrl+G. Selecting objects in your scene tree
using Ctrl and then pressing Ctrl+G will add a new group to your scene and automatically move
the selected objects inside the new group. The default shortcut ungroup is Ctrl+U.

Render Properties

Projection

Inherit - inherits from the parent
group. If there is no parent group,
then it defaults to Perspective
Global

Orthogonal - Orthogonal projection.

Perspective local - Central
projection. The mid-point of
projection is affected by an object.

Perspective Global - Central
projection. The mid-point of
projection is immovable in screen
coordinates.

Properties | Events

(D Cubel
4 Render
Projection
Projection Center
Light Enable
Double Side

Depth Function

Camera - Projection in line with an external camera.

Inherit -

Orthogonal
Perspective Local

Perspective Global

Camera
Camera Lens

Orthogonal Parent Offset

Cn

Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.

The view matrix is the identity matrix,

it doesn't depend on a location or camera direction.

Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and

transformations.
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Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.

e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.

e No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

e Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal
to Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

Light Enabled
Double Sided
Depth Function
Priority

Transform Properties
The Transform subcategory allows for the manipulation of the Clip Objects Position,
Scale, Rotation and Pivot along the XYZ axis

Position: Position the objectin X, Y or Z

Scale: Scale the objectin X, Y or Z

Rotation: Rotate the objectin X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z
Origin: Move the Origin Position of the objectin X, Y or Z

Surface Properties
Opacity: Set the opacity of the children in the group
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Image Object

Properties  Eyents

|Image‘| =)

» Render

w Transform

Position x| 9m.a| v| 544}.4}| z| 4}.4}|

52

Scale x| 1.m| v| 1.0ﬂ| z| 1.00

Rotation x| ﬂ.ﬁ| v| {m| z| 'D.'D|x'rz

Pivot x| D.'D| v| 'D.'D| z| 'L‘J.'L‘J|v

Origin x| o0s0| v| 0s0|~

w Surface

Size Width Height = -
Opacity '

v Image
File “Za Team Logos\MLE BOS.tga + B
Color Ii
[] Hide On Clear
v Shadow
[] Enabled
Color _
Blur 10
Offset K 3.0 ¥ -5.0 z 0.0

The following settings may be configured on the Image Properties window:

e Name - The name to be referenced throughout the scene
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Render Properties
The Render subcategory includes:

e Projection - 4 Render
e Orthogonal - Orthogonal Pifsen e M
projection. Projection Center 0 onal
e Perspective local - Central ) Perspective Local
. . . Light Enable Perspective Glabal
projection. The mid-point of Camers

Double Side Camera Lens

projection is affected by a object. Crthoaonal Parert Offset

e Perspective Global - Central
projection. The mid-point of projection is immovable in screen coordinates.
Camera - Projection in line with an external camera.

Camera Lens - Special kind of projection in line with an external camera.
Only the lens are tracked, it means just projection.

The view matrix is the identity matrix,

it doesn't depend on a location or camera direction.

e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

e Projection Center - Center of projection. (Position on the screen where all lines meet in
infinity.)

° Light. Enal?led - Enable use of lights. Applies only Light Enable nhert -
to object with generated normals.
This feature is ignored when using shaders.

Double Side Falze ‘

Double Sided - Double side visibility. . e
Depth Function- Function for making decision whether it will write to scene according to
z-buffer.

e OFF - Disabled writing to depth buffers.

Suitable for flat object which doesn't collide with any other objects.

e ON - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.

ALWAYS - Fragment is rendered always independently of depth buffer.
NEVER - Fragment isn't rendered ever.

EQUAL - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.
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e EQUAL - Fragment is rendered if Z-coordinate is less or equal to Z-coordinate
from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.

e NOWRITE - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

e GEQUAL - Fragment is rendered if Z-coordinate is greater or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

e Priority- Rendering priority within a layer. The higher number the later the object gets
rendered.
Use with care! Rather use Position.Z instead.
The priority change doesn't work well if objects use depth buffer.
Texture Quality

Texture Wrap
Transform Properties Double Side — -
The Transform subcategory allows for the manipulation
of the Image Objects Position, Scale, Rotation and 4 Transform _Friie
Pivot along the XYZ axis. Positinn % (9600 = = 7

Position: Position the objectin X, Y or Z

Scale: Scale the objectin X, Y orZ

Rotation: Rotate the objectin X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

e To keep the Scale Aspect fixed to its current dimensions, click the lock icon to Lock
Aspect Scale.
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Surface Properties
The Surface subcategory includes:

% Surface
Size Width | 480| Height| 270|= BB ~
File Width 0| Height 0 '
Opacity | 1000 )

The red arrow button will allow you to set the Size Mode to determine what happens when the
image is replaced. This option gives you many choices.

o B -
4, Fixed Size
~ B Size To File
k4 Fit To Width '
I Fit To Height
@ Fit To Bounds
4 Fill To Bounds 3

* Fixed Size: Image will use the Width and Height defined in the properties regardless of the
file size

* Size To File: When the File property changes, Width and Height will be set to the File
dimensions

* Fit To Width: The Width will be set to the specified Fit Bounds Width, and the Height will be
calculated to maintain the aspect of the File Size

¢ Fit To Height: The Height will be set to the specified Fit Bounds Height, and the Width will be
calculated to maintain the aspect of the File Size

* Fit To Bounds: The Size is set to fit within the Fit Bounds, while maintaining file aspect
¢ Fill To Bounds: The Size is set to fill within the Fit Bounds, while maintaining file aspect

Image Properties
The Image subcategory includes
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+ |mage
File L'\ IA\..\ChyronHege Symbol 32.png ~ E3
Color

[] Hide On Clear

File
e Image Browser -

fmese _
|

|
Iinage |E|Imagas <% 3 Common p -
- © g 8 8 g
4 i P J‘\. LY
Bypass google XMP Blank  XMP MLB - XMP MLB- XMP NBA -  XMP NBA- XMP NBA -

BAUTISTA JETER DEREK BOSH CHRIS  BRYANT  CALDERON

J'h .r'@"s

= -l LS Y e . =
|8I'l|]llll Dl XMP NBA - XMPMNBA - XMPNBA-  XMPNBA  XMPNFL-  XMP NFL -
—— | JAMES JEREBKQ  MNASHSTEVE  -RONDO ATL Jones  ATL PATRICK

Selecting images from folders outside the project will prompt you to import or not import
the selected image to the project.

[ Save: Import External Asset
Target External File Path Operation Progress
[¥][El1magel File HTom.jpg CopyRedirect |
[7] Don't ask me again (ahways leave assets in their original lacations) - i
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Color

[

mCalwas X.

b Move |_'j| Scale i@ Rotate J& Anchor | 3¢ Delete 3, Auto Select

Or use as a solid color, ramp or quad:

m Canvas X
'-I-b Mowe |-§]| Scale @ Rotate J» Anchor | x Delete

O3, Auto Select
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Name image 1
4 Render

Prajection [ Inherit -

Projection Center X |960.0/%| v |540.0(%]

Light Enable | Inher -

Double Side | Inherit -

2 Transform

Positon [X] [1153.1 |2] (V] 2938 |3 z oo |5

Scale @|ﬂ.?}' E" |n.25 |i|| |u_25 E" &
Rotion X (00 ] v 00 5] z 00

Pivot @|—?ﬁa.a E” |n.u |i|| |n.n E”

4 Surface
e et 1090 =
Opacy 190 (2]

4 Image

Cor T
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i -

E Canvas

E Mowve Scale @ Rotate }pﬁknchur | x Delete [, Auto Select .
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Name image 1
4 Render

Prajection [ Inherit -

Projection Center X |960.0/%| v |540.0(%]

Light Enable | Inher -

Double Side | Inherit -

2 Transform

Positon [X] [1153.1 |2] (V] 2938 |3 z oo |5

Scale @|ﬂ.?}' E" |n.25 |i|| |u_25 E" &
Rotion X (00 ] v 00 5] z 00

Pivot @|—?ﬁa.a E” |n.u |i|| |n.n E”

4 Surface
e et 1090 =
Opacy 190 (2]

4 Image

Coor [T
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- =)
e _

% Canvas B

§ Maove Scale @ Rotate J& Anchor | x Delete o, Auto Select .

Shadow Properties
Hide on Clear
When the image is cleared make the image object Transparent.

Shadow

4 Shadow
Enable

Blur 10 = U

-

Offset X 110 [&| v |50 = z 00 |2

e Hide on Clear
When enabled this option will clear the image placeholder. When not enabled it will use

the default color to fill the image placeholder.
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Image Events

Properties Events
File Changed T

~ Property Changed

+ Add x Remove

Property Triggers

File hd T

FinishColor
GradientAngle
GradientColorl
GradientColord
GradientColor3
GradientColord
Height
LightEnable
Locked
LockScalefspect
LockSizeAspect
Opacity

OriginX

Originy

Piviotx

Pivoty

Pivotd

Positionx
Position
PositionZ
Priority
Projection
ProjectionCenterx
ProjectionCentery
RotationCrder
RotationiX
Rotationy
RotationZ
ScaleX

ScaleY

Scaled
ShadowEBlur
ShadowColor
ShadowEnabled
ShadowOffzeti W
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Model

The supported file types are .iv, .rtg, .3ds, .obj and FBX.

Polygon Object

Render Properties

Projection

e Orthogonal - Orthogonal projection.

e Perspective local - Central projection. The mid-point of projection is affected by
an object.

e Perspective Global - Central projection. The mid-point of projection is
immovable in screen coordinates.
Camera - Projection in line with an external camera.
Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.

e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.

e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.

e No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.
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e Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal
to Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

Draw Mode
e Inherit (Previously built Prime Scenes with Model will use this mode)
e Simple
e Soft
e Alpha (New Model Objects will use this mode)
e Hard

Light Enabled
Double Sided
Depth Function
Priority

Transform Properties

Position: Position the object in X, Y or Z

Scale: Scale the objectin X, Y or Z

Rotation: Rotate the object in X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z
Origin: Move the Origin Position of the objectin X, Y or Z
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Polygon Properties

@ DE-BW @
4 Render

Projection lInherit 'I
Projection Center X 960.0 b 540.0
Light Ensble [Inherit v |
Double Side [ Inherit v |
Depth Function lInherit “
Priarity 1997

4 Transform

Pasition X 0.0 b 0.0 z 0.0
Scale X L.00 b L.00 z 100 ==
Rotation X 0.0 b 0.0 z 0.0 xvz
Pivot ¥ o200l Y -658.6 z no -
4 Palygon

2 R

; : o VG

L 178.110016 -T52.66 L

Texture M
Colar - Widrap
Depth 8.0 Quality 3110

Bewel Zize 345.0

Data
e The data section is a string representation of the data needed to display a polygon in the
designer or scene.
e Data for a polygon can be directly imported from an existing SVG file by using the Import
SVG button
o Once the button is pressed and open file dialog will be presented where the use
can select and SVG file.
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o Once afile is selected the Import SVG dialog is shown.
'elmpnrts\."G = |

File: INPrirmetProjects\CommoniDatahgermanyHigh.swg B
Center Paths

g
a
m
S

Id Type Fill Stroke e
DE-TH Path
DE-5H Path
DE-ST Path
DE-SM Path
DE-SL Path
DE-RP Path
DE-HwW Path
DE-HI Path
DE- kW Path
DE-HE Path
DE-HH Path
DE-HE Path
DE-EE Path
DE-BE Path

m

[ N A =]

]
g gy =

IHEdEEEEEREEEEE K

LR
.o

B

= The user can then select the polygons in the file they would like to import
but selecting the check box next to the object.

= The Center Paths option will center the polygons in the scene.

= The end result will be one polygon object in the scene create from all the
data in the SVG file.

Texture - Selects the texture for the polygon
Color - The color of the polygon

Wrap - Defines how the texture is wrapped on the polygon
e Clamp — Clamps the texture to the polygon geometry
e Repeat — Repeats the texture multiple times to fill polygon

Depth - Depth of the polygon along the Z-axis

Quality - Represents the level of detail on the edge of the polygon

Bevel - The type of bevel to apply
e None
e Chamfer

Size - The size of the bevel
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Pod Object

Render Properties

Projection
o Orthogonal - Orthogonal projection.
o Perspective local - Central projection. The mid-point of projection is affected by
an object.

o Perspective Global - Central projection. The mid-point of projection is
immovable in screen coordinates.

o Camera - Projection in line with an external camera.

o Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.

o Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

Projection Center
On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct visibility of
3D object surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to Z-coordinate
from depth buffer. Appropriate for n-pass drawing of the same object.
Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.
No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in itself.
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Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal to
Z-coordinate from depth buffer.

The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

Light Enabled
Double Sided
Depth Function
Priority
Transform Properties
Position: Position the object in X, Y or Z
Scale: Scale the objectin X, Y or Z
Rotation: Rotate the object in X, Y or Z
Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

Surface Properties
Size
X,Y and Z size

Opacity
Set the opacity on the surface object

Pod Properties
Top Left

Top Right
Bottom Left
Bottom Right
Corner Shape
Skew

Outline

Tessellation
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Bevel Properties

Size
Cuve
Scale

Tessellation

Back
Inside

Rectangle Object

Render Properties

Projection

Orthogonal - Orthogonal
projection.

Perspective local - Central
projection. The mid-point of
projection is affected by an
object.

Perspective Global -
Central projection. The
mid-point of projection is
immovable in screen
coordinates.

Camera - Projection in line
with an external camera.

Properties | Events

(D Cubel

4 Render

Projection Inherit -

Projection Center Orthegonal

Perspective Local

Light Enable Perspective Global

Camera
Double Side Carnera Lens

Orthogonal Parent Offset
Depth Function | On -

Camera Lens - Special kind of projection in line with an external camera.

Only the lens is tracked, it means just projection.

The view matrix is the identity matrix,

it doesn't depend on a location or camera direction.

Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and

transformations.
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Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate
is smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of 3D object surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.

e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay
previous rendered objects.

e No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

e Greater than or Equal - Fragment is rendered if Z-coordinate is greater or
equal to Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay
previous rendered objects. Use just for special purposes!
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Light Enabled

Double Sided

Depth Function

Priority

Transform Properties
Position: Position the object in X, Y or Z
Scale: Scale the objectin X, Y or Z
Rotation: Rotate the object in X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

Surface Properties
Size
Opacity:

Rectangle Properties
File:

Skew

Tessellation

Corner Shape

Top Left

Top Right

Bottom Left

Bottom Right

Skew- Skew angle in degrees from -90A° (left) to 90A° (right).
Tessellation- Number vertices on the circle perimeter.

Higher tessellation makes the circle smoother but consumes more resources to render.
Corner Shape- Value -1 is flat, 0 is round, 1 is just a corner.
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Sphere Object

Render Properties Properties |—|Events

Projection

o Orthogonal - Orthogonal D Cubel
projection. 4 Render

o Perspective local - Central o :

.. . . Projection Inherit -

projection. The mid-point of
projection is affected by an Projection Center  gthogonal
object. _ Perspective Local

o Perspective Global - Light Enable Perspective Global

L Camera

Central projection. The Double Side Camera Lens
mid-point of projection is Orthogonal Parent Offset
immovable in screen Depth Function | On T

coordinates.
Camera - Projection in line with an external camera.
Camera Lens - Special kind of projection in line with an external camera.
Only the lens is tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.
o Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

Projection Center

e On - Fragment is rendered if object lies close to a observer (it's Z-coordinate is
smaller than Z-coordinate in depth buffer). This option ensures the correct
visibility of the 3D object surface and its mutual location with other objects.
Default value.
Always - Fragment is rendered always independently of depth buffer.
Never - Fragment isn't rendered ever.
Equal - Fragment is rendered if Z-coordinate at a given point is equal to
Z-coordinate from depth buffer. Appropriate for n-pass drawing of the same
object.

e Less than or Equal - Fragment is rendered if Z-coordinate is less or equal to
Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects.
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e No Write - Similar to option "ON" with difference of Stealth attribute.
Object is rendered under the rule visibility, but it isn't placed in depth buffer in
itself.

e Greater than or Equal - Fragment is rendered if Z-coordinate is greater or equal
to Z-coordinate from depth buffer.
The later rendered objects in case of equality in Z-coordinate overlay previous
rendered objects. Use just for special purposes!

Light Enabled
Double Sided
Depth Function
Priority
Transform Properties
Position: Position the objectin X, Y or Z
Scale: Scale the objectin X, Y orZ
Rotation: Rotate the objectin X, Y or Z
Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the object in X, Y or Z

Surface Properties

Opacity
Set the opacity on the surface object

Sphere Properties
File
Applies a file to the sphere

Angle
Visible angle in degrees from 0A° to 360A° around Y axis.
Value below 360A° increases open angle in the sphere.

Diameter
Sphere diameter.

Tessellation
Sphere degree of detail.
Higher tessellation makes the sphere smoother but consumers more performance to render.
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UV Mapping:
o Absolute - Texture stretches over visible angle.
o Relative Left - Texture is anchored at the left end and cut at the right side end.
o Relative Right - Texture is anchored at the right side end and cut at the left side
end.
o Centered - Texture is centered to the middle of visible angle and cut at both
ends.
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Text Object

Properties 4

& o [Ted 1 | @

» Render

w Transform

Position © X| 6400] 0 v| 5156] Z[ 00|
Scale x[ 1] v[ 100] z[ 100]a

O Rotation 0 x| 00| ov[ o0|oz[ o0
Pivot x[ o0] v[ o] z[ oo]~

v Surface

Size Width Height a -~
Text Width Height

& Opacity y

w Text
i 7 7 o L

Style E@HelvetlcaNeueLT.. BdCn 75 (Text 1) E
Font | HelveticaMeue LT 77 BdCn e
Size [150 |2 ]

B 7 [ | A D %
Text

S & m B

The following settings may be configured on the Text Properties window:

e Name - The name of the object that will show everywhere throughout the application.

Render Properties
Projection - It is method how to map 3D objects to 2D screen plane
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e Orthogonal - Orthogonal + Render
projection.
e Perspective local -

Projection Inherit -

Central projection. The Projection Center  ihogonal
: : T Perspective Local
mid-point of projection is Light Enable PEEEE ctive Global
affected by a object. _ Camera
. Double Side Camera Lens
e Perspective Global - Orthogonal Parent Offset
Central projection. The sl e

mid-point of projection is immovable in screen coordinates.
Camera - Projection in line with an external camera.
Camera Lens - Special kind of projection in line with an external camera.
Only the lens are tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.
e Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

e Projection Center - Center of projection. (Position on the screen where all lines meet in
infinity.)

e Light Enabled - Enable use of lights. Applies only to object with generated normals.
This feature is ignored when using shaders.

e Double Sided - Double side visibility.

Transform Properties
The Transform subcategory allows for the manipulation of the Text Objects Position, Scale,
Rotation and Pivot along the XYZ axis.

Position: Position the object in X, Y or Z

Scale: Scale the objectin X, Y or Z

Rotation: Rotate the object in X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

e To keep the Scale Aspect fixed to its current dimensions, click the lock icon to Lock
Aspect Scale.
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Surface properties
The Surface subcategory includes settings for:

e Size — Sets the height and width of the bounding box. The dropdown gives the following

choices:

' Surface

Size Width 339 |2 Height %0 & & =

Tet  Width 480 =] Height 70 |2 SR
[=] Fullscreen

Opacity |100.0 (5 Ba Fitto Text

-Reset: Resets the bounding box
-Full screen: Makes the bounding box full screen
-Fit To Text: Wraps the bounding box around the bounds of the text

Example:

Fit to text

e Text- Read only property that shows the actual text bounds

e Opacity — Sets the opacity level from 0 to 100%

Text Properties
The Text subcategory allows for the selection of the Font, Font Size, Opacity and a variety of

other font attributes.

The following “In-Line” text attribute tags are available:
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Text content.

Text can contain special sequences starting with character . .

Sequence ’, = Decrease kerning space between surrcunding characters.
Murnber of characters modifies the amount of extra kerning.

Sequence \.> = Increase kerning space between surrcunding characters.
Murnber of > characters modifies the amount of extra kerning.

Sequence .\ = Backspace itself.

Sequence '3 = Mon breaking space (see LineFlowPolicy).

Sequence \n = MNew line.

Sequence u XXXX = unicode character with hex value XXX,

Sequence “iu = Following text will be rendered as upper index,

Sequence %1l = Following text will be rendered as lower index.

Sequence \in = Following text will be rendered as normal text (no index).
Sequence \u0082 = Special character "BREAK ALLOWED HERE", Soft break is allowed at this positions.
Sequence '.c0 = Reset color to default.

Sequence o N = Set color index. Values 1,2,3,4 can be used.

Colors specified in BaseColorP1..P4,

Sequence \t style_name ; = Set style by given style node name.

For base style, leave style_name empty.

e Color Picker -

¥|  Regular

HEx |FFFFFFFF

Kerning - Adjusts the spacing between characters
Leading - Adjusts the spacing between lines of text
Space Width — Sets the width of the default space character

This is good for clocks so the text will not “breathe”
e Caps Ratio - Sets text to all uppers and adjusts the ratio between capital
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Spacing

Kerning |
Leading
Space Width |
Fixed Pitch []
Caps Ratio |

NOTE

=

Note that Kerning, Leading, Fixed Pitch and Caps Ratio are all keyframeable.

Actions

- Adjust Text | %, Add Action

Action 1@ Ik ‘ iy Triggered By (0) .. [® [ ‘ He & L

. . |||||||||m||||||||||||||||||||||
Animation 0:00 1:00 2:00 3:00
4 Textl & &

Kerning & @
Leading @ @
FixedPitch @ @

e Shadow and Outline (Border)
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Text Shadow
adds a shadow to text

e When Shadow is Enabled, Depth Function will be set to On.
The Depth function can be overridden if desired by selecting a different Depth Function
option under Render properties.

Text Outline (Border)
adds an outline to text

**Please Note - PRIME now limits the Outline setting to 10 only when Outline and Shadow are
both enabled.

4 Text
Fort  Arial
Size [100
B |=[E]
[ Shadow
e
Blur 10 :
Offset X 20 = v [-5.0 Z (00
[7] Outline
oo

Size 1 ﬁ
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e Text Style Browser

a Text

Style Arial 100 (Text 1) =R

Text styles may be “referenced.” This means that changing the style of a text affects all other

text objects in the scene or project.

@ & Common ,D
| |
.l‘l,’. :'
IH‘ *-.‘I'
_E_m
Arial 1001 Arial 100 2 rial 100 3 Arial 144 8

Julian

If the Style is referenced, you will see an image of the style in the Style drop down box.

4 Text

style @ Aial 76

BI=Ry
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e Alignments -

4 Text

Style [0} Adial 100 (Text 4)

Fort  Arial
Tz 1i]].ﬂ|i|
B /[ | &

al

<

Left
Center

Right

it

First Character
Last Character

]

1

First Character aligns column data by the first character it finds by the defined character
in the text.

Last Character aligns column data by the last character it finds by the defined character
in the text.

In this example we set the First character to the comma character:

4 Text

LUl Courier New
Size (100 |5 ° )
(B]7 m

= A

1,234 [
23,456

1)

456,789 [

= Bottom
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e Line Flow

B I [

Text | 1111

= A D %

— o H

Single Line
Word Wrap
Scale To Fit

Kern To Fit

e All Caps

B /[

Text | 1111

= A D %

= ?b 'ﬁ'ﬁ' #

When All Caps is enabled, inputted text on output will be forced to capitalization. When a user
types in the same text whether it is lowercase or uppercase, Prime will not see this as two
different values when Behavior is set to On Change.

e.g. hello vs Hello vs HELLO will not trigger a Transition with the Behavior set to On Change

German Language Only - When All Caps is enabled, the German letter Eszett (Sharp S) will
automatically change from 3 to 13 if provided for by the font used.
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Mumber 0.0 Format (0 o

= = = om

e Direction
Based on the Windows language setting the “Direction” icon will appear. This allows
orientation and support for Right to Left languages
= A D 0B %

Text 10710

= 9b<—>$|m1¢

e Gradients

Face

Mode cotor )

ix

@ H [0

4

s [0

Al [4fe

) L (100

255

209

1 41k

255

> @ & =

44 41k

255

HEX FFFFFFFF

e Number Format -
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MNumber (0.0 =| Format |0

-

ak-
<

s B

When added to keyframes the numbers will animate from their current value to the next value

e (Gradients

Face

Mode [Sulid v] Color

@ H

¥

255

0 -

0 2 or

 AIE]

100

41

L3

255

4

255

L

(255 [=

4

Irl

FFFFFFFF
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e Linear

Face
Mode Start s T ﬁ
Torge ch S
eHld B-
s B
5L [100 %
) R (205 |=
G 255 [
B 255 2
A 255 2
HEX FFFFFFFF
4
Ak
=10
e Quad
Face
Mode Top Left TopRight| NN
Target Bottomn Left [  Bottom Right i
@HP B
©s 2 H=
oL Hx
R 2B :
@ 6 |18 1
o8 B
@ A5
L EBE7ETFF
e Target -
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Face

Mode Top Left TopRight NN
Target Bottom Left [ Eottom Right

Character

Object

,_
(=]
ra

IBNAE :4:5 Alr|l [4f» [4]*
= = ==

@ A5 =

-

HEX EBB7BTFF
4

3D Text

Mode

& 20 @ 3D

Settings

Quality (LR ) B D
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Character

Depth 026 = U
Side Color -
Back Color -
Bevel
Type [Cha.mfer v]

sze  [0023 [ —1J

Depth 0024 =] - U
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Advanced Text Settings

Settings

v Auto Resolution

Optimize Updates

e Auto Resolution - When checked, renders text at optimal resolution striking a balance
between visual quality and engine output performance.

e Optimize Updates - When enabled along with UDP setting, optimizes text data for real
time rendering. Text Size updates and Transitions will not be supported with this option

enabled.

o Scene Example Use Case - Enable for any text objects that are being updated
frequently such as 10ths of a second on a timer to ensure updates are prioritized.

*Users must enable UDP in playout configuration in order to enable Optimize Updates for real
time rendering. If UDP is not enabled and user selects optimize text for real time rendering

they will see warning in Ul to enable UDP.

