IOVERSAL

Vertex User Manual

© 2023 ioversal international GmbH
June 2023
2022 R3.



Table of Contents 2
1. What is Vertex? 8
2. Welcome 10
3. Introduction 13
3.1 LICENSES QNG EQULIONS ...t 15
372 User Interface and FUlISCIEEN RENTUEIET ..o 19
3.3 MUTtFSYSTENM ADPDICATION ..o 20
4. Installation and Setup 21
47 Hardware ReQUIFCMENTS e 23
4.2 INVSTAHETION oot 26
4.3 TTIGI VEISION oottt 32
44 License Activation @nd DEACTIVATION ... 33
45 FAQ Performance ReCOMMENUALIONS ... 57
4.6 REIEASEINOTES ... 62
5. Getting Started 64
51 Canvas, SUrface @nd OUEDUT ... 6/
52 CONTIGUIE OUTDULS oo 69
521 SUITECE ..ot 69
5272 OUIEDUL e 80
523 WEIDING oo 84
524 SOftedqe BIENTING oo 88
525 AUIO OUTDULS oo 96

53 Content Editing, Composition & PlayOut ... 102
53.1 CANVES .o 104

Vertex User Manual



Table of Contents 3

532 PIEYDECK ..o 106
533 SOQUENCE oo 113
534 TTACK e 122
535 O/ o R G0 a1 = L= Y 128
536 KEYITAIMES oo 145
537 U oo 149
538 PIAYIIST e 152
539 Ol e 166
5310 GEOMELrY MOUITIEIS ..o 167
5311 VIAEO X oo 168
5312 AUGIO oo e 169
5313 DOVICES ..o 173
53131 DMX INDUEDEVICE . e 181
53132 DMX OUtDUE DEVICES 185
53133 POWErDOINT REMOTE ... e 193
53134 STCAIMI DECK ..o oo e 200
53135 VEIEX INDI STIOQIMIET ..o oo 206
5.4 CONTENT TYDOS oo 213
541 IMPOIT CONTENT oo e 214
542 VIO e 223
54.3 IMAGE SEQUENCE ... 233
544 8D ODJECTS ..o 238
54.5 IMIGGOS oo 238
546 AUGIO oo e 238
54.7 POWEIDOINT oo 239
548 INOTCH BIOCKS ..o 239
549 PSEDFIIES ... 246
54.70 LIVE INDUT oo 246
54.71 GENEIALIVE PATEIMIS oo 254
5412 HITIML=CONTONT oo 260
5413 TOXE e 264

Vertex User Manual



Table of Contents 4

55 Create YOUT fIrST DIOJECT ..o 266
5.5.1 ManNage CONTENT ..o 269
5511 USEr PrODEITIES ..o 270
55612 COMNBCTION ... oo e e 274
55613 G OUDS 277
5514 VEISIONING o 280
55615 WATCHFOITEr ..o 282
5.5.1.6 TAIGET SYSTOIMIS ..o 287
552 PrOJECT SETHNGS oo 287
553 Load and SAVE PrOJECT ..o 288
5.6 MUulti SyStem CONFIGUIATION ..o 292
56.1 SESSION MANAGEMENT ..o 293
562 DATA SYNC oo e 306
56.3 PlaYDACK SYNC oo 307
564 CONTENT SYINIC oo e 371
56.5 DATA ROUTING oo 3217
56.6 BACKUD .o 822
56.7 AAVANCEed SEEHINGS e 329
5./ SYSTEM OUTDUL SETUD oo 330
58 Playback Live and/or in PreVIEW ... 334
581 Playback MiXiNG ENGINE ... 334
5872 PIOVICW ..o 340
583 FUNISCIEEn RENAEIEr ... 342
584 OUEDUT-STICAIMY oo 347
585 AUCIO PlayDACK .. 353
586 SYNC CIOCK oo 354
59 USET INTEITACE ...ooooo oo 358
5917 TODBAI e 362
592 STQEUS BAI oo 36/

Vertex User Manual



Table of Contents 5
593 ProJECt EXDIOTET oo 369
594 RENAET EQIIOT oo 377
595 PlayDACK EQITOL ..o 383
596 NV SIDOCEON oo e 392
597/ PlAYDACKS oo 403
598 PrOQIAMIMICT oo 405
599 LIDIAIY e 470
5910 LOCK SCIOEIN e 472

510 Value Mode and Programmer MOGE ... 413
6.  Advanced Features 477
6.1 AUTOSTAIT oo e 479
6.2 (e ) o Tg Olela1=To1 1] o N 4217
6.3 COIOT GIAAING oo 423
6.4 CONSOIE LAYET ..ooooooo oo 425
6.5 CONTIOTVIEW oooooooooeoeoeoeoeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee oo 444
6.6 DEOVICES oo e 456
6.6.1 DMXINDUE DEVICE ... oo 464
6.6.2 DMX OUTDUT DEVICES ..o 468
6.6.3 POWErDOINT REMIOTE ..o 476
6.6.4 SUCAIM DECK oo 483
6.6.5 VErteX NDI SErCAIMET ... 489
6./ DIMIXET2 oo 496
6./.1 DIMX ROUTING oo 496
6./2 DX IO e 507
6./.3 DMX CONEIOL e 509
6.74 DMX-=OULDUL ..o 542
6.8 INEEIACTION oo e e 551

Vertex User Manual



Table of Contents 6

6.8.1 WANING EGITOT oo 557
6.8.2 gl Lo 11 =Te e ] 556
6.9 INOAE SYSTOIMY oo 559
6.9.7 Pulse(s):Polling, PUSH, PUIl ... 563
6.9.2 NOde SYSTEM EQITON oo 570
6.9.3 NOAE SYSTEM MONTTOT _...ooooooo e 578
6.9.4 WOrKiNG With NOGES ......ooooooooooeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee 583
6.9.5 Parameters and CONILIONS ... 595
6.9.6 COMPOSITE NOTE ... 604
6.10 PLOSEOES oo 609
6.11 SCNEAUIE EQITOT ..o 616
6.12 SCIDTING oo 618
6.12.1 VEITEX SCIIDTING oo 619
6.12.2 Vertex SCript EXAMPIES ... 633
6.12.3 Script Editor and SCript MONITOT ... 645
6.124 SCIUDES e 655
6.12.5 Other SCripting LANGAUGES .....oooooooooooooeoooooooooeeeeeeeeeeeeeeeeeee 660
6.12.51 LUG SCIIDUNG oo e 660
612572 PYtNON SCHDTING - oo 6617
6.12.53 CHSCIIDUNG .o 661
6.12.6 VBIIBDIE ..o 664
6.13 TINICT e 668
6.14 SMPTE e 6/3
67141 SMPTE 10 Interface CONTIGUIATION ..o 6/5
6.14.2 RECEIVING TIMECOUE ... 6/6
6.14.3 SENAING TIMECOUE ..o 680
6.75 Unreal ENGINE PIUGIN ..o 683
6.76 Vertex Remote SCIIDT AP e 684

Vertex User Manual



Table of Contents

6.7/ VIOSO AUTOCAL ...ooooooooooo

6.18 WeDSErver ...
6.18.1 HTMLS Server Custom Pages ...

/. Misc.

/.1 List of Script Commands ...

/.2 VERTEX Data Formats and File Suffixes

/.3 Keyboard Shortcuts ...

8 VERTEXNDI Streamer

9  VERTEX Transcoder

Vertex User Manual

688

691
691

696
698



What is Vertex?



What is Vertex? 9

1T  Whatis Vertex?

VERTEX

e |s arealtime AV Production Suite.

e offers a multi user work environment for visual and audio content, programming devices and management of
control data.

e has got a discrete preview function that allows for editing and monitoring your show independently from the
main output(s) - regardless of time or space

e |s aversatile toolbox making your daily work easier and, above all, quicker.

VERTEX Principles

e Focus ona quick and easy workflow for everyday standard tasks.

e VERTEX takes care of your project data and its sharing - even in multi client environments. So you can focus
on your real work and don't have to worry about keeping your data up to date.

e Clean Ul for basic tasks. Additional editors and settings exist when higher complexity is needed.

e Cuelists vs timelines - so what? Choose your preferred type and workflow.

e Use 2D and/or 3D previews - VERTEX suits your project's needs. Why working in a 3D environment when
there is no need for that in your project?

e Prepared for complex task and control logic: link devices, stream media and add a logic - from easy level up
to advanced installations.

e VERTEX accompanies you from simple to complex projects.

This Quick Start Guide

e will help you to set up your first system.
e will give you the first rough insights about the basic Ul and system principles of VERTEX.

e will guide you to make your first project and play out your first video.
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2 Welcome

A big welcome to VERTEX.

Mobile Navigation
Do you read this Manual on your mobile phone?
Just swipe from left to right to open the topic tree and the navigation

Version and publishing state

This Manual is based on Vertex Version: 2022 R3 and the initial Version 2020 Q1
Last changes to this manual: 6/12/2023
Copyright: © 2023 joversal international GmbH

This VERTEX User Manual is still work in progress.
We are going to add new topics from time to time.
If there are is any missing information, please drop us an email with your "How-to-do-this-in-

Vertex™-Question to support@ioversal.com

Bug or Feature request

VERTEX is carefully tested by the ioversal team and many beta users.
Nevertheless bugs can occur. Or maybe you have a feature request that should be implemented into VERTEX.

Please report your bugs and feature request and help us to make VERTEX better.

Just drop us an e-mail to support@ioversal.com.

Or use the "Send Ticket" Window and create a new support ticket directly out of VERTEX.
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This has the advantage that log files and error messages will be automatically sent as an attachment.

Vertex - 2020.05.20.1034

Send Ticket - Vertex Logfiles are automatically submitted

Username (email)

Open "Help" into the Main Menu on top and select "Send Ticket"

Feedback on this user manual?!

Nothing is perfect. Got feedback on this user manual? Are there things that we don't explain clearly enough?

Mistakes? Topic wishes? Not working links or images?

Your feedback about this would be great!
Please contact us and write an e-mail to_support@ioversal.com

Questions?

Still questions?
Our ioversal partners and our support team are ready to help.

Drop an e-mail to support@ioversal.com

Vertex User Manual
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3 Introduction

Software License, Functionality and Options

licensing information
What's on the screen? - displaying the user interface or the rendered output in fullscreen - or both

running multiple VERTEX systems in a network session

Vertex User Manual
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3.7 Licenses and Editions

o AVERTEX SUITE EDITION includes all features of Edit Touch and Play offering the highest flexibility.
e Cost effective editions complement the SUITE EDITION, namely EDIT, TOUCH and PLAY. The extend to their
functionality is tailored to the needs of our clients with multi-system setups.

e [icense purchase is available online at www.ioversal.com or through an ioversal partner.

e Alicense can be be either authorized on a PC system or on a dongle.

e Licenses can be activated and de-activated from within VERTEX, as well as managed online in the user

account settings.

VERTEX Editions

e To give our clients the highest flexibility in planning their projects, we offer various Vertex editions.

e Based on Project feedback, those three editions focus on special application scenarios and complement the
VERTEX SUITE.

One single Installer for all VERTEX editions

Version handling made as easy as possible - you still need one single installer.

The feature and output restrictions of those editions lies in your license key. You have full
flexibility to run a VERTEX installation as Trial, Suite, Touch, Edit or Play

Just change the license on the same system without any re-installation

Vertex SUITE

Vertex SUITE offers the full feature set of the AV Production Suite.

Vertex SUITE is the go-to solution when flexibility is required, and offers all of the Vertex features with no
limitations.

Vertex EDIT

The perfect tool for controlling and managing your Vertex installations. EDIT includes all features except

fullscreen rendering. Streaming outputs are supported.

Vertex PLAY
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A playout-only solution that can be licensed per output as a rendering engine in a larger session or as a

standalone solution for high-quality, synchronized playback.

Vertex TOUCH

The front-end tool to Vertex to display beautiful touch interfaces which can be built in Vertex EDIT or SUITE and

can be used on any Windows 10 device, either standalone or in a Vertex session.

SUITE EDIT TOUCH PLAY

Fullscreen Rendering v X X v
Streaming Outputs v v X v
Fullscreen Touch Ul v v v v
Project Editing v v X X
Device Control v v v v
Stand Alone v v v v
Session Mode v v v v
Vioso Calibration v X X v

Update-Plan and Renewal

e from activation date, every license is automatically subscribed to an update plan for 1 year.

e the end of such a 1 year update subscriptions is called the expiry date of a license

e when the expiry date is reached, a license will still work for all software versions up until this point.

e however, all software updates after the expiry date will only run in TRIAL mode until the subscription to

VERTEX's update plan is renewed.

Vertex User Manual
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e arenewal to a licence's 1-year-update-plan subscription can be purchased at any time.

VERTEX Touch application

e VERTEX Touchis a VERTEX software version with a reduced functionality and reduced user interface
- optimized for fullscreen touch interfaces

e The application starts with a smaller Ul footprint without a Render Editor and no option for a Fullscreen
Renderer - it is optimized even for less powerfull PCs

e VERTEX Touchis shipped with every regular VERTEX Installer - a shortcut is created as Windows

application during the regular VERTEX installation process.

VERTEX TOUCH 'STANDALONE-MODE| DESKTOP-71U9"

st T e GPU: 0.0% VRAM: 180% CPU: 113% RAM: 840%

User Interface after VERTEX Touch application was started.
Compared to the regular VERTEX application there is no startup page

Vertex User Manual
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VERTEX Touch License Edition
ioversal also offers a_license edition called VERTEX Touch for a reduces price.
You are able to run the VERTEX Touch application with a license of every other VERTEX

edition.