File CG + [ New v [5] Save As.. 9 Delete
W Video Channels o -
144 Clip Players 34 -
|l Clip Recorders =
[+ Playlists z
@Atlas E =2
<
{Z External Data TRACAB
P
Settings
9 ] Enabled
4 Advanced
127.0.0.1
006 =
49001 E
UDP
Enabled
Port 21416 <
Cesium
[ Enabled Run Cesium Target Cc
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‘ Text Changed ’

Text Events

Properties I Events

You can trigger other objects methods whenever the text changes.

All of the Text objects properties have events when these properties change:

Properties  Events
Text Changed

v Property Changed

+ Add x Remowve

Property

Text

|v

RotationOrder
Fotationx
Rotation
Rotationd
Scalex

Scale¥

ScaleZ
ShadowBlur
ShadowColor
ShadowEnabled
ShadowOffseti
ShadowOffzety
ShadowOffsetd
SideColor
SideTexture
StartColor

Style
TextBottom
TextDirection
TextHeight
Textleft
TextMode
TextRight
TextTop
Texture
TextWidth
Vertical

Vertical Alignment
Width

L

L

Triggers
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Text Tags
You can use Text Tags to change the color attributes of the text within a single text object.

Available Tags:

Tag 0 (\cO) will reset the text color back to the text objects default color
Tag 1 (\c1)
Tag 2 (\c2)
Tag 3 (\c3)
Tag 4 (\c4)

v Text

ssie B

Fent | Arial ~ Regular

Size 75.0
Text | Color

Maode

8 A

HEx | FFFFFFFF

Text Tags require “Solid” mode to be selected
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4 Text

Style (5] Avial 86 (Text 1) =Ry

Font  Arial -
-

| B

B 7 [ [ a 2C

Yoleoolorl\cZ2color?c3colordcd colord cldefaultcolor -

(& World B, Auto Select

Scole @ Ratate Jo Anchor | §§ Delete

color3 defaultcolor

Style Tags
Style tags are effects. See the section on “Style Tags” in the effects section.
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Tube Object

Transform Properties

The Transform subcategory allows for the manipulation of the Video Input Objects Position,
Scale, Rotation and Pivot along the XYZ axis.

Position: Position the object in X, Y or Z

Scale: Scale the objectin X, Y or Z

Rotation: Rotate the object in X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

Data Properties
Point: Adds or removes a data point

Data: CSV data in format: "x1,y1,z1\nx2,y2" ... . \n is a new line character.
You can use pipe "|" character instead of new line.

Path Length: Limit length of the tube. Value is relative. 0 is no tube drawn, 1 is full tube
drawn.

Texture Map: Type of V texture coordinate mapping.

Texture V mapping type:
ABSOLUTE - V goes from 0 to path's length.
Unless the extrusion is very small, this length will probably be much larger than

1.0.
RELATIVE - V goes from 0 to 1 over the whole path.

SEGMENTED - Integer part is equal to segment's index (from 0) and
fractional part goes from 0.0 to 1.0 on every segment.

Contour Properties
Aspect: Higher value makes it wider.

Rotation: Contour rotation in degrees.
Useful for low tessellation settings. Applied before Aspect!

Diameter: Contour diameter (tube thickness).
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Tessellation: Higher tessellation makes the contour smoother but consumes more
resources to render.

Smooth: Set to checked to make the contour faceted.
Set to unchecked to make it smooth.
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Video Input Object

Properties b4

|‘u‘idv.=_n:| Input 1 | L]

» Render

* Transform

Position x| 95{:.1::| v| 541].1]| z| 1::.1::|

Scale <:>K| 1.m|<:>v| 1.m| z| 1.m|ﬂ

F‘.otationOK| m}| v| m}| z| @|

Pivot x| m}| v| m}| z| 'D.Cl|v

Origin x| 0s0| v| o050~

w Surface

Size Width Height a v
Opacity '

w Video Input

Input | Downstream Input w
w Audio
Volume 100 2 '
Channels Cutputs
12 3456728
10O O00ddn
MO0 000
s UM O0O000
e 4 000E0000
SHNN N~
6 IO
pEEEEEn~E
s DUt

The following settings may be configured on the Video Input Properties window:

e Name - The user-friendly name to refer to the object throughout the application
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Render Properties
The Render subcategory includes:

e Projection — Projection mode. It is method how to map 3D objects to 2D screen
plane.

o Orthogonal - Orthogonal projection.

o Perspective local - Central projection. The mid-point of projection is affected by
an object.

o Perspective Global - Central projection. The mid-point of projection is
immovable in screen coordinates.
Camera - Projection in line with an external camera.
Camera Lens - Special kind of projection in line with an external camera.
Only the lens are tracked, it means just projection.
The view matrix is the identity matrix,
it doesn't depend on a location or camera direction.

o Ortho Parent Offset - Orthogonal projection. The center of coordinate system is
offset by current node position in the view of parent projection and
transformations.

e Projection Center — Center of projection. (Position on the screen where all lines meet in
infinity.)

e Light Enabled — Enable use of lights. Applies only to object with generated normals.
This feature is ignored when using shaders.

e Double Sided — Double side visibility.

Transform Properties
The Transform subcategory allows for the manipulation of the Video Input Objects Position,
Scale, Rotation and Pivot along the XYZ axis.

Position: Position the objectin X, Y or Z

Scale: Scale the objectin X, Y or Z

Rotation: Rotate the object in X, Y or Z

Pivot: Move the Pivot Position of the object in X, Y or Z

Origin: Move the Origin Position of the objectin X, Y or Z

e To keep the Scale Aspect fixed to its current dimensions, click the lock icon to Lock
Aspect Scale.
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Surface Properties
The Surface subcategory includes:

e Size Width
e Size Height
e Opacity
Video Input Properties 4 Video Input
The Video Input subcategory allows the Input | Video Input 1 |
user to select the SDI Input. Downstream Input
4 AudiﬂM*_
Video Input 2
Volum Video Input 3
Video Input 4

Audio Properties
The Audio subcategory includes:

Volume - Decibel levels
Channels — The Audio Router is a matrix for routing inputs to outputs. The default is 1

to 1 etc.
4 Audio
Volume |[1.00 = ° D
Channels Outputs
12 34567 8
1FOOOC0EEE
20FEEE R R
3000FEERER
ous {DO0O0BEOEEE
5 0000 O FEEE
3 o o
r o o o o
3 o o o o | | O | | 2
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0 Duck Audio Channels 1 & 2 example action:

Actions 4 Video Input

m Duck Audio | % Add Action Input [Wﬂﬂkﬂi'l -

Action @ 8 | I8 Triggered By (0) .. [ S|Eﬂ @ ||| ¢ Audic
=
Yol 050 =

Animation n:lolﬂlll||||lgéllllllll:t|)éllll IOUI‘I\E]| H| v

4 Video Input1 @ 2 Channels | 4 555 7 8

Volume * s 1 &[] EE [ E [

20 EE BB EE

3

s 0

5[]

8 e o

7 [E0[E

3 1
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Video In E

Properties

vents

Events

* Property Changed

+ Add x Remowve

Property

Triggers

Input

|

DoubleSid
Enabled
Height

LightEnak
Locked
LockScalefspect

LockSized
Opacity
OriginX
Originy
Pivotx
Pivoty
PivotZ
Position
Position
PasitionZ
Pricrity
Projection
Projection
Projection

Rotationx
Rotationy
RotationZ
ScaleX
Scaley
Scaled
Yolume
Width

RotationCrder

g ~

le

spect

Centerx
Centery
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Alignment Tools

Accessible by the toolbar.

|l ~= -
Align
e Align Edges — Aligns the bounding boxes.
e Align to Safe Title — Aligns the bounding boxes to safe title.

|E_||‘_']% '|xDelete

(=
=

S|
=

Align Left Edges
Align Horizontal Centers
Align Right Edges

= =

Align Top Edges
Align Vertical Centers
Align Bottormn Edges

Bl [@ [a [

Align Left Safe Title
Align Right 5afe Title
Align Top Safe Title
Align Bottomn Safe Title

Distribute

Evenly distributes three or more selected items evenly

=) E]| x Delete

Distribute Left Edges
Distribute Horizontal Centers

Distribute Right Edges

Distribute Top Edges
Distribute Vertical Centers
Distribute Bottom Edges
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Snap to Grid
& ChyranHego Prime Scene Designer - New Scene.pbx [T

File Edit View Window [N Help

Project ’Sampls i Settings...

Control Panel |

Toolbox |Scem=_= |Transi'tion.s | ‘ S Asset Viewer ale @ Rotate }»Anc
Graphics | ¥  Snap

af\ Tex image TR -  Screen

@ Clip Videoﬁ "  Keyboard Shortcuts | v SafeTitle

T Group Lj Cube v Objects

Color Picker-Eye Dropper

Colaor

Mode Solid - Colar

o

on[_o
Os[ ol
ot [_ul
Or [ 28]
B o<

05 [_2u)
Oa[ 2]

M,

The color picker can do RGBA or HSL or HEX.

The eye dropper is a mode when selected gives you use of the eye dropper cursor to select
colors from the screen. Users can pick colors from any application running.

Color swatches are saved globally with the color picker tool.

Pressing the eye dropper toggles the mode.
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Effects

Align
The Align effect will automatically distribute all child objects dynamically at run time.
The Align effect will most likely be used with the Auto Spacing effect.

The Align effect can only be applied to Group objects

Scene Tree o

ae | & 2 b 2@
@ 3@ Objects Effects "
E' Mew Scene
v & Scene Group
v ) Align Group i
v 0 Aute Fellow Group 0O
= Image 2
(=] Image 1
El Image 3

e

Removing an image object will create this result
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POE| o RN
@ 3@Y Objects Effects
E' Mew Scene
@~ @ Scene Group
| v ) Align Group o
| v 0 Auto Follow Group OO
(=] Image 2
Image 1

Horizontal: Align children horizontally

Vertical: Align children vertically
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Auto Follow

Sibling Mode

v Auto Follow

fMode Siblin g

Horizontal | Right

Vertical Mone

The Auto Follow rules of sibling mode are NOT Master/Follower necessarily. Based on the
position of the elements in the scene The Auto Follow Effect is basically an Auto Align effect.
Consider the object the effect is placed on as the following object. It will follow any of its
parents.

The “Parent” is not defined. The “Parent” is the nearest object to the Follower. The Parent object
can change dynamically.

Horizontal:

None:

Left: Follows the left edge of the nearest object maintaining distance
Center: Follows the center position of the nearest object

Right: Follows the right edge of the nearest object

o O O O

Vertical:

None:

Top: Follows the top
Middle:

Bottom:

o O O O

In the following example the effect is placed on a group that will follow its siblings:
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Scene Tree »

POE| D UNR
D 3@Y Objects Effects
@ Mew Scene 2
i hd ﬁ Scene Group
| d""x Master
| ~ ) Group 2 i
d“'x Follower2
d:& Followerl
| b '-.'Eﬂ Group 1
= Image 2
= Image 1

e

The result is whenever the “Master” Text is moved on the X position the follower groups, both
Group1 and Group 2 will follow.

"

!w:lloweﬂ Follower2

Source Mode

Different to Sibling mode, Source mode allows you to select a specific object or group that you
wish to follow and size to.

e Position
o X: Enable and select appropriate source to follow on X axis
o Y: Enable and select appropriate source to follow on Y axis
m X & Y source can be different
o Source: Select source available in scene
m Source from Base scene is not accessible
o Anchor
m  X: Select Source Origin, Left, Middle or Right
m Y: Select Source Origin, Top, Middle or Bottom
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o Target
m X: Select Source Origin, Left, Middle or Right
m Y: Select Source Origin, Top, Middle or Bottom
o Offset: Apply numeric value if offset is desired

e Size
o Width: Enable and select appropriate source to size scale width
o Height: Enable and select appropriate source to size scale height
o Padding: Apply numeric value if padding is desired
o Minimum: Apply numeric value of smallest width and height values you wish to

size to. If source object is smaller than minimum, then minimum value will be
honored.
e Advanced
o Include Source Position
o Include Source Scale
o Use Parent Virtual Bounds
e Expressions: (This is Read only and not editable)
o Visual representation for each position and size selection made, and the
corresponding expression syntax, calculated value and binding.
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Properties  Events

i r' Auto Follov

v Auto Follow

I e Source

Target

v Paosition
v X
Source | [ GName
Anchor

Target

Offset

Source
Minimurm
Padding

v Advanced

+ Include

Incluc

v Expressions

Bindings

Parent.Posi...
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Auto Hide

The Auto Hide effect allows users to hide/show objects based on the Boolean evaluation of
other objects in the scene. Ex: Hide Mylmage if Text1 is empty.

Example Scene Tree where the Auto Hide effect is placed on the Image object:

Scene Tree

Y JENENN ®
DaDYE& Objecs Effects
Mew Scene
~ & Scene Group
4 Tet2
2 Tet 1
Image 1 %
\4{;9 Resources
Parameters
@ Expressions
[21] Conditions

x

7

Replaceables
Control Panel
Scripting

There are three modes for Auto Hide Properties | Events

I —
e Hide on Target Empty v Auto Hide

e Hide on Target Not Empty Mode
e Hide on Condition Target

Hide On Target Empty

g D
Hide On Target Not Empty

Hide On Condition
Condition

In the first example the Image object will hide if Text 1 is empty and in the second example
the Image object will hide if Text 1 is NOT empty:

Properties  Events Properties  Events

@ [Auto Hide 1 @ |Auto Hide 1
v Auto Hide w Auto Hide
Mode Hide On Target Empty d Mode

Hide On Target Not Empty
Targt v

Target @ Text 1

Condition | Mot Text1. Text.IsEmpty()

Condition | Textl.Text.IsEmpty()

Note that the “Condition” property will always show you what the actual condition is that will

be evaluated. The condition property will only be enabled when “Hide on Condition” is
selected allowing the user to manually create a condition.
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Hide on Condition allows the user to manual insert a statement that should evaluate to
TRUE or FALSE is satisfy the Auto Hide condition.

Properties  Eyvents

% [Auto Hide 1 |
v Auto Hide
Made Hide On Condition W

(0L G Wl Tent 1. Test. IsEmpty () AND Text2, Text.|sEmpty()

Auto Scale

The Auto Scale effect can be used to scale text within its bounds. This is a useful feature for
bullet point graphics.

Auto Scale
Target | First ‘
Offet X 408 v | -40/8]
| Scale X Offset
[+/] Scale ¥ Offset
[+] Seale Parent

& Lorem ipsum dolor sit amet,
consectetur adipiscing elit,
eiusmod tempor
dunt ut labore et
dolore magna aliqua.
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Auto Spacing

The “Auto Spacing” effect can only be applied to Groups. Objects within the groups will be
linked.

Alignment Type
o Tight - Objects are tightly positioned side by

Properties
side.
Additional space defined by attribute Spacing it Folow]
is added. 4 Auto Follow
o Fixed - Objects are placed at fixed pitch. Alignment |Tight

The object size has no effect on positioning.
The pitch is defined by attribute Spacing.

o Justified - Aligns the row to the left and to
the right at the same time. The margins are g
[0, Line Width]. The minimal spacing
between objects is defined by attribute
Spacing

Direction | Right

Line Width |0

10

Direction
o Horizontal - Objects are positioned horizontally from left to right. Only X
coordinate is modified.
o Up- Objects are positioned vertically from bottom to top. Only Y coordinate is
modified.
o Down - Objects are positioned vertically from top to bottom. Only Y coordinate is
modified

Line Width- Defines maximal size of row/column.
When total size exceeds this limit then the objects are scaled down.
Size of objects before pivot is not counted for the size

Spacing- The value defines pitch or additional space. See Alignment type.
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Billboard

Billboard effect allows you to define the rotation of an object(s) within your scene
towards a specified camera
Transform v/ =7 Billboard 1
e Rotation: Sets additional rotation which
replaces rotation overridden by Billboard
effect.

v Transform

Rotation X -17.0

v Billboard

Billboard controls
e Type

o Planar: Rotates the object in the
direction parallel to the camera
view vector. | Rotate ¥

o Directional (default): Rotates the Rotate Z
object in the direction towards the
camera position.

Type Directional w

Target Camera 1

~* Rotate X

e Target: Selects target camera for billboard effect. If empty, the object is rotated towards

the active camera, which is the default target for billboard effect.

o Rotate X: If checked, rotates the object in the X-axis towards the camera
true).

o Rotate Y: If checked, rotates the object in the Y-axis towards the camera
true).

o Rotate Z: If checked, rotates the object in the Z-axis towards the camera
false).

o Keep size: If true, maintains the size of the object normalized regardless

(default
(default
(default

of how

close it is to the camera. The normalized size is the size that the object appears
at when its Z position is at 0, and the camera is at its default Z position (default

false).
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Blur

Motion Blur: Performs a blur in one direction or two opposite directions based on the

desired Angle
Compound Blur: Uses Level of Detail and neighbor pixel sampling to perform a blur in all
directions

Properties

[¥] & Burl

4 Blur

Type [Moﬁnn Blur

Percent 1000 (=

b;

-

Angle —3 0 =

Radius 100

Both Directions

Max Calculations |L0OD | == Milion
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Camera

Scene cameras can be added to the scene group only. Scenes can have multiple cameras.

All properties of the Camera effect are keyframabile.

Properties
21 @ [Gmers =
v Camera

Projection Perspective

Rotation Type | XVZ

Field of View

Center x| o000 v[ ooof
v Transform

Position X | 9600 Y| 530.0| Z| 13996

Rotstion X | -20| Y| 00| Z| 00

X
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Character

The “Character Effect” allows animations to happen one character, one word or one line at a
time. A character affect may be applied to a Text object only.

D3, Objects Effects
__|@ Mew Scene 1

i3 |J wl Scene Group &
3 | d\ Tet1 Gl

This adds a “Character to the canvas to allow you to create a character effect. The character is
only in the canvas for editing purposes.

Character 1

When the character is selected, the property editor for the character animation is displayed.

Mode
e Character — Each individual character will animate
e Word — Each word will animate as a group
e Line — Each line will animate as a group.
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w Character
Preview & «

Mode Character

Animation Word

Duration

-

] Reverse
[ ] Random

Animation
Total Duration - Sets the duration of the animation regardless of the length of the text

e Duration Between Elements - Set the time for each character.
e Reverse - This will reverse the animation.
e Random- Elements will be animated in random order

Next Add a Transition to the Timeline Editor:

Actions
%, Add Action

Action & Iia‘li% Triggered By (0) ...  [B
T;III'IIII'IIII'IIII' 1

Animation 000 1:00 z:ﬂllj
Character 1

Next create any type of animation on “Character 1.” For example, a 360 degree rotation on the
Z axis:
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- Action1 | i Add Action

Action & Ii*|liiTriggered By(0).. [® [

- - | [ I (B ! [} I L | [
Animation 0:00 1:00 200
4 Character1 [ |
Rotationd & &

When this transition is played or previewed each character will rotate individually 360 degrees.

;ée‘os("

Chroma Key

The chroma key effect allows users to remove chromanace for an object.

Coor I~

- 0
Softness | 80f%] [
Shape | 10[% [
Despill | 100.0

[ ] Matte

Color: The targe
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Gain: The hue threshold for the target Color. Increasing this value will make colors similar to
the target Color also transparent

Softness: Sets pixels within the gain threshold to semi-transparent.
Shape: Linear to non-linear softness value adjustments
Despill: Removes some of the key color from the remaining pixels.

Matte: Shows the alpha values as grey scale. Select this option to fine tune your key.

—0:5

Shows various softness shape graphs.
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Clip Plane

The Clip Plane effect allows for clipping in a single direction: Left, Right, Top or Bottom.
Properties Events

v Clip Plane 1
v Transform
Position X 9600 ¥ | 54000

Rotation Z 0.0

v Clip Plane

Direction

Feather

Shadow

Center Feather

*There is a limit of 6 clipping fields in one single render path.

Transform - Allows positioning and rotation of the clip plane
Clip Plane - Select the direction of the clip plane
Feather - Applies soft edges to the clip plane

Center Feather - Centers the feather of both the fill and shadow of the parent graphic.
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Crawl

The Crawl effect will cause all objects, including any child objects, to crawl Left or Right,

Selecting the Crawl effect creates a Crawl Box. In order for an object to be seen crawling, it

must be inside the Crawl Box. The Crawl Box is similar to a crop box.

The crawl effect has two modes:

1.) Crawl from Text file or Select a Resource Data Object (This mode is automatically

entered if a file is selected)

2.) Crawl from data (No file selected). Data source could be a control panel text box.

The “Data File browser” will show Text files and Data Objects in the Scene resource tree.
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Properties b4

@ Crawll at
4 Transform
Position X 0.0 : ¥ -35.0 :

4 Surface

Size Width (960 = Height 135 = & ~ |
4 Crawl

e © G|

Command | None -

Direction | Left -

Speed B0 [

Spacing 50 :,
Left Edge 0 = Right Edge 0 =
Loop Off -

Crawl On Change

File -

The spacer is only applied in “File Mode”

The spacer property can be an image, Text (Type text into the File drop down box) or a Render
to Texture Group

With a Render to Texture Group all things can be crawled like 3D objects, Live video input etc.
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Images s '-.fﬁ'(:nmmon ;D|

] L 0 1

Boston Red Election SceneklectionHeads Examples Flags Flares Head Shots  Instagram
SoxPlayers  Elements Images

1 3 O W & N

Media Mews Scene OTS Pictures Player Action Player Action Sports Extra Sports Scene  Textures

Controls Elements Shots Shots without  Players no Elements
¥
n 3 p —
Twitter XMP Team  XMP Team  XMP Team None Texture 1

Avatars Head Shots Logosbig Logos Small

Texture 1 in this example is an image, Text and a 3D spinning logo.
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The direction property allows crawling in 4 directions

@ Crawll at
4 Transform
| 4 Surface
Sze  Width 90 3| Height 135 2] & ~
4 Crawl
Preview @ ﬁ | X |
Command [Mum: v]
Direction ‘E Y'
Speed i :
Spacing
Left Edge Right Edge 0 ]
Loop off ]
Crawl On Change
4 Data
File -
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Crawl Commands

None: The crawl! will remain in its current state

Update: Crawl the data already in the
associated text box

Restart: Starts the crawl from the beginning of
the data

Start: Start crawling the data
Stop: Stops the crawl and clears it

Pause: Pause the crawl in position

w Data

peiew ©G|IDD B IIH B

Command |MNone W

File Update rmunity.xml ~
Restart
Start
Spacer Stop ol
Pause

Loop Resume
Clear
Crawl5pacer

Resume: Resumes the crawl from the current position.

Clear: Clears the crawl

CrawlSpacer: Only displays the spacer in the crawl

Note: Only None, Update, and Clear will be available a data source is not present.
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Crawl Events

Crawl events occur when specific conditions are
met. The occurrence of an event depends on
whether the crawl is associated with a text file or
not.

Events

Start Of Line | -

End OfLine | -

Start of line
Occurs as the data enters the crawl box h

End of line 4 Property Changed
Occurs when the data exits the crawl box g Add Remove

End of file Property Triggers

Occurs when the last piece of data has
been crawled when associated with a
text file.

End of data

Occurs when there is no more data to
crawl from an associated text file
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Crop

Crop is a “Crop box” that allows cropping in 4 directions: Top, Bottom, Left and Right.

Each Crop effect is made up of 4 clipping planes. There is a limit of 6 clipping fields in one
single render path.

Properties Events

v Crop 1
v Transform

Position X Y 540.0

Scale X o v oo @
Rotation

Origin

v Surface

Size Width 430 Height | 270

v Crop

Sides v| Top
v Left v Right
w Bottom
Feather

Shadow

Center Feather

Transform - Allows positioning and scaling of the crop
Surface - Sets the surface size of the crop box

Crop - Select the sides of the crop box

Feather - Applies soft edges to the crop

Center Feather - Centers the feather of both the fill and shadow of the parent graphic.
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Duplicate

The Duplicate Effect’s intended use is to be a quick method for building a data bound table
graphic in a fraction of the time. Best practice is to apply the Duplicate Effect at the group level,
where a group with contents is duplicated.

Best Practice: Use Data Object to bind to a Table Resource and then enable Bind to Table
within the Duplicate Effect. Under Table - Select the same Table Resource bound to data. Data
bound to Table will automatically row pop, and advance to the next row of data on each
duplicate. This will save designers hours of time previously spent individually linking each cell to
the corresponding data source.

*It is recommended to make changes to the Group (parent) where the duplicate effect has been
applied. If you are adding objects to the group or adding new bindings then revert the duplicate
number to 1, apply changes and then increase the duplicate count to desired number to
regenerate the duplicates.

Properties Events

- Duplicate 1

v Duplicate
1D
Count
Copy Nurnber

~ Table

+| Bind To Table

Table StockDataTable
First Row 1

Row Mumber

v Parameters

MName Type Value Bindings

Stock. Text
Price. Text
Volume. Text
Change. Text

PercentageCha...
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ID - Name of scene tree object which contains Duplicate Effect

Count - # of times Duplicate Effect replicates the object ID within the Scene Tree

Objects
i Duplicate Stock Table Logic

b Scene Group
v [l Fs
> B G Title
v @ GG Stocks

B G Stock Lines 2
B G Stock Lines 3
B G Stock Lines 4
B G Stock Lines 5
» @ BG
Resources
Stock Data
StockDataTable

Copy Number - child Duplicate Effect identifier

Bind To Table - Drop down will display table resource available in scene
Table - Select table you want to bind to

First Row - Will display data from Table’s first row

Row Number - Will display data from selected row number in table
Parameters

e Add & Remove
o Only available if Bind to table is deselected
*If Bind to table is selected these controls are grayed out and not active.

e Bindings - Bind any object properties to a parameter
*Bindings can be set even when Add & Remove are grayed out.
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Grid

The Grid effect will subdivide or duplicate the child graphic into multiple graphics depending on
the Rows and Columns properties. The segments can then be modified and animated
individually using the Transform, Surface and Grid properties on the Grid effect.

A vertical or horizontal blind look can be created by setting Rows or Columns properties to 1
and the opposite property to the desired

number of blinds. 4 Grid

M d - -
The Grid effect can only be applied to a ofe B |
subset of objects: Image, Cube, Sphere, T 16 1)
... Other graphics including Clips, Video r
Input and Groups can still be affected by Rows 9 )

the grid effect by using a Render To Spacing ¥ 1.00 y 1.00
Texture effect on the desired graphic, then

adding a Grid effect to an Image object Mirror Rotation [ | X Y

that has its File property set to the render

Animati
to texture output 4 Animation

Preview b !
Transform and Surface properties work _
the same as those in Graphic objects Mode Hinear
other than they affect the individual
segments created by the Grid effect. Angle @ 0
Grid Mode — used to set whether object is Duration 00:00:00.00 =
Subdivided or Replicated into rows and
columns

Columns — number of columns to create
Rows — number of rows to create

Spacing — used to set and animate the spacing of the segments. 1.0 is normal spacing. 0.0 is
all segments on top of each other.

Mirror Rotation — used to set opposite rotation values in X and Y for half of the grid segments

Animation Mode — used to determine the order in which grid segments are animated.
Currently only Linear is supported

Angle — the direction in which grid segments are animated
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Duration — used to add an amount of time between starting the animation of the first grid
segment and the last grid segment to create a staggered animation effect. Set to 0 frames for

no stagger

HDR
High Dynamic Range

Constant: No change in the curve just add more value to the
existing range.

Linear: 1=No change. 2 would be 0 to 200% 3 would be 300% etc.

Squared: Curved Graph. Brighter areas become more bright. Darker
areas are not as affected as much.

Cubed: Same as squared but with a more severe affect.
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JavaScript

Java Script Effect can be applied to any scene Graphic Object.

Java Script Resource can be applied to the Scene, Project, and Application levels as well as

Master Control Panels.

To import an existing JavaScript navigate to script file.

Properties  Events

> Java Script 1

> Advanced

~ Java Script

Preview P Execute Halt

File

Mode Asynchronous v

"] Timeout

"] Execute On Load

To add or edit a JavaScript select the edit pencil icon. This will open the Scripting panel within

Prime. From here, you can Execute and Halt scripts for testing.

Scripting

Press the Save icon to save any edits to the script.
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v Java Script

Preview b Execute Halt

File

Mode Asynchronous v

[ | Timeout

| Execute On Load

Mode:

e Asynchronous - runs the script in the background and returns immediately to the context
calling the script

e Synchronous - blocks execution until the script is finished, or until the Timeout duration is
elapsed

Timeout: The duration of time in seconds that scripts in Synchronous mode will execute before
timing out

Execute on Load: Option to enable “Execute on Load” for Script to evaluate upon Scene load
in Prime playout.

*Please Note - Starting in 4.10.1, when Synchronous and Execute on Load are both enabled,
the Script will complete before the rest of a scene is loaded.
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JavaScript Local Parameters: Press Add to remove Parameters to a JavaScript Effect. Any
Parameters added to the JavaScript effect will be saved with the effect itself. Option to bind any
scene object to the JavaScript parameters.

v Java Script

Preview [ Execute Halt

File ScriptsiGenius Sports.js

v Execute Un Load
¥ Parameters
Add Remove
MName Type Wal Bindings
Bot Number String
String ! IR Team1.Mame.Te...

String leamd.Name. Te...

String 13:03 lime. Text
String

Gamelnfo.Quar...

JavaScript Advanced Options: (settings are saved with the script)
Enable XMLHttp Request: Allows you to download data

Enable Window Functions: allow you to pop up windows.
For example - alert, confirm, prompt and message boxes.

Enable Extended Host functions: Enable for TCP clients, and other advanced objects.
Without these checked functions, Prime is kept in a Sandboxed mode.
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Properties Events

v Java Script 1

v Advanced

Enable File Loading

Enable XMLHttpRequest

Enable Window Functions (window)
Enable Host Functions (host)

Enable Extended Host Functions (xHost)

JavaScript Keywords, Properties, and Objects
Further documentation can be found within the PRIME_JavaScript_User_Guide
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Inline Text

The Inline Text effect can be added to Group objects only. When added to a group object the
objects within the group will no longer be part of the composited objects in the scene tree
meaning that group stands alone. The object within the group are cached in memory and can be
referenced as text tags in the Text Object. Text tags start with a backslash and are terminated

with a semi colon. The letter “0” is an indicator that this is an “Object” tag followed by the name
of the object. This method is the same as “Style Tags”. Refer to the “Style Effect”.

Example: Hello\olmage1;

The benefits of this approach is the objects can be animated individually. So, a crawl can have
an animated Cube for example. A crawl “Trigger” can trigger an action that animates any of the
objects in the “Inline Text” group.

Light

Type: Point or Directional Light Properties X

Diffuse: Light color Hanl) Lighi 1 B} Ervabee

4 Transform

Ambient: Ambient color applied to the material Position X 9600 =] vy (5400 5] z ‘7500 %

Specular: Specular color applied to the material ‘ T”g'“
ype

Diffuse  Directional
Ambient |
Specular _
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Logic

The Logic effect is a collection conditional and property statements which are applied to a
Graphic Object. It is similar to Conditions but the statements are targeted to a parent object and
its children. Logic has the flexibility to be reused in a scene saving the designer time when
creating similar statements.

Logic Properties Controls

Properties  Eyents

7] |Logic1 | ﬁ| | aq

v Logic

File = | Home Logic v H
Evaluate

Evaluate On Parent Changed

e File: Shows the last loaded or saved Logic effect file (.PLE).
o Asset Browser Control: Load .PLE file into existing Logic effect

e Save (Button): Saves Logic effect to existing or new file. By default v B~
the .PLE files will be saved to the Scripts folder in the project Cave
directory. S
o Save
o Saveas Reload From Disk

o Reload From Disk: Remove changes and reloads the file.
e Evaluate: Applies or Evaluates Logic Effect in Designer

e Evaluate On Parent Changed: Applies the Logic effect to parent’s default property
changed event.
o The binding is internal and is not shown in Object’s Events Control
o Example: If Logic effect is applied on Text Object. The Logic Effect will bind itself
to the TextChanged Event. So whenever Text is changed on Text Object and the
Logic effect statement will evaluate.

Logic Effect Parameters

Parameters are variables that can be used to store information like color, strings, integers, etc.
Parameters can be accessed in conditional and property statements.

Parameter Changed Events: Logic parameters utilize Changed Events that can be used to
trigger other types of commands and in methods in scene. The example below shows the
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“‘Home Team” parameter triggers the Logic effect to evaluate when the value of the parameter
value changes.

~ Parameters Properties  Events

#Add x Remove

7| |Logic =)
Mame Type Walue | ?| |
v Events
Parameter Changed
Add xRemo\re

Parameter Triggers

Home Team Logicl.Evaluate()

Evaluating Logic Effects

Similarly to Conditions, Logic effects should be told when to evaluate during playback. Evaluate
commands can be accessed in event lists. This is an example of a Logic effect being evaluated
on the Effect In event.

Style |

Message D l:l

Channel Default ~

Layer 1 =

Effect In |LogicT.E\raIuateO v|

Effect Out | ~ |

This method of evaluating Logic effects is in addition to the Evaluate On Parent Changed
property previously mentioned.

Logic Effect Statements Editor

e Statements can be constructed by dragging object properties from the Property Pane
(similar to Conditions). Users can also type statements with the assistance of PRIME’s
auto-complete tool.

Users who wish to reuse a Logic file in the same scene should consider giving graphic objects
the same name. For this to work, objects must be placed in separate groups.

224 | PRIME 4.10.10 User Guide Chern



In the example below, a scene contains objects with identical names. The objects are contained
in different parent groups with a Logic effect applied to the group, and both Logic effects are
using the same .PLE file.

I?: Logic 1 I ?‘ | (=) I?: ‘Logi(l |I?| | (=]
v Logic v Logic
File @ Disable Image v |- File |®@| DisableImage v~ H~

Evaluate Evaluate

[ Evaluate On Parent Changed [ Evaluate On Parent Changed

The statement contained in the .PLE file states that if “Text 1” is empty “Image 1” will be
disabled. Since both parents groups contain child objects with identical names the applied Logic
file will evaluate exact same.

Scene Tree »  Logic
e B | o 4 [22 Conditions g 3¢ | a5 | | : Statements [i7] [ =] Commands 3 Trigger [T Property
© 38 Objects Effects 2] Lagic Logic 1 v [#] Text!. Text.IsEmpty() «
) New Scene 7 Style Sheet Logic 2 @ Imagel.Enabled = false «
Ve @ Scene Group
v & Group 2 =
%] Image 1
A Text1
v ) Group 1 2]
(%] Image 1
N Text 1
,ﬁ Resources

Additionally, the Logic Effect can be written to address the Parent it is applied to. This would
allow for the names of the objects to be unique while still giving the benefit of duplicating the
Logic. In the example below the same Logic Effect is applied to 3 different text objects. As the
statement uses Parent.Text the object name does not matter, the logic statement will be applied
to its parent object.

Scene Tree x I ™ ™ ™ ™ e
L ENCIER Y. et
@ 2 & Objecs Effects Legic | Pararneters / Expressions
Mew Scene [2:] Conditions I* x | | | y Statements [i7] (33 (1] Commands (T} Trigger [ Property
v &) Scene Group 7 Logic Logic Color ~ [i7] Parent.Text=0 of
2\ Text 2 [ Style Sheet Logic Color 3 Parent.Color=Color.White L4
d\ Text 2 Logic Calor v L Parent. Text>0
dlx Text 1 [ Parent.Color=Color.Green
\,gi‘ Resources ¥ felss
Parameters [ Parent.Color=Color.Red
@ Expressions
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LUA

LUA scripts are scripts that run at a low level inside the render engine
on a frame by frame basis unlike VB or C# scripts which run at a high

level outside the render engine.

LUA Script code can be written in PRIME by adding a LUA Script
Effect. They can be embedded in the scene or saved out as “. GEF
Effect Files”. These GEF files can be assigned to the LUA effect. The
LUA property editor will show attributes defined in the LUA file; these

attributes appear as properties of the LUA effect and can be
keyframed on the timeline.

Properties  Events

G [LUA Script 1 | 7| |
v LUA Script
File ~ Tracab Sort.gef w '\S_]
v Properties
RowHeight

Address Distance Script
UpdateFrequency
AnimationDuration

Attribute

E

c un

m — || =
w|| S =]

The edit button allows for the script to be edited and then saved

[ Execute [ Halt Properties  Events
~
Address = Scene.get("Address") & [Lua seript 1 7’|:|
Attribute = Scene.get("Attribute”) ~ LUA Seript
File =

function compareText(a, b)

‘
return Scene.get(Scene.find(a, Address), Attribute) < Scene.get(Sce ¥ Declarations
end e Add 3§ Remove
Events.onEveryFrame = function() MName Type Default Value
RowHeight ~ Double 50
UpdateFrequency = Scene.get(Scene.this(), “UpdateFrequency”) Address String

Updatefreq.. Int32 30
if Scene.getTime() % UpdateFrequency ~= @ then AvimationD... |32 s
Adtribute  String Text
return
end
Lst = ~ Properties
node = Scene.firstChild(Scene.node()) EohLien bt
UpdateFrequency
while node do AnimationDuration
child = Scene.find(node, Address) Attribute

226 | PRIME 4.10.10 User Guide

Effects
<+ Align
@ Auto Hide
@ Blur
|Gl Character
Crop
I:EE Grid
@ Inline Text
[Z] Logic
3 Mask
3] Multi Style
o PSD
4 Roll
9 Shader
[7] Table

2] Texture Matrix

5 Auto Fallow
oo Aute Spacing
a Camera
43 Crawl

Al Font Style
& HOR

o Light
i LUA Script
& Material

7 Page Turn
[ Render Texture
<A Roll Crawl
# Style Sheet
4 Texture

=) Touch

Chyron.



Mask
PRIME allows for two types of Masks: Layer or Group.

Mask Properties

Mame Maskl Enabled
4 Mask

Channel 1

Soft Value  |Alpha -

Layer Masks

Consist of “Sources” and “Targets” and can be assigned a “Channel”
“Soft Mask” settings allow you to blend between both the target and the source.

Layer Masks can be Hard (Stencil) or Soft. When Soft Mask is not checked, Hard (Stencil) Mask
is being used.

**Please Note - Designers should not use both a Soft and Hard Mask on the same Mask
Channel. Mixing and matching different Mask modes will result in unintended behavior of the
software. Mask modes should always match with their associated parent/sibling layers. If a
designer attempts this, PRIME will present a warning.

Mask Channel Variant Conflict >

Cannot set different mask variants on the same layer of mask
channel 2
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There is a limit of 7 concurrent masks per channel for hard masking and 127 per channel if soft
is enabled.

A single target can only be the masked target of 8 total layers. If more than 8 layers are used on
a single target, the first 8 effects with the mask layer effect will still mask. Any layer effects after
that will not mask. You can have multiple objects use the same layer

With multiple Hide Targets, any part of the source that is covered by a target will be hidden

With multiple Reveal Targets, ONLY the places where all of the targets intersect will be
revealed.

Layer Mask scope:

e Global masks will affect any other Global masks. Scene masks will only affect other
e Scene masks in the same scene (or base scene)
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Group Masks

Group masks will mask everything within its parent group and has no notion of “target and

source”.

Mode: Hide/Reveal

Properties
3 [ Mask 1
~ Mask
Type Sibling ~
Mode Hide w
Soft Mask
Soft Value Alpha b
Soft Value:
3 |Mask 1
» Mask
Type Sibling ~
Mode Hide L
Soft Mazk
Soft Value Alpha ~
Red
Green
Blue

i
Lurninance
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Material

Materials can be applied to various scene objects. The material effect controls double as an
editor that can be used to manipulate the current effects properties. It also has the capability of
saving material effects for future use. Saved materials can then be applied later to other scene
objects. A preview of the material is supplied to show the user the result of the created material
effect.

Faces
Preset
Preset QI:RPri...\Material dprmt - . E
e The file that was saved or is being created. Any saved materials can be chosen
from this control
Color

Diffuse

Armbient e
Specular e
Ernission

Ervironment

Shininess 2.29

Diffuse
Emission
Ambient
Environment
Specular
Shininess
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Diffuse

Diffuse lighting is used to simulate re-emission from a surface where the re-emittance isn't
"ordered"(that is, the re-emitted light is diffused).

Diffuse | Specular Mormal  Enwironment  Occlusion

Reflection Refraction

Enabled
Texture ?ﬁ koala,jpg -
Intensity 0.65 r)
Filter [Linear v]
Offset X n.oo b n.oo
Repeat * Lna W 1.00
Contrast 100 Gamma 100
Zaturation 100
LOD Bias 0.00 [ Irevert

Texture
Intensity
Offset
Repeat
Wrap
Contrast
Gamma
Saturation
LOD Bias

Invert
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Specular

A specular highlight is the bright spot of light that appears on shiny objects when illuminated

Diffuse | Specular | Mormal  Enwironment Qcclusion

Feflection Refraction

Enabled
Texture -
Intensity 100 U
Filter Linear v]
Offset X 0.00 W 0.00
Repeat ¥ 100 W 100
Contrast 100 Gamma 100
Saturation 1.00
LOD Bias 0.00 [ Trweert

Texture
Intensity
Offset
Repeat
Wrap
Contrast
Gamma
Saturation
LOD Bias

Invert
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Normal

Diffuse  Specular | Maormal | Environment  Occlusion

Feflection  Refraction

Enahled
Texture -
Intensity 100 U
Filter Linear v]
Offset X 0.00 Y 0.00
Repeat ¥ Lna W 100
LOD Bias 0.00n [ Irewert

Texture
Intensity
Filter
Offset
Repeat
Wrap
LOD Bias

Invert
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Environment

Environment lighting adds light to the scene as if it came from a sphere surrounding the scene.
The light is usually colored using an image called an environment map. An environment map
can match the lighting (and reflections) in a scene to a real-world location, or may simply be
used to add interesting variation to the scene’s lighting.

Diffuse Specular Mormal | Environment | Occlusion

Reflection  Refraction

Enabled
Texture -
Intensity 100 §
Filter Linear "
Offset * 0.0 W n.oo
Repeat x Lod Yy 100
Contrast Lna Garmma 1.00
Saturation 1.00
LOD Bias 0.00 [ Irvwert

Texture
Intensity
Filter
Offset
Repeat
Wrap
Contrast

Gamma
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Saturation
LOD Bias
Invert
Occlusion

Ambient Occlusion is a sophisticated ray-tracing calculation which simulates soft global
illumination shadows by faking darkness perceived in corners and at mesh intersections,
creases, and cracks, where ambient light is occluded, or blocked.

Diffuse  Specular Mormal  Enironment | Dcclusion

Reflection Refraction

Enabled
Texture -
Intensity 10a U
Filter Linear v‘
Offset X 0.00 Y n.oo
Repeat X 100 W 1.00
Wifrap 4 |Repeat - ¥ |Repeat
Contrast L0 Gamma 1.00
Saturation 1.00
LOD Bias 0.00 [ Irevert

Texture
Intensity
Filter
Offset
Repeat

Wrap

235 | PRIME 4.10.10 User Guide @hyron



Gamma
Contrast
Saturation
LOD Bias
Invert

Reflection

Diffuse Specular Mormal  Exwvironment  Qcclusion

Refraction
Enabled

Intensity pon )

Color
Bias n.on

Fraznel n.on

Intensity
Color
Bias
Fresnel

Refraction

Diffuse  Specular Mormal Environment  Occlusion

Reflection
Enabled

Intensity 000 [J

Colar

Bias 0.00
Fresnel 0.00
I0R 0.00

Function
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Intensity
Color
Bias

IOR

Function

Multi Style

The Multi Style effect is a user-friendly way to allow a single text box to display two separate
styles. The Multi Style effect is predicated on having existing Styles available to your scene
already. Refer to the “Effects->Style” section.

In the first screen shot | have a simple scene with a single Text object, one “Style effect” placed
on the Scene object, and one “Multi Style” effect placed on the Text object itself.

The second screen shot is the “Style Effect”. See the “Style Effect” section in this guide.

The first text will use the style defined by the Text object itself and the second piece of text will
use the style defined by the “Style Effect” placed on the scene object. As a note the “Style
Effect” could have easily been placed on the text object as well.

Scene Tree ™
L
 RENERN- ®
@3 7 @ Objects Effects
IE' MNew Scene Properties  Events
e @ Scene Group (A 2 s
_ at Text1 A v sy
I“Cﬁ Resources D [ArialBold |
|A% Parameters
= v Font
[f_[x_]! Expressions o : _
|.7_:| Conditions Style g:.j;:\rial 79 (Anal Bold) ~ E
[] Replaceables Font | Arial ~| | Bold v|
5| Control Panel Size |
| =] Scripting = 2 —
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Select the Multi Style effect to show its Property Page.

| Multi Style 1

4 Multi Style
Textl Kristy
Text 2 Weir
Style | [TEET -
Spacer

Result Kristy \tArielBold; Weir

Now select the style you wish to use and enter the text for each to get the desired result.

The Styles available to the Multi Style effect will enumerate in each of the “Style” drop down
combo boxes.

Fe Edt Vew Window Toch Coalg Hep

HYRON-EL

P Pt samps - B | B ContPace | % sepamg Loy Dot -
Tocibes | Seemen | Trmnatrens
& dign 5 A Fobew i
@ ot i ks Spacieg
@ Bl B Carmers
) Charscten 8 ol

1 crep i tad
G HoR & ke Tent

o Light e
I st & Material
i b e PageTum

8 Render Testure 99 Rodl Crawl

Tabie 4 Tastors

W Tentore Matrn E 3 . -

S : Kristy Weir
g - e 3

Rcioarini
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The Multi Style Text objects function the same way as a single Text object. Each can be bound
to any data source like the Data Object or XMP or as a replaceable for automation or
Replaceables in LUCI.

You can drag and drop each into the Replaceables for instance. Drag the Text 1 label from the
Multi Select effect into the Replaceables window to expose this object to Automation.

B Chentogs bime 1583 (P2 M Bl St W R
Fle St Vew Widow Tooh  Cenfy Help HYRONHEGD:
@ Pt [iec o B o [fi] Coret Pt (55 scripting G G = etk [ Dt [ ptaret
Taobos Somes Transtions 3 Move: 5 Serle 0 Retate o Pt <3P0 B L e e ooy
= Rectingie 8 Cube - n s L e s
B cece D sphee 3 ] | Feplacesbies -
Dred M Cyinde
1 Potygen B cone
F Fieshant & Tuke
e -
& kg & dunn Fooms
Mitotpeing @ Bhr
@ Camen 4 Chancter
H VT =
8 oot e Kristy Weir
(] i HOR
25 nbne Tout J Usht
ST - I
@ Mumeris n Mty
PageTun il Reder Temune
S ot et B e
i e Table
8 Texture 4 Teture Matra o
2 o] - =
Sowna Tee g2 d et " o+
. ™ - =
D23 ;0 Cuen rects | W Remoe &
W b Scere Bedngs Crder g lawe Charcter Lame.
W Seene Groous s ) LliStydet Ted O
o4 Tt 1 g
P Reiowens
-
1 Expreniicns
Wi Condtiens
e (2] Raplncasbles
Musttee Tt Timees: *
Wiyl T Dotk 4y Asddosen
B Contret Pased Ackon S Keybusenn [[Cumal] ] co00:20
b V. \
Ayimation e a0 0 o L S S0 had 100 ST T

Tet & LightEnable, DiepthFunctisn lsher
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Binding with XMP:
Binding with the Data Object

P #reiect [ mc 20 | e [ cormotrant (55 scrping
Fraltes Seenes Tmiicns o 3 Seale % Rotmte Jo Prce < Pan
- N | 192 13
& dign B Auto Follom
Aune Spacing @ Bl
@ Camers € Character
o Crawd Crep
Gia G
ke Tt o Light
U Serign N Mk
B Maensl - WutStyke
Page Tum 3 hendes Teture
g Rl Craml 3 Shadwr
Style Tatsle
" Jotuwr 8 Tenture Matric
Touch b Transtoem
D Tiansitien. | Warp
-
P 5
W sncllery Doty 8 Auis
Scane Tiee *
- [ Rt
03076 Obien
W e e
& e G i
B
ah Test 1 -
P Resources
P —
4 Lpressons
Source
XML <a Back
File |:\PrimE\Projects\Common\Data\XML_Examples\WorIdCup_Soccer\WC_Rostl|
Table message -
message/ category
message’heading
message/sport

message/Tearmn_Roster

message/Team_Roster/Listing
message/Team_Roster/Listing/Caps

8 Chaneet | =) Lyt | Detou -

B Locel 0 Auks Selact  Propemie Eoenty
2 2% 2

2 =0
- e
Bndeg [imaget Fie
Fle VPPt Comennmages Hewd Shets UMF

[ tiame
smgLreaterTesl

Bndngr ol

. ARGH IECEE8-2Y
amp s OsERIRAL
AL,
mp AT,
svedimp A
Setand Teat

PeopleAisT MA_ Gemances Wetideyle?. bt
PaopleWHOLE - Lidy Gags

PeopheTV_Name? Ludy Gaga

PeopleT_tamal Lady Gage

[ Sngrr-wongeden

Filter

Column

® Usel
O AR
() Now
() Cust

rnessag:

rovmrrame i Toqen Doacteefl it a /T e
Binding 5z Tree [I] Cell [Z] Column  Clear All Bindings
A g | utistyle1 Text2. Tec JR| v|[

Player_ID »  First_Name « Last_MName *  lersy_ MNumber -

Geert De Viieger 1 (
79 Eric Deflandre 2 [
20 Glen De Boeck 3 [
a1 Eric Yan Meir 4 [
a2 Mico Van Kerckhoven 5 [
a3 Tirnmy Simaons B i
a4 Marc Wilmots 7 F
a5 Bart Goor 2 i
86 Wesley Sonck 9 F
a7 Johan Walem 10 i
23 Gert Verheyen 1 i
a9 Peter Van Der Heyden 12 [
90 Franky Vandendriessche 13 (
a1 Swen Vermant 14 ]
<
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Page Turn

The page turn effect can be applied to any object.

Scene Tree
POE| 2ER
@335 Objeds Effects

LE' Mew Scene 2
e ) 4 [ Scene Group
Logo f
.-"1-;3 | | PR AT
Transform
Position
Surface
Size
Page Turn Properties

Angle

Inner Radius
Diameter of the roll (at the start of the roll)

Outer Radius

Defines how tight the roll is. With a higher value (greater then Inner Radius) there will more

space between the layers of the roll.

Tessellation
Number of points per width and/or height.
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Factor
Value from 0 to 1 define roll process

Page Turn 1

Page Turn 1
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Parameters Effect
Properties

e Parameters Effect 1

v| Bind To Table
Table Table 1
Row Number 1
Cluery
Apply Reset
v Apply On Change

v Parameters

MName ype Bindings

PrimaryColorLogo.Color...

Logo.File

The parameters effect is intended to be used in parallel with the table resource. Best practice is
to apply the parameters effect at the group level, where a group is duplicated. For example if
you have a table of statics information and have designed your template with multiple rows that
are individually grouped. Apply parameters effect to Row 1 Group, and the copy/paste for
additional iterations, Row 2 Group, Row 3 Group ect...

Parameters Properties

e Parameters Effect name: updatable alphanumeric text field
e Table
o Bind to table: Drop down will display table resource available in scene
o Row Number: Will display data from selected row number in table
o Query: Custom Query for selecting data
m  Apply: Select to evaluate query
m Reset: Column values will rest to default values
m  Apply on change: Enabled by default
e Parameters
o Toolbar
m Add & Remove
e Only available if Bind to table is deselected
e If Bind to table is selected these controls are grayed out and not
active
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o Bindings: Bind any object properties to a parameter

Bindings

Logo.f
File
FileHeight
FileWidth

*use semicolon between objects if binding to more than one object

Mame

Properties

Bindings

PrimaryColorLogo.Color; Seperator.Color; TopB...