FIE EDIT CREATE VICE 100 ACE  BACKUP  HELP VERTEX TOUCH - testvxp 2 ense 103101 _ O X

Project Explorer X

T

2 N B 2 B o1 52 3 2 © 2 A
Sold Color PinkPanthermor

Canvast | ControlViewl | ControlView2 Devicel Device3  OutputStream  OutputStream2

192061080
I ) 2 < = 2 (=] E
) ©
Schedulet 11 Script1 PISaipt2  Sequencel Surfacet Surface2 System1

GPU:00% VRAM: 17.6%

User Interface VERTEX Touch
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3.2 User Interface and Fullscreen Renderer

There are several ways VERTEX can be displayed on a PC system:

e Per default, VERTEX shows the user interface for editing and programming when a new project is being
created.
e In fullscreen mode VERTEX only displays the rendered output(s) without the Ul being visible.

e Also possible and not uncommon is a_combination of the two - for instance Ul on screen 1 and rendered

output on screen 2.

The following options are depending on your license model and
system hardware:

e VERTEX SUITE offers full flexibility in setting and/ or combining Ul and FS.

e EDIT, PLAY & TOUCH Editions only work in the assigned context with the sole purpose they are named after.

e Complex projects require multiple systems at times, connected in a so-called session. Go to Multi-Systems

Design to learn more.
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3.3 Multi-System Application

VERTEX is designed to work as a swarm of individual systems
where every information and setting is shared.

e A network / cluster of various systems connected is called a VERTEX Session.
e There is always one system responsible for Project data handling in a so called Master Role.
o All other Systems are called Session Members that can work in Ul mode or in fullscreen mode (or in both)

e The multi-systems design of VERTEX is based on individual components handling different tasks.

For an in-depth overview, please read the chapter Multi System Configuration.

Vertex User Manual
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4 Installation and Setup

Hardware Requirements

Installation
Trial Version

License Activation and Deactivation
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4.1

Hardware Requirements

VERTEX is build to run on a 64 bit Windows platform only to ensure optimal performance
for your System.
Platforms that are running on 32 bit CPU architecture are not supported.

e Windows 70 ( Recommended: Pro or Enterprise) /
e 64Bit CPU/ OS platform
e Network Card (Ethernet strictly recommended!!) Minimum 1gb - 10gb recommended for e.g. content transfer
e Graphic Card (Pro Level for complex rendering tasks, Gaming level for standard tasks)
e free choice of your hardware:
o low for standard playout tasks (e.g. kiosk modes or digital signage Systems)
o high performance hardware for live event or complex task
e Additional ioversal io interfaces for DMX-512 or Timecode

e SSD or even better NVMe Drive for Content handling and System folder

Recommended Hardware Requirements

CPU

e VERTEX needs a balance between single-core speed and amount of CPU Cores. Ideal are single-
core speeds above 4GHz and 8 Cores and more.

e We do not recommend a dual CPU. Avoid dual CPU Systems -opt for a single CPU with high core speed

GPU

o VERTEX requires a GPU compatible with Direct X11 or higher.Nvidia Quadro Cards are recommended
for demanding projects with multiple outputs per System, but Nvidea GefForce Series or AMD work as well.

e When working with a higher number of outputs or high resolution, try to test a NVidia Mosaic (or AMD
Eyefinity) setup. Our internal tests indicates that these drivers perform significantly better on high number of

screens or high resolutions as the OOTB-Windows solution.
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Storage and RAM

e VERTEX relies on fast data transfers.NVMe drives are recommended for compressed video playbacks and
NVMe RAIDs for high performance uncompressed playback.
e Fast System RAM is essential to all tasks. Opt for highspeed RAM as possible

Quick Tips

e Consult with your local hardware partner to find the best solution for your project

e When using notebooks, check that Microsoft Windows is using the dedicated GPU and not the internal
one.

e Notebooks acting as Ul and Playout System will only work smoothly if the external and internal
displays run on the dedicated GPU.
Using Notebooks in such a setup is not recommended and can lead to bad performance

e Using multiple NVIDIA Quadro cards is possible but requires special skills for setup.

e Check your Systems energy saving settings to ensure that no processor throttling is active

e VERTEX supports standard audio devices as well as ASIO Devices. For reliable synchronization use
ASIO enabled audio devices

e Compressed Video Formats such as H264 and Apple ProRes depend more CPU performance than on the disk

speed while uncompressed formats such as image sequences require fast storage

Virtual Machines

Licenses are not working on virtual machines and virtual desktops, except
Bootcamp on Apple Hardware

The VERTEX License System does not support software installations that run on virtual
machines.

Itis not possible to activate a VERTEX License when Windows 10 is hosted by Virtual
Box, VMware and Parallels.

Apple Hardware: When Windows is started with Bootcamp, the License is not blocked and VERTEX
should run.
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4.2 Installation

e How to install VERTEX on your PC.

e Learnabout the required Windows components for VERTEX.

e Check if VERTEX Background Services are running after your installation and even better: reboot your
System once.

Install VERTEX

SAME INSTALLER FOR TRIAL VERSION AND LICENSED VERSION

Whether you want to try the VERTEX trial version or buy a license: the installer is always the
same.

You can convert the trial version to a licensed version with a dongle or license activation.

If a licensed VERTEX version has been previously installed, your license will be inherited.

VERTEX comes with some third party components that need C++ Redistributable

packages (2008, 2012 and 2015-2019) for which the installer will search your PC.

If none of them have been previously installed, the installer will ask you for each of the 3

packages to install.

After each Redistributable package is installed, please continue by pressing
the “Install” Button again.

Download the latest VERTEX version from www.ioversal.com

Start the VertexlInstaller.exe on your PC
3. After the installer has been launched, please double check the Default Project Path.
We strongly recommend using a fast drive for the project path.
You'll be able to change this path at a later point. To avoid performance issues, always set the project path
to a fast drive.

4. Follow the instructions. The installer will give you feedback on the installation progress.

Vertex User Manual
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Vertex

IOVERSAL

Vertex Installer

By Installing Vertex you accept the Vertex End-User License Agreement

Default Project Path:

C\LEEISRUSERNAME\DmamHTEWmEﬂija:EI

Skip MS
Redistribution
Check

Enable Remote

Deploy

Set VNC Admin

Access

ShortCuts as

Administrator

Disable UAC /
Administrator

Prompts

Open Http Server

Ports in Firewall

User Manual

stribution Check:

Remote Deploy...
Remowve Previous Version(s)

Version: 2022.12.08.1309

You may skip the check for C++Redistributable packages, if Vertex has been

previously installed on this PC.

If you need to install Vertex remotely in your network, check this box and the required

components for Remote Deploy will be installed.

When a VNC server is not in admin mode, dialogue windows will not be popping up,

suppressing the user's access.

Enable and VERTEX's desktop shortcuts will always run in admin mode.

Disabling the User Account Control is not recommended. All running applications will

gain full admin access which can be a high security risk.

Required for the use of VERTEX's WebView feature.
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Remote Deploy

When using a setup with multiple systems, Remote Deploy offers a quick way to update VERTEX remotely from
the master system onto its session members within the network - without having to copy or download an
installer onto the other systems. To launch remote deployment, click on Remote Deploy... in the installer

window. A second installer window will appear:

Vertex Remote Deployment lJust follow the instructions:
. s PsExe Microsoft please click

RS e download the required PsExec.exe from the Microsoft site (link provided

in the installer) and make sure it is in the same folder as the installer is.

& | 1] = | Manage Downloads

nd printer sharing ) . . .
Home Share View Application Tools

Support” must be enabled J | . T
B O e 7 X =f S v
Enter the target IP(s) or Computer Name(s) W] Copy path _T_'lv =
Finto Quick Copy FPaste Move Copy Delete Rename Mew Propel
access 7| Paste shortcut to- to~ - folder -

Clipboard Organize Mew

&« « 4 ¥ > ThisPC » Downloads v |0

Mame
7 Quick access
~ Today (1)

|| Documents
W VertexInstaller_2022_R4_2022.12.10.0801.exe

; Downloads
| Pictures ~ Earlier this year (1)
Vertex [5] PsExec.exe
Support

e Remote Deploy only works if this feature's checkbox has been enabled at
a previous installation on the target system. Meaning you'll need to install
VERTEX the conventional way from an installer on the target system at
least once before remote deployment.

e Windows network discovery and file & printer sharing needs to be
enabled, as well as the optional SMB 1.0 CIFS Support.

e Enter either the target system's name or IP and provide the installer with
its username and and password.

« ' , Protip: Thereis no progressive status bar during a remote

B = installation, so we recommend enabling Reboot after Install.

- Therefore you'll know when the system restarts, that the remote

installation has been a success.
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Check if .Net 4.8 is installed on your Windows Built - especially when using

Windows LTSB (Long Term Service Branch)

VERTEX requires .Net 4.8 version to start. This version is shipped with Microsoft Windows

Functionality Updates.

When using Windows 10 LTSB or deactivated Updates, please double check if this .Net-
Version already is installed

VERTEX program folders

The default installation folder for all program data is the Windows program folder: C:
\Program Files\ioversal\VERTEX

The folder where all app settings are stored is C:
\Users\Public\Documents\ioversal\VERTEX

Check Firewall and Antivirus Settings

e The VERTEX installer registers all necessary ports in your firewall - please double check after installation if
VERTEX has access and none of the ports are blocked

When using an Antivirus Software or/ and a firewall - take care of the following points:

e Check if none of the files out of the VERTEX program folder is blocked by your Antivirus-
Software.

VERTEX is carefully designed but we unfortunately can not forecast the behaviour of each Antivirus Software

on the market

o Check the firewall settings and allow VERTEX and its services to communicate both in private
and public networks

Check Windows Update and Notification
Settings

Vertex User Manual
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Windows 10 Pro or Enterprise for Production Environments!

Although VERTEX runs both on Windows 10 Home and Pro, we strictly recommend to use
Windows 10 Pro for production environments.

Windows 10 Pro comes up with more detailed settings especially for maintenance updates.
Windows 10 Home is shipped with an automated update service. There is no reliable and
permanent option to be in control of those updates in the Home Version, whereas the Pro

version is customizable in regard to updating preferences.

Check if VERTEX Background Services are
running

e VERTEX Background Services areagroup of Windows Services that are required to run in the
background ensuring connections between different VERTEX system.

e The services start running as soon as the Windows user is logged in.

22:21

2

18.05.2020 %

Please do not change any settings on Windows 10 services -
The VERTEX background service must run on Windows startup to ensure communication in a

multi client setup.

Start and Stop Background Service

e You can start/stop and restart all VERTEX Background Services with the menu that opens after a right-click on

the VERTEX tray Icon in your Windows task bar.
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e [fyourun the installer to update a licensed version of vertex, the newer version will run under your license

Start Vertex
Stop Vertex

Start Vertex MDI Streamer
Restart Vertex Service

Exit Vertex Service

16:53
7.04.2021

]

unless your license's update plan has expired. Then VERTEX will automatically run in trial mode. In this case,

you may go back to your older version or you may contact us to renew your update plan. Also, it is possible

to have multiple versions of VERTEX installed.
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4.3 Trial Version

e Download a VERTEX Trial Version on www.ioversal.com

e The Trial version has the full functionality with all features and only some little playback and
network limitations.

e Every VERTEX Trial Version can be converted to a full version of the software. Just log in with a valid
VERTEX license or plug in an activated dongle.

Features

o Aproject file that has been saved with a VERTEX Trial version can be opened with a licensed version
e Session Test Mode: Trial Versions are able to connect with Trial Versions to test a Multi-Client Session

e No limitation in functionality and features, no limitation for number of playbacks or bandwidth

Limitations

e 'VERTEX Trial"is displayed in the Top Bar

e In fullscreen mode and in Render Editor a watermark is displayed every 10 Minutes

e Playbacks stop every 10 Minutes

e The outputs for external protocols (‘e.g Art-Net™ ) stop every 10 Minutes

e Trial Versions are only allowed to connect with Trial Versions to test a Multi-Client Session.
A Session with licensed VERTEX Systems is not possible. The network connections to licensed VERTEX

versions are cut after a few seconds.
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4.4

License Activation and Deactivation

e Thereis aMenufor License Management which is located in the top right corner of the_top bar

e Check the Status, Activate or Deactivate your System License oraSmart Dongle License

e Read the topic License model and Options to get all information about the different types of
VERTEX licenses

License Menu

VERTEX TRIAL

A green or red line under LICENSE quickly shows you the license status:
o ifavalid license is activated (green) or
e if no license is activated (red) and VERTEX is in_Irial Mode

The license menu navigates you through the different options to handle, activate and deactivate your
license.

You can easily do this with an internet connection, but there are also offline options to do this without
internet.

Both for a System (PC) License and a Smart Dongle License
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DESKTOP-T1U9MN2E

Inspector

Select...

Vertex User Manual

System
(EC)

Activate and lock one of your VERTEX license on your PC
Deactivate and unlock licenses from your PC

Update Licenses

All options are possible:
online - connected to the internet (fast and easy)
offline - with a second device with an internet connection (takes a little longer, but

the mediaserver PC can stay offline and without internet)

Activate and lock one of your VERTEX license on one of ioversals Smart Dongles
Deactivate and unlock licenses to your Smart Dongle

Update Licenses

All options are possible:
online - connected to the internet (fast and easy)
offline - with a second device with an internet connection (takes a little longer, but

the mediaserver PC can stay offline and without internet)

You can buy Smart Dongles in the joversal online store or at one of our partners
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https://www.ioversal.com/ContactInfo
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e Get new Jump to the ioversal online store. Instantly buy a new license. If paid with e.g. Credit
License Card the new license will be able to use within seconds.

e Go to Go to the ioversal online account and login there to see all licenses that are
Online connected to your account
Account

Online Account

e Youare able to instantly buy licenses online

e all your licenses are managed into your joversal online account

e justlog in on www.ioversal.com

IOVERSAL

VERTEX 2021 R1

Download Here

VERTEX Next Generation AV Production Suite

e Once logged in, click on your user name to see different options

e Click on "Licenses" to see and manage all your VERTEX licenses
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My Account

I

Licenses Serials Account Settings

My Support

System (PC) License

Master Disconnected DESKTOP-T1USNZE 192.168.1.12 | LICENSE 124041 _ O
System (PC) License

Smart Dongle License

PMET Live

ion File

\ctivation File

0 Online Activate VERTEX and lock your license to the Hardware
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Activation

Deactivatio

nor Update

Deactivate VERTEX: Unlock your license from a Hardware and use it on another
Update: Update your current license. e.g. when a renew for another feature update

period

For all this options, the PC with VERTEX has to be connected to the Internet.