Parareters Effect 1

v| Bind To Table
Table Table 1
Row Mumber 1
Query

Apply Reset

v*| Apply On Change

v Parameters

Marne yp Bindings

PrimaryCelorlLo

Lego.File
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Photoshop Import

Photoshop Import feature for ChyronHego Prime

The PSD effect allows the user to import photoshop files (.psd) into prime. Photoshop layers are
imported into PRIME as individual PRIME scene objects. The PSD effect can only be applied to
a PRIME “Group” object. All PSD layers are imported into this PRIME “Group” object and can
then be treated as native PRIME objects.

Basic usage - Add PSD effect on a group object. Select a psd file in the file box and press the
‘Import button’. Import button acts as if checkboxes ‘Reset Layer Position on Update’ and ‘Clear
Group Before Update’ were checked. It imports individual layers from PSD file into PRIME.

Checkboxes:
e Reset Layer Position on Update - resets coordinates of layers on Canvas based on the
PSD file.
e Clear Group Before Update - removes all objects from the group with the selected PSD
effect.

e Add Crop Effect - adds crop effect to the group.

Update button usage - using the update button will not render images that were previously
rendered, thus it can import the psd file quicker - this only works if you're using the same psd file
multiple times. The update button will also import any new changes from the psd file.. This can
be done using Import button as well, but that will automatically reset the layer coordinates and
re-render all layers.

Text drop-down menu usage - if the psd file contains text layers, the drop down menu contains
three ways of how to deal with text:
1. Image Only - the text layer will be imported as an image.
2. Text Only - the text layer will be imported as a text object.
3. Text With Disabled Images - the text layer will be imported as a text object and it will also
be rendered as an image. The image will be disabled.

When using an option where a text object is created, the basic text information from the PSD file
will be transferred to PRIME if found, including: the text value, font name, font weight, font size,

font color, kerning, alignment and whether the text is all caps. The positioning of the text can be

a little off due to differences between PRIME and Adobe Photoshop.

PSD effect properties

File - Image browser same as in Image Object allows you to either select a file or import it into
project images folder.

Currently supported PSD elements:

PSD effect is able to import psd files that use 8 bit depth color mode and Rle image
compression.
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PSD effect supports importing layers, masks on layers, groups, masks on groups. Supported
attributes are opacity, open/closed folders, visible/invisible layers.

Text supports both basic dropped shadow and outline PSD effects. Image supports only basic
dropped shadow PSD effect.

To get the best results, it is recommended to apply effects and clipping masks in Photoshop
before importing.

QR Code

The QR code effect allows users to assign QR properties to specific objects like Images.

Overview

QR Code effect allows users to create a QR code from URL or plain text. Once it's created, they
can bind it to an image, or a texture of a graphic object.

QR Code properties controls
e Size: QR Code size can be adjusted B2 [QR Code 1 | ¢ | | )
in the Surface section of the property v Surface

editor. Size Width Height o ¥

e Update (Button): Updates QR Code

manually. v QR Code
e URL (TextBox): Contains a link to the Preview (J Update
webpage QR Code represents. URL ‘https:_;_;ch}rmnlmm; |
e Error Correction (ComboBox): QR
Error Correction Medium w

Code has error correction capability to

restore data if the code is dirty or Foreground ]

damaged. Four error correction levels

. Background
are available for users to choose
according to the operating File Mame ‘https_ch)rrnn_ccum_ |
environment: Folder ‘QF{ Codes |
o Low
o  Medium File ‘C:'\F'rimeiPrnjectsiElectiDnsilmages\[|
o Quartile Update File Marme From URL
o High
. g_ i Update On Change
Raising this level improves error
correction capability but also v Binding
increases the amount of data QR :
Target ‘Image'I.FlIe

Code size.

Auto Update Parent Size
Reload On Update
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e Foreground and Background (ColorPickers): Colors can be adjusted in classic Prime
Color Pickers.

e File Name (TextBox): By default generated from URL, but custom name can be used if
Update File Name from URL is unchecked.

e Folder (TextBox): allows users to change the name of the folder which is stored in the
project’'s Images folder.
File (TextBox): Non Editable, shows a path to the QR Code file.
Update File Name from URL (CheckBox): controls if File Name is generated
automatically from URL

e Update on Change (CheckBox): Determines if QR Code should be updated on any
given property change or if it has to be updated manually by pressing the Update button.

Binding controls v Binding

e Target (TextBox): contains a path to the Target  |imageT.File |
property which should be overridden by Aute Update Parent Size
QR Code. Reload On Update

e Auto Update Parent Size (CheckBox):
Controls if the target object’s size should be inherited from QR Code.

e Reload on update (CheckBox): Determines if target object should be reloaded when
QR Code is updated.

All QR code effect properties are specific to industry standard QR codes.
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Render to Texture

Properties b4

= ‘F{enderTerturﬂ | )

~ Surface

Size Width | 1920 Height | 1080 | & ~

~ Render To Texture

D |Texture1 |
Resolution Full ~
Render Order L 0 S

[] Keep Transformation

ID- User friendly name to refer to this group. This Id will show up in the images browser
as well. (The texture is also accessible under file name --render: ID -- or --render: channel | ID --)

Resolution-Texture resolution. Can be used to render smaller texture when full size
would be too large.

Having smaller texture can have positive effect on performance.

The resolution of one RTT name should be consistent among all RTT effects in the

scene.
e Full - Texture resolution and antialiasing is the same as used in the main frame
buffer.
e Half - Texture resolution is 1/2 of both width and height of the main frame buffer
resolution.

e Quarter - Texture resolution is 1/4 of both width and height of the main frame
buffer resolution.
Antialiasing is disabled.
Render Order- Render order of this texture among other RTTs.
Lower number is rendered first.
When undefined then the implicit order is given by depth of this effect in the scene.
Do not mix explicit ordering with implicit ones at the ordering relationship is not obvious.

Keep Transformation- By default (Off) the transformation applied from scene root to

this object is reset.
It mimics the rendering to empty frame buffer.
Set to On to keep position/rotation/scale transformations applied to all parent nodes.
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The “Render to texture” effect is a special effect that can be applied as a surface to objects.

Typically, you will apply a “Render to Texture” to a group of objects. Once a “Render to Texture
effect is applied to a group the group is no longer part of the scene tree although it appears to
be. This “Render to Texture” group will then be available in the “Images” folder and be used as a
Material on another object.

In this scene tree example, the “Render to texture” effect is applied to Group 1.

The cube has a “Material”’ effect applied to it. The Material effect is the “Render to texture” and
is named “Texture 1 and appears in the image browser.

Note: The Group Name of the render to texture Group will be italicized to indicate this group is a
special “Render to Texture” group.

Scene Tree b4
PEE|ER
S8 @Y Objecs Effects

_ 5 Mew Scenel
@ |4 Scene Group

2| [ Cubel 5
- 4 ) Group 1 £
2\ Text1
k=] Image 1
& Clipl

Video Input 1
E.';? Resources
Parameters
ff] Expressions
Control Panel
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@ &j Common O

[i=m] Images
ki OO0 O

Elements Headshots MIlbteams MNewfolder Team Logos ChyronHego ChyronHego ChyronHege
Symbol  Symbol140 Symbol 200

O O O = m
ChyronHege ChyronHego CM Squeeze CN Squeeze Symbol_Color| Texdurel Video 1 Video 2
Symbol Clean  Symbol Credit - Credit -

Video 3 Video 4
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Mame Materiall Enabled

Right
Top

Left Bottom ‘

}

Enabled

Texture |ﬁ Texture 1.render

Intensity  |1.00 B

Offset X |-u.1¢ E| Y |u::_5

Repeat X 299 |3 v B4 [2]

Wop % [Repmt o] ¥ [Repet ]

Contrast Gamma

Saturation il-ﬂ E
LOD Bias Tnvert
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Example output:

(% World @ Auto ¢

5cale @ Rotate & Anchor | s Delete

Roll

Refer to the “Crawl Effect”. A Roll is a vertical crawl. Craw/ Effect

Roll Crawl

The Roll Crawl effect animates an object using both the Roll and Crawl effect combined. The
Roll effect is animated first followed by the crawl effect.

Ex: Text can roll up from off screen to its set position and then begin to crawl.
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Properties ®

<A |Roll Craw 1 |

w Transform

Position x *r

w Surface

Size Width Height a -

Roll/Crawl

Animate Behavior Roll Off If Fits -
Roll Duration 00:00:00.15
Roll Wait Duration 00:00:03.00 =

-

Crawl Wait Duration 00:00:01.00 =
Crawl Ease Duration 00:00:00,10

Finish Fade Duration 00:00:00.10 =

w Crawl

Direction L eft i

Left Edge E Right Edge E

w Data
reien € @[ 00 00 | B3
Command | Meone e
File v
Loop |G1:f w

Update On Change

e Animate behavior —
o Always Crawl off-The crawl effect will always execute
o Roll Off if it Fits: Only execute the crawl effect if the text does not fit into the
bounding box otherwise roll off
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Roll Duration — The duration speed on to off and off to on
Roll Wait Duration — If the off effect is a roll (Roll off only if it fits mode) Wait time before
next roll off begins. The Time the object is static on air.

e Crawl Wait Duration — — If the off effect is a crawl (Based on animation behavior) Wait
time before next craw! off begins. The Time the object is static on air
Crawl Ease Duration- Ease in crawl duration
Finish Fade Duration —If the finish offset is greater than zero the crawl will fade offset
number of pixels from the bounding box edge.

(For other property definitions see the “Crawl” effect section)
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Scale to fit options

Text Uniform Scale

With the introduction of uniform scale we changed the word wrap options on Text Object’s
property control and extended it with the option to uniformly scale in both horizontal and vertical
directions.

Text Uniform Scale Properties Control

|~| i
e Off - select this option to turn off any text word wrapping or off
scaling based on text bounding box size :'r";: W’;"’I

e Word Wrap - breaks text line into two if it is wider than text
bounding box

e Uniform Scale - when this option is selected text is scaled horizontally and vertically to
fit into text bounds
o It also sets vertical alignment to Top if it was set to First
o Turns off Horizontal and Vertical Scale options if turned on

Example

Text before Uniform Scale is applied Text after Uniform Scale is applied

m dolor sit amet,

Lorem ipsum dolor sit amet,
consectetur adipiscing elit,

r adipiscing elit,

sed do eiusmod tempor e magna aliqua
incididunt ut labore

et dolore magna aliqua.

Auto Scale

Auto scale effect is a tool that works together with adjacent text objects and allows a scene
graphic with auto scale effect applied to target one of the texts and position and scale itself
accordingly. This is especially useful when designing bullet graphics.
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Auto Scale Properties Control

Praperties  Events

|:|-|Aut0 Scale 2 | & | | o

¥ Auto Scale

O Torget | A Text 1 v]

Offset X ¥

Scale X Offset

Scale ¥ Offset

Scale Parent

e Target - dropdown that enables users to select from sibling text objects list (text objects
in same group as an object auto scale is applied to) and specify target that an object will
position and scale according to

o By default target is first sibling text if it exists

e Offset - offsets position of auto scaled object from its target
o Default s to [-25,-25]

e Scale X Offset - if enabled it scales down the Offset X value
o True by default

e Scale Y Offset - if enabled it scales down the Offset Y value
o True by default

e Scale Parent - if unchecked an object with auto scale applied will no longer scale itself

according to target
o Defaults to true
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Example

A scene with Text 1 and Bullet 1 objects A scene with Text 1 and Bullet 1 objects
and no Auto Scale applied where Bullet 1 has Auto Scale

Multi Scale

Multi Scale effect was added as an extension tool for Uniform Scale effect and can be applied to
group objects. If a group object contains text objects and Multi Scale effect is applied then all
text objects in that group have Uniform Scale automatically enabled.

Multi Scale Properties Control

Properties  Events

@|Mu|t\ Scale 1 | ® | ‘

~ Transform

Position X Y

~ Surface

Size Width Height %0 ¥

~ Multi Scale

Harizontal Center b

Vertical Top i

Direction Down hdl

Font Size 750

Leading '

Threshold '
Spacing 196

Scale Spacing
Update Width
Update X

e Horizontal - controls horizontal alignment for the whole text group
o Defaults to Left with other options Center and Right
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e Vertical - controls vertical alignment for the whole text group
o Defaults to Top with other options Middle and Bottom

e Direction - allows to specify order of text objects in the group
o Options Down and Up

e Font Size - sets Font Size for all text objects in group

e Leading - sets Leading on all text objects
o Default value is 0

e Threshold - higher the threshold is set more performance is gained but multi scale loses
its precision
o Text objects are scaled most precisely at value 0
o Defaults to 1

e Spacing - this property adds spacing between each text object in group
o Defaults to 50

e Scale Spacing - if enabled it scales down the Spacing value
o Defaults to true

e Update Width - if enabled it makes sure text objects in group are scaled horizontally
according to the width of multi scale effect size
o Defaults to true

e Update X - if enabled text objects are repositioned according to multi scale effect x

position changes
o Defaults to true
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Example

Group with 3 text objects without Multi Scale applied

mem ipsum dolor sit amet,
consectetur adipiscing elit,
sed do eiusmod tempor
incididunt ut labore

et dolore magna aliqua.

piscing elit
Pellentesque

abitasse
ulum rhoncus.

Group after Multi Scale was applied, this example illustrates
bigger spacing between text objects and horizontal
alignment set to Center

:verra tellus in hac habitasse platea

dictumst vestibulum rhoncus.
asd

Amet consectetur adipiscing elit ut
aliquam purus. Pellen ue dignissim
enim sit amet venenatis urna cursus

eget nunc.

incididunt ut labore
et dolore magna aliqua.
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Auto Size

Auto size effect automatically calculates the size and sizes its parent object based on other
sibling objects in the parent group. This effect was designed to work in conjunction with other

Scale to Fit Options.

Auto Size Properties Control

o Defaults to [0,0]

e Update Width - if enabled it
automatically adjusts the width of
auto size parent object according
to newly calculated extent of
sibling objects

o Defaults true

e Update Height - if enabled it
adjusts height of auto size parent
object according to group extent

Padding - this value controls the amount that is added to calculated size

Properties  Events

f] |Aut0 Size 1 | & | | a8

+ Auto Size

paasog %[0 v[ 0]
Update Width

Update Height
Hide On Empty

e Hide On Empty - hides auto sized object if there is no content inside parent group
o This can happen e.g. when all objects in group are disabled or there are empty

text objects
o Defaults to true
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Example

Multi Scaled group of text objects and Pod object
without Auto Size applied

1
51

Text Line 3
Text Line 4

Multi Scaled group of text objects and Pod object
that has Auto Size effect applied
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Shader

Shader effects can be added to PRIME objects. They can be loaded and saved out as “. GEF
Effect Files”.

The property editor will show properties defined in the Shader file.
All Shader properties are keyframeable.

w'é-;Wor\d O}, Auto Select Properties  Events

[ [shader 1 | 2| |
w Faces
Al
~ Shader
File " BlurEffect ~ T
v Properties
Radius

MaxCalculations
BothDirections

Percent 3230

Property Changed Events will be included.

Properties Events

33 |Shader 1 E

“ Events

v Property Changed
+ Add x Remove

Property Triggers

Locked |v -
Angle
BothDirections
Enabled

Faces

File
MaxCalculations
Percent

Radius
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Style

The Style effect allows multiple styles to be used within a single text object. The Style effect can
only be applied to a group, including the scene group or any individual text object. You can

apply as many Style effects to each.

In this example, the style tag will apply to all 4 text objects

Scene Tree

PR E|pE

D 3@%Y Objects Effects
El Mew Scene
@ v & SceneGroup 4]
Y Text 2
at Text 1
~ L) Group 1

2 Text4
2% Text3

_;f‘ Resocurces
@ Parameters
@ Expressions
[22] Conditions
[ﬂ Control Panel
= Scripting

In this example the style tag applies ONLY to the Text 1 text object.

D 3@Y Objects Effects
L;i,l Mew Scene
(@ v & Scene Group
at Text1 Al

Style properties:
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Yroperties b4

Al [Style 1 | .\
v Style
D [Stylel |
v Font
Style {4 Frankin Gothic Heavy 106 ‘B 9
Font | Qs e v
Size |
B 7 Wi A D %

Id: This is the name to be used in the text string that will change the inline Style

Example: Text\tStyle 1;Text\t;Text

Results in the following

Font:

Style: This list enumerates all of the Styles available for this project. These are user
created style. See the Text Style Browser section of the “Text Object”. The Style can be edited
and save here.

Style Tag Format
Backslash “t” starts the style tag notation followed by the Style Name ending with a semi-colon:

\tStyle1;
To revert the style back to the default style of the Text object leave the name blank;

\t;
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Style Sheets

Style Sheet effects are a collection conditional and property statements which are applied to a
parent object, in most cases this will be a parent group. When a Style Sheet is evaluated the
conditional statements are applied to the parent object and each of its children. Only graphic
objects and effects can be evaluated in a Style Sheet. Style Sheets run on when a scene object
is updated.

Style Sheet Properties Controls

# Style Sheet 1 | 7 |[Homd | =
~ Style Sheet
File ~ ~ PRIME Style « BH~

Evaluate

[] Evaluate On File Changed
[] Bind To Scene Style

e File: Shows the last loaded or saved Style Sheet file (.pse file)
o Asset Browser Control: load Style Sheet files into the existing Style Sheet

effect.
e Save (Button): Saves a Style Sheet to existing or new file. By v H~
default, Style Sheets will be saved to the Styles folder in the 5
. . . . . dve
project directory. The dropdown consists of the following options:
o Save Save As
o Save As Reload From Disk

o Reload From Disk: Remove changes and reloads the file.

e Evaluate: Evaluates Style Sheet on the active Scene
o Same functionality as the Evaluate button in the Logic window

e Evaluate On File Changed: Automatically applies the Style Sheet to the scene when
the .pse file is changed
o This will evaluate the Style Sheet after the scene is loaded during playback.

e Bind to Scene Style : Binds the Style Sheet File property to scene’s Style property
o The binding is internal and is not shown in the scene’s Style Changed Event.
o If the scene’s Style property is changed, the Style Sheet will load the .pse file
with the same name as scene Style property value.
o0 See Style and Style Changed Event for more.
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In the example below, a morning news broadcast uses the scene Style “Morning”. Because
Bind To Scene Style is checked, the Style Sheet automatically loads “Morning.pse”. With
Evaluate On File Changed checked, “Morning.pse” will be automatically evaluated.

o & P | el 2
v Scene

Version 3.5.8.300

Description |

Keywords |

Style |M0rning

Message D l:l

[ [Style Sheet 1 17| | =
v Style Sheet
File Morning v B~

Evaluate

Evaluate On File Changed
Bind To Scene Style

Note: Evaluate On File Changed and Bind To Scene Style are saved to the Style Sheet
object and not to the .pse file. For instance, if “Morning.pse” was saved with Bind To Scene
Style checked and “Morning.pse” were to be loaded with Bind To Scene Style unchecked,

Bind To Scene Style would remain unchecked.
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Style Sheet Parameters

Parameters are variables that can be used to store Style information like Color, string, Int, etc.
Parameters can be accessed in conditional and property statements.

Notice the “ShowTag” parameter is being accessed in the property statement below.

v Parameters

* Add x Remove

g # | | | : Statements [i7| (i (] Commands [ Property Rt Type Value
Style Sheet 1 v 1] Type = "Text

[ Text = ShowTagValue

Style Sheet Events
Parameters Change
Add Triggers to listen to Parameter Change Event for particular Style Sheet’'s parameter. In this

case the Data Object will update when the “ShowTag” value parameter changes.

Properties  Events

£ [style Sheet 1 | Z| | Y
v Events
~ Parameter Events
Add xRemove
Parameters Triggers
ShowTag Datal.Update()
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Style Sheet Statement Editor

Legic
[ Conditions o 3§ | |
2:| Logic Away Style Sheet
7 Style Sheet Home Style Sheet

Style Sheets can be edited, added and removed using Logic pane’s Style Sheet tab or in the
Effects toolbox.
e The Style Sheet statement editor supports conditional (If Else) as well as property

statements
o Triggering actions, conditions and other methods are prohibited in Style Sheets

e Style Sheets can be created using With statements:
o With statements begin with Dot “.” (ex. “.PositionX = 30) and attempt to evaluate
if an object shares the matching property, in this case PositionX.

o With statements are created by dragging keyframable properties from an object’s
Properties Pane to Style Sheet Statement Editor.

o With statements can also be typed but note that AutoComplete is not available in
the Style Sheet Statement Editor.

e The Type property can be evaluated by the type of object in the statement i.e.
.Type = “Text”. These can be constructed by dragging the object from Graphics Toolbox
to the Style Sheet Statement Editor.

e The Name property allow users to evaluate objects based its name. These can be
dragged from the Scene Tree

e The Tag property has been introduced to each scene object and can be changed in the
Properties tab. Tags serve as an alternative to the Type and Name properties if users
wish identify objects in batches. Multiple objects can share the same tag.

Properties  Events

2 o [Text 1 |j| | @

Render

v Transform

Positon X | 6400] v[ 5156] Z| 00

Scale x[ o] v[ 1] z[ 1ol

Rotation x| 00| v[ o00] Z| 00|xe

Pivot >(| D.D| v| D.D| z| D.o|-
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The following example shows a Style Sheet effect applied to a parent object, “GROUP HOME”.
When the Style Sheet is evaluated it will evaluate over the parent object and all of its child
nodes. The property statements will be applied to the corresponding child objects in the
conditional statement.

Scene Tree X logic
b B | B b 4 [2:] Conditions =] X| ,| : Statements [i7] 15 [ Commands [ Property
FS Stats - Style Sheet [# Style Sheet 55 Away [ .Color = "#8C2633"
v @ Scene Group 55 Middle v 1if] Tag = "TextChange” .
~ ] GROUP HOME = 3 .Color = Color.White

w |if] \Mame.Contains("Category") and . Type ="Text"

v ] GROUP Flare Right
3 .Coler = Color.White

Side Flare Right
Bottem Flare Right
~ 5] GROUP Right Headshot
v 5] GROUP Player Name Right
dﬁ Last Mame Text Right
Mame Plate Right
d\ First Name Text Right
;ﬁ Murmber Text Right
v ] GROUP Headshot Right
g\ Position Text Right
Pasition Plate Right
Player Headshot Right
Headshot Backplate Right
Teamn Logo Right
Stats Backplate Right

Similar to .Tag using .Parent is another method of applying the same statement to multiple
objects. Using .Parent avoids addressing the object by it's name as the statement evaluates
against the Parent Object that the Style Sheet is applied to.

Scene Tree > | ——
POB|P TR rese
@ 3@ Objects Effects Logic = Parameters / Expressions
Mew Scene [2:] Conditions L x| ,| ; Statements [i7| 1f klx] Commands [0 Property Operators | =
hd @ Scene Group ?:| Logic Style Color  [if] Parent.Text=0 o
d\ Text 3 @ @Style Sheet Style Color [ .Parent.Color=Color.Blue «
d%‘ Text 2 Iﬂ Style Color
g\ Text1 =
RN T
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Table 4 Table

Previ =

The Table effect can be used to duplicate a rEviE B B | oBa

graphic multiple times with the purpose of Data Object | & Table Data -
binding multiple rows of a data source to

the duplicated graphics. Row Count 7
By default, the duplicated graphics will all Update In | v|
appear in the same location. An Auto Update Out | v|

Spacing effect, or some Lua effect with
positioning logic must be placed higher in
the scene tree in order to position the

4 Animation

duplicated graphics. Mode |Total Duration 7]
Row data is populated in the duplicated Direction | Forward ]
graphics by using the navigation Duration | 00:00:01.00 =

commands in the Data object (Move Next,

Update). If the number of rows available in the Data object is more than the Row Count
property, the additional data can replace the current data in the duplicated graphics by executing
a Move Next on the Data object.

Data Object — a Data object in Columns mode that contains the rows of data to duplicate
Row Count — the maximum number of graphics to duplicate.
Update In / Update Out — animations to play when new data is displayed or hidden
Animation Mode — controls animation stagger when rows are animated

Disabled — no stagger: all rows will animate at the same time

Total Duration — rows stagger animation using the Duration property as the total duration
from first to last

Duration Between Rows - rows stagger animation using the Duration property as the
duration between individual rows

Direction — the direction of the animation stagger

Duration — the duration of the animation stagger as specified in the Animation Mode property
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Table Effect Example

e NAME
3 RUBY
6 TEAL
1
7
2

In the example to the right, a Table effect is placed
on a Group that contains 3 Text objects and 2
background Images. This Group is then duplicated
7 times as specified by the Row Count property on SLATE ) |
the Table effect. The duplicated graphics are then FOREST 243N
spaced out evenly using an Auto Spacing effect. A% MUSTARD VAR
Each individual graphic is populated with its : 5 Litac S
respective row from the Data object as specified in
the column binding.

SKY

Table Test 4 Table
4 & Scene Group Preview “ !’ |® (X
;ﬁ Score Header ) —
2\ Number Header Data Object | & Table Data -
;ﬁ Mame Header Row Count 7
4 75 Table Group man
4 i) Row Group Edi Update In ’ v]
d:& Score Text
d"& Name Text Update Out ’ v]
d“i Mumber Text Animats
. 4
ColorImage nimation
Data Background Mode ’Total Duration v]
Table Background ’ ]
- Direction | Forward -
4 \_gf;' Resources
|_ﬂ Table Data Duration 00:00:01.00 =

MumberText.Text = MNameText.Text « Colordmage Color « ScoreText.Text

Murmber *  [MName * Color * | Score
R Ruby #FF0000 97.1
6 Teal #00FFFF 884
1 Sky #0000FF 929
7 Slate EAAALAA 85.0
2 Forest F00FFI0 94.3
4 Mustard ZFFFFO0 186
5 Lilac EFFOOFF 82.5
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Texture

Textures can be applied to various scene objects. Textures use the “Images” folder.

Faces
Only one face per texture

Texture Properties

Mapping: Texture wrap in X and Y dimensions.
Method of texture application outside it's dimension.

Wrap:
Clamp - Edge pixels are repeated.
Repeat - The whole texture is repeated.

Filter: Texture filtering mode.

Point - Pixel sampling, no interpolation.

Linear - Linear interpolation.
Mipmap - TriLinear interpolation of mipmap levels during minification. Linear
interpolation is used for magnification.
Mipmap Anisotropic - MIPMAP with enabled anisotropic filtering.
¥This mode helps when texture get blurred because of viewing angle or
non-uniform scale.

LOD Bios

Specifies a value that is to be added to the level-of-detail parameter for the texture sampling.
This parameter has effect only for mipmap texture filtering.

Value less than zero makes the image blurry. Value greater than zero makes the image sharper.

Unit
Texture unit.

File
File name which contains an image for texture.

272 | PRIME 4.10.10 User Guide @hyron



Texture Matrix

Texture Matrix Properties Properties ,

Offset: Offset defined in normalized
coordinates.

[ |Te:¢ture Matrix 1 |

Scale Factor: Same as Pivot v Texture Matrix
Rotation: Rotation in degrees. See Offset x| oo v| o0
also Pivot attribute. Scale % | 1m| ¥ | 1m| -

Pivot: Rotation and scale pivot.
Inverse: Setting true makes the Rotation
transformation inverse. Pivot X D.D| ¥ | D.D|
The inverted transformation makes
it easier to understand and is similar
to node transformation

O

Inverse

Touch
= Touchl =]
4 Touch
Hit Test ’ Geormnetry - ]
[] Allow Drag
Properties
Hit Test:

e Geometry: Raise the touch event only when the object itself is touched.
e Bounding Box: Raise the touch event when touch is within the bounding box of
the object.

Drag X: Allows the object to be dragged on X axis
Drag Y: Allows the object to be dragged on Y axis
Events

Touch Down: Triggered on touch down

Touch Up: Triggered on touch release (tap or slide)
Touch Move: Triggers during drag

Tap: Triggers on touch up (not slide).
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o If the touch point is more than 3 pixels, then prime will assume this is
a slide, not just a tap.

o Tap threshold can be modified through Logic condition. For example
Touch1.TapThreshold = 5

Touch Setup:

Use Windows Control Panel “Tablet PC Settings” found in the “Hardware and Sound” section to
configure your touch screen device.

Transform

The Transform object allows you to add an additional transform to an object. This allows you to
separate the transform of your object from your animations. Using the Transform effect reduces
the number of groups you'll require to achieve the same result.

Example: Add an image to a scene and position it. Add a transform effect to the image. Create
an Action that animates the transition effect Position X. Now move the Position X of the image
somewhere else in the scene and play the action again. The animation is the same and is
relative to the position of the image. Being relative to the object it is applied to is the importance
of a separate Transform effect

Update Parent Bounds setting: Disabling this check box, prevents the parent object graphic
bounds from applying any transform effect offsets. This behavior can be applied when Auto
Follow Source mode and Transform effect are used together, and you want to avoid an auto
follow update from effecting the Transform effect animation.
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Transition

Transition effects can be used to animate graphics from one value to another. By default, the transition
will occur when any child graphic default property changes (such as the Text property of a Text object, or
the File property of an Image or Clip object), but can also be configured to trigger when child graphics
are Enabled or Disabled, or when their Color changes.

Toolbox Panels Transitions Scenes Table Panels

Graphics

Effects
Align [ Auto Follow
Auto Hide Auto Scale
Auto Size Auto Spacing
Billboard Blur
Camera l _ Character
Chroma Key Clip Plane
Crawl Crop
Duplicate
Grid
Inline Text Java Script
Light Logic
LUA Script Mask
Material
Multi Style Page Turn
Parameters PSD

” Render Texture

Shader

Table Texture

Texture Matrix Touch
Transform Transition
rtual Group Warp
= XMP

Resources
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There are two types of transition that can be applied to a group or Object: File or Custom.

Properties Events

v Transition 1
v Transition
Preview Hide
Type File
Behavior On Change
File
Duration

Offset

Out On Empty None

v Property Triggers
v Default Property
Enabled

Color

Properties Events

v Transition 1

v Transition
Preview Hide Out
Type

Behavior On Change

Priority Incoming

In Action
Out Action
Offset
Out On Empty
v Property Triggers
v Default Property

Enabled

Color

276 | PRIME 4.10.10 User Guide

Chyron.



File Based Transitions

To create a new File Based Transition:

@ Chyron Prime 4.10.9.20 (PE 2313.2.22) Scene Designer

File Edit View Window Tools Config Help

From this Ul you can create transition effects. This Ul begins with In and Out actions.

There is a surrogate scene tree object named “Target”. The target will be replaced by the actual
scene object where the transition is applied.
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Transition Properties:

Properties Events

~ Resolution

Format 1080p 59.94 Hz
v Thumbnail
Update From Canvas
Choose File...

Use Region of Interest

v Transition

Target Graphic L Terget

Priority Incoming
Effect In In.Play()

Effect Out Out.Play()

You can add many scene objects to the transition, like sound effects, flares etc. so you need to
define the “Target Object” The Target object can be an Image object or a text object. When the
transition is applied to a scene object it will inherit the “Target Objects’ properties.

Saving the transition will allow it to show up in the transition browser.
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To use a created transition:

1. Within a Prime Scene, apply a Transition Effect from the toolbox onto an object
Select the transition effect from the Scene Tree and the Transition Properties panel will
be shown:

v Transition 1

v Transition

Preview Hide Out

Type File

Behavior On Change

File
Duration

Offset

Out On Empty None

v Property Triggers
v Default Property
Enabled

Color

2. Once a new transition is created it will show up in the browser.

Graphic Transitions ) W Common

Deselect Cancel
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3. Select the previously created transition from the browser.

v Transition 1
v Transition
Preview Hide Out
T:,-'ps File
On Change
File = |:\Prime\Projects\Prime Training\Transitions\D

Duration

A~
v

Offset

Out On Empty None

v Property Triggers
v| Default Property
Enabled

Color

v Transition 1

v Transition
Preview Hide
File
On Change

Change
On Update

Duration 0
Offset

Out On Empty

v Property Triggers
v Default Property
Enabled

Color

280 | PRIME 4.10.10 User Guide @hyron;



e Preview
o Hide - hides the content being transitioned
o Out - plays the specified Transition Out Action
o In - plays the specified Transition In Action
o Show - shows the content being transitioned

e Behavior - sets when the transition will fire. Your choices are “On Update” or “On
change:”
e On Update will fire for each update regardless if the data is the same or different.
e On Change will fire ONLY on an update if the new value is different than the
current value.

e Duration - may be modified from its original value. This will allow for applying the same
effect on multiple objects and creating a “staggered” effect.

e Offset - Creates a Duration delay prior to the Transition playing

Out On Empty

v Property Triggers

v Default Property

e Out on Empty
o None - Out on Empty is disabled
o Any - performs the specified Out Animation when the parent graphic or any of its
child graphics are Empty
= (Legacy Mode)
o All - performs the specified Out Animation when the parent graphic and all of its
child graphics are Empty
= (New Default)

e Property Triggers
o Default Property - If checked, the transition will be triggered when any child
graphic default property changes (ie, Text property for a Text object, File property

for Image or Clip objects...)

o Enabled - If checked, the transition will be triggered when any child graphic
Enabled property changes

o Color - If checked, the transition will be triggered when any child graphic Color
property changes
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Custom Transitions

Custom transitions work the exact same way as file based except they require the transition to
be in an existing “Action” in the scene. Simply choose your “In Action” and “Out Action”

Properties  Events

T Transition 1
v Transition
Preview Hide Out In Show
Type Custom w
Behavior On Change w
Priority Incoming w
In Action w

Out Action W

Offset 00:00:00.00 5

Out On Empty

v Property Triggers
v*| Default Property
Enabled

Color

e Priority - specifies which graphic will be at the top during the transition: Incoming or

Outgoing

e In Action - specifies the animation(s) to play for the incoming graphic

e Out Action - specifies the animation(s) to play for the outgoing graphic
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Transition Event Properties

Now you can modify the properties of the transition and hook up to its internal events.

Properties ~ Events

w Transition 1
v Events

Before Update

After Update

Finished

v Property Changed
Add

Property Triggers

e Before Update - event is triggered before the transition occurs
e After Update - event is triggered after the transition occurs

e Finished - event is triggered after the transition finishes animating
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Warp

- )
Warp Properties ®
Mame Warpl Enabled
4 Clip
Preview B G4 > B 0§ D M
File -
Command ‘Nang Y'
Frame e bgth | 00:00:00.00 -
: Pla -
Timin  go" m Out [00:00:0000 = [
Pause
Resume
Rewind
End

More information on Warp Clips can be found in the “Creating Warp Clips in After Effects CS6”
user guide.

Virtual Group

This Effect is intended to be used in conjunction with AutoFollow Source Mode. A Virtual Group
effect can be applied to multiple objects in a scene, regardless of how they have been physically
grouped together in the scene tree, to “virtually” group them together. The benefit of this is the
effect will give the calculated values for the Left, Top, Right and Bottom of all objects within the
virtual group.

Example for using this effect: If you have a Full Screen graphic table, consisting of multiple rows
and columns of data. The scene is constructed to animate each row individually. But the
operator wants to change the amount of columns that display. Apply the virtual group effect to
each text object, to create “virtual columns”. Then have each virtual column row autofollow the
next. The virtual group will calculate the text field in the column that is the longest, making auto
follow even easier. Essentially virtual groups will do math.max calculations, using the calculated
property.
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Scene Tree Canvas ble Properties

Movi

v Parent

L s $ T S 4 R $#T . -
e IBSACRAMENTO
L INGS
# PLAYER POS HT WT AGE COLLEGE

40 BARNES PF 225 30 N. CAROLINA

3 DAVIS SG 201 25 MISSISSIPPI v Calculated

8 DELLAVEDOVA PG 200 32 ST. MARY'S

35 DOZIER SG 205 26 SOUTH CAROLINA

17 EDWARDS SF 203 22 PEPPERDINE

23 ELLIS 5G 175 23 ALABAMA

5 FOX PG 185 25 KENTUCKY Width Height
22 HOLMES c 235 29 BOWLING GREEN

9 HUERTER 198 24 MARYLAND

25 LEN [ 250 29 MARYLAND

Width Height

S
AN CS WO NO WA ®

TFTFTRTER TR R E

Virtual Group Properties

Name: Naming convention must be exactly the same for any other virtual group effects that you
want to reference within the same virtual group.

ID: Read only, Prime’s reference name of the virtual group

Parent: Left, Top, Right and Bottom values of the object the virtual group is applied to. Width
and Height of the object the virtual group is applied to.

Calculated: Left, Top, Right and Bottom values of all objects within the virtual group. Width and
Height of all objects within the virtual group.

References: List of all items within the virtual group.

*Please Note - Auto Spacing does not affect Virtual Group bounds.
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XMP

Adobe's Extensible Metadata Platform (XMP) is a file labeling technology that lets you embed
metadata into files themselves during the content creation process. PRIME can bind to the data

stored in Image files.

Scene Tree 0
b RENEIE B R
@ 3@Y Objects Effects
E' Mew Scene
@ v & Scene Group

a Text2

a' Text 1

= Image 1 amp

Apply the XMP effect to an image object. If the Image contains XMP metadata, the data will

appear in the XMP properties window:

2 e [ =

w

Binding  |ImageT.File

File | [%Prime\ProjectsiMews Demo'\Images\XMP Tear

Marne Value Bindings
Adobe Photosh...
¥mp:CreateDate  2011-04-02T15:...
xmp:ModifyDate  2015-03-12T15:...
xmp:MetadataD... 2015-03-12T1%:...

image/tiff

photoshopCol.. 3

uuid:DEBTS0TA..

xmp:CreatorTool

do:format

photoshopDoc..

xmphMi:Docu.. xmp.did:09B3EE...
¥mnpMhinstan..,  xmpdidtATC3TT...
¥mnpMM:Origin...  xmp.did:09B3E6...
xmphMhiHistory  savedxmp.iic:0d...
US_Sports:First..  JULIO Text1. Text
US Sportslast.. JOMES Text2 Text

US_SportsTV_MN... JULIC JOMES
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Properties »

Notice the “Bindings” column. This is
where you can drag and drop other
object properties to bind the data. All
Object properties are bindable like
Color, opacity, Position etc.

Users can alternatively type manually
into this field to take advantage of
PROME'’s “Auto-Complete” feature as
well.

The Bindings field also allows for the
use of Expressions.

See the separate “Parameters &
Expressions” document.




Example using an Expression:

U5_Sports:Firstiame JULID Text1.Text = "Mr. * + value

Mr. JUL]

JONES

Using Auto-Complete:

U5 _Sports:LastMName JOMES Text]

US_Sports: TV_Namel JULIO JOMES a\ Text]

L]

In this example we will bind the image color:

201,35,63 Imagel.Color

U5 Sports:Position

287 | PRIME 4.10.10 User Guide Chyron



Mr. JULIO
JONES

XMP LUCI Workflow

Any text, images or clip objects must be bound to a corresponding replaceable within Prime, to
be visible and editable in the NRCS LUCI plug-in. In addition, for objects that are data bound to
XMP, the replaceable must be flagged as databound.

. In the Replacables window there is a databound column with a chain link icon. Click in
the empty row space of the replaceable column to turn on the databound icon for each
object that is databound to XMP.

Parameters / Expressions ~Replaceables
Add Remove
T D Description Bindings Character Limit
Ted! Text R

Imagel File

M
~

Text? Text

If the databound column is not flagged for each object that is databound to XMP, then the
corresponding XMP data will not be visible in the LUCI plug-in.
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Example of databound XMP information visible in the LUCI plug-in

IC: il x [+ v

& C A Notsecure | 10.1384/LUCI/#/editor/434b42d0-1464-4d84-8512-d72217496638 e * » 0@ :

XmpBasicScene [ Prime Styles:  None | [ Automation Transitions: _test v | oe

Textl Text

Text2 Text

Jennifer Lopez

Lynn

Unicode UTF-8 Region Setting for Character Accents
XMP can fail to return character accents properly if Beta: Use Unicode UTF-8 for worldwide
language support is not enabled within Windows.

For example: without this setting turned on, cinéma would display as cinA©ma.

To enable this setting, go to Windows Settings > Time & language > Language & region >
Administrative language settings > Change system locale..., and check Beta: Use Unicode
UTF-8 for worldwide language support. Reboot the PC for the change to take effect.

¥ Region Settings X

Select which language (system locale) to use when displaying text in programs
that do not suppert Unicede. This setting affects all user accounts on the
computer.

Current system locale:

English (United States) ~

Beta: Use Unicode UTF-8 for werldwide language support
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Resources

Resources
=4 Ancillary Data Audio

Base Scene Browser

BXF C#& Script

Clip Player Control Panel

Data GPI Cut

Hot Key Java Script

Message Switcher

Table & Tirmer

VE Script

Ancillary Data

This resource provides the ability to change the routing of ancillary data on either horizontal
(HANC) or vertical (VANC) intervals. This is commonly used for branding scenarios, when you
have to squeeze back with 2 video sources and want to switch ancillary data (closed captioning)
from source 1 to source 2.

Select the SDI Input.

Ancillary Data Properties ®
Mame Ancillary Datal Enabled

4 Ancillary Data
Horizontal ’Default v]
Yertical "u"ideu Inputl v]
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Ancillary Data Properties

Mame Ancillary Datal Enabled

4 Ancillary Data

Horizontal [Default v]

Vertical  |Video Input 1 -

Default

Video Input 2
Video Input 3
Video Input 4

Both the Horizontal and Vertical Ancillary data selections are keyframeable allowing you to
dynamically switch the source of your ancillary data.

Actions
Default | Swith &ncilary Data Input | i Add Action |

Action 2> I3 |Ii@ Triggered By 0).. [ B0 | M 4 0D M Keyframe 00:00:00.00 = @& &

- - N R N N I N I I N I N I N I T
Animation 0:00 1:00 2:00 3:00 4:00 5:00 6:00 7:00 8:00 9:00 1
4 Ancillary Datad &

Verticallnput | @
Hornzontallnpy

Audio

The Audio object has three modes to choose from, Audio File, Text file and Text.

Audio File
This will be a .wav file or any other supported audio file.
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& Audio @ & Common O v
J J J J J J J J

wWaw WAy VIAY VIRY WAY wWaAY

and Later  Apprentice - ComingUpNe Food Food Kitchen Kitchen Kitchen
short Revolution - Revolution - Nightmares - Mightmares - Mightmares -

WAy

KitchenMight
mares - short

Properties Properties

| % Audiol | % Audiol
4 Audio | 4 Audio
Preview D | Preview D |

Mode AudioFile . Mode AudioFile

-

File File J‘f ComingUpMNext.wav
| max

Length  [00:00:0000 ] Length

Fade Out | 00:00:00.0 Fade Out

4 Volume 4 Volume

Volume 0 = Volume

Channels Channels

Inputs Inputs

e Commands
e None: Do nothing
e Play: Plays the associated audio file
e Stop: Stops playing the associated audio file
e Volume - Sets the volume level of any the associated audio file when played. The
volume levels can be keyframed in the Timeline editor.
e Channels - Sets the output channel(s) the associated audio file will play out to.
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Finished Event:

| Properties I Events

Finished |

Any subscribers to this event will get notified and triggered.

Text File

A .wav file will be created based on the text file. This is “Text to Speech”

Same holds true for “Text” mode.

Audio Properties

Name Audiol ' Enabled
4 Audio

Preview D .

Mode TedFile

MName Audiol
4 Audio
Preview b ]

Mode ext

Enabled

. Text
File

Text
Command
Length | 00:00:01.29 |

Length  |00:00:01.29

Fade Out

Fade Out
4 Volume

Volume

Volume Channels

Channels Inputs

4 Events
Inputs

Finished
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Base Scene

Base Scenes are scenes that can be referenced by other scenes. Consider Base scenes as
parts and pieces that can be added to normal PRIME scenes.

This is a very powerful feature of PRIME’s ability to reference scenes from within other scenes.
The base scene allows for a basic building block. Example; Create a News Full Screen graphic
as a base scene that all other Full Screen graphics will reference. The Base scene should
contain all the graphical elements, transitions and logic that all Full Screen graphics will share.
Link the base scene to all the other Standard” scenes. If you have 100 Full screen graphics, all
100 can reference the “Base Scene”. Changing anything in the base scene will reflect to all 100
scenes.

You can add as many Base Scenes to a normal scene. Base Scenes can be created using the
“File-> New Base Scene” menu item. Base Scenes are no different than normal scenes except
they are tagged as “Base Scenes” and can be included in normal scenes.

Additionally, the communication from the standard scene to the “Base Scene” is built into
PRIME’s “Trigger List: The Standard scene can trigger Actions and Conditions to its “Base
Scene” as seen in this Triggers list screen shot:

« i@ Actions
[] Defautt
[ Action 1
v @ Base Actions
[] Default
[ Action 1
[] Action 2
] Action 3
i !=_._| SCEnE
[] Play
[ stop
[ Close
“ |23l Conditions
[] Cendition 1
v [#z] Base Conditions
[ Condition 1
[] Cendition 2
[] Condition 3
“ |Z| Scripting

|_| Condition1 ConditionEval
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BXF-Broadcast Exchange Format- As Run Files

PRIME allows users to create “As Run BXF Files.”

To configure the BXF Global settings, select “BXF” from the PRIME main “Settings” menu:

ié? General As Run Configuration

S — [#] Enable BXF As Run Logging
a

Output Directory
E\Channel Box Prime\BXF Messages

I_E Quality Control

As Run Device
Device Name  PRIME Syetern 1

As Run Default Length

Frame Margin |15 =

@ Language
. : As Run Channel Properties
+ | Logging
MName ChyronHego
BXF
Description Commercial As Run Log|

H Cancel H Apply

J..

e Enable BXF As Run Logging — Toggle the box on/off to enable/disable BXF As Run

Logging

Output Directory — Specify a system location to store the BXF As Run Logging files
As Run Channel Properties: Name — Specify a name for the BXF As Run channel
As Run Channel Properties: Description — Enter a short description for the BXF As

Run channel

As Run Device: Device Name — Specify a name for the BXF As Run Device
As Run Default Length: Frame Margin — The default length settings allows a margin

for error when the asset is played out.

Ex: If a sponsored logo is set to air for 15 seconds, it will be considered “Aired Without
Discrepancy” if it airs for 14 seconds and 15 frames due to the Frame Margin being set
to 15 frames. If the logo airs for 14 seconds and 14 frames, the BXF file will be reported

as “Aired With Discrepancy.”

295 | PRIME 4.10.10 User Guide

Chyron



To add a BXF resource to your scene and configure its Properties:

Scene Tree " i
OB >ER S x
Y b Objects Effects Default | Sponsored LogoIn | Add Action| |Sponsored Logol =
x>
Mew Scenel Action 118> gy Zoom B lj 2

W | a [E Scene Group
Sponsor Logo
4 ﬁ' Resources
& BXF1

. - ||||M|||I||||||||||||||||||||||||||||||||||
Pifsdhon 0:00 1:00 200 3:00 4:00

I Sponsorlege | @ @
BXF1

BXF Properties

e BxF1 Enabled e Name — Object name to be referenced throughout the
4 BXF scene

T e Enabled — Enable/disable this object

Terget Object  [SponsorLogo e Type — Map this to the type defined in your traffic
Start Keyframe [Sponsored Logo In, Keyframe 1 System

End Keyframe [Sponsored Logo In, Keyframe 2

e Target Object — Object in the scene this BXF refers
too

Event Motes Sponsor Commercial

House Number 1234

» Start/End Keyframe — Start/End
keyframes that brings this on/off air
bescipton VearEnd o e Event Notes — User friendly notes
Default Lengt 00000016 % e House Number — Match the traffic system house ID
e Name - Traffic system name for this House ID
e Genre — Type in a genre for this House ID
e Description — User friendly description
e Default Length — Minimum duration on air this items is required to air

MName Car dealer

Genre Automative

When the action to bring in the sponsored logo is played a BXF file will be created in the folder
defined in the global settings.
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Clip Player

The Clip Player resource allows users to have access to any “Clip Controllers” defined in the

PRIME Playout Configuration:

Player: Enumerates the clip players defined

Properties X
in the PRIME Playout Configuration “Clip
_ . Players” section.
[@] | Clip Player 1 P
Each clip player has an output channel and a
v Clip Player layer number assigned to it. (Program
Player Clip Player 1 (Program 1, Layer -3) W Channel 1, Layer -5)
File: Associates a clip to this player
File &z [\Prime\Project. \CREATEMORE.ppc  ~

Command | Cue o]

Command: These commands control the
clip player and can be keyframed. The Clip
Players commands are automatically added
Cue on Scene Load to Primes “Trigger List” for access

everywhere.
[] Play on Scene Play Y

Cue on Scene Load: When the scene is

¥
Stop on Scene Stop loaded into preview cue the clip.
Play on Scene Play: When the scene is taken to air play the clip.

Stop on Scene Stop: When the scene is taken off air stop the clip

Clip Player Events: Events

Allows triggering items from the triggers list v Property Changed

I:i Add x Remove

Property Triggers

Command |v -
AutoCue
AutocPlay
AutoStop

File
Control Panel Locked

A single Control Panel resource can be added to each individual scene or base scene. See
Scene Control Panel in this user guide for more information.
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Data

The Advanced Data Object is documented in the Prime Data Object Guide

GPI Out

GPI Out can be added to any scene as a resource within the scene.

GPI Out Properties:
e Device: ID of the device. Multiple devices can be used
e Pin: Pin number for the out
e Mode
o Pulse: Sends out a pulse “High to Low” or “Low to High”.
o Manual: Send the “High or Low” manually. Can be assigned to a keyframe or a
control panel button
Pulse Direction: Set “Low to High” or “High to Low”
Pulse Duration: When Pulse mode is set to “Pulse” set the duration between the “High
to Low” or “Low to High”. of the pulse
e Pulse: Sends the pulse.
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GPI Events:

e On Pulse: Event happens when GPl is pulsed
e On High: Event is raised when GPI goes to high from some other state

On Low: Event is raised when GPI goes to Low from some other state
v & Actions
[] Default
[] Action 1
[] Action 2
v Scene
] Play
[] Stop
[] Close
2 GPIOut 1
[] High
] Low

When the mode is set to “Manual” two commands will be available in the Triggers list, “High &

Low”:

Keyframe

- o loo000000fE When“the m?de is set to “Pulse” The Triggers list will
show “Pulse” only.

Triggers ‘ v|

To trigger a GPI out from the timeline, create a keyframe in
Keyframe |Keyframe 1 ~||oc:000000/%] @ &  the timeline editor by clicking the “Add Keyframe” button.

From the “Keyframe Editor” select the “Triggers” combo box that will show the above (Figure 1 &
Figure 2)
v @ Actions
[ ] Default
[] Action 1
] Action 2
v Scene
[] Play
[] Stop
[ ] Close
~) GPlOut 1

[] Pulse

GPl In

GPI In resource can be applied to:

e Scene
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e Application
e Project

GPI In can be added to any scene as a resource within the scene.
GPI In Properties:

e Device: ID of the device. Multiple devices can be used
e Pin: Pin number for the in

GPI Events:

e On High: Event is raised when GPI goes to high from some other state
e On Low: Event is raised when GPI goes to Low from some other state

Events Count O

=8| Scene

= GPlIn 1
.. [J High
te [ Low
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Hot Key

Hotkey resource can be applied to:

e Scene

e Application

e Project
Key

Select the Key(s) you wish to assign the Hot Key

Command
Select the command (action, condition, sequence ect.) you wish to trigger when the designated
keyboard hotkey is pressed.

If a hot key has been assigned in multiple places all of the assigned commands will execute.