License Info

Shows all information about your current license (user, expiry date, license key,
type..)

e Offline Activate VERTEX and lock your license to the Hardware
Activation/ Deactivate VERTEX: Unlock your license from a Hardware and use it on another
Deactivatio
n For this options, NO internet connection is required on the PC on that VERTEX is
running.
But you need to have a second device with internet to log in to your ioversal
user account.
o Reset Delete all license information from your current hardware and set your license
License to back to Trial.
Trial

License Activation/Update/ Deactivation

You need to have:

]

— 2

an user account on www.ioversal.com

a valid VERTEX license with status 'released"” (that was bought with/transferred to

this account and that is not already activated on another system/dongle)

management

3!

Activation

1. Start VERTEX
2. (o to the license menu
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Disconnected DESKTOP-71USN2E 192.168.1.102

Export License De-Activation File
Import License Activation File

Reszet License To Tna

3. Select System (PC) License

4. Click to "License Activation"

Online License Activation X

Enter Online Useraccount Credentials:

User Mame

Password

Activate...

LICENSE | 16:15:08 _ [

System (PC) License

Smart Dongle Lic

Go To Online Account..

5. Enter your user account credentials and your password.

As an option: Enter a certain License Key, e.g. if you manage a bunch of VERTEX licenses with your user

account. With this option you are able to activate a specific license

If no License Key is entered, the license manager will automatically pick up one of the free licenses from

your user account

6. A status message will show you whether the activation was successful or not.

7. Wait a few seconds - The red line under License should change to green
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Internet-Connection and License

Once a license is successfully activated, feel free to cut off the internet access for your

System again. VERTEX and the activated license will work until the Expiry Date is reached

(the check the Expiry Date got to License Info in the License Menu).

When you have reached the expiry date of such an "offline" System, you are not able to install
new VERTEX releases - but the old software versions are still working

Deactivation

Click to License De-Activation

Enter your user name and your password, confirm

A status message will show you whether the activation was successful or not.
The VERTEX License Status is underlined in red

Your License in your online license management at www.ioversal.com is in status released again

g A W N =

Update

Buy an update and renew your License
You are able to renew your license to get among others the newest updates for VERTEX
versions. To Update a license, log in to your user account,
go to "Licenses" there. Open your License list, click to 'renew". The license update is put in the
shopping cart.

If you want to change the type of your license, please contact the support

1. Check at your user account for a valid update for the license that is logged to the System you want to
update

Go to entry “License Update"

Enter your user name and your password, confirm

A status message will show you whether the activation was successful or not.

a A LN

Check at License Info: the displayed expiry date should be extended

License Info

e Opens a Window that shows you all information about your current VERTEX License
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Offline Activation

You need to have:

1 an user account on www.ioversal.com
— 2. a valid VERTEX license (that was bought with/transferred to this account and that is
not already activated on another system/dongle)
8. an USB Stick, SD Card or external harddrive
4. a second PC with an internet connection

1. Start VERTEX
2. Open License Menu
3. Select System (PC) License

Disconnected DESKTOP-71UON2E 192.168.1.102 | LICENSE 161508 _ O

System (PC) License

Smart Dongle Licens
Get Mew License...

Go To Online Account..

t License To Tna

Click to "Export License Activation File"

Enter your user account credentials and your password and confirm (This information will be stored into the
activation file)

Save the activation file onaportable drive

Go to a PC with internet connection and sign in with your user account on www.ioversal.com

Go to "My Licenses", select "License details"
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License Details

Product Vertex - License
License Key edefB97b-6e40-48c2-9067-BedfbaZabefl
State Inactive
Mode Software
Expiry Date 7/15/2022
Label
MNotes
Save

Actions Activate License/Dongle

License details at www.ioversal.com for a released but not yet activated license. Once activated, you will see more
options for e.g. deactivation

9. Click to 'Activate License/Dongle’

10. Upload the Activation file

11. Download the "Receipt" Activation File and upload this to your portable Drive
12. Go back to your PC again, click to "Import License Activation File"

13. Choose the receipt” activation file you have downloaded before

14. Your license should be activated now.

After a few seconds the license status should change from red to green.

Offline Deactivation

Vertex User Manual



Installation and Setup

42

You need to have:

1

2.
3.
4

Start VERTEX

Open License Menu

A oW D =

an user account on www.ioversal.com

A VERTEX system with an activated license which is assigned to your user account
an USB Stick, SD Card or external harddrive

a second PC with an internet connection

Select System (PC) License

Select Export License De-Activation File

Disconnected DESKTOP-71UON2E 192.168.1.102 | LICENSE 161508 _ 0O

System (PC) License

Smart Dongle License

Get New License...

Go To Online Account..

Import License Activation File

Reszet License To Tna

Go to a PC with internet

O O NS O
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Save the deactivation file on a portable drive

connection and sign in with your user account on www.ioversal.com

Go to 'My Licenses’, select "License details"
Click to 'Deactivate License/Dongle"
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License Details

Product \ertex - License
License Key b884eb15-b%ad-4148-8516-
fbb311b6735e
State Activated
Mode Software
Expiry Date 7/15/2022
Computer Name DESKTOP-71USNZE
Label
Notes
Save
Actions Deactivate License/Dongle

Download Activation File

Emergency License Reset

License details at www.ioversal.com for a license that was activated on a system before. Once activated, you will see
more options for e.g. deactivation

10. Afile upload dialog opens
11. Select the deactivation file and upload it
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License Deactivation

License Key: b884eb15-b9ad-4149-8516-fbb311b6735e
Computer Name: DESKTOP-T1U9N2E

To deactivate your license you can either deactivate the license from your application directly or upload a license deactivation file

Upload Deactivation File

Select File

12. Your license now should be successfully deactivated

De-Activation file when VERTEX is uninstalled
If you uninstall VERTEX from your PC and the software is still activated, die VERTEX
uninstaller offers you to save a deactivation file.

To deactivate your license, please also do steps 7 to 12.

Reset License to Trial

e With this option you are able to reset only the current or all VERTEX Version on your PC back to Trial mode!

Reset License To Trial Mode

Are you sure you want to dear your license data from this system?

This action can not be reverted!
Any license data will be lost.

Please contact support@icversal.com if you need further assitance.

Reset Current
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Reset License to Trial - Licenses will not be deactivated
Please consider that all license data is lost. If no deactivation is done before, the license still
is logged on your hardware and can not used on another system.

If accidentally done, contact the_ioversal support or do an Emergency License Reset

Smart Dongle License

Master Disconnected DESKTOP-T1USNZE 192.168.1.12 | LICENSE | 12:41:12

Incmartnr
i Dongle Activat
PMET Live -
Jongle Updat
Dongle De-Activation
Dongle Info
Dongle Activation File

rt Dongle De-Activation File

Import Dongle Actieation File

0 Dongle Dongle Activation: store and activate your license to an ioversal Smart Dongle
Online Dongle Deactivation Unlock your license from an ioversal Smart Dongle
Activation Dongle Update: Update your current license. e.g. when a renew for another feature

Deactivatio update period

nor Update
For all this options, the PC with VERTEX has to be connected to the Internet.

9 Dongle Info | Shows all information that is stored on your smart dongle (user, expiry date,
license key, type..)

e Dongle Dongle Activation: store and activate your license to an ioversal Smart Dongle
Offline Dongle Deactivation Unlock your license from an ioversal Smart Dongle
Activation/

Deactivatio For this options, NO internet connection is required on the PC on that VERTEX is

n running.

Vertex User Manual


mailto:support@ioversal.com

Installation and Setup 46

But you need to have a second device with internet to log in to your ioversal

user account.

Dongle Activation/Update/ Deactivation

B

Activation

You need to have:

1 an user account on www.ijoversal.com

2. a valid VERTEX license (that was bought with/transferred to this account and that is
not already activated on another system/dongle)

3. an internet connection

4. an empty ioversal Smart Dongle that was bought from a distributor or on the

joversal online store

USB 3-Hubs and Dongles

Try to avoid to plug in Dongles into an USB 3.0 Hub. Some hubs might have down
compatibility problems with USB 2 and 1 drivers. Result can be that the dongle is frequently
check out and in again for a short time frame. You can avoid this risk by using the USB 3.0 or
USB 2.0 ports on your System to plug the dongle in.

1. Plug in an empty ioversal Smart Dongle to one of the USB Ports of your PC

2. Start VERTEX

3. Go to the license menu
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Master Disconnected DESKTOP-71USNZE 192.168.1.12

lnenartnr

i Dongle Activation
PMET Live -

Dongle Update

Dongle De-Activation

Dongle Info

Export Dongle Activation File
Export Dongle De-Activation File

Import Dong ation File

4. Select Smart Dongle License
5. Click to 'Dongle Activation”

Online Dongle Activation X

Enter Online Useraccount Credentials:

U=zer Mame

ird

6. Enter your user account credentials and your password.

Smart Dongle License

s License...

Online Acoount.,

As an option: Enter a certain License Key, e.g. if you manage a bunch of VERTEX licenses with your user

account. With this option you are able to activate a specific license

If no License Key is entered, the license manager will automatically pick up one of the free licenses from

your user account

7. A status message will show you whether the activation was successful or not.

8. Wait a few seconds - The red line under License should change to green
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Internet-Connection and License

Once a license is successfully activated, feel free to cut off the internet access for your

System again. VERTEX and the activated license on your dongle will work until the Expiry

Date is reached (the check the Expiry Date got to License Info in the License Menu).

Feel free to carry your activated dongle with you and to use it and your license on every
VERTEX system

Deactivation

Click to Dongle De-Activation

Enter your user name and your password, confirm

A status message will show you whether the activation was successful or not.
The VERTEX License Status is underlined in red

Your License in your online license management at www.ioversal.com is in status released again

© ® N o=

Update

Buy an update and renew your License
You are able to renew your license to get among others the newest updates for VERTEX
versions. To update a license, log in to your user account,
go to "Licenses" there. Open your License list, click to 'renew". The license update is put in the
shopping cart.

If you want to change the type of your license, please contact the support

1. Check at your user account for a valid update for the license that is logged to the System you want to
update

Go to entry "Dongle Update”

Enter your user name and your password, confirm

A status message will show you whether the activation was successful or not.

O © N O

Check at Dongle Info: the displayed expiry date should be extended

Dongle Info

e Opens a Window that shows you all information that is stored on the ioversal Smart Dongle that is currently
plugged in
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Status

Message

Jal 7-4f43-81aa-03

Dongle Offline Activation

1. Start VERTEX

You need to have:

1 an user account on www.joversal.com

2. a valid VERTEX license (that was bought with/transferred to this account and that is
not already activated on another system/dongle)

8. an USB Stick, SD Card or external harddrive

4. a second PC with an internet connection

8. an empty ioversal Smart Dongle that was bought from a distributor or on the

ioversal online store

2. Open License Menu

3. Select Smart Dongle License
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Master Disconnected DESKTOP-71USNZE 192.168.1.12
lrcmartnr

PME1 Live

y Online Account.,

Dongle Info

Export Dongle Activation File

Export Dongle De-Activation File

Import Dongle Activation File

Click to "Export Dongle Activation File"
Enter your user account credentials and your password and confirm (This information will be stored into the
activation file)
Save the activation file on aportable drive
Go to a PC with internet connection and sign in with your user account on www.ioversal.com
8. Go to "My Licenses', select "License details"
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License Details

Product Vertex - License
License Key edefB97b-6e40-48c2-9067-BedfbaZabefl
State Inactive
Mode Software
Expiry Date 7/15/2022
Label
MNotes
Save

Actions Activate License/Dongle

License details at www.ioversal.com for a released but not yet activated license. Once activated, you will see more
options for e.g. deactivation

9. Click to 'Activate License/Dongle’
10. Upload the Activation file
17. Download the "Receipt" Activation File and upload this to your portable drive
12. Go back to your PC again, click to "Import License Activation File"
13. Choose the receipt” activation file you have downloaded before
14. Your license should be activated now on your Dongle
After a few seconds the license status should change from red to green.

To double check, please open Dongle Info

Offline Deactivation
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You need to have:

1 an user account on www.ioversal.com
— 2 A VERTEX system with an activated license which is assigned to your user account
g an USB Stick, SD Card or external harddrive
4. a second PC with an internet connection
5 An ioversal Smart Dongle with an activated License which is plugged in

Start VERTEX
OpenLicense Menu
Select Smart Dongle License

© N O O

Select Export Dongle De-Activation File

Master Disconnected DESKTOP-T1USMZE 192.168.1.12 | LICEMNSE | 12:41:12 O

System (PC) License
ot ; S

. gle Activation
PMET Live -
Dengle Update

Jongle De-Activation

Dongle Info

Export Dongle Activation File

Export Dongle De-Activation File

Import Dong meation File

10. Enter your user name and your password

11. Save the deactivation file on a portable drive

12. Go to a PC with internet connection and sign in with your user account on www.ioversal.com
13. Go to 'My Licenses”, select "License details"

14. Click to 'Deactivate License/Dongle"
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License Details

Product \ertex - License
License Key b884eb15-b%ad-4148-8516-
fbb311b6735e
State Activated
Mode Software
Expiry Date 7/15/2022
Computer Name DESKTOP-71USNZE
Label
Notes
Save
Actions Deactivate License/Dongle

Download Activation File

Emergency License Reset

License details at www.ioversal.com for a license that was activated on a system before. Once activated, you will see
more options for e.g. deactivation

13. Afile upload dialog opens
14. Select the deactivation file and upload it
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License Deactivation

License Key: b884eb15-b%ad-4149-8516-1bb311b6735e
Computer Name: DESKTOP-T1U9N2E

To deactivate your license you can either deactivate the license from your application directly or upload a license deactivation file

Upload Deactivation File

Select File

Back 10 Details

15. Your license now should be successfully deactivated

De-Activation file when VERTEX is uninstalled
If you uninstall VERTEX from your PC and the software is still activated, die VERTEX
uninstaller offers you to save a deactivation file.