*The order of execution is the order in which they are registered in Prime. Generally this will be
Application, then Project then Scene. At the scene level it will be prioritized in the order they are
played to output.
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Execute Behavior

e Active Scene Only - Only executes the command if the scene is the active scene

e Active Section Only - Only executes the command if the scene is in the active section of

the channel (Preview or Program)

e Active Channel Only - Executes the command if the scene is in the active channel

e All Channels - Executes the command regardless of if the scene is in the active channel

or active section

Properties  Events

v Hot Key

v Hot Key

Mone

Command UpdateText.Evaluate()

v Execute
Behavior
Section

1annel Only

All Channels
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Execute Section

e Preview - Only executes the command when the scene is in Preview (or not Playing)
e Program - Only executes the command when the scene is in Program (or Playing)

e Preview and Program - Executes the command regardless of whether the scene is in
Preview or Program

Properties Events

I Hot Key 1

v Hot Key

Key Mone
Command UpdateText.Evaluate()

v Execute

Behavior Active Scene Only

Section Preview and Program

Preview
Program
Preview and Program

Hot Key Advanced: Control Panel Focus executes Condition with a Hotkey

This feature allows an operator to tab into a control panel object (which sets the focus) and
press a hotkey to run a condition.

Logic Syntax

e ControlPanel.lsActive
e ControlPanel.ActiveControl
e ActiveControl.GetTargetObiject()

Example use case is the ability to change the color or weight of the text object bound to the
control panel text object that has focus.
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Control Panel

hd Delete

: Logic Replaceables Bindings

| 4 Ftatements [ E| EFl Commands Trigger [l Property

e Parent Keyword
o This will allow for the active control property to update graphics near selected text
object
Parent keyword is accessible in logic statements
For example Text1.Parent.Background.File = “abc.png” could be used to update
an Image named Background that is a sibling to Text 1

Hot Key Logging:
Hot Key triggers can be enabled in Prime workflow Logger.

LIDIA

See the separate dedicated LIDIA Users guide. PRIME LIDIA.pdf
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Message

The message object allows you to output messages via Serial port or by Network (Via TCP or
UDP).

The “Message” property may be “keyframed” in an Action or the “Send” command can be
triggered from an event. This will transmit the message out.

Properties  Events Properties  Events
=4 | Message 1 \,:;E-

v Connection

~ Connection

Type [ serial 7]
Port - Type TCR/IP ~
Bits per Second | 9600 w Address |1 27.0.0.1
Data Bits ] w Port 49152
Parity Neone S - .
Encoding Unicode i
Stop Bits One w
i Maintain connection
Handshaking Mone d
Enceding Unicode hd v Data
Maintain connection Header | o |
pgCala Terminatar |<CR><LF> v|
Header | v|

Message =]

Terminator

Message =]

Maintain Connection: When checked, the Message resource connection will open on scene
load and close on scene close. It will timeout after 5 seconds if a connection cannot be
established.

Properties | Events In UDP mode to broadcast across the entire network set the
3 #  “Address” property to “255.255.255.255”
~ Connection
Type 0 v The message property supports common non-printing
Address codes, hex values, and plain text. Codes and hex values
o need to be surrounded in a tag (angle brackets < and >) to

Encoding Unicode v
Maintain cennection

v Data

Header | ~ |

Terminator |<CR><LF> V| Chyron
®

Message @




be interpreted correctly. Plain text can be written anywhere and do not require tags. If a tag is
not recognizable, it will be left untouched. If necessary, angle brackets can be escaped with a
leading backslash (\<).

Code examples:

e <LF> will be replaced with the line feed character
e <TAB> will be replaced with the tab character
e <EOT> will be replaced with the end of transmission character

Hex examples:

e <A> will be replaced with the line feed character
e <41> will be replaced with the A character
e <7D> will be replaced with the } character

See the user’s guide for more information.

Message formatting also applies to the Header and Terminator properties found in the
screenshots above.

Plugins

See the separate “PRIME Plugin User Guide”.
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Table

Adding a table resource to a scene will open a new table window. To toggle visibility of the
dockable Table window navigate to View in the toolbar.

Table Properties
Properties  Events

Table 1
v Advanced
Indexing | 1-Based
~ Columns
Add Remove

Marme Type Default Value

Column 1 String

String
Boolean

DateTime
Double
Long
TimeSpan

e Table Name: Editable alphanumeric text field
e Advanced:
o Index: Option for first row to begin with 1 or 0. Select from drop down 1-Based
(default) or 0-Based
e Columns
o Add Column
Name: Alphanumeric column name
Type: Select column default type. Table cell value must adhere to column
type. For example String = alphanumeric, Boolean = true or false, Color =
Hex or RGB value
m Default value
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Table View

Table Canvas Control Panel Properties

— - Add Import Table 1

Narme Last Narme Age Democrat  Republican
1 loe Biden v > Advanced

2 Danald Trump [is b .
= P v Columns

MName Surname Add Remave
MNarme i Default Value
MName MName
Last Marme Surname
Democrat

Republican Boolean

*For manual entry of data, begin with creating columns in Table properties
Table Toolbar

e Add: Add row
e Remove: Remove Row
e Import: Import CSV
o Import Comma Delimited File. Format available in Excel & Google Sheets
o Prime will automatically pre-determine column type by analyzing the data in the
column.
Option to “Use First Row as Column Headers”
Delimiter Options

m Comma

m Pipe

m Semicolon
m Tab

*.CSV files can be delimited with different characters (not just commas). This allows the
user to specify the delimiter when importing a csv to a table.
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Import CSV Examples

=] Import CSV —

CSVfile  I\Prime\Projects\PRIME Training 2020\Data\Sports.csv

¥ Use First Row as Column Headers

Delimiter Comma v

Name Comma

Pipe
Sports Te pe.

Semicolon
Sports Te .p

Default Value

Sports Team 3 String

nel\Proje

¥ Use First Row as Column Headers

Name Default Value

Tricode String

Location String

MName

Team Color [Black]

Primary Color [Black]
Color [Black]
C

String

String

e Table View Shortcut Keys
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Insert Row Above Alt+R

Insert Row Below Alt+| B

Insert Column Left Alt+1,C

Insert Column Right Alt+,0

Clear Contents Alt+EV
Crelete Row Alt+ED
Delete Column Alt+EC
Select Row Shift+5Space
Select Column Ctrl+Space
Cut Ctrl+X
Copy Ctrl+C

Paste Ctrl+V

e Table Arrangement in Table View
o Column can be dragged and dropped into preferred order
o Row can be dragged and dropped into preferred order
o Color Type: Enter a HEX, RGB value or use color picker control

Table Canvas Control Panel
Table 1 v | 4 Add Import
TeamColor TearmMName TeamlLogo BackColor Points
10 Slavia Praha bohem.png Il #FFFFFF
Il 2F2E446 liktoria Plzefi plzen.png CF7
Bl =FFFFFF Sparta Praha sparta.png
Il #A9B6CY cko cko.png

Bohemians bohem.png
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Table Resource can be added to replaceables. This allows table data to be updated through
Camio workflow and/or through Intelligent Interface commands.

e Data property for Table Resource:Replaceable = Tab-delimited Data without the Column
Names Rows. Tab will used as column separator, new line will used as row separator
e JSON property for Table Resource: Replaceable = JSON Data

Data Object data sources can be ingested into the Table Resource.
Please see the PRIME Data Object Guide for more information.
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Script
Refer to the PRIME_API| Scripting Guide for more

The Script Resource Object allows for C# scripting to be part of the scene. A full C# editor with
intellisense (Auto Complete) becomes available. The C# Script Resource allows access to the
entire PRIME API.

Timer

Properties

[7] Y Timerl
4 Timer
Preview “ D . I’ "

Mode [Timer Down v]

Command [None v]

-

Start Time  00:01:00.00 = Finish Time |00:00:00.00

Tirne Eﬁﬂ:ﬂl:ﬂﬂ.ﬂﬂ =
[] Loop
4 Bindings
+ Add gg Remove

Target

|

4 Events

Finished |

+ Add gi Remowe
Tirme Triggers
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The Timer Properties panel allow users to configure:
e Modes:

Clock

Display the system Time of Day. Includes Time zone properties

Timer Up

Counts upwards to specified time

Timer Down

Counts downward from specified time

Time Countdown

Counts downward from specified future time

Date Countdown

Counts downward from specified future Date

Time Countup

Counts upwards to specified time

Date Countup

Counts upwards to specified Date

Timer Commands

Command ‘Nune v'

Start Time Reset i
) Restart
Time
Resume
Stop
End

e Bindings - Binds the clock value to the scene object(s)

Events
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Started

Stopped

Finished

Users defined events may be added as well to the “Time Elapsed” event list

Property Changed Events

* Property Changed

+ Add x Remowve

Property Triggers

TotalSeconds Script: Timer]_TeotalSecondsChan...
Locked
Mode L -

Command
FinishDate
FinishTime
Hours
Locked
Loop
Minutes

Seconds
StartTime
Time

K TotalHours
TotalMinutes
Totalseconds

Formats
o Days, Hours, Minutes, Seconds, Frames

Format

m:ss -

c.f
g ff

qmiss |
miss.f

_ miss.ff |
h:mm

~hemmiss
hemmiss.f

- hermirmiss. ff
d:hh:mm

+ d:thhirmnirmiss
d:hh:mmiss.f

= dithh:mm:ss.ff
o= el
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Properties

@ Tirmer 2

4 Timer
Preview “ b = l’ "

Made [Timel Down ']

Command [None v]

Start Time | 00:01:00.00 = Finish Time | 00:00:00.00 =
Time 00:01:00.00 =
[[] Loop
4 Bindings
+Add %Remo\re

Target Format
Textl Text miss

4 Ewents

Finished |

* Add i@ Remaove

Time Triggers

00:00:45.00 Action: Action 1
00:00:30.00 Action: Action 2
00:00:15.00 Action: Action 3

String literals can be applied in the format using the backslash character

So d:\D\a\y\s will display the “4 Days” if d=4.

» Bindings
+ Add x Remove =
Target Format
Text1. Text d:\dhatyls

Or quote the text you wish to display this way:
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w Bindings

+Add x Remove 7]
Target Format

Text] Text w lme "Minutes” Vl
e Events

Started: Triggered when the time starts Events
Stopped: Triggered when the clock

stops Started ’
. If|r'1|she'd: Triggered at the defined Sanped ’
finish time

Finished ’
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XKeys
XKeys can be set up globally in PRIME Playout module or can be scene based.
Playout

If users configure XKeys from the Runtime user interface, these button presses will act globally
regardless of any scenes being currently opened.

Add X-Keys Device

m Layout Zi% Professional MWII/SE ~ | i} Key Bindings ~ | Bounce ms | Index 0 -

Selected Key

Context MNeone

Accept Changes

oK Cancel

The “Index” property allows for multiple XKeys devices to be daisy chained. If multiple devices

of the same type are plugged in PRIME will allow users to target each separately by using the
“Index” property.
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Scene based

Key up-Down properties will expose the Triggers list for users to hook up events to the key
presses

Properties  Events
K-Key 1
v Events

Key Down | Actionl.Play()

Key Up

K-Keys

Professional MWI/SE ~  Number: 1 0 %X

|
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Scene Tree

Scene Tree )4
p REN | C RS
@3 DJ & Objects Effects

E' Mew Scene 1

v Wl Scene Group
v &) Group1 [BE]oo
2\ Text2
& Clip 1 [
(k=] Image 2
% Text 1
(=] Image 1
@ Resources
Parameters
i) Expressions
Conditions
Replaceables
Control Panel

Scripting

The Scene Tree is divided up into four sections:

Scene elements

The Scene Control Panel
Scene Resources
Scripting
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The Left Column allows for toggling:

Scene Tree hd
7 .
e N Effects
Dizabled
v Locked
o 0
Projection
¥ Light Enabled
v Mode Color
Effects Mode
¥ Grid Lines
£% Replaceables
(] Text1 Text
Control Panel
= Scripting
e Enable/Disable
e Lock/Unlock
e Projection Perspective choices
e Light Enabled/Disabled
e Node Coloring

Right click on the left column toolbar to hide/show these:
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The Objects Column

Scene Tree

LIEEIEE R

@30V & Objects
El Mew Scene 1
~ ) Scene Group
[ N S v Group 1
@ @5 A" Text2
& Clip 1
(=] Image 2
03 G a Text
. E| Image 1
@ Resources
Parameters
fiz] Expressions
[25] Conditions
Replaceables
Contrel Panel

Scripting

Effects

B
=

Objects Properties

Each object has properties to the left of the object in the gray section:

Disabled, Locked
Locked
Projection
Lighting

Node Color
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The Effects Column:

e Allows for the dragging and dropping of Effects from the Toolbox

| Scene Tree x
+ @ ER &
@ 3@ 7 Objecs Effects
. Wamp Test

ﬁ 3@ Y| 4 @ Scene Group

g | i 4 5 Group 1 B
eam [E=] Team Logo
L -ﬂl__ﬂ___ _E| Background [
933, (B Video Input 1|
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@' Resources

E Scripting
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Resources

hO0| P @ xR

83V e

033y

03 .

Objects Effects

! Mew Scene 1
v & Scene Group

v ) Group 1 Bl
A Text?
@& Clip1 [mi|
= Image 2
A Text 1

(=] Image 1

v ﬂ? Resources

= Message 1

fi Data 1

& Audic

EP Ancillary Data 1
Parameters
fied) Expressions
[2] Conditions
Replaceables
Control Panel
E Scripting

Parameters/Expressions/Conditions/Replaceables:

See the separate sections and documents for descriptions.
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Timeline Editor

The timeline editor allows the creation of Actions
Actions are groups of Animations

Animations consist of Animation Tracks.

An “Animation Track” is made up of Track Keyframes.

Note: “Transitions” are individual effects that may be applied to objects. See the “Transitions”
section.

Proportional Scaling of the timeline: Select 3 or more keyframes, then hold down the Alt key and
drag one

The left-hand column is a list of scene objects that can be animated by creating object
animations

Timeline

Default Effect In Effect Out | Tableln | Table Qut Update Group In Update Group Out Updateln “+ Add Action Effect In

< Triggers (1) | p» Keyframe | (Cursor) w || DO ‘_l,ljlljlc f§ o Spline | Zoom = "
|

A r e -
Animation 0.00

Top Group

# Opacity
Header Group
& F Po 2
Header

B Opacity
Subheader Text

B Opacity
Header Baseplate 1

P Width
Gray Baseplate

b Height
Data 1

# TimerCommand
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| Default | Panel In | Panel Out | Video Input Panel | Map Panel |

Action 18 i |18} Triggered By (1)... (> [ | |

;‘Hj“llll‘lljl:Hilllllllzljl:Hl]

+  Mormal
v %7  Inherit

& Relative

) Loop

Advanced...

@ & & H

Bar 1 Gm

City Headers
Proma Panel
Video Input Panel
Bking Mews Panel
Map Panel

Panel BG

Backer

Main Video In

LR R R R
&% @

VW |V |V V|V | VWV

S P
(B

Animation Track Properties
Normal:

Inherit The animation starts from or finishes in the current attribute value. It is like setting the
value of the first or last keyframe to the value of the animated attribute at time the animation is
started. This comes handy when you want to animate to/from defined state but the current state
is unknown. Using this mode minimizes the number of animations you would have to create
from all possible states.

Relative: The animation evaluates a number that is added to the current attribute value.
Available for before looping only

Loop: Loops the Animation Track
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Default Action

There is a setting that determines the behavior of keyframes in the Default action. The Default
action will play when the scene is loaded to Preview, and will play on Program only when an
Effect In event is not present. Please see the Scene Events section for more information.

Editor Settings

m General
[ Canvas
Centrol Panel
m Project

a\ Text

T NewsTicker

Timeline

Mowve Cursor with Keyframe

Animations
Background Show
Default State Default

Show Expanded When Keyframes Present

Show Expanded When Selected
Keyframes

Default Interpolation | Ease

Show Grid Lines
Auto Default Keyframe

Properties

Show Properties

Opacity, PositionX, Position¥

Behavicr Empty
Save
Video Format |DN:<HD 220

Default Location

| CAChyronHego\Prime\Output

Copy/Paste

Paste Mode

Paste In Existing Actions

Cancel

Apply

X

When “Auto Default Keyframe” is checked keyframes will automatically be added to the Default
action as keyframes are added in other Actions.

Ex: If | create an action “Dissolve Off” for scene object “Image1”, an opacity keyframe for
Image1 will be added to the Default Action.
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Set Default Keyframe

“Auto Default Keyframe” only sets the Default keyframe once and is not updated each time the
property value is changed in other actions. Users might find it helpful to use “Set Default
Keyframe”. This will copy the selected keyframe value and paste it automatically to the Default
action. “Set Default Keyframe” is accessible in the context menu by right-clicking on the
keyframe.

@& Add Keyframe

@ Delete Keyframe

%  Set Default Keyframe
Cut Keyframe

P CopyKeyframe

Paste Keyframe

Interpolation In 3
Interpolation Out »
Interpolation Both 3

#=  Triggers (0] ...

Ex. Continuing with the previous example, if | had accidentally set the opacity keyframe in
“Dissolve Off” to 0, the Default action would also be 0. This might provide me with incorrect
previews. Instead of copying and pasting the correct value from the “Dissolve Off” action into
the “Default” action | could simply right-click on the keyframe in “Dissolve Off’ and click “Set
Default Keyframe”

When “Auto Default Keyframe” is disabled, at no time will keyframes be automatically added to
the Default Action.
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Color Coding the Timeline

Select “Node Color” from the Scene Tree

Scene Tree

POBE| I RN

Disabled
v  Locked
v Projection

Light Enabled

Effects Mode
Grid Lines

5
Conditions

Default 185 Add Action

Action 18 gk |lii} Triggered By (0).. B M | MU M Keyfeme [Keyframe1 ~| 00:00:00005] @ @

LA I e e e e e e e

6:00

700

8:00

9:00

Animation 0:00 1:00 2:00 3:00 4:00 5:00

v Text2 .
© b Opacity 0.0 @ @
o] PositionX 640.0
o] PositionY 315.8

v Teti 1
< P PositionX 640.0 0 0
< b PositionY 3156 s bt
© P PositionZ 0.0 i} i}
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Keyframe Property Values

Timeline

Default Change Color  Action 1

Animation

PositionX
Position
Width
Height
File
Color

£ A
LRSI o TS

T

ra

Opacity
PositionX
Position
Width
Height

=]

B

=
[=]

L
E
L]

820.0
D&0.
| caster.jpg

Bl (24515214

|
]

—L
=

—L

0
&

=
[=]

=]

=
[=]

L
E
L]

020,
080,

|
]
=

—L
=

Command Mone

g Add Ac

Action @ I8 |8} Triggered By (0) ...

Timeline

Default Change Color  Action 1

Action ®» 18y | I8} Triggered By (0) ...

Animation

Positionx
Positiony
Width
Height
File

Color

ol

Opacity
Positionx
Positiony
Width
Height

£ A
SOOCOoOoO OO0 D
=
(g% ]

Mone

Cue

Play

Stop

Pause
Resume
Rewind

Fast Forward
End

Command Mone

g Add Action

L

00

The above screen shots show keyframe navigation per track and applying property value

changes from the Timeline editor.

Click on the color chicklet to open the color picker.

Click on the Thumbnail image to change the filename

Click on any Command property to select any command associated with that object

Click on any blue link to modify the objects property value.
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Keyframe Interpolations:

Name Keyframe 1 :00:00. MName  Keyframe 1 Frame m;m:m.mg

Triggers [ Triggers [ vl

4 Properties 4 Properties

Mame MName Ot

Opacity Opacity Linear
Posttion PositionX
Positiony’ Positiony’

Linear

Linear
PositionZ PositionZ Linear

See the “Timeline Triggers” section for executing triggers from the timeline.

Name Keyframe 1

Triggers [

4 Properties

Name

Opacity

Position X
Position
PositionZ

“In” interpolations can be Linear, Smooth, Ease or Bezier

“Out” interpolations can be Hold, Linear, Smooth, Ease or Bezier
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Linear: Proportional average between 2 adjacent values. This is the default
interpolation unless changed in the settings.

Ease: In and Out tangents are horizontal in the keyframes.

Hold: The value from the previous keyframe is kept until it is redefined by
the next keyframe. The only interpolation for attributes with discrete values.
This might give some animations a jumping effect, depending on the
properties keyframed.

Smooth: In/Out tangents are synced to maintain a smooth continuity of a
curve.

'\E\- Bezier: Similar to the Smooth interpolation, with the distinction that the
In/Out tangents are not synced.

NOTE: Clicking a Keyframe in the Timeline Editor with the Ctrl button down will cycle the
different Keyframe types.
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Keyframe Timeline Ease Editor

Timeline When a keyframe is set to “Ease” arrows
Default % Add Action will appear in the User Interface allowing
Action 1@ ‘@mggered By ©@. B | » M designers to modify the ease values. The
. 2 . same can be achieved in the Keyframe
Animathﬂ e [ [ [ e [ [ . . .
0:00 1:00 2:00 3:00 editor by entering the numeric values. The
v Image 1 N arrows allow for a nicer experience.
¢ b PositionX 43.. B —=
<© b PositionY 83.. — —=
¢ PositionZ 0.0 g
Keyframe Dragging the arrows inward or outward will
Name  [Keyframe 1 fore 000000002 mc?dlfy the numeric values in the Keyframe
editor.
Triggers | ~
% Properties
Name Value In Out
PasitionX 432 Ease 1.87
PositionY 837 Ease 1.87
PositionZ 0

Default Ease value can be set in “Config->Settings->Action”
Copy/Paste Interpolation

When pasting a copied keyframe, the user can decide to paste the interpolation information
only. This means the same smooth motion can be applied to different properties.

@ Add Keyframe

@ Delete Keyframe
eyframe | Keyframe3  ~ | & Set Default Keyframe

100 1:00 2:00 Cut Keyframe n

EE— O Copy Kofame

anZ
&

o« @ Paste Keyframe
@ —P .
¥ Paste Interpolation
© o E p
© Interpolation In »
@ @ .
o O Interpolation Out b
¢ @ Interpolation Both »

Keyframe Spline Editor

The Spline Editor offers users more control over their animations. Click on “Spline” to toggle
between the Timeline view and the Spline Editor.
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I

Default # Add Action

s 15 % 055, B 8| M 6B M copome et | o000 % % | e TS T Ry
— Foooaboaaoto b bo oo Lo oo o Lo oo oo Lo oo oo Lot
Animation |m)u 100 200 300 00 5:00 600 700 200 200 10:00 11:00 12:00 13:00

v Image 1
& Opacity 1000

v Image 1
<& Opacity 100,
4 ¢  PositionX 196.
<& PositionY 384,

Only one property can be displayed at any given
time. To change which property is displayed
click in the region to the right of the property
values.

Keyframes can be added and removed on the selected property at the selected point on the
curve.

I
PM Keyframe |K-zyf|ame2 v||CIl[Il02.‘I?E| Y G |@Pan | Zoom 2P .'. ]
I | I | I

Lot boono Lo Moo Lo bt oo Feovtono oot bootoo Lot Looioco Looc o Lot Lo oo Y
1 00 4:00 f 00 11:00

Add Keyframe Positionx

The zoom tool in Spline Editor mode only affects the x-axis.

Auto Fit to Height
The y-axis will automatically scale to contain all keyframes in view when Auto Fit Curve toHeight

is enabled.
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Add Keyframe PositionX
Delete Keyframe PositionX
~ |00 @ Set Default Keyframe

»* &

||||II§ cUtKeyfrEmE :
Copy Keyframe

Paste Keyframe

@

Paste Interpolation

Interpolation In 2
4 Interpolation Out r B
Interpolation Both 2

E #= Triggers (0} ...

Auto Fit Curve To Height

With Auto Fit to Height disabled the curve may appear outside the viewing area.

To Pan around the timeline on both the X and Y axis hold the middle mouse toggle wheel down
and move the mouse in all directions. Pan mode can also be entered by clicking the pan icon.

Q’}?Pan

:00 2:00 300 4:00 5:00

|| 00:00:00.00 5| %

Ay

4. Add Keyframe PositionX
@, Delete Keyframe PositionX
1 Set Default Keyframe

! hocabooa oo oo
Cut Keyframe .00

:00
¥ CopyKeyframe
Paste Keyframe

Paste Interpolation

S W

Hold

Interpolation In

= Interpolation Cut +
. Linear

Interpolation Both »
B S Smooth

| #= Triggers (0] ... Ea

v Auto Fit Curve To Height
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Interpolation modes are accessed via the context menu
by right-clicking on the keyframe

Interpolation Both: Sets both the In and Out
interpolation of the keyframe.

Interpolation In: Sets only the In interpolation of the

Interpolation Out: Sets only the Out interpolation of
the keyframe
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Triggers

The event driven model of PRIME allows users to trigger methods of any scene object. The
“Triggers List” lists all objects that have commands. These commands may be triggered from
any event within the scene, including a Keyframe event in the timeline. The trigger list is also
available to the Control Panel controls. The trigger list is available from any “Event” list.

Trigger List

4 Ii3 Actions -
[ Default
[] Action1

4 @ Clipl
[ Cue
[C] Play
[C] Stop
[7] Pause
[7] Resume
[ Rewind
7] End

4 4@ Crawll
[] Nene
[] Update
[ Clear

4 {f’} Timerl
[ Reset
[] start
[7] Resume
[7] Pause -

m

Triggered by List

In the event driven model sometimes it’s difficult to determine which event triggered the
condition, Action, script or any other trigger. PRIME has a “Triggered” by liust that will show you
what events will trigger your Condition, Action or Script or any other Trigger.

Usually the Lighting Bolt icon on a tool bar will open the “Triggered By” list to show you what will
be the trigger.

For example, in the “Condition” Editor:

Conditions

‘% x |’\_"__:'" E| ; Statements [i7] 13 [ds

@ Action: Action 1
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Clicking on the Lightning bolt will bring up the “Triggered By” dialog showing what event will
trigger “Condition1” in this example: In this example it shows that the “Text1 TextChanged” event
is the event that will trigger “Condition1”. Multiple events could hooked up to the same trigger.

Condition Triggers X

[* < Ewents Count
-

El Conditions
) Text 1
i [] Text Changed

@& Keyframes Count EI

Ohbject Narme Frame

For Timeline Actions there is a “Triggered by” button. The label also shows the number of
events that could trigger the Action:

Timeline
Default Action1 % Add Action

Action 1% 18 | 18} Triggered By ). [ [ |
t||||||||||||||||
1:00

Animation %00

v Text 1
Lo PositionX £40.0
Lo Positiony 515.6
< ScaleX 1.00

Timeline Triggers

Triggers can be applied to the Scene Group, Scene Objects and Resources via the Properties
Pane.

To add a Trigger to a scene obiject, first add a keyframe to the timeline then select a Trigger or
multiple Triggers from the Triggers list in the Keyframe Properties.
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Tirmeline ¥ Keyframe

Default | Actionl ||LILIACHD“1 :} MName Keyframe 1
Action ®»  Zoom ;9 D ﬁ

Triggers | Object: Clip 1, Play

- - ‘|||||||||||||||||||||||
Animation 0:00 1:00 2:00 + Propertics
4 Datal ¢
Triggers| | @ Mame Value In Cut
Triggers Object: Clip1, Play  Linear Linear

To add Triggers to the Scene Group use the command sequence in the properties pane.

Timeline triggers can not be added to Expressions, Parameters Conditions and Replaceables

Control Panel Triggers

4 Click

[ ﬁ Crawl 1 -
O . - - & Clipl
) [+ [i Datal
E Start Timer :I P G Timer1
: : Fecet
Start

(m i ]
Resume
Pause i

Triggering C# Scripts

C# Script functions can be triggered from the “Triggers List”
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hd Ii:} Actions

[] Default

[] suction 1
w |[2:] Conditions
~ |E| Scripting

Keyfrarmel_Trigger

[] Keyframel_Trigger1
b EE' External

[] External Action Mame
A E Sequence

[] Execute

[ ] MoveFirst

[ ] Movelast

[] MoveMext

[] MoveMextExecute

Application Logic is a scene that functions on application level.

Create a new or edit an existing Application Logic scene. Consider Application logic as a new
scene that gets created by PRIME at startup and runs continuously while the PRIME application
is running. There are a limited amount of scene resources available such as GPI out, PRIME
Switcher and XKeys. Parameters, Conditions and expressions are available as well. The
parameters defined here have a scope beyond Scene and Project parameters. Parameters
defined here are available to all scenes in all projects.

Application Logic Scene

When Prime is started, Application Logic Scene is loaded with all the events, conditions and
resources inside it. Prime creates an empty Application Logic Scene by default called
“Default.pal” and stores it in Prime\Settings\Logic folder.

This scene can be viewed and edited in Editor through File -> Application Logic -> Edit
Application Logic. The user can also create a new Application Logic Scene through File ->

Application Logic -> New Application Logic.

Application Logic scene currently supports Data, GPI In, GPI Out, Hot Key, Java Script,
Keyboard Bank, Message, Switcher, Table, and X-Keys resources.
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Resources

Data E GP| In
D GP| Qut Hot Key

Java Scnipt = Keyboard Bank

Message Switcher

Table A-Keys

Resources supported by Application Logic

These resources can be used the same way they are used in a project scene. There are
numerous scenarios this scene will enhance the experience of designing and working with

Prime.
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Examples of use cases:

Data object is created to evaluate conditions stored in Application Logic Scene.

Scene Tree Properties = Events

Data 1
v b
After Update
Condition dition1.Evaluate()

Parameter 1
Parameter 2

After Move Last

After Move End

After Start Of Data

After End Of Data

Timer Started Conditions.Condition2.Evaluate()

Timer Stopped

This example shows a data object, which is used to evaluate conditions to modify application
parameters.
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Properties =~ Events

Data 1
v Events
After Update

Data Ready

After End Of Data

Tirner Started

In this example Data 1 object loads its content from data source and fires Data Ready event,
which can be used to send a message stored in Message1 object
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External Activations

External Activations are functions that activate Actions and or Conditions in other scenes on
output.

v @ Actions
[] Default
[ ] Action 1
v [22] Conditions There are four possible arguments:
v |Z| Scripting
[ Keyframe1_Trigger <Channellndex> is a number describing a channel (one-based

so the first output channel is 1).

[] Keyframe1_Trigger! <ChannelName> is the text name of a output channel.

A @ External <SceneName> is the text name of a scene
] External Action Mame <ActionName> is the text name of an action
BugScene.Squeezeback
[ squeezeback All of these arguments support a wildcard (asterisk) in the
' following manner:
hd E Sequence
[] Execute o *
[] MoveFirst This will match anything. So * could match any channel, any
[] MoveLast scene or any action depending on which argument it is utilized

[] MoveMext for.

[] MoveMextExecute
o *Text

This will match any value that ends in "Text"

o Text*
This will match any value that starts with "Text"

o “Text*
This will match any value that contains "Text" somewhere other than the start or end.

You cannot use the wildcard like this:
o *Text1*Text2*
Supported External Activation Usage for Actions or Conditions:

e ActionName
This will match any action with the provided name regardless of which scene contains
it; only scenes on the same channel as the scene causing this trigger will be affected.
This is consistent with the original External Activation implementation.

e SceneName.ActionName
This will match any action with the provided name in a specific scene, but only on the
same channel as the scene causing this trigger. This is also consistent with the
original External Activation implementation.
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e Channellndex.SceneName.ActionName
This will match any action with the provided name in the designated scene, but only
on the channel indicated by the provided index.

e ChannelName.SceneName.ActionName
This will match any action with the provided name in the designated scene, but only
on the channel indicated by the provided name.

The same format exists to execute Conditions:
ConditionName

Scene.ConditionName
Channel.Scene.ConditionName
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Actual Usage Examples:
Imagine the following scenario.

e Two output channels: "Output1" and "Output2"
e Two scenes: "FirstNames" and "LastNames"

o FirstNames has an action named "SlideOn" and "Slide Off"

o LastNames has an action named "DissolveOn" and "DissolveOff"
e Play both scenes to both outputs

Now for crazy examples:

e SlideOn
If triggered from a scene on Output1, this will play action FirstNames.SlideOn.
If triggered from a scene on Output2, no actions will be played.

e FirstNames.SlideOn
If triggered from a scene on Output1, this will play action FirstNames.SlideOn
If triggered from a scene on Output 2, no actions will be played.

e **On
If triggered from a scene on Output1, this will play action FirstNames.SlideOn and
LastNames.DissolveOn.
If triggered from a scene on Output 2, no actions will be played.

¢ 1.FirstNames.SlideOn
Regardless of which scene activated this trigger, this will play action
FirstNames.SlideOn on Output1.

e 2.LastNames.DissolveOn
Regardless of which scene activated this trigger, this will play action
LastNames.DissolveOn on Output2.

e 2**0On
Regardless of which scene activated this trigger, this will play FirstNames.SlideOn and
LastNames.DissolveOn on Output2.

e *FirstNames.SlideOn
Regardless of which scene activated this trigger, this will play FirstNames.SlideOn on
both Output1 and Output2.

e ***On
Regardless of which scene activated this trigger, this will play actions
FirstNames.SlideOn, LastNames.DissolveOn on Output1 and FirstNames.SlideOn,
LastNames.DissolveOn on Output2.
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e Output2.FirstNames.SlideOn
Regardless of which scene activated this trigger, this will play FirstNames.SlideOn on
Output2.

e Output*.FirstNames.SlideOn

Regardless of which scene activated this trigger, this will play FirstNames.SlideOn on
both Output1 and Output2.
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Bindings View

Bindings

Vi ype A indings Tiggers Object Al v | (3 3

The Bindings view is a great tool for users to understand and visualize how properties within a
scene are bound to events. This is a great diagnostic tool.

In the above example the first item reads:

Keyframe 2 references a condition named “CDHeadshotOne”.
Source: The Object that has a binding

Bound To: The location of the source object binding

Target: The target object that is referenced by the binding
Binding: The target object the source is bound to

Value: The current value of the property
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Events

Events are the foundation of PRIME. Almost everything in a scene, meaning all objects, may
raise an event when any of their properties are changed. Most objects have events. Users may
“Hook Up” any “Trigger” (Above) to any event that gets raised within a scene.

Every Object will have an Event tab. Listed there will be commonly used events in combo
boxes. There will also be a list view to add as many events as the object has to offer.

Below is the “Property Changed” section of every Event page.

Events

Before Load

After Load

Before Play

Before Stop

After Stop

Before Close

After Close

[
[
[
AfterPlay |
[
[
[
[

4 Property Changed

4 Froperty Changed + Add 2@ Remove
+ - 2@ s Property Triggers
Property Triggers
Opacity Action: Action 1
Yolume Action: Action 2

4 LI 3

The following example shows the events available to a Clip Object that trigger any item(s) in the
Triggers list.
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Events

Finished |

4 Property Changed
+ Add x Remove

Property Triggers

File I:I

Frame
Height
Interlaced
Layer
Length
LightEnable
Locked m k
LockScalefspect
LockSizeAspect —
Loop
LoopCount
Loopln
LoopCQut
Opacity
Crder
OriginX
OriginY
Pivotx
Pivoty
Pivotd
Playing
Positionx
Positiony
Positiond —

| IS

m

348 | PRIME 4.10.10 User Guide Chyron



In this example, if the opacity changes it will trigger Action1. If the Volume property changes, it

will trigger Action 2.

Events

AR

Finished |

4 Property Changed
* Add ﬁ Remove

Property Triggers

Opacity Action: Action 1
Volume Action: Action 2
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Parameters Editor

The parameters editor allows you to create, modify and delete parameters. Parameters are
considered as storage locations for data. The scope of a parameters availability is either to all
scenes in a Project or for the individual scene only.

Parameters, Expressions & Conditions are documented in the PRIME Parameters, Expressions
& Conditions

Parameters [ Expressions b4

|A# Parameters *Add x Remove | m Link Project Parameter = | s E Save (7]
[fi=} Expressions MName Scope Type Value Bindings
Parameter 1 Scene - String - Hello Text2. Text

Parameters are useful for binding scene objects properties. To bind any Object Property to a
parameter:

1. Drag and drop the Object into the Binding column.
OR

2. Drag from the Scene Tree as in the example above. By dragging Text1 from the Scene
Tree into the parameters Binding column, the default property of the Text1 object is its
“Text” property. The binding is shown as “SceneName.ObjectName.ObjectProperty”.
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Expressions Editor

Parameters, Expressions & Conditions are documented in the PRIME Parameters, Expressions &

Conditions

+ Add x Remove

] MName Expression Value

| Expression 1 Imagel PositionX 468.323

i Expressions | Expression 2 Imagel PositionX +100 568.323

Double ~ Textl.Positioni
Double » Textl.Positionix

Expressions may be inserted into any binding that accepts a string of text.

Expression Samples:
e Set X position of one object to another:
Type Expression Bindings

Double Image1.PositionX Text1.PositionX

e Set X position of one object to another plus an offset:
Type Expression Bindings

Double Image1.PositionX + 100 Text1.PositionX

e Set Opacity of one object to another times a scale value:

Type Expression Bindings

Double Image1.Opacity *.5  Text1.Opacity
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e Set File of one object to the modified Text of another:
Type Expression Bindings

String "I\Graphics\" + Text1.Text + ".png" Image1.File
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Scene Control Panel

To add a Scene Control panel to a scene or base scene:

1. Navigate to Toolbox > Resources > Control Panel
2. Single click Control panel resource

Toolbox Scenes Transitions
Graphics
Effects

Resources
Audio
Base Scene BXF
C# Script Clip Player
Control Panel Data
El GPI In E 5P| Qut

Hot Key Java Script

I'.l;l }:.':E'_-rrhlj ard Bank

Message Switcher
Table &4 Timer

VB Script X-Keys

A single control panel resource can be added to each individual scene or base scene. Only one
control panel is permitted per scene.

To access the Scene Control panel:
1. Navigate to View > Control Panel

The Scene Control panel allows users to design their own panel and bind the Control Panel
Objects to Scene Objects. These controls are native .NET controls with a full array or properties
and events. These events are bound to the C# scripting editor. The events are viewed by
clicking the lightning bolt in the Control Panel Properties panel.

A simple way to bind objects is to drag and drop existing Actions from the timeline, or drag and
drop existing Scene Objects from the Scene Tree to the Control Panel. This will automatically
add and bind these to the Control Panel Control.
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Control panel Controls have their own set of bindings

~ Bindings
o Add ~ & Edit 3¢ Remove

Target
Texct 1. Text

Control Panel Binding Properties

Mode - Project, Object, and Keyframe
Object - objects within the Scene Tree
Property - selected object properties

Clicking Add will create a blank placeholder Binding which allows users to manual type the
Mode, Obiject, and Property desired.

Project.5cene Group.Camer e

You can also click the dropdown next to add and select the Mode, Object, and Property.
~ Bindings

o= Add + & Edit 3 Remove

Made Ohject IV
Object | ~
Property ~

355 | PRIME 4.10.10 User Guide @hyronp



Selecting a target binding and clicking edit will bring up a populated dropdown Ul with the Mode,

Object, and Property.

~ Bindings
o= Add ~ & Edit 3 Remove

Mode Object I

Object | Al Text 1

Property  Text ~

Selecting Project Mode allows users to select the primary project scene group and the scene

group properties.

Maode Project ~

Object | [ Scene Group

Property ~

AutcPriority
BlendingMuode
Camera
DepthFuncticn
Doubleside
Drawkode
Enabled
Layer
_|LightEnable
f-, Spling Lugcked
oo ModeColorld
30 12.0 Opacity
Pivoti
Pivoty
Pivotd
PositionX
Position
PositionZ
PreviewOnly
Priority
Projection
ProjectionCenterx
ProjectionCentery
RotationOrder
RotationX
Rotation
Rotation?
Scalelink
ScaleX
ScaleY

Selecting the Keyframe Mode allows users to select an Object, Action, a specific Keyframe, and

the Property that has a Keyframe.
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Mode Keyframe w
Object | Al Text 1 -
Acticn Action 1 w
Keyframe Keyframe 1 "
Property iOpacity I

Control Panels have their own set of Properties:

Properties  Events

B E Control Panel Hy

~ Control Panel

B Aute Tab Index

Theme  Application &

v Appearance
Text
Font Segoe UI, 9.00

ForeColor

Back Color

~ Layout

Location X 0 ¥ 0

Size Width 400 Height 600

Auto Tab Index - sets the tabbing order for items on the control panel based on their position.
The tab order is set automatically from left to right and top to bottom. To set a custom Tab Index
uncheck this option and set the Tab Index using the advanced properties.
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Advanced X
=ilaEly |3

Locked False ~
»  Margin 3333

Maximum 100
3 MaximumbSize 00

Minimum 0
> MinimumSize 00

ReadOnly Falze

RightToLeft Mo
> Size 120, 23

TabIndex 2

TabStop True

Tag

TextAlign Left

ThousandsSeparator False

UpDownAlign Right

UseWaitCursor False

Value 0

Visible True

Selecting the lightning bolt will show all the events for the control:

E =

b

Bl (DataBindings)

AutoSizeChanged
AutoValidateChanged
BackColorChanged
BackgroundImageChange
BackgroundImagelayoutt
BindingContextChanged
CausesValidationChangec
ChangeUlCues

Click

Client5SizeChanged
ContextMenuStripChange
ControlAdded
ControlRemoved
CursorChanged
DockChanged
DoubleClick

DragDrop

DragEnter

Dragleave

»

m

(DataBindings)

The data bindings for the control.
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Buttons allow users to bind different types of commands within the “Properties panel” of the
control. In this example, the button is bound to a Condition.

Properties  Events
v Button 1

v Appearance
Text Button 1
Font Segoe Ul, 9.00
Fore Color _
Back Color |:|

v La yo ut
Location X ¥

Height

Actions
Default
* Conditions
Goal Announcement OMNE
Scene

Play

Sto p

=

External

¥ = Sequence
Execute
P'J I

You can continue to bind as many commands to the button as needed.
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Shortcut Keys

PRIME has a Shortcut key manager for both play out and design

Shorteut Keys Editor EnL |
""3 Shortcuts File  C:\ChyronHego'\PowerBox\Editer Shortcuts.xml g
Mame Description Keys i
Graphics I
S\ Add Text Add Text to canvas Ctel+T
[&=] Add Image AddImage te canvas Ctrl+]
@ Add Clip Add Clip to canvas Nene
< Add Group Add Group to canvas Ctrl+G
Add Video Input Add Video Input to canvas None
[P Add Cube Add Cube to canvas Nene
@ Add Model Add Model to canvas None
Effects =
4= Add Crawl Add Crawl effect None
oo Add Auto Follow Add Auto Follow effect None
3 Add Mask Add Mask effect None
|£| Add Warp Add Warp effect Nene
] Add Transition Add Transition effect MNone
| Add Crop Add Crop effect None
[&E Add Render Texture Add Render Texture effect None
/ Add Page Tum Add Page Turn effect Nene
= Add Material Add Material effect None W
'y Add Light Add Light effect None
W Add Blur Add Blur effect Nene
Resources
[ & Add Data Add Data resource Nene
& Add Audio Add Audio resource Nene
|=] Add Script Add Script resource Nene
1 Add Message Add Message resource Nane
L) Add BXF Add BXF resource Nene
¥ Add Ancillary Data Add Ancillary Data resource None
@ Add Timer Add Timer resource None
Modes
Activate Canvas Mode Activates canvas mode Shift+C
IActivate Control Panel Mode Activates control panel mode Mone | e
] m p
[ ok || cance || Resst |[ appy |

To assign a shortcut key select an item from the list, place your cursor in the “Keys” column and
begin to press the keys on your keyboard you wish to have as the shortcut.

As the application grows the list of available functions will appear in the “Name” column.
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Parameters, Expression & Conditions

Parameters, Expressions & Conditions are documented in the
“PRIME Parameters, Expressions & Conditions.pdf” file located in the PRIME Documents folder.

PRIME_Parameters_Expressions_Conditions.pdf

Replaceables

Description Value I js Character Limit

1:05

Rangers

T AAMAANN

~
b4

%

Any and all properties can be set to be able to have its property value changed via automation
or CAMIO using the “Replaceables” table.

Reorder- Drag and Drop Replaceables to reorder
Order- Used to fulfill data from the Intelligent Interface “W” command. To disable Il for a
replaceable object click on the numeric value. Disabling Il on a replaceable will
automatically renumber the replaceables list order.
Auto Erase - Used to erase the default value. Used mainly for LUCI/CAMIO
External Updates- Used for Intelligent Interface “X”-"R” command set.
Databound - Enable any replaceable object that is getting updated from another object
like dataobject, parameters, XMP.

e Show/Hide Replaceable - Used to show or hide a replaceable object from Playout’s
Replaceable Panel and Edit Scene Messages
ID - Alphanumeric updateabile field
Description - Alphanumeric updateable field. In LUCI/CAMIO Description will be the
object name visible to producers in the LUCI NRCS plugin.
Value - Updateable field for object’s value
Bindings - Objects that the replaceable is directly bound to.
Character Limit - Limits the number of characters allowed for text objects. This is applied
in LUCI/CAMIO.
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By default, All replaceables added to a scene will be visible in the replaceables panel in
Prime Playout. You can choose not to have certain replaceables visible by utilizing the
new Hide/Show Replaceable menu introduced in PRIME 4.9.0

Base Scene replaceables will not be visible automatically in the replaceables panel.
Manually add the base scene binding object to the parent scene replaceables (preferred
option) or add the base scene replaceable to the parent scene replaceable. You must
enable databound on any base scene replaceable object, you intend to add to a parent
scene’s replaceables.
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Effect

In/Out

Effect In and Effect out are properties of the scene. The Effect in and Effect Out combo box will

show the “Trig

gers” list.

Select an Action(s) as your effect In/Out or select a Condition to use “Conditional Transitions”.

(See the “Conditional transitions” section.

Other choices are available as your Effect in/out as well such as a script or External Activation

(Trigger an action in another scene).

MNew Scene

w Scene

Version

2.0.1.16

@ P e el 2

Description |

Channel ||3"E1‘:ELI|t V|
Layer 1 =
Effect In
Effect Out v I.ﬂ Actions
[] Default
[] Action 1
. [ Actien 2
w Resolution ] Action 3
Format 104 Conditions
[J conditien 1
 Thumbnail [1 Conditien 2
[] Conditicn 3
v E Scripting
Chool [ MewScene_Fffectin
hd @ External
[] External Action Name
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Conditional Transitions

There are two types of “Conditional Transitions”.

1.) Rules that evaluate which transition to trigger as the Effect In play based on conditions

within the scene itself.

2.) Rules that evaluate which transitions to trigger in other scenes on output at the time the

current scene plays to output.

Prime uses its “Conditional Manager” to manage the |

ogic.

Users can select an action from the list or select a Condition to evaluate which transition to

play as the effect in.

Properties  Events

Mew Scene

 Scene
Wersion

Description
Message Id
Channel
Layer

Example: If the Title text is blank trigger Sl

Name ONLY Action otherwise trigger the
Effect In Action.

Effect Out

“ Resolution

Format | 10§

* Thumbnail

Update F

Choo|

& o e i = E

L

Default e |

1 a

-

Condition: Condition 1

A |i$ Actions
[] Default
[] EffectIn
[] Effect Out
[ Textin
[] Text Out
[ Mame OMNLY In
w [ Conditions
Condition 1
[] Cendition 2
[] Condition 3
hd E Scripting
] MewScene_Effectln
hd @ External
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Parameters / Expressions  Conditions
“onditions E& x Statements [i7| kA ] Operators [=] [i=] [<| [z| Commands (&) Trigger [ Property |a

Condition 2 v iF] Title, Text=""
Condition 3 @ Action: Mame OMLY In

W el

@\ Action: Effect In

Functions that allow evaluating the scene that’s on the output channel.

From the condition editor the following functions are available for use
with Conditional Transitions:

Channel.lIsSceneOnOutput(string sceneName)

Returns true if there is another scene matching the given name on the current channel; the
current channel is defined as whatever channel the scene executing the expression is on.
This does not match the scene responsible for executing this function.

The sceneName can include wildcards like the External Action Trigger work from earlier this
year.

Channel.lIsSceneAndNameOnOutput(string sceneName, string layerExpression)
Returns true if there is another scene matching the given name and layer restrictions on the
current channel; the current channel is defined as whatever channel the scene executing the
expression is on. This does not match the scene responsible for executing this function.

The sceneName can include wildcards like the External Action Trigger work from earlier this
year.
The layerExpression behaves like the feature in Intelligent Interface (>1, 1, >=1).

Channel.IsDescriptionOnOutput(string description)

Returns true if there is another scene matching the given description on the current channel; the
current channel is defined as whatever channel the scene executing the expression is on.

This does not match the scene responsible for executing this function.

The description can include wildcards like the External Action Trigger work from earlier this year.

Channel.lsDescriptionAndLayerOnOutput(string description, string layerExpression)
Returns true if there is another scene matching the given description and layer restrictions on
the current channel; the current channel is defined as whatever channel the scene executing the
expression is on. This does not match the scene responsible for executing this function.
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The description can include wildcards like the External Action Trigger work from earlier this year.
The layerExpression behaves like the feature in Intelligent Interface (>1, 1, >=1).

Channel.lsLayerOnOutput(string layerExpression)

Returns true if there is another scene matching the layer restriction on the current channel; the
current channel is defined as whatever channel the scene executing the expression is on.
This does not match the scene responsible for executing this function.

Scene.Layer
Returns the layer of the current scene.

Scene.Loaded
Returns true if the current scene is loaded.

Scene.Playing
Returns true if the current scene is playing

Scene.Name, Scene.Description, Scene.Locked, Scene.Version, etc. have also been added.

Examples:

Create some Effect In Condtions:

Conditions
Conditions o 3§ | = | Statements [i7] |15 [ Operators [=] ['=] [<] [>| Commands (£} Trigger [ Property |x

Effect In Condition ~ [2:] Effect In Condition

v [iF] Channel.lsDescriptionOnCutput("Full Screen”)
2} Action: Back to Back Full Screens

W felsz

22| Action: FullScreen In

Conditions
Conditions l* x | E (=] Statements [i7] [ k2] Operators [=] [i=] [<] [»] Commands [T} Trigger [ Property |x

Effect In Condition v [ Effect In Condition

v [if| Channel.ls5cene0nOutput("Full Screen Stocks")
@ Action: Stocks In

W fels

@ Action: Effect In

Hook up the “Effect In” as a “Condition”:
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|| 5 | Mew Scene o (Ad e (24 |H

“ Scene
Versicn 3.02.5
Description |
Message |ID |
Channel Default e
Layer 1 -
Effect In Condition: Effect In Condition -
w i
Effect Out % Actions
[] Default
[] stocks In
[] Effect In
 Resolution

> E' Scene

Format 104 Conditions

w Thumbnail

Update F

Chool

» Command 5eq

o Add P Rer

-

[] Effect In Condition
hd Scripting

[] MewScene_Effectln
hd @ External

[] External Action Mame
hd E Sequence

[] Execute

[] MoweFirst

[] Mowelast

[] MoveMext

[] MoveMextExecute
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Update In/Out

Prime will automatically apply “Update In/Out” rules if the incoming message uses the same
base scene as the outgoing message.

The Transition effect applied to the object will trigger automatically.
For a two line lower third,

If Message 200 (Not Scene, but Message) is on air and its base scene is “Lower third” and
message 201 is cued and uses “Lower Third” as its base message then the transition that is
assigned to each of the two lines will trigger when the incoming scene 201 is played.

IMPORTANT: The “Replaceable’s list will determine which scene objects transitions will be fired.
Add each object to the Automation ID list that you wish to be applied to Update In/Out.