To deactivate your license, please also do steps 7 to 12.

Emergency License Reset

e The Emergency License Reset should help you when your hardware was changed without a license
logout before, your hardware was stolen or even if something went absolutely wrong during your
license activation

e You can trigger an Emergency License Reset at your www.ioversal.com online Account ( My Licenses ->
Details)
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For every of your licenses you can trigger an Emergency License Reset
maximum 3 times.

If you have reached this limit for somehow, please contact the support team.

With every Emergency License Reset the recent hardware and/or dongle ID that was
connected with this license will be blocked and blacklisted. You are able to activate this

license again on another System.

Steps

e Go to www.ioversal.com

e Log In with your account

e Goto "My Licenses”

e select the affected License there and click on "Details"

e [fthis licenses is activated you will find there the Emergency License Reset Button

e Check the details and confirm
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License Details

Product \ertex - License
License Key b884eb15-b%ad-4148-8516-
fhb311b6735e
State Activated
Mode Software
Expiry Date 7/15/2022
Computer Name DESKTOP-71USNZE
Label
Notes
Save

Actions Deactivate License/Dongle

Download Activation File

Emergency License Reset

License details at www.ioversal.com for a license that was activated on a system before. Once activated, you will see
more options for e.g. deactivation
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4.5 FAQ Performance Recommendations

As Vertex is designed to be hardware independent the software comes with reasonable variety of settings to
tweak its behavior and thus matching your specific hardware’s performance to the needs of your individual
projects.

The initial values of the settings have been chosen to establish a reliable playback on an average scaled
hardware whilst playing back average sized content in an average amount. Due to the nature of averages, you
might feel the need of improving the behavior of Vertex to either slowing it down to handle a higher quantity of

media on a slower system or to unleash your high performance hardware.

Note:
Switch the inspector mode to “All” in the drop-down selection of the status bar in order to

access the parameters listed below.

Standard

Advanced

All k

All Hilue Mode

PERFORMANCE OPTIMIZATIONS:

Single GPU

e Make sure you have the same monitor sync frequencies and refresh rates on each output of a
system.

e Try using the same resolution on each output of a system.

e [deally use one system as a master and another system exclusively dedicated to playout in fullscreen mode

without the Ul. Same applies for audio playout.

Multi GPU

e When mixing Ul and fullscreen outputs try using two GPUs - one for the Ul and one for fullscreen
rendering.

e Whenusing multiple GPUs ensure that the Ul and fullscreen GPU are setup correctly -> System context

menu

e Check mosaic setup to ensure the same resolutions and frequencies (EDIDs) for your multi GPU usage.
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General

Try change the clip containers' settings to Render In View Only. This will ensure that content will not be
rendered for those surfaces and respective outputs where it is not placed and visible. By rendering only the
content in view of a surface you can free up valuable processing resources.

Freeze the property updates of a surface or static non animated clip containers. This will reduce the amount
of property updates per rendered frame. In doing so the properties are only updated when the playback
enters a clip.

Avoid too many surfaces - up to 8 work fine. If you need more, then freezing the properties might be required

to reduce the rendering workload.

Render a surface in an output directly by switching the surface render mode to output in the inspector
settings of the surface - careful though, as this may lead to undesired side effects when rendering multiple
surfaces into the same output as overlapping content may be the result.

Render content directly to an output by setting the clip target of a clip container to the designated output. By

doing so, you can bypass canvas-surface workflow, if necessary.

When using GPUs on a PCle bus, make sure the card slots are no less than 16 lanes wide (x16) :

B nVIDIA Control Panel - ] X
File Edit Desktop Help

Qs -© |G

Select a Task. .. ~
System Information x
[=- 3D Settings <
..Adjust image settings with previ Lo i .
Manage 30 settings Detailed information about your NVIDIA hardware and the system it's running on. n
i..5et PhysX Configuration -

Display  Components

System information
Operating system: Windows 10 Home, 64-bit

Direct¥ runtime version: 12,0

Graphics card information

Items Details

GeForce GTX 1050 T Total available graphics ... 8089 MB ~
Dedicated video memory: 4096 MB GDDRS
System video memory: OME
Shared system memory: 3993 MB

Video BIOS version: 86.07.63.00.67
RQ: Mot used
Device Id: 10DE 1C8C 03241023
Part Number: 29040001 v
£ >
sove
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FAQ

I’'m having multiple GPUs installed in my system. How to select my preferred GPU for full
screen rendering?

Right-click your system in the Project Explorer and select “Set Preferred GPU Adapter” from the context
menu. Choose the GPU from the drop-down list. The selected adapter will get stored in your systems registry

ona global level.

The content seems to be transferred to my Windows hard drive. | need Vertex to transfer the
content to my dedicated content hard drive with larger capacity and higher speed.

How do I tell Vertex my content drives path?

Vertex will store all projects and its assets at the path that has been defined as “Default Project Path” during
the installation of Vertex. If later you need to change this, select your System from Project Explorer and search
for “Path” by using the filter in the inspector window. Change either the ‘Default Project Path” or your
project specific ‘Local Project Path”in order to change the drive or directory of transferred content.

Note: you might stumble upon the system property “Content Drive”. This value is only used for the calculation
of “Free Content Space” (System Info).

When manually seeking or spontaneously jumping to a cue in my sequence with a large number
of tracks and clips, | see the clips being created sequentially with a short time delay. How to
manually influence this interval?

Select your System from your Project Explorer and navigate to "Settings” in the inspector window. Adjust the
‘Render Element Create Interval’ (Default: 40ms) in order to speed-up or slow down this process.

Why do | occasionally see jerks/judder in my playback, that look like missing frames or tiny
jumps?

Especially when dealing with different framerates (content framerates vs. sequence framerate vs. output
framerate), small glitches in playback might become visible when frames are missing or need to be dropped in
order to stay in sync.

Activate the parameter “Frame Blending” (default: false) for contents that require smoother rendering.
Consequently, frames will get interpolated. However, we do not recommend activating frame blending for any

content in general, as this will have an impact on the performance of systems with a heavy load.

My ASIO audio playback is occasionally cracking during playback. How do | solve this?

It's highly recommended to use a dedicated hardware for audio playback. Ensure the system connected to your
audio interface is not rendering any video output, handling DMX data nor is used as sync master of your session.
The use of virtual ASIO devices such as Dante Virtual Soundcard is fully supported by Vertex. Please keep in
mind these virtual devices are utilizing your systems CPU for their tasks while Vertex might claim the same

resources. The same applies to USB connected audio interfaces.
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We recommend using dedicated Yamaha or Focusrite PCle cards as they come with a Datan chip onboard that

is providing dedicated performance.

General advice:

o Make sure you've set your “Asio Output Channel Count” (Default: 0) to the amount of audio
channels used in your project. You can find this parameter in your project settings.

. We also recommend setting your ASIO drivers’ buffer to above 1024 samples.

My composition's background becomes visible for a few frames when seeking in other clips
or using GotoCue/GotoTime as my system is creating the new clips too slow. How to tweak
this behavior?

In an ideal scenario the playhead is either running into your clips that have their PreRoll parameter set

according to the content size (default: 2 sec), or the clips that you are jumping to are set to “Pre-

Loaded” (default: false).

If both options can't be guaranteed there are further ways to enable a seamless jump:

o Temporarily pre-load your clips in case you know where to jump in advance. Trigger this script (e.g. via
cue script code, ControlView button etc.) to pre-load any clips at a certain cue or time:

. Playback1.TempPreloadCue [CuelD]

. Playback1.TempPreloadTime [Timecode]

The clips will get unloaded automatically once jumped into them.

o define a "Clip Hold Time”. Your clip will still be rendered for the specified time after the playhead
left the clip. Meanwhile the next clip can be loaded (either in foreground or background, depending on time
and Z-hierarchy), while the previous clip is still present.

The Clip Hold Time can be defined for the whole sequence as “Default Clip Hold Time” (default: 50ms),

oronsingle clip basis: Activate ‘Enable Hold Mode” (default: false) and specify the ‘Release Hold

Time” (default: 1 sec) and — if desired — a "Hold Fade Time” (default: 13 frames). Once the clip specific

Hold Mode is enabled, this value will overwrite the sequence's ‘Default Clip Hold Time”.

My playback is out of sync. How do | re-sync my playback automatically?
Vertex is constantly improving its abilities to automatically synchronize the playback of multiple clips on
multiple outputs and multiple systems. If you are experiencing playback out of sync, a very quick manual

PAUSE/PLAY command will most likely solve your synchronization issue.

Tip: In most cases, out-of-sync playback is caused by the lack of your clips' pre-load time. E.g., skipping to a
position in your sequence with clips that are not preloaded and instantly hitting PLAY will force all clips to start
playing without being loaded. To counteract such events each sequence has its “Load Goto Play Cue Wait
Time” property (default: 1 sec). When using the script “GotoCue Play’, this property defines a buffer in time

for VERTEX to anticipate clips that are not set to pre-loaded or haven't been temporarily preloaded.
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My hardware’s performance is absolutely not matching the content’s requirements. Is there
any chance - at least for pre-programming or rehearsal scenarios — to enable a fluid playback
of the content?
There are multiple options available, depending on your timeframe and emergency severity:
o transcode your content by using our build-in content transcoder to generate HAP files easily. Right-
Click your content and select “Transcode” from the context menu.
o reduce your surface's resolution by using the surface property ‘Down Scale Factor” (Default: 7).
o reduce your individual contents framerate by using the content property “‘Custom Video
FPS” (Default: 0).

I've set up my systems accordingly and applied all Windows and NVIDIA tweaks (all outputs

w/ same framerate, mosaic, etc.) to get the best performance out of my hardware. But still

Vertex is showing issues in playback behavior. What can | do?

Some general adjustments can be made to ensure a higher performance:

. set system property “Disable Preview in Fullscreen” (default: false) to TRUE to disable the Ul's
Render Editor Window in order to save resources.

o set system property "‘Render LocalSystem Only” (default: false) to ensure the particular system is
only rendering its specific surfaces.

o Reduce your systems “Render Window Size” to the resolution that is actually required and limit your

GPUs output quantity accordingly. Disable outputs that are not in use.
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4.6 Release-Notes

e Fach new VERTEX version has the release notes along with it
e Withless clicks you are able to check easily what has been fixed, improved or what is new
e Ifyouare curious about our development, the changelog in the release notes is always a good

place to start

Release Notes

Where to find
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W FLE EDIT
Project Explorer X Library
Programmerl PME1 Live 123

gAau =N LA T

& Content Solid Color

» [7] Canvas Canvas1 ControlView1

1920x1080

1

-
Available Systems

[0 Surfaces Schedule1 [1] Script1 [2] Script2

5 Playlists

e Just open HELP into the main menu on top
e Navigate to 'Release Notes"

e Anew window is opened
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5 Getting Started

e Start from Scratch and learn VERTEX step by step

e Orjust read one topic to get background information for a specific task

Create your first project

1. Learn how to create a project and which steps has to be done
2. Learn where to find global Project Settings

3. Basics about Project Load and Save

User Interface

Learn more about the different Parts and Windows
Get to know the most important and most useful editors. Get some useful background information about
special settings

Learn Basics about User Interaction into VERTEX

Add Content

Different types of content in VERTEX and their specific settings

Manage Content

Manage your content into the Project Explorer

Define User Properties like Notes, Color. Names

Sort content with Collections

Group Devices
Use the unique visioning feature and switch through Content versions with ease

A LW b o=

Content Arrangement

Canvas, Clip Containers, Keyframes, Playback , Playlist, Video FX; ...
Read the Introduction first to get the Basics
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Configure Outputs

Playback Live and/or in Preview

Enough Basics?

Learn more about the Advanced Features
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5.1 Canvas, Surface and Output

e Content arrangement, playback and rendering to output is basically done on three levels: Canvas, Surface
and Output.

e Understanding the relationship and differences between these three levels is crucial.

Workflow In 3 Quick Steps - From Canvas To Output:

1. Import media and arrange it on a Canvas.

2. Add surfaces to your canvas and position them.

3. Assign_surface(s) to a system output.

Surface Is The Link Between Canvas And Output

oversal  )VVERSA

Surface Position in Canvas View Output View

e The Canvas is VERTEX's virtual stage area where all media content is arranged.

e A Surface is a frame positioned onto the Canvas - much like a camera frame capturing a part of that stage.

The Surface captures a 2D render texture with optional warping & blending and sends it to an Output.

The OQutput plays out the rendered image to the connected hardware (screen, projector, LED wall, etc).
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Canvas Space

Surface 1

IOVERSAL

Canvas

Output Space

Surface 1 ‘L
I ‘ I ,VE \S'urface 2

Output 2

Output 1

Workflow and Advantages

For your convenience, every new VERTEX project starts with a Canvas in the size of your local Windows
desktop. Canvas size can be changed anytime.
Per default, a Surface is automatically added and assigned to your output hardware in matching size and pixel

resolution.

Advantages

e Your content and creative workspace is independent of your outputs.

e You can always get started arranging your show without knowing the number of your total VERTEX Systems,
their output routing, or the exact number of your total outputs.

e Your project can be can be rearranged on each of the three levels 'Canvas-Surface-Output’ at any time.

e This flexibility makes it easy to adjust your output hardware when your project grows in size and complexity.
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5.2 Configure Outputs

e This Chapter guides you through your output configuration. Set up outputs, assign surfaces to outputs and

configure settings for audio playput.

Set up your Outputs

arrange your systems output setup

Output Settings

learn more about the output settings of a system

Surfaces

the important role of surfaces and how to assign them to outputs

Softedge Blending

information on tools for softedge blending

Audio Outputs

how to set up audio devices and how to configure audio outputs

5.2.1 Surface

o The Canvas Space works separately from the Output Space. A Surface is the link between the two.
e Inorderto play out content, Surfaces need to be added to a Canvas and assigned to an Output -

either per drag-and-drop or from a context menu.

e Surface settings include Canvas Offset (position of Surface on Canvas) and C ] int, as

well as settings for output positioning.

e Multiple Surfaces can be assigned to the same Output in split configurations.

Surface links Canvas to Output
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Canvas Space

Surface 1

IOVERSAL

Canvas

Output Space

Surface 1 ‘L
I ‘ I ,VE \S'urface 2

Output 2

Output 1

A Surface acts as a bridge between Canvas Space and Output Space. Like a camera frame capturing a
2-dimensional Render Texture which is provided for the Output.

Because a Surface links both spaces, there are transformational properties in a Surface's Inspector that
work for Canvas and Output separately.

Please also read the introduction to Canvas, Surface and Qutput.

Add / Remove a Surface
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‘System1.Output! Surface

L ERQO o I mE

L

There are two different options for adding a surface to a canvas
1. Per drag-and-drop from Project Explorer into Render Editor

2. orviathe context menu (right-click in Render Editor) with the option of adding only one specific surface or

all available surfaces at once.

Removing a Surface from a Canvas

e Access the REMOVE SURFACE command via the context menu of a surface in the Render Editor.

Choose between removing only one specific surface or remove all surfaces from canvas.

Settings for a Surface
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Surface Size

Inspector X
[LI] Surfacel {Programmer] (PME] = £ i T 1

Main Geormetry Settings Color | | Viewpoint DX
Mask | | WVFX | | Warp & Blend | | All

® 1000
0.000 * 0.000 *

Canvasl

Output]

1820.000 1020.000

The Texture Size defines the size of the Surface.

By default the texture size for new Surfaces is 1920 x 1080 Pixel
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Vertex

When adding a new system with outputs, VERTEX automatically creates a Surface for each
new output.

In this case the Texture Size of the Surface matches the pixel size of the Output.

Surface Position and Viewpoint on Canvas

AL HERQAOCE QT WE LEWRAOCERB oS

The position of the Surface on a Canvas is called Canvas Offset.

The values for X and Y offset the frame of the Surface from its default position. Use them to reposition the
Surface to its desired spot.

Switch to Canvas View in the Render Editor to see what you set:

System1.Outputl Surfacel

IOVERSAL

Surface Position in Canvas View Output View

Canvas Viewpoint

The Viewpoint Tab of a Surface's Inspector contains various settings to define and manipulate the
Surface's viewing angle onto the Canvas for specific 83D views.
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In most cases the default settings should work. VERTEX automatically calculates the viewpoint origin based on

Texture Size and Canvas Size.

VERTEX

AL HEWRQAOCEEB &

VERTEX - Surfacesvxp Master

Programmer] ~ PME! Live

o2 o 3

Programmer] * PME Live

Surfacel Surface3

1476575 &

vttt bttt tide o

g8

LN EE

0 [00:01:00

I T TR U TR R R TR R U TR U VR TR R

System2.Outputt

The Output Transform Settings adjust the position of the Surface in its output .

o Select view System in the Render Editor and select the Output that is assigned to the Surface

e Switchto Geometry Selection to select your Surface

e Transform your Surface by setting the values in the Inspector ormove the Surface with your
mouse in the Render Editor.
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Geometry Modifier and Warp Files

Inspector X

O Surface? (Progrza ™ — -+ 'E:) T 1I.
Main Video Settings All

Opacity & 1.000
Background Color

Geometry

Blend File

Geometry Modifier §

« FFL ... Mapping 1 Apply Vertices

Each Surface has Property fields for

e A83d Geometry that can assigned by drag and drop from Project Explorer
o AWarp file (Currently only VIOSO Warp Files supported)

e ABlend file (Currently only VIOSO Blend Files supported)

e Geometry Modifiers to do a Warping
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Edge Blending

Edge Blending
Left 0.000
Left Start 0.000
Left Gamma 0.000
Left Luminance 0.500
Right 0.000
Right Start 0.000
Right Gamma 0.000

Right Luminance 0.500

TI::-[:- 0.000

Top Start 0.000
Top Gamma 0.000
Tep Luminance 0.500
Jottom 0.000
tom Start 0.000
Jottom Gamma 0.000
Bottom Luminance 0.500

Edge Blending Extended

Each Surface has Edge Blending Parameters to set up an Edge Blending

Assign Surface to an Output / Remove Surface
from an Output

Output Reference
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Project Explorer X Library Programmer

w E Surfaces Programmer

=
=

1 O

Surface1 Surface2

[

2 System1
: System2
4[] Output?
O Surface2
[ Output2
[ Output3
£2 Available Systems
O Surfacel
O Surface?
O Surface3
O Surfaced
ﬁ Devices

ﬁ Groups

=' Sequences

PME1 Live

]
-

The output reference for each Surface assigned to an Output is shown in various places:

e the Surface tile in the Project Explorer
e top-left corner of the Render Editor (i.e. System2.0utput1.Surface2)

e inthe Inspector of a Surface under the tabs Main and Settings.

Assign Surface to an Output
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| Outp
111 Output1 1] System
X

AL ERQO OB TG

There are 3 ways to assign an already existing Surface to an Output:

1. Drag-and drop the Surface tile from Project Explorer to a system's output in the tree-view

2. ordrag and drop the Output from the tree-view of Project Explorer to the Surface's Output reference
property in the Inspector,

2. oraccess the context menu (right-click) in the Surface's Output reference property in the Inspector

and select your desired output from there.

When starting a new project or add a System as session member to your project, for every
output a Surface is automatically created.

This surface already is assigned to the corresponding outptit.

If no Surface exist or if you want to add more than one Surface to an output:
Select your output from Project Explorer or System Output Setup and access the context menu.

The texture sizes are automatically set for each new Surface.
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System2

4 [_] Output1

O Surface?

L] Outpr~

[_] Outpt

% Awailable Sysi
1] Surfaces

O Surfacel

O Surface2

O] Surface3

O Surfaced

i Devices

¥ Sequences

vack Editor
backl
}:00 00:00:30

L

Rename "Cutput2'
Delete "Output?®

Inspect

Add Display Surface

Add Display Surface - Honzontal Split

Add Display Surface - Vertical Split

Add Display Surface - Honizontal Tripple Split
Add Display Surface - Vertical Tnpple Split
Add Display Surface - Quad Split

Remove All Surfaces

Import File...

Import Image Sequence...

===

Remove Surface from an Output

There are 3 ways to remove a Surface from an Output:

e Go to Project Explorer and navigate to your Surface, access the context menu and select Remove Output

Reference.
e OR

e Delete the Surface as Child Element from an Output.

o Surface Inspector: Main Tab, go to Output Reference and select 'Clear" from the context menu (right-

click).
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5.2.2 Qutput

e Outputs are closely connected with the term Surface. Without having a Surface assigned there will
be only black

e Outputs can be previewed into System View of the Render Editor

e There are additional Settings for each Output into Inspector - The System Output Setup helps you

with setup

Output and Surface

e Surfaces connect Canvas Space and Output Space
e Toplayout content into an Output, you have to assign in minimum 1 Surface to this Output.
e Read more about the basics behind

e Read more about a Surface and how to assign it to your Qutput

4 [_] Output
O Surfacel

2 | Desktop Capture

2 | Integrated Webcam

5 NDI

System2

4 [_] Output
O Surface2

[ Output2

[_] Output3

- q
= Available Systems

Outputs of a System and the assigned Surfaces into Project
Explorer
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System Output Setup

e The System Output Setup Editor supports you to setup the Outputs of your System

Preview Outputs into Render Editor

The System View into the Render Editor gives you options to

e Preview all Outputs of a System
e Edit a specific Output and the assigned Surfaces and do e.g. a Warping on this Output

All Output View

Render Editor % 1 Output Setup X Content Trans nitor X

System * System2 *  All Outputs = Geometry ~ ‘*' v  Selection * % :-1 w B Programmerl ~ PME1 Live

All Output - View Only

Output2 Output3

all outputs view
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All Outputs into Render Editor previews you the Render Results for all Outputs of your System.
This is View only - Switch to a specific Output to edit this Output

You also are able to switch through other Systems into your Project if working into a Session and preview

Outputs

Output View

Render Editor X & Output Setup X Content Transfer Monitor X

System * System2 ™ Qutputl b Geometry ~ ‘*’ v Selecion ¥ .1 & N N Programmer! ~ PME1 Live

Outputl

Surface2

all outputs view

Into Systems View of the Render Editor you are able to choose a specific Output of your System.

You have access to all Surfaces that are assigned to this Output: Edit them, so a Warping, modify Vertices

Settings
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Inspector *

|;| Outputl (Progra

Main
Background Color

Frustum Render Mode

Location

Position
Rotation
Scale

Damping Settings

= _n.$.

Video Settings

t i

All

View Target

0.000
@

1920.000

0.000

Use Top-Left Coordinates

User Properties
VideoFx +~
View Offset
ViewPoint

Field Of View
Roll

Origin

Target

Aspect Ratio

Mode
Cave Projection Points

Damping
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0.000

0.000

0.000
1.000

1080.000

0.000
0.000

1.000

0.000 #

45000 *
0.000 *

0.000
0.000

1.000 X
0.000 *
10000.000 *

Perspective Offset

Settings for an Output
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As for every element into VERTEX, also Outputs offers you a bunch of Settings and Options

As regular user, you mostly need only the Basic Settings:
Position ( of the Output)
Size (of the Output)

Show Wireframes

Opacity

VERTEX supports you with default Values. When you did System Output Setup before, you usually don't have to
change Output Settings....

For Edge Cases and Complex Setups, there are Advanced Settings available for each Output:
e Transform Output,

e Change Viewpoint of the Output

5.2.3 Warping

e Warping for an Output is done on a Surface
e Openthe Render Editor, switch to System View and select an Qutput to edit.

e Combine different Freeform Deformers on a Surface or even modify single vertices.

Workflow

e Open Library, select Geometry Modifier
e Go to Render Editor, Switch to System View, Select your System and an Outp ut
e Select a Surface that is assigned to your Output
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e Drag a FFD from Library to a Surface

or
e select single Vertices of your Surface

e Drag an FFD to this Vertex

Warpings also could be done in the same way for a Clip Container.
In this case the Warping is only valid for one single Clip Container and not related to the

whole Output

Select Vertices and add FFDs

VERTEX gives you the option to add several FFDs on different parts of your Surface to make a more
detailed warping.
Please follow the steps below:

Select single Vertices

Switch Selection Mode of Render Editor to "Vertices"

Drag an FFD from Library to these Vertices

or use Apply Vertices Button in Inspector to apply the selected Vertices to an already existing FFD

Vertex User Manual



Getting Started 86

Do another selection of Vertices

Switch Selection Mode of Render Editor to "Vertices" before

Drag an FFD from Library to this Vertices

or use Apply Vertices Button into Inspector to apply the selected Vertices to an already existing FFD
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480000

480000

Select an FFD to show into Render Editor
When working with multiple FFDs on a Surface, you are able to select one of your FFDs with the blue Button
( next the each FFD)

into the Geometry Modifier Section of the Inspector

Shortcuts for Render Editor

e Use arrow keys to jump to next FFD Control Point

e Hold Shift and use arrow keys to change Control Point position

e Hold CTRL and use arrow keys to jump into the middle of 2 control points and select them both to
modify

VIOSO AutoCal

With VIOSO Autocal, Warping could be done camera-based.
Every Surface also has property fields where you can add VIOSO Blend and Warp Files

ioversal still works on the integration of VIOSOs Autocal Tool into VERTEX

The VIOSO feature set will be available soon.

Warp and Blend files could not be processed with the current VERTEX release version
Contact us for further questions on this: support@ioversal.com
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5.2.4 Softedge Blending

e Every Surface has a set of edge blending parameters to create a softedge blending
e The QuickBlend Wizard supports you to create fast and easy blendings based on ioversal's blending

algorithms

e Use VIOSO Calibrator for a camera-based projector and softedge calculation

Edge Blending Parameters for a Surface
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Inspector (1) X

[I] Surfacel (Programmer1 (FI

Main Video Settings
DMX All

Canvas Offset

Edge Blending

Left Gamma
Left Luminance
Right

Right Start
Right Gamma

Right Luminance

Top Gamma

Top Luminance
Bottom

Bottom Start
Bottom Gamma
Bottom Luminance

Edge Blending Extended

@

Vioso Viewpoint

-049.801 *

Inspector wih the Edge Blending Parameters of a Surface.

T i

Tracking

Advanced Edge Blending Parameters extend to blending options for edge

cases.

Every surface offers you a set of parameters for edge blending.

With 4 parameters for each side, VERTEX gives you many options to create a blending.

Use Edge Blending Extended parameters to adjust a blending of a large projection which is only partially

overlapped by a smaller projection.
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', Work with a second Inspector
< O = For a soft edge with two projectors, open a second inspector. Dock the window next to the
- first inspector.

Select the first surface in first inspector and use the "Pin" button to fix the first surface to the
inspector.

Select the second surface in the second inspector. Open Edge Blending Parameters for both.

Render Editor X S S G fer Monitor X

Canvas - Canva ©  Viewpoint * ¢ - Selection - 4 ¥ & Progammerl - - 1 (Programmer1 (P~ — =

Video  Settings  Viewpoint DMX Al Main  Video  Seffings  Viewpoint DMX  All

® 1000 « @ 1000
949801 & 232745 » 849526 % 22530 §
~ Edge Blending
0000
0,000
0000
L
0,000
0000
0,000
0500
0000
0,000
0,000
L
0,000
0000
0000
Luminance > ance 0500
AL HERRIO OB 2 T @ > Qutput Transform
c. Canvast Canvas Canvast
) va o - : Programmerl ~ PMET Live
04:00 04:30 05 0 06:00 06:30 07:00

System 1 Output1 System2 Outputl
» Color Correction > Color Correction
» Color Temperature » Color Temperature

» Levels Comrection » Levels Correction

} < * Surfacel (Programmer... * Filter: Q@ < > Surface? Programme... *
Workspace example for an edge blending:
2 surfaces on a canvas, each surface is pinned to an inspector.

QuickBlend

e The Quick Blend wizard helps you to create edge blending for groups of two surfaces or more
o [f the surfaces overlap is set, the wizard calculates the blending automatically and sets the
corresponding edge blending parameters for all surfaces

o Afterwards you only have to bring your Blending to perfection and do fine adjustment
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Render Editor X Output Setup X Content Transfer Monitor X

Canvas ~ Canvasl v All = "*' v Selecion * 1 & W A Programmerl =~ PME1 Live

ystem2.0utputl.Surface2

Example set-up: three surfaces on a canvas - each overlaps the next one.
Final result should be an edge blending for three projectors to have an continous single projection.

Render Editor

System  *  System2 * Al Qutputs = Geometry ~ ‘f’ v  Selection * .7 & ‘_;‘ 1 Programmerl ~ PME1 Live

All Output - View Only

Outputl _‘ A ’ 'dutp-iJ‘tZ-_ T T ’ ’ .-(.Zlut-put:S '
IOVERSAL*~ RSAL "~ - IOVERSAL .- 1 o IOVERSAL

Aow HEW R BE =
initial situation: outputs without blending

1. Go to main menu, select "Window" and open a new Quick Blend

editor
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2. Select your canvas in the Quick Blend editor

Quick Blend

Canvas1 Programmerl PME1 Live

Horizontal Blend Group 1 Auto Blend All  Auto Blend Group  Reset Blend

Amount 0335 0335 o
Start 0000 0000 o
Gamma 0.000 0000
Luminance 0500 0500 o
Offset -266.096 470.000

3. Select if you want to combine a horizontal or a vertical blend

group

If there are multiple surfaces on your canvas, QuickBlend creates groups for every two neighboring

surfaces.

4. Adjust the canvas offset for surfaces to finally define the overlap.

By default the overlap that was set before for each surface is taken into account.

As a result of the fine adjustment the overlap should correspond to the overlap of the projectors.

Use the slider to influence the canvas offset of all surfaces of your group.
Usefirst value field to set the offset of the first surface of your group.

Use second value field to set the offset of the second surface of your group.
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5. Select "Auto Blend Group" to blend a group

Repeat the steps for all available horizontal groups

Render Editor

System ~ System?2 ~ All Qutputs ~ Geometry - <+ v Selection - .1 A W [ Programmerl ~ PME1 Live

All Output - View Only

Outputl . T Output2 i o ’ ’ _-U_ut‘put'i A R

IOVERSAL .. I®OVERSAL 1. IOVERSAL

LN Bo@ e
Blending for the first group of two horizontal surfaces

6. Select "Auto Blend All" to blend all available surfaces

Render Editor

System  *  SystemZ ~ All Qutputs ~ Geometry * + ~ Selection + . 4 W H Programmerl ~ PME1 Live

All Output - View Only

Outputl T T -Clut;:luf.Z | ' i Output3

IOVERSAL . IOVERSAL IOVERSAL

Ae #HW S BB

Blending for all horizotal surfaces

7. Do fine adjustments for blending with the help of Quick Blend
parameters
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Fine tune your blending with parameters for amount, start, gamma and luminance

Quick Blend

Canvas] Programmerl PMET Live

Honizontal Blend Group 1 Auto Blend All  Auto Blend Group  Reset Blend

Amount 0335 0335
Start 0.000 0.000
Gamma 0.000 0.000
Luminance 0.500 0.500
Offset -866.096 470.000

Result: for every selected surface the edge-blending parameters are
set by Quick Blend

Vertex User Manual



Getting Started

Inspector

O Surface2 (Progre — o 'e} T l

Main Video Settings All

User Properties

Opacity & 1.000
Output Transform

Position -14.334

Rotation

Scale

Damping Settings
Canvas Offset -866.006 F 4668 *

Color Temperature
Color Correction
Levels Correction
Edge Blending

Left Gamma

Left Luminance
Right

Right Start

Right Gamma
Right Luminance
Top

Top Start

Top Gamma

Tep Luminance
Bottom

Bottom Start
Bottom Gamma
Bottom Luminance

Edge Blending Extended

QuickBlend sets the Edge Blending Parameters for each Surface
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5.2.5 Audio Outputs

e VERTEX lets you select between preview audio i.e. for programming and live audio for the final playout.
e Youcanassign preview and live audio to your ASIO or standard audio cards or interfaces. You
canswitch the audio clock between standard audio and ASIO.

e For each system you can set Windows volume, live and preview volume.

Preview and Live Audio

There is a main difference between preview audio and live audio:

Preview Audio

e Preview audio plays out all audio from all playback mixing engines - That includes all playbacks in PME live
and all playbacks in one (or maybe more) preview PMEs.

e Preview audio is played out from every system in your project.

Live Audio

e Live audio plays out only audio from playbacks that are running in PME Live.

e [ive audio is played out by an defined audio system that could be set for a canvas or a whole system.

By default live audio is played out for all canvas on the same system. It is possible to define a certain audio

system for a canvas.

Workflow for Audio Output Setup

1. select a standard audio device for your system
2. select an ASIO audio device, if connected to your system

3. define audio devices for live audio and for preview audio
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4. check sync-clock settings (sync clock is changed when live audio device is set)
5. adjust volume settings for your system

6. do final adjustments like audio offset or advanced settings

Audio Settings for a System

Inspector *
@ System1 (Programmer] (PM -+ 'e) T 1

Main Video Audio Settings Info MNetwork

Vioso DMX Al
Asio Lock Buffers
Live Mute
Asio Audio Mode Live
Audioc Preview Mode Mono
Standard Audic Mode Preview
Asio Device Status Device Ok, Out: 2 | 2 24bit 544
Wave Device Status Device Ok. Cut: 2
Windows Volume 0.000
Live Volume 0.000
Pre ‘olume
Audio Offset
Audio S i System1
Asio Audio Device

Standard Audio D

ASIO Lock Default: disabled

Buffers Enable recommended if you use an USB audio device.
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Live Mute

ASIO Audio
Mode

Audio Preview
Mode

Standard Audio
Mode

ASIO Device
Status

Wave Device
Status

Windows
Volume

Live Volume

Preview Volume

Audio Offset

Vertex User Manual

Default: disabled

When enabled, live audio output is muted.

Select whether the ASIO audio device should be used for Preview Audio or Live
Audio.
The difference between the both is explained above.

For high quality live output, we recommend an ASIO audio device.

Choose between a monoaural fold-down, a stereo mix of your preview listening or

just keep the channel mapping one-to-one.

Select whether the standard audio device should be used for Preview Audio or Live
Audio.
The difference between the both is explained above.

For high quality live output, we recommend an ASIO audio device.

Shows the status of the ASIO audio device you have selected.

Shows the number of output channels that are being used by Vertex, the sampling
rate that is detected and the total number of outputs channels of the interface.

For DANTE cards with a high number of channels: reduce channels in Project Settings

to ensure a better audio playback performance.

Shows the status of the selected Standard Audio Device.

Shows the number of output channels that were detected by VERTEX.

Sets Windows system volume for the selected VERTEX system.

Sets the master volume level of the live audio output for this system.

Sets the preview audio volume level for this system.
For Preview Audio Mute, please use the mute button in the status bar at the
bottom of the Ul.

Value Maode

GPU: 14.0% VRAM: 8.1% CPU: 26.1% RAM: 79.0%

Sets a global Audio offset for this system, for example to adjust synch issues in
audio and video playback.

Values are set in milliseconds.

Negative Values: Audio is sent out later.

Positive Values: Audio is sent out earlier.
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Audio System

ASIO Audio
Device

Wave Audio
Device

Defines on which VERTEX system live audio should be played ott.

By default and when working only with a local system without session members, this
is set always to the same System.

Switch the system in backup scenarios where another VERTEX system should take

over the audio playout.

Select an ASIO interface from a list of all available interfaces that are connected to

your system.

Select the standard audio device from a list of available Windows audio devices in

your system.

Using Dante PCI or USB Audio Devices:

Use Yamaha products only with Intel CPUs as AMD CPUs are not supported. Yamaha
products have per default 128 channels activated. You might need to change this in the
project settings in order to avoid performance issues.

When using Dante Virtual Soundcard make sure you set it to 16bit and 48kHz.

Recommended settings for ASIO devices is 16bit/ 48kHz with a buffer size of 1024 or higher. Focusrite USB

devices may require ASIO lock buffers.

Mute Preview Audio for local System

Value Mode GPU: 14.0% VRAM: 8.1% CPU: 26.1% RAM: 79.0%

The status bar provides you quick access to mute preview audio on a VERTEX system

Channel Routing
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Audio channel routing is done on clip container or track level.
Audio from each single clip container can be routed freely to the available channels of the audio device.

Please read topic Audio in the chapter Working With Content.

Sync Clock Settings

Inspector X

% System1 (Progra — = {:} T l

Main Audio Settings Info Network All

Sync Clock Asio Audio

Local SMPTE Channel 1D 12
Sync Proxy Files Only
Allow Alt+F4

Disable Preview In Fullscreen

When switching between audio devices, VERTEX also changes the sync clock source.
Assume that the audio output generates the clock for a playback.

Please double check the settings and the clock source.

Advanced Audio Settings
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Project Settings

Sort Mode Id Ascending
Standard Audio Buffers
Standard Audio Desired Late
Asio Output Channel Count

» Thread Priority Highest

Cancel

Open project settings to set advanced audio parameters.

Buffer and Latency for Standard Audio

Set to optimize the audio playback quality for your standard audio hardware.

ASIO Output Channel Count

Default: 0 - channel number is taken from ASIO device driver.

Set to a value if number of your channels was not detected right by VERTEX or to reduce channels due to
performance reasons ( e.qg. for DANTE physical or virtual sound cards).

Set back to 0 to reset.

ASIO Thread Priority Highest

Enabled per default: ASIO processing gets highest Windows 10 thread priority to ensure best audio processing
and playback performance.

Disable for a better system performance. ASIO audio processing will not be done with highest thread priority

anymore.
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5.3

Content Editing, Composition & Playout

e Choose whether you want to arrange your content in a timeline based sequence or withaclip based
playlist.

e Create multiple playbacks that can either host a sequence or a playlist

e The_Playback Mixing Engine or PME is VERTEX's video mixer.

The Composition Of Content On Canvas

e Whether you like to arrange the order of your content in a playlist or or a timeline based sequence, the
positioning of all content happens on a Canvas.
e Feel free to look up the introduction to the basics of Canvas, Surface and Qutput

e orread more about the details in the following chapters on Canvas and Surface.

Sequence, Playlist, Playback and PME

Playback 1 Playback 2 Playback 1 Playback 2

Playback Mixing Engine 1 Live (PME 1 Live) Playback Mixing Engine 2 Preview (PME 2 Preview)

Live Preview
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Sequence Or Playlist As Playback Provider

Sequences and a playlists are so-called "playback providers" that have a defined length and are hosted by a
Playback.

Learn more about Sequences
e Sequence

e Clip Container

o Keyframes

Learn more about Playlists
e Playlist
e Clip

Playback

A Playback is the host for your playback provider - a sequence or a playlist.

The playback handles the transport functions PLAY , PAUSE and STOP. It defines the mode how your playlist or
sequence is played (Loop, Once, Reverse)

and is responsible for timecode handling. Each Playback has a mixing level to fade in or out.

It is possible to change the playback provider anytime from sequence to playlist or another sequence.

When a new Sequence or a Playlist is created, VERTEX automatically creates a new Playback.

Learn more about Playback settings:

e Playback

Playback Mixing Engine (PME)

PMEs host all Playbacks of a project.- In terms of a video mixer, PMEs are your master groups or faders.

By default there are 2 PMEs: Live and Preview.

Route or fade any of your playbacks either to a live output for your audience, or to a preview output for
an operator.

Learn more about PMEs here.

Vertex User Manual



Getting Started 104

5.3.1 Canvas

e ACanvas defines your working area in VERTEX - like a canvas for your painting.

e Itispossible to have multiple Canvases in one VERTEX project - for instance one for each video wall of
your stage, or one for each room.

e The target Canvas of each Clip Container (or aplaylist's Clip) can be changed on the fly. This way, it is

easy to re-arrange content in your Canvas-Surface-Output setup.

Canvas Model in VERTEX

Tht ControlViews

AL HERQAOOCE T

e Every new VERTEX project starts with one Canvas in the size of your local Windows desktop.

e The Canvas size is adjustable anytime in the Inspector

e and so is the number of Canvases.

e By default, the coordinates zero position is the middle of the Canvas. Per Canvas or globally in
project settings, you are able to set this point to the top left corner of a Canvas

e Add a Surface to a Canvas per drag-and-drop from Project Exlorer or via context menu from the Render
Editor.

e Please also read about the Canvas-Surface relation.
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Canvas Space

Surface 1

Canvas

Surface 2

Output Space

Surface 1

Output 1

Select and show Canvas in Render Editor

Output 2

Render Edifor * System Output Setup X Content Transfer Monitor X

S

Canvas ~ Canvasl v All

e (o to "Canvas View"in the Render Editor

e Use the drop-down menu to select the Canvas that needs to be shown.

Vertex User Manual
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When having a big Canvas with multiple Surface from different Systems, please keep in

mind:

In the current version of VERTEX all Clip containers that are assigned to this Canvas are

rendered on all

assigned Systems. For splitting the render performance, we recommend to use a Canvas for
each System.

5.3.2 Playback

e A Playback is the host for your Playback Provider: a_Sequence or a Playlist

o The Playback handles play, pause and stop. It defines the mode how your Playlist or Sequence is played
( Loop, Once, Reverse)
and is responsible for timecode handling.

e The Playback Editor is the place where you can arrange Content into a Playback Provider

e Depending on the Playback Provider, the Ul of the Playback Editor changes: a Timeline
Interface for Sequence or a Playlist Interfaces for a Playlist

Overview: Playbacks in VERTEX
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Playback 1 Playback 2 Playback 1 Playback 2

Playback Mixing Engine 1 Live (PME 1 Live) Playback Mixing Engine 2 Preview (PME 2 Preview)

Live Preview

A Playback is the host for a Playback Provider - this could be:

e g.Sequence
or

e aPlaylist

Speed up the daily work: VERTEX automatically creates a Playback for every Seqeunce or
Playliste you create.
The base settings are done for you..

The Playback handles play , pause and stop. It defines the mode how your Playlist or Sequence is
played (e.g. Loop, Once, Reverse)

and is responsible for timecode handling. Each Playback has a mixing level to fade in or out.

You are able to switch a Playback Provider of a Playback and change it from Sequence to e.g. a Playlist or

another Sequence.
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The length of a Playback is defined by the Playback Provider.
By default the length is set as 10 Minutes.
If you want to change the length of your timeline for a sequence or the displayed frame scale

- you have to set this for your Playback Provider. Select the hosted Sequence into Inspector

The arrangement of the content itself is done into the Playback Provider (Sequence or Playlist)
Each Playback is available in every Playback Mixing Engine (PME). PME acting as 'Video Master Faders"

They control the main playout level for the whole mix. By default for live and for one preview.

The Playback Editor is the place to edit and compose your content. Depending on the Playback provider you
has set, the Ul of the playback editor changes. You will get a
e Timeline Interface for a Sequence

e Playlist Interface for a Playlist

Working with Playbacks

To edit, overview and control Playbacks there are 3 main editors and points into VERTEX.

All Settings for a Playback are done as usual into the Inspector.

Playback Editor

The Playback Editor is the main tab where you can arrange and edit the Content of your playback provider

Learn more basics about the Playback Editors User Interface

Playback Editor Ul for a Sequence:

Playback Editor X | Playbacks

> [u][m] g0:0

Please go to the Sequence Topic to learn details about the timeline based workflow with Clip Containers

Playback Editor Ul for a Playlist
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VERTEX - testvxp
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Learn more about_handling and options of a Playlist

Playbacks Window
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Playback Editor Playbacks x
PME1 Live

1 [»] ] 2 D

Sequence Sequence? Playlist1 Programmer1

The Playbacks-Window gives you a quick overview about

e all existing Playbacks into your Project
e their Playback Provider
e their current status

e their mixing level.

With a rightclick you are able to open a context menu to set Playback Mode and Speed

Selecting a Playback will focus it into Inspector

Project Explorer

Last but not least, the Project Explorer always is a good point to show and select Playbacks for settings and to
get a quick overview

about their state and their mixing levels
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Playbacks are located as childs of a Playback Mixing Engine (PME) there

Project Explorer % Library Programmer
L i Programmer1 PME1 Live

Ib.l UL

1 (%]

PME2

Preview
Surfaces

Devices
Groups
Sequences
Playlists

5| Schedules

4 ") PME1
|E| Playback1
|E| Playback2
Fg' Programmerl

4 €D PME2
|E| Playback1
|E| Playback2
Fg' Programmerl

E Views

T4 ControlViews

Assign a Playback provider to a Playback

When you create a new Sequence or a new Playlist, VERTEX creates also a new Playback for you and directly

assigns Your Playlist or Sequence to this Playback.
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o Y . Use Case:
< O = Playback 2 hosts a Sequence. During your Project work it seems like a Playlist would be a
- better solution to arrange your content.

Best for you would be to use Playback 2, because you have already created some Control
Buttons in a Control View.
You want to change the Playback Provider of Playback 2 from Sequence 2 to Playlist 1.

There are three points to change or assign a Playback Provider to a Playback:

Inspector

Focus or Pin your Playback into Inspector
Drag with your mouse a Sequence or a Playlist from Playback Editor to the Playback provider Field into

Inspector

Playback Editor

Select your Playback into Playback Editor
Drag with your Mouse a Playlist or a Sequence in the Playback Provider info there.

Playbacks Window

Open a Playbacks Window or navigate to the already opened Playbacks tab

Drag a Sequence or a Playlist from Project Explorer to a Playback

Playback order into Fullscreen or Render Editor

e Playback Order: By default ascending.
When Playback 1 and 2 are running in parallel and are assigned to the same Canvas:
Means Playback 2 is in front of playback 1

e you are able to change this order into project settings

Options: ascending, descending or last change (LTP)
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5.3.3 Sequence

e A Sequences is atimeline based Playback Provider that is hosted by a Playback

e A Sequence contains a collection of clip containers (and cues), sorted on different tracks ona

timeline

e A Sequence has a default Canvas, but every clip container could be assigned to a different Canvas or even

output

e A Sequence could be nested as clip container into another sequence - similar to what you know from

subcompositions in other Compositiing Software

Working with Sequences

¥ FLE EDT CREATE W
rer % Library X Pro
e MR
Sau -
b (D Content

b [ Surfe
#5 Devices

& Groups

b Tt ControlVi
Playback Editor

@ [Sequencel ~
00:00 00:30 l01:00

Sequences Programmer] = PME1 Live

1 =

Sequencel

»| (] [m] 00:02
01:30 02:00

Notifications:

Create a new Sequence

SystemL.Output2.5

VERTEX - testvxp
o x

v« v Selection *

1.0utputl. Surfacel

O 1O IO

Add..

Insert Time

Select All Current Cue & Clips
Select All Upeoming Cue:

Select All Previous Cues & Clips
Cut All Clip Containers

Delete Empty Tracks...

Link Selected Items 07:30 08:00

Unlink Selected ftem{s)

Snap to..

E Show snap labels

Zoom

Copy
Paste.

Refresh Editor

e via the main menu on top: Open "Create" and select "Sequence”
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e via the Project Explorer: navigate to the Sequence Category, open context- menu with a right-click and select

‘Create..."

Clip Containers on Tracks

A Sequence contains different Clip Containers. Tracks help you to arrange Clip Containers and build your show.

Freely move Clip Containers between tracks.

', Too much tracks?
< O = Scroll up and down vertical with your mouse wheel. Use + and - to zoom in or out into
- Playback Editor

Are tracks the same like layers which | already know from other media server
software?

No! Tracks are just helpers to order your Clip Containers. Tracks can have some track based
settings but there is no layer restriction like other software has. Tracks and Clip Containers

are flexible objects - like you may already know from Video editing or compositing software

Change Length and Framerate

e By default, the length of each Sequence is set to 10 Minutes.
e Youare able to change this length into Inspector Settings of your Sequence:
Select the Sequence into Project Explorer.

Focus it into an Inspector and set the Playback provider time into the settings tab there

Options in the Context menu

By a right-click with your mouse into the Playback editor, the context menu offers you different options to select

clip Containers, create or insert new tracks or to create other items.

Access all items of a Sequence into Project Explorer
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Project Explorer X Library Programmer tender Editor em Output §

O Sequences Programmerl PMET Live Canvas Canvas1

1 = 12

Sequencel Sequence2

System1.0utput2.Surfa

=' Sequencel
) Cues
) Cuel
[J) Cue2
] Cueld
= Track 1
= Track 2
=1 ClipContainerd
= Track 3
=' Sequence?
) Cues
= Track 1
Playback Editor P

) [1] Sequencel i :03:06: 2 "I =
00:00 0 01:00 01:30 02:3 3: z 04:30

All tracks, Cues and clip containers are also accessible as child elements of your Sequence into Project Explorer

You are able to select them there to focus an item into Inspector or to delete.
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N Lost Clip Containers
< O = Searching for a Clip Container that is lost? Or to small to select into Playback Editor?
- Just select it into Project Explorer and open the context menu.

The option "reset to clip length" reset the Container to its default value again.

Cues

Read more about Cues and Cue handling here

Settings

Standard Mode
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Inspectar *
=¥ Sequencel (P & £ i
Main Audio Settings

Audio Offset

AutoFade
Mode Fade In Out

Properties Opadty & Volume

In Time Q000:02:00 2

Out Time 00:00:02:00
Apply On New Clip

Content Drop Mode Vertical

Default Canvas Canvas1

Default Cue Mode Continue

Enabled

Playback Provider Time

Length 00: 10:00:00
FPS 25.000 £

Template Clip

User Properties

0 Audio Offset Defines a Audio Offset for your whole Sequence in milliseconds. All Audio is
shifted from video for this offset
Set to a value to compensate a general audio shift from video content

Please note: There is also an option to set this offset per System

Vertex User Manual



Getting Started

118

e AutoFade

Auto Fade Options and Settings.

For each Clip Container into a Sequence there is an Auto Fade Wizard which
automatically generates Keyframes

to fade in/out video/audio. Set default settings for the whole Sequence here.

Enable "Apply on new Clip"to add this Keyframes for each new Clip Container

e Content Drop
Mode

Defines how defines how a selection of content that is dragged from Project

Explorer into your Sequence will be arranged as Clip Containers.

Options:
Vertical (Default): As Clip Containers, each on a new track at the same
timecode

Horizontal: ext to each other on the same Track

o Default Canvas

Specifies the Canvas that is set as default for each new_Clip Container into

this Sequence.
You can change this Canvas by drag and drop another Canvas with your

Mouse from Project Explorer to this Property field.

Default Cue

Sets a default_Cue Mode for this Sequence. Every new Cue which will be

Provider Time

Mode added to this Sequence will have this default mode
6 Enabled Enables or Disables rendering of the whole Sequence
e Pl k Length: Defines the length of your Sequence. After a change of this value

also the timeline length into Playback editor is adapted to this new value

FPS: Defines the Frames per Second for the Playback Editor's timeline.
This value only affects the User Interface and its fine scale-. The Renderer
itself pushes all frames of your content to your GPU - depending of your

contents FPS and the frequency that is set of your display
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e Template Clip Set a Template for a Clip Container. For each new Content that will be added
to the Sequence a new Clip Container based on this template will be created.

Drag a Clip with your mouse from Project Explorer to this property field.

User Properties Enter some_User Properties for this Sequence

Changing the sequence framerate may shift already existing cues!

When changing the frame rate of a sequence that already has cues in the timeline, all cues
will be shifted to the next valid time code frame.

Depending on your changes, this recalculation may cause a minimal shift in cues - please

inspect all your cue times after changing the framerate.

Advanced

Change Inspector Mode to Advanced to display all advanced settings for a Sequence

Shortcuts

e There are seperate lists of all available shortcuts for each editor and window in VERTEX.

e To keep the documentation up to date, the shortcut lists are automatically created by the software
itself.

o Just press the F1 Key to open a list of shortcuts corresponding to the current window/ editor in focus.
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Playbacksync

Sequencet Sequence? Surfacel

m 1 =
Surface2 System1

Vertex - 2021.04.23.1221

(GPU: 240% VRAM: 38.5%

Focus Playback Editor and Press F1 Key.
A window with all available shortcuts for your Sequence opens.

Nested Sequence Content

e VERTEX allows you to use a Sequence as Content into another Sequence.

e This gives you as user the capability to make sub-compositions and use them as content into another
sequence

e The capability and the performance limit of nesting depend on your hardware. In general: Nested

sequences need more render performance as regular simple video content.

How To Create
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VERTEX - testvxp

Programmer] * PME! Live

Playback Editor X 7l

(GPU: 18.0% VRAM: 5.1% CPU: 19.5% RAM: 61.0%

There are two different ways to nest a Sequence into another one:

1. Drag a Sequence with your mouse from Project Explorer into the Playback Editor.
VERTEX creates a Clip Container for this Sequence and a Nested Sequence Content into the content section
of your Project Explorer.

You can identify a Nested Sequence Content by the layer symbol

Restrictions for Nesting

Currently and all kind of Devices are not supported for Nested Sequence Content.
We will work on this for future release.

A circular reference is not possible: Nested Sequence Content from a Sequence 1

cannot be used into Sequence 1.

2. Use the Context menu into Project Explorer and create a Nested Sequence Content
One created, this Nested Sequence Content is listed into the Content Section of your Project Explorer and
can be used

as every other Content into a Clip Container of another Sequence
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Project Bxplorer Library Programmer

® F Sequences Programmer1 PME1 Live

=
-

1 =
Content

Sequencel

]

dNvas

Systems
" - ]

T EEes Rename "Sequencel

Delete 1 selected item: "Sequencel’

Devices

Groups Fin 1 item to new Inspector

Create group

=
e
-
=]
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S

Sequences

[

=¥ Sequencel Create Nested Sequence Content
[} Cues
= Track 1
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= Track 3
Playlists
Schedules
E Clips
"0 PMEs
] Views

Performance

VERTEX is a real time software - please keep in mind that using nested sequence content
costs you more System performance.

Each nested Sequence has impact on the Render Pipeline. The performance needs of the

Render Engine increases with deeper nesting, repeated or multiple nesting.

5.3.4 Track

e ATrackis avisual helper to structure and order Clip Containers
e Youare able to freely move Clip Containers between tracks

e ATrack can host multiple Clip containers
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Add Track

There are 2 ways to add a track:

Add Track Icon into Playback Editor Ul

Programmer1 PMET Live
08:30 09:00 09:30

o e = g
08:00

¢ -~
05:00 05:30 06:00 06:30 07:00 07:30

e The first of the two +-buttons adds a new track on the top
e The second + button adds a new track at the bottom below all other tracks
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Are tracks the same like layers which | already know from other media server
software?

No! Tracks are just helpers to order your Clip Containers. Tracks can have some track based
settings but there is no layer restriction like other software has. Tracks and Clip Containers

are flexible objects - like you may already know from Video editing or compositing software
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Context Menu into Playback Editor
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Delete 1 selected item: Track 3
Fin 1 item to new Inspector

Insert track

Copy

Add...

Insert Time

Select All Current Cue & Clips

Select All Upcoming Cues & Clips

Select All Previous Cues & Clips

Select All Clip Containers on Current Track
Cut All Clip Containers

Delete Empty Tracks...

Link Selected ltems
Unlink Selected ltemis)

Snap to..

E1 Show snap labels
Zoom
Refresh Editor

L 2 Solid Color

Add Cue
Add Track

Inserts a new track below
Add Scftedge Clip
Add Smpte Clip
Add Notes Clip
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e Openthe Context Menu with a right-click into Playback Editor
e There are two options to add a new Track:
o Navigate to 'add"and select "Add Track"-a new track is added at the bottom belo all other tracks
o If there already is another Track, you will see the option “Insert Track" Use this option to add a track
above the one you has focused when open the context menu

e Use'Delete Empty Tracks" to delete all empty tracks of your current Sequence

. ', Scrolling and zoom
< O = Scroll up and down with your mouse wheel to navigate through an huge amount of tracks
- Use + and - to zoom in or out into Playback Editor

Settings

Track 2

©
=)
m
s
&

L HERQAOCm e T

How to select a Track into Inspector

There are two options how to select a track into the Inspector

Option 1

e [eft-Click with your mouse on a track into the Playback Editor (not on a Clip Container on this track!)

Option 2
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e Go to Project Explorer

e Select your current Sequence

e Open child elements into Project Tree
o Select a Track there

e Now your Track is focused into Inspector

Color

Sets a user specific Track Color

Audio Channel Map

With this setting you are able to route Audio Channels per Track.

This setting is valid for all Clip Containers on this Track.

Enter a Routing by using the Syntax below:

e 1:1-Default Value, no routing

e T@4,2@7 - Audio Channel 1 is routed to Audio Output Channel 4 of the selected Live Audio Interface, Channel
2 is routed to Output Channel 7

Template Clip

Assign a Clip Template that is taken into account as blueprint for every new Clip Container on this track.

Read more about Clip Templates here

9.3.5 Clip Container

e Clip Container can host content, settings, device controller data or even work as a notepad.
e Clip containers are free from layer restrictions and can be moved around freely in the timeline.

e Clip containers are arranged on tracks in the timeline.

THE VARIOUS KINDS OF CLIP CONTAINER

There are different types of clip containers available - most of the settings are similar for all - some of them have

special parameters and properties:
1. Clip containers for content ( most flexible type that you will use frequently for almost everything)

2. And other types of clip containers such as
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o clip containers that control devices (i.e. DMX devices)

o clip containers that overwrite global settings for surfaces and outputs
o clip containers for special elements like global-layers or console layers
o clip container just for notes

o SMPTE clips that generate timecode

Some of them (like those for content) you will use more often than others. Some of them are useful for edge

cases .

CE  BACKUP  HELP VERTEX - Manualvxp
Render Editor X

Canvas N o ey Programmerl ~  PME1 Live

.OutputL.Surfacel

b T4 ControlViews

Coun elected: 0 Filter: L HERRAO OGBS IS

Playback Editor X P

©  [1]Sequencel »/|njm| 0D:00:3624 @ o4 o b 3 H I Programmerl PME1 Live
53 01:10 01:20 01:25 o1:35 01:40 01:45 02: 02:20

Notifications: dvance: Value Mode

CLIP CONTAINER TARGET
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Clip Container with Canvas 1 as Target

Every clip container has got a target:

e This target is displayed as a flag at the end of each clip container

e forcontent clips this target is usually a canvas. In special cases, this target could also be an output
or even a surface. Or just another canvas.

e Different clip containers in the same sequence can have different targets- there is no restriction. For
instance, when working with 3 different canvases, you are able to set them as different targets for your clip

containers in the same sequence.

Add or change a target

1. Drag a canvas, a surface or an output with your mouse from the project explorer and drop it into a

clip container.
2. Select a clip container with your mouse, go to settings tab in the inspector, drag another target from the

project explorer and drop it into this property field.

o Y 4 Change The Default Canvas Of A Sequence
< O = Select a sequence in the inspector and change the default canvas in the settings tab there.
- Every new clip container in this sequence will have this new canvas as target.

CLIP CONTAINERS FOR CONTENT

Content types

A content clip container can host one of the content assets below:
e audio
e image

e animage sequence
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e video

e generative/procedural content such as text, solid colors, gradients or test patterns
e shared textures

e nested sequence content

e HTML browser content

Additions

In addition to one of the content types above you are able to assign from the project explorer:
e amask
e aseparated audio track

e a 3D object

or from the project library
e Video Effects (FX)

Workflow and Settings

e Create a clip container: just drag and drop content from the project explorer into the playback editor.
e Replace content by dragging another content file from the project explorer into the clip container

e Add video FX :drag and drop your desired effects from the library into the clip container

FX always requires a base texture in the clip container to work.
This texture can be every type of content - To run an effect like a particle shader use a solid

color content as texture for the clip container.

e Add audio to a clip container with video or image content inside: Just drag the audio file from the project
explorer into the clip container.
This action also will replace the embedded audio file from a video in the clip container with the new
one.

e Add a mask to a clip container with already video or images inside: Hold Shift key and drag the mask
image to the clip container.

e Drag a 3D object with your mouse from project explorer to a clip container to add.
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3D Objects always require a texture
3D Objects in a Clip Container always require a texture. This texture could be every type of

content: an image, a video, an HTML or generative content.

Remove or add a content, a mask, audio, 3D object or FX in the inspector:

In the video or audio tab of the inspector of a clip container you will find all

assigned assets

e Drag a mask, 3D object, audio or content to the corresponding fields in
inspector to change them.

¢ Open the context-menu with a right-click to clear or remove an asset
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OTHER TYPES OF CLIP CONTAINER
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Devices

e Drag a device from the library into your sequence playback editor and VERTEX creates a clip container
automatically.
e This is useful for devices that have animatable properties (like e.g. DMX devices have)

e Learn more about devices here

Overwrite Surface and Output Settings

e Youare able to create a clip container for each surface and output.

e With this kind of Clip Container you are able to animate surface and output settings

o When this clip container is being played back, it overwrites the global settings of anoutput or an
surface temporarily as long as its duration allows.

There are two ways to create such a clip container:
1. Drag anoutput or a surface with your mouse from the project explorer into your sequence.
2. Switch to programmer mode. Change the settings of a surface or output in programmer mode. A clip

container with keyframes is created when you store your programmer scene.

Check Clip Container Target
Clip containers for surfaces and outputs always have an output as target - instead of a
canvas.

Please double check if the correct output is set as target of your clip container.

Global Layer and Console Layer

e Settings for global layers can be overwritten with clip containers as well.
e Once the playhead runs into the clip container, the settings of aglobal layer are temporarily
overwritten.

There are two ways to do this:
1. Drag a global layer with your mouse from the project explorer into your sequence.
2. Switch to programmer mode. Change settings of a global layer in programmer mode. A clip container

with keyframes is created when you store your programmer scene

Notes

e Asimple clip container that hosts and shows your notes.
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e Create a Clip Container for Notes:
o Go to the playback editor and open the context menu (right-click).
o Select "Add"
o Select "Add Notes Clip"

SMPTE Clip

e generates SMPTE timecode when playhead is running into the clip container.

e For further Information read the chapter for SMPTE.

WORKING WITH CLIP CONTAINERS:

COMMON TASKS

e Copy/Paste a clip container and its settings (or keyframes) with shortcuts (CTRL + C / CTRL+V) or with help
of the context menu.

e Double-click on a clip container to open the Keyframe Editor

e Move a clip container in the timeline or between tracks by simply dragging it.

e Adjust a Clip Container's length by edge editing: move the mouse over the edges at the beginning and end of
a clip container and the arrow will change to the edge editing tool <—> automatically.

e Set a_User Color for your clip container.

SELECTION

There are various options to select clip containers in your Sequence Editor:
e Select multiple clips by dragging a lasso around them.
or

e Right-click on atrack or an empty space in the Sequence Editor to open the context menu and go to Select...

From there you can choose to select all clips vertically (at current playhead position), all upcoming/ previous

clips and all clips on the current track.

A multi-selection allows property changes of all selected clip containers in the Inspector.

AUTOFADE
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e When you drag a Clip Container into another one on the same Track, VERTEX automatically generates an auto-

fade for video and audio.

Playback Editor X | Playbacks
O [1]Sequer »o Al d Programmer]
11:28 01:29

01:40  [01:41 01:43  [01:44 : 01: 3 49 |01:50 o151 01:52

LINK AND UNLINK

e Link or unlink a selection of clip containers as a group.
e Youcan move linked clip containers "as a package"

e Property changes are taken over for all linked clip containers
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CUT CLIP CONTAINER

e Splits a clip container into two parts at playhead position.

e You have 2 options:

CUT ALL CLIP CONTAINERS AT PLAYHEAD POSITION

Vertex User Manual

Auto Fade
Configure Auto Fade

Create ClipContainer Shared Texture Content

Create Clip Container Instance

Scale To...
Scale To Fit.

Insert Time

Select...

Cut All Chip Containers

Delete Empty Tracks...

Hide Tracks...

Link Selected ltems

Unlink Selected ltems
Snap to..

Show snap labels
foom

Align

Resize

Copy
Copy Track

Refresh Editor
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Programmerl PME1 Live
. 07:30

Cut All Clip Containers

ik 10io0_loge wWeis

[0

0 11 Gradient

-

e Use the cut-button in the Playback Editor
or

e Select a clip container

e Open the context menu with a right-click

e Select "Cut All Clip Containers”

CUT ONLY ONE CLIP CONTAINER AT PLAYHEAD POSITION

e Select a clip container
e Open the context menu with a right-click

e Select "Cut Clip Container"
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SETTINGS
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Change Name: "ClipContainer11®
Change Id: 'ClipCentainer1 1
Delete 1 selected item: ClipContainer11'

Pin 1 item to new Inspector

Create group

Search for usages

Find "ClipContainer11" in Project Explorer
Fimd in Project Explorer...

Add...

Cut Clip Container

Lock...
Reset...

Auto Fade
Configure Auto Fade

Create ClipContainer Shared Texture Content
Create Clip Container Instance

Set Clip Template...

Scale To..
Scale To Fit.

Link Selected ltems

Unlink Selected Hems

Zoom

Copy

Paste
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There are several properties you can set for a clip container.
Some of them depend on the type of clip container ( surface, content, device), whereas some of them are valid

for every type.

Start Time Sets the points in the timeline where a clip container starts or
End Time stops. A reset is possible via the context menu. Select a clip
container in your playback editor or project explorer and use the

command 'Reset to Cliplength”

Length Sets the clip container's length in the timeline. By default the
length is set to the duration of the original content audio or video
clip. Any other clip containers holding colors, images, textures or
data are set to a lenght of 10 seconds by default. The clip

container's length is relative to its start and end times.

InPoint Sets the point of time within the content from which the clip

OutPoint container rolls in and out. For instance, if your clip is just 10
seconds long and the original content exceeds that time, you can
select the frame which will be played in the clip. These Settings,
however are not relative to the clip's length or start and end

times. One of the many ways to create video loops in VERTEX.

PreRoll Sets a buffer time for loading content before and after the
PostRoll playhead rolls in and out of a clip container.
Enabled Enable or disable a clip container to free your system's resources.

Content is neither loaded nor rendered if the clip container is

disabled (box is set unchecked).

Freeze Freezing static non animated clip containers will reduce the
Property amount of property updates per rendered frame. In doing so the
Updates properties are only updated when the playback enters a clip.

Lock Clip To prevent from accidentally moving, lock a clip container to time
To Time or to track. Both settings also are available in the context menu of
Lock Clip a clip container. When set, a lock icon appears in the clip

To Track container.

Pre-Loaded | This option will permanently load all textures and object data into
into system RAM and GPU RAM. Please use only when required as

this setting will fill up your system's resources.
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Render In VERTEX's render engine processes everything on canvas where

View Only the playhead points in your timeline. Rendering of clip containers
with this setting enabled will be bypassed if the clip is not in view
of a surface. A clip container will be rendered when in view only.

Use In/Out Enables the use of specific in- and out-points. See above.

Points

Template Name this clip for external references and watch-folder usage

Name

Clip Reference to the content of this clip container.

Clip Target | Sets the canvas where the clip will be displayed. To change it just
drag another canvas from the project explorer and drop it into
this field or into a clip in the playback editor.

Template Names the source of the template clip.

Clip

Fade In/Out | Sets the desired fade length if you choose to fade the clip in or

out.

ICONS ON CLIP CONTAINERS

When certain settings are activated, their respective icons appear on the Clip Container. Here is a quick

overview:
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Instances

e Instances offer an quick way to duplicate and link clip containers.

e All property settings including keyframe edits are duplicated and linked for all instances of a clip container.

e Clip container instances are marked by default in deep gray color.

Create Instance

e Select a clip container

e Right-click and open the context menu
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e Select Create -> Create Clip Container Instance

e Anew instance is created by default on a new track at same position.

Render Editor

Canvas ~ Canvasl All Selection ~ ; Programmer1 ~ PME1 Live

ystem1.0utputl.Surfacel

Change Name: ‘ClipContainerd"
Change Id: ‘ClipContainers’
Delete 1 selected item: ‘ClipContainerd’

Pin 1 item to new Inspector
Create group

Search for usages
Find "ClipContainerd' in Project Explorer
Find in Project Explorer...

Copy Script Names

Add...

Create.. Create Clip Container Shared Texture Content
Create Clip Container Instance

CGut Clip Container Create Clip