Scene Tree X
| _
@20 & Objects Effects
Mew Scene 1
v @l Scene Group
Image 1
\,{B’ Resources
|E| Parameters
el Expressions
[2z] Conditions
(| Replaceables

& Control Panel

Z=| Scripting

By default an incoming scene is prioritized over an outgoing scene. The Auto Priority sets the
priority value for graphics automatically with respect to their position in the scene tree. To
manually adjust the scene priority uncheck the Auto Priority in the Scene Properties and set the
Scene Group Priority > Render > Priority value.
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Properties  Events

Scoreboard Table Row ﬁ ;#‘ @ ”

v Scene
Version 2634
Description | |
Keywords | |
Style | |
Channel Default v/
Layer Properties  Events
Effect In | Effectin.Play() ~| W |Scene Group ] | at A
Effect Out |E1"fect0ut.PIayU v| ~ Render
Layer In | “] Projection | Inherit v|

Layer Out | v| Projection Center X Y

Preview In | " | Light Enable Depth Function

Update Behavior | Update Values w | Double Side Blending Mode
[ Aute Priority Priority Preview Only

API & Scripting

API & Scripting is documented in the PRIME_AP| Scripting Guide document.
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Bypass

Systems with a compatible Matrox DSXLE4 card can switch between Bypass and In Circuit
directly in PRIME Playout.

When using a compatible DSXLE4 card and Matrox Hardware is selected, users can switch
between In Bypass and In Circuit by clicking the Bypass menu in the bottom right hand corner of
PRIME Playout.

v/ Go In Bypass

Go In Circuit

In Bypass

Go In Bypass: System will not output PRIME graphics and video input will pass through
Go In Circuit: System will output both graphics and video input

]
Not Available

PRIME Bypass Not Available Scenarios
e The Bypass Device is set to None
e The Bypass Device is set to Matrox and an incompatible Matrox card has been detected

e The Bypass Device is set to External Panel but the External Bypass Panel is not
detected or has thrown an error.

*Please see the PRIME Playout Configuration Guide for Bypass Configuration details.
*External panel detection executes when switching to In Circuit.
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Power Clips
Adding and Configuring Power Clips Controllers

Showing the Power Clips Controllers O ChyronHego Prime Offline 2.0.0.55

Power Clips are clips that are not part of individual scenes ' © il Teols  Config  Help

but clips that can play from the independent clip players Pre HLL LIPS

created and configured in the “Playout Configuration” Clips Add Playlist...

. L t
When A clip player is added through the PRIME Playout & Clip s g
Configuration, the player clip controller becomes »  Preview 1 Channel
accessible in the Runtime user interface menus. +  Program 1 Channel

v Preview 2 Channel

«  Program 2 Channel
Checking a clip player to view will show the Clip Player Clip Qutput 1 Channel
and its controls: Clip Output 2 Channel
Clip Qutput 3 Channel
Clip Output 4 Channel

¥ Clip Player 1
Clip Player 2
«  Clip Player 3
Clip Player 4

Automation Manitor
Workflow Monitor

Project Parameters
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Clip Player 1 Transition None *

00:00:00.00

Playing
Cued
Transition None =
~  Show Playback Controls Selecting the drop-down caret in the upper right corner
Close allows users to select to show/hide Playback controls.

Default Transition

Assign a default transition for clips that play from this controller.

Playing Power Clips

Clips played with this controller will play to their assigned channel and layer which is defined in
the Controller setup not the clip itself.
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Clip Player 1

[] . L =

* R WA
PR R ILIAY NIGH T S

TOUCHDO W/V

M >us

Clips can be played back by automation under various protocols or manually by dragging clips
from the current Projects clip folder or the common clip folder.

Editing the Clip Metadata

Clip files consist of two files, 1.) The actual media file such as MyMovie.mov and the
associated side car file that contains all the metadata associated with the clip. Information
stored there are settings like “Hold first Frame”, “Description”, Thumbnail etc.

Prime Clips do NOT use a backend database, instead it uses the Windows file system as its
database and the Windows Search API for searching.

Clips are stored in your Projects “Clips” sub folder or in you Projects Common Clips folder:
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Images Clips  Fonts Audic Scripts

ﬁ Clips \ Common '@ '(.Eaﬂumnmn ‘;.DI -

Maszk Clips Mews Warp Clips Weather

X
) Bormeem

CH Lego CREATEMORE LIVE_HSFE
NEWS
- A -
MOMITOR_LOOP_C MOMNITOR_LOOP_ Mountains MASCAR

SFB

MewsReaderl Red Background Sample_clip_1 Sample_clip_2

fre Syep 2
Tt i

T

¥
X

Sampl é_clipj : Sample_clip_4 Sample_clip_3 ‘ am ple_r_li_En

To edit your clip right click on your clip to edit all the associated meta data for the selected clip:

I Edit Clip

MONITOR_L Edit Power Clip
SFB

This will bring up the standard clip dialog:
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& Edit Clip - [u] X

Clip
Nare [MoNITOR_LOOR_HSFB |
Path [I2Prime! Projects\ Common\Clips\MONITOR_LO(| ; . _._ ‘— ’

e (% K * x)
- | ERIDAY NIGHT,
=% | ToucHpowNN,

Thumbnail Update

DAY fiiaiiig

p— 1/
7
TD.""FFF%WN 00:00:00.00
{q
.-.-" -,L--""\
Playback
Volume hoo = [ |

Camio Channel | |

[] Show First Frame
0.00 1.00 2.00 3.00 4.00 5.00 6.00 7.00 a0
i

[ Hold Last Frame d ; L ! i i i \ ’
a0
Position | 00:00:00.00 | Trim In | 00:00:00.00 = Trim Qut | 00:00:08.01 =
’ M 1m0
[ Loop 2
OK Cancel

Insert all the meta data fields you require.

4-point looping is available using the clip timeline cursors.

Creating a Power Clip
A Power Clip is the ability to add Graphics, Text and other scene elements to your clip.

Select a clip from your Clips database and select “Edit Power Clip”:

INIGT (' Edit Power Clip
SFI= = '

This will launch the Advanced Power Clip Editor allowing you to add more elements to the clip.
As you can see a “Power Clip” is essentially a scene with the base clip at the heart of it:
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In the following example we will add an image and some text to the clip. We will add an
animation to animate the image and text on.

[ o—rs rsgees - MONETCIR LOGE HEFRLpec - B x

Fle B ew Tk Help

B Pt ot L

solbon foemes Transtic - s
- - 3 o liss ot 7 i G PTPPPPRL. . il o i =
e . . .- fanden
B it lapt
B Medel - ~ Tuaefoem
1 ] Pk x| s8] v [ Sws] z| a0
e (2. 0.6. 6 o ATl s e
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From the Timeline “Default” transition | will fade up the logo and animate the text to move on
screen from screen bottom.

Timeline

X
Default % Add Action Default v
Action | Triggered By 0. B ‘ ) Keyframe |Keyframe 1~ | 00:00:00.00 5] @ Zoom P - 2
A I T e O e I O I T T T I T T T rr e e
Animation 0:00 1:00 200 3:00 400 5:00 600 7:00 200 %00 10:00 11:00 12:00 13:00 14:00 15:00
v ChyronHego Logo @ @
> b Opacity 3.0 @ @

> PositionX 392.0
> PositionY 2847

v Logo Text z z
5> Opacty 1000
> PositionX 392.0
> b Position¥ -106.5 B B

Save the clip.

When the clip is played the “Default” transition is played dissolving up the logo and animating
the text to move into position from the bottom of the screen.

You may want to update the thumbnail associated with the clip. Select the top node from the

scene tree. From the scenes property editor, you will see a “Thumbnail” section. Select “Update
from Canvas”.

- o x

B prvect o the e o B eyt
i e Move i Seale M8 Retate Jo Pt | 2+ 7« | 9 Dedete B Lo B AueSdes  Pupertie fomsy

- - ; G e e e B e e e i i e e e ’
o Ten = image ™ e : gt
Bor W | D . * s

i Growg o Model i
B Ractangle B cube * | ' | ¥ Deseription

 cicke @ g

So WERIDAY NIGHT, T

B Maters J gt et
B Render Tt |57] Warp T [
Page Tum D Transiticn
OUCHDO
T Charsctar “ Reschuson
[—— - k . ot T
B Dea © Tomer \ i N~
¥ fuse Serpt { | i
LI (Pl i UpiSate From Caevics
| Cheea e

L

ChyronHego

Q‘) ]|

Power Clips will have an icon in the thumbnail in the browser. This clip is a Power Clips and has
key as shown in the browser by the two icons in the lower right hand corner:
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(rmdk ey

=aoA

ToucHpowN)/

Ca~

MOMITOR_LOOP_HSFB .

To Expose the Image and text to the Playlist or CAMIO/LUCI add the items to the Automation
List:

Automation |D Editor

x Remove ﬂ,
Id Bindings Order
2 @ Clipl.File 2

ﬁplag,rlist [ EEDE*HjI | Group *Remmre

I Mame Channel Layer Status
0 v E MOMITOR_LOOP_ ...  Clip Player 1 00:00:08.01
d’k Text 1 ChyronHego
'ﬁ Clip 1 EvPrimet. AMONITOR_LOOP_HSFB.mov
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Creating Clip Transitions

From the Designer File menu select “New Clip transition” to open up the Clip Transition Editor

Edit View Window Tools

Mew Scene
Mew Master Control Panel

Mew Transition

1M & iE

Mew Clip Transition

Select Your “In” or “Out” transition from the Scene Group

Scene Tree
PEC|2ER
@3 @Y Objecs Effects

B Mew Transition
B v &) Scene Group
Cut
In

The Time line Editor allows you to keyframe your effects

Timeline

Default Transition "% Add Action
Action 13 I |Iii§ Triggered By (0) .. [ [ | B4 M Keyframe |Keyframe1 || 00:00:00.00 5| @

Animation {I::C:||||||1|:‘!“|}|||||||2|:‘|}||]|||||||3|:‘|}éll||||||4::‘!“|}|||||||5|:Lblllllllﬁ::‘|]all
w Out o

&  Opacity 0.0 @

4 PositionX 0.0

& Position 0.0
v |n &

&  Opacity 1000 @

] PositionX 0.0

< PositionY 0.0

Your transition can now be applied to a Clip using the “Edit Clip” menu
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(@ Edit Clip
5 I  Edit Power Clip
Generate Sub Clip

= MOTICIERL

Select your clip transition from the “Transitions drop down menu.

B Edit Clip — [m] ®

Clip

Name [sample_clip_2 |

Path [\Prime\Projects\Samples)Clips\Sample_clip_2..¢|

Dimensions [1080i59.94 Hz |

Codec eTc |

Metadata

Title [ |

Keywords \ |

Description ‘ |

Thumbnail Update

00:00:00.00

Playback
Volume 100 = |

Transition ~

Camio Channel |2 Clip Transitions \ Common 0 &4 Common 2 -
IN 400 500 6.00 700 715

lcons  Clip Transition  Clip1

I Out | 00:00:07.15 5

BB iE

oK Cancel
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Creating a Sub-Clip

Right click on a clip and select the “Generate Sub-clip” menu item to bring up the clip editor

[@ Edit Clip
@ Edit Power Clip

NewsReat Generate Sub-clip

Cut
Copy
Paste
Sample_cl
plE. Rename
Delete
Open File Location
Mew Folder
L= ==
TES2 Refresh
Properties
@ Generate Sub-clip m| ®
Clip
Name [NewsReadert 1 |
Path |\:\Prime\Projects\Common\CIips\NewsReader1.g|

Dimensions [1080i 59.94 Hz |

Codec |GTC |

Metadata

Title

Keywords

Description

Thurnbnail Update

00:00:00.00

Playback

Volume 100 2 [ ]

Camio Channel | |

[ Show First Frame
[] Held Last Frame

000 100 200 300 400 500 600 7.00 800 9.00 10.00 1100 1200 13.00 1400 1500 16.00 17.00 18.00 19.00 20.16
' v I v I ' I I ' ' i h ' v i i h i i i P

Position | 00:00:00.00 (= TrimIn | 00:00:00.00 = Trim Qut | 00:00:20.16 =

[ loop 2

2016

j

KT

oK

b

Cancel

Set new In and Out points to generate the new sub clip
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Searching for Clips

Primes Search functionality uses the Windows Desktop Search API used in Windows Explorer.

Note: PRIME does NOT support search capabilities for projects on mapped drives due to the Microsoft Search API

The Browser search box:

@ Clips @ @Comman || |v ﬁ -

Searches can be saved and edited:

0 4 Common | [ @
E “ i Edit Saved Searches

Edit/Save Searches

Clips: Edit Searches - O X

+ Add x Remowve

Mame Queny

If you type into the Search Field Prime will search the following fields;

Name, File Path, Description and Keywords.
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Images Clips Fonts Audio Clips

 Clips \ Common \ Weather 3 < Common 0 | |-
~
- e o £ """l."--
= @ aa _ s
- &£ £ &£ &
ChyronHege Interstitial  Clouds_Wispy_256 Cloudy_Bright_256 Cloudy_Dim_256  Cloud_Big_Bright_256
Weather Watch
.__..'.'{.J'.i:_.".l y - " o
P4 {ay -
Cloud_Big_Dim_256 Cloud_Big_Stormy_256 Fog_256 Hurricane_236 Mostly_Cloudy_256
B . P . P . P
Masthy_Sunny_256 MovieFiles (1) Might_Clear_256 Might_Flurries_256 Might_Fog_256
Might_Meostly_Clear_25 Might_Maostly_Cloudy_  Might_PCloudy_256 Might_Rain_236 Might_Snow_256
Might_Thunder_256 Rain_Extreme_256 Rain_Heawy 512 Rain_Light_256 Rain_Moderate_236
=) B B B p ¥

Now type in “Rain” results in: (any file that has “Rain” in the Name, File Path, Description or
Keyword will show up as a result of the search)
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@ Ciips \ Common \, Weather % 3 Common 2 [Rairl |v

&£

Might_Rain_256 Rain_Extreme_256 Rain_Heawy_512 Rain_Light_256 Rain_Moderate 256

o

Snow_Rain_256 Sun_Rain_Showers_256 Thunderstorm_Rain_23

Advanced Searching

Click the magnifying glass icon to launch the advanced search dialog

i '(SE‘Cmnmn |v$fai, -

A2 Advanced Search x

Properties Condition Value

Accessed ~ | is w Tuesday , November 08, 2016 B~ |

Attributes AND OR NOT Add
Computer
Created |
File description

File versicn
Folder path
Frame height
Frame rate
Frarme width
Held last frame
Itern type
Length
Location
Modified
MName

Cwner

Shared with Search Cancel
Show first frame

L de o amno

The advanced search allows searching on all the fields associated with clips

For extended search and filtering capabilities use the extended windows search terms

Microsoft Generic Search Query
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Microsoft Image Search terms:

Microsoft Video Search terms:

Examples of extended search terms:

System.FileDescription
System. Title

System. Video.FrameWidth
System. Video.FrameHeight
System.Video.FrameRate
System.Keywords
Prime.HoldLastFrame

System. Video.FrameWidth:>10

Archiving Clips

Clip files consist of two files, 1.) The actual media file such as MyMovie..mov and the
associated side car file that contains all the metadata associated with the clip. Information

stored there are settings like “Hold first Frame

Right click on a clip:

Set the destination for the archive.
Add a prefix or suffix to the clip file.

, “Description”, Thumbnail etc.

Move the Media file. This option moves the actual clip file otherwise just the associated

metadata file is moved to the archive folder.
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Edit Clip
Edit Power Clip
Generate Sub Clip

Cue
Play
Stop

Clear

<N A

Asset Viewer

Camio Upload b
Content Distribution 3
Cuality Control

Archive Selected...
@ Zip Selected...

Cut

Copy
Paste

Rename

Delete

Open File Location
Mew Folder

Refresh

Properties

Archive Selected Clip Files

Destination

| [:%Prime\Projectsh\Elections\ Clips

[] Add Prefix |

[] Add Suffix |

Move Media File o

|Clip Name 001

OK

Cancel
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Clip Recorder

Adding and Configuring Power Clips Recorders

To add Clip Recorders, view the PRIME Playout Configuration Guide

View the Clip Recorder
File

B Pre

Prewiew

Once Clip Recorders are added in the PRIME Playout
Configuration they will become accessible in the “View”
menu

" ChyranHega Prime X 2.0.0.47

Tools  Config
Add Browser .,

Add Playlist..

Help

Layouts

Prewview 1 Channel

Output 1 Channel

Clip Recorder 1
Clip Recorder 2

Automation kMonitor
Yiforkflowe Maonitor

Project Parameters
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Clip Recorder 1

Doremi Labs
Test pattern gene

HDGZ20O

Doremi_Labs
Test pattern gene

HDGZ20

18125148106

o "% 5| 8

Location INPrirmehProjects\Mewr Project 1T .. Input Inputl -

Clip Record functions:

e Quick Record- Starts recording immediately from the selected input.
e Record-Brings up the record dialog allowing users to enter meta data to be associated
with the clip and select clip compression.
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Record Clip (Clip Recorder 1)
tart Recordin fop Fecarding and awe ommpression  JPEG
03 R ding [0 Stop R ding and = Cormp i

Path IM\PrirmehProjects\Mew Project 18Clips B
Marme oonoonoz

Keywords Chyronhego

Descriptian SPr newes

[] Show First Frame [] Hold Last Frame

Dane

e Frame Grab-Grab a single frame of video input
e Stop-Stops recording the Quick Record

Clip Convertor

See the separate document on the Clip convertor/Watch folders.
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CAMIO

Template Preparation

Clips and Graphic Templates can have replaceable elements that will show up in the

ChyronHego NRS plugin. To define which elements will show up add them to the “Replaceable
Editor” found in the Designer. Drag and drop from the scene tree the elements you want to

exposed to the NRS plugin for producers to be able to fulfill.

Note: these elements will also now be shown in the Play List as well.

Replaceable Fields

Scene Tree

E &

@3 D. & Objects
Mew Scene
v &) Scene Group
Image 1
% Text2
a Text 1

@ Resources

Parameters

Expressions

Conditions

v Replaceables

[ ] Text? Text
[ Text? Text
[ 1 Imagel File

Control Panel

E Scripting

Effects
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Auto Erase

Replaceable Editor x
x Remove ﬁ“

D Description Bindings Order Auto Erase

Text] Text Enter the Persons Name: af& Textl Text 1 |:|

Text2 Text Enter the Persons Title: a%. Text2 Text 2

w

Imagel File Select an Image for this person:] [ BT 1Rzl _“

Id: This is the ID automation will use to identify this item.

Description: This is a user-friendly description and is also used in the NRS
Plugin (LUCI) as the label for the replaceable item.

Order: Used by legacy automation commands.

Auto Erase: The data in this field will be erased in LUCI when the template is
selected.

LUCI Preview Only

The “Preview Only” option allows for scene elements to be visible in LUCI templates and
Previews. Any Scene object that has “Preview Only” marked as “True” will be visible in LUCI but
will NOT be visible on the Playout machines. This option can be toggled On/Off from the “Tools”
menu. When set to “Inherit” the setting will inherit from its parent. This way an entire group can
be “Preview Only” by setting the Groups “Preview Only” setting to True.

- X
w | Program | Layout | Default v” Playout
-.égWorId O, Auto Select  Properties  Events
520 2000 2080
|Image 1 | b=l
v Render
Projection Inherit ~
Projection Center x | 00| v [ sw0]

Light Enable | Inherit +  Depth Function |Inherit ~

Double Side | Inherit  ~ | Blending Mode | Inherit ~

Texture Quality Texture Wrap Clamp ~
Priority 2000 Preview Only

v Transform | Only show graphic when rendered for MOS Preview

Position x| 950.{:| v| 540.{:| z| {w|

Scale x| 1.oo| v| 1.oo| z|
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@ ChyronHego Prime 3.1.1.0 Scene Designer - New Scene 3.pbx™

File Edit View Window WRCGIH Config Help

g Project |Samples

Toolbox  Scenes

Graphics
2\ Text
& Clip
5 Group
™ Rectangle
e Circle
@ Pod
Q Polygon
! Freehand
Effects
«+ Align

0 Auto Spacing

v Rulers
Snap
Transitions
Snap To
[=] Image Show Wireframe
Video In Show Mormals
@ Model Ay
+  Show Preview Only
D Cube
o Sphere Mew Guide
> :
n Cylinder Show Guides
Lock Guides
& Cone
Clear Guides
@ Tube
'ﬂ‘ Unzip Assets
o Asset Viewer
5 Auto Foll &
& Blur
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Publishing

Publish a single scene

Right click on a scene or clip and select “Upload to CAMIO”. Select the CAMIO server from the
list of available servers defined in the above configuration:

Scenes  Messages Images Clips Fonts  Audio  Scripts

El Scenes

=Line 1
»Lina 2
p|ﬂ)’ =Line 3

=Lino 4

Stop

elLinp 5
—_— Y

Clear

F§ [ Asset Viewer FS - Double Ender

Camio Uplead v 10.10.26.31/NEWS/Messages (Default) |
| Content Distribution v B =
_ Quality Control »

Publish a Project

Click the Project Icon in the upper left hand corner of the Runtime user Interface and select
“CAMIO Upload” menu. Select the CAMIO server from the list of available servers.

File View Tools Config Help

Project | Mews Demo W IE‘SCE”E| |=“llr
MNew
Open...
Clear
M Publish b m
@ Unpublish »

Camio Upload  » 10.10.26.31/MEWS/Meszages (Default) |
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CAMIO Playback

This section refers to the PRIME Playout devices

Configure the CAMIO Server:

From the Runtime User Interface select the menu Config->Settings->CAMIO. Press the “Add”

button to configure CAMIO Server(s):

Select CAPMIOD Destination

CAMIO Server

Address 10.10.26.31

Successfully pinged server

Upload Destination

Context MEWS

Scenes /Messages

Clips !

Images f

Legin

Username |admin |
Password |admin |

oK

Test Connection

Refresh List

Cancel
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m Prime Settings

X
@ General CAMIO
@ Browsers
Server Context Folder
(% Startup Scenes N NEWS Messages
Quality Control
. Language
L Logging
a1 BXF
Add || Deete |
Default CAMIO |1U.1026.3‘IINEWS!M55395 ~
Default Virtual Channel  [4 |
ok || Cancel || Apply |

Configuring for Playback Control:

Add an XML connection in the Automation Settings: This connection will receive playback

commands from the CAMIO playback device controller (ISQ).

Automation Settings

Connections EZ Intelligent Interface EEH XML H UDP Stream B Generic (@3 VDCP E PBus [EAS] EAS ‘ Edit (g Rules 3 Delete

(@) Enable () Disable

Type Name

@ %ML TCP Connection 1

Port Encoding Enable On Startup

49529 Unicode (UTF-8) v
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CAMIO Renderer

This section refers to the CAMIO PRIME Preview Render Application that runs on the separate
CAMIO Render device.

CAMIO PRIME is the PRIME software configured to generate previews within the NRS plugin.

The ChyronHego Dongle will show the “Device Type” as “CAMIO Renderer”. When set the
PRIME application will serve as a Preview Renderer ONLY. Many features within the PRIME
software will be disabled or unavailable. When launched the splash screen will show a “CAMIO
PRIME Renderer”.

The CAMIO Renderer Automation Connection:

This connection will automatically be added and enabled. No Configuration required but is
useful for diagnosis purposes to view the command stream.

Automation Settings

Connections & Intelligent Interface G XML (@ UDP Stream G Generic @ VDCP @B PBus [EAS|EAS Edit Rules Delete Enable Disable

Type MName Port Encoding Enable On Startup Status

-

\ “ Camio Connection 49530 Unicode (UTF-8) v = Listening

Configure the CAMIO Renderer End Point:
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LIVE

Uploading to LIVE

Configure Live Uploader

In Prime Settings > Live Uploader select Add to create a new connection Profile.

Name: Alphanumeric value of your choosing

Bucket Details

Region: Select the region where the S3 Bucket is hosted

Bucket Name: Populate with S3 Bucket name provided to the admin of your Live environment.

Credentials

Access Key ID: Populate with Key ID provided to the admin of your Live environment

Secret Access Key: Populate with Secret Access Key provided to the admin of your Live

environment.

s General

Playout
E Control Panel

1} Startup Scenes
3 clips

[ Quality Contral
@ Language

i Logging

[+ BxF

[ camio
C HubDrive

LIVE Platform

oK Cancel Apply
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Upload a single scene

Right click on a scene or clip and select “Live Upload”.

LIVE Upload ...

Cut

Co oy

Renarme
Delet
Folder
Open File Location

ey Refresh
THE HIGH COST OF WAR
Properties

MAB Lower3rd

Select the Live Platform from the list of available configured Live environments, in the top right
hand corner.

LIVE Platform | US Mews

Group by | FileType ~
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Add Files Add Folder LIVE Platform  US News =

¥ All ltems Group by FileType ~

Name Folder

¥ Adobe Acrobat Document

¥ s NAB Lo .pbx

¥ CPF File

Ll ject.cpf e CPF File
¥ PBT File

PET File
PET File
PET File

PNG File

PNG File

AFTERNOCN.pse e\l 3 PSE File
¥ TrueType font file

¥ B8 ROBOTO-BOLD.TTF e TrueType font file
¥ B ROBOTO-BLACKITALICTTF e TrueType font

14 Files

Upload Selected

Select Add Files to add additional files.
Select Add Folder to add additional folders

To begin the upload process select “Upload Selected”.
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Display Matrix Display Port (GPU)
Output

See the separate document: Display Matrix Configuration.

PRIME System Types

Unlicensed The dongle is not licensed. Contact ChyronHego
Designer PRIME Designer is enabled. Playout is disabled.
Playout MX Licensed for the lower cost hardware platform
Playout HX Licensed for the highest performance platform
Switcher

CAMIO Renderer Exclusively used by the CAMIO Renderer to provide previews in
ChyronHego CAMIO News System Plugin
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ABOUT US

Chyron is ushering in the next generation of storytelling in the digital age. Founded in 1966, the
company pioneered broadcast titling and graphics systems. With a strong foundation built on
over 50 years of innovation and efficiency, the name Chyron is synonymous with broadcast
graphics. Chyron continues that legacy as a global leader focused on customer-centric
broadcast solutions. Today, the company offers production professionals the industry’s most
comprehensive software portfolio for designing, sharing, and playing live graphics to air with
ease. Chyron products are increasingly deployed to empower OTA & OTT workflows and deliver
richer, more immersive experiences for audiences and sports fans in the arena, at home, or on
the go.

CONTACT SALES

EMEA - North America * Latin America * Asia/Pacific
+1.631.845.2000 - sales@chyron.com
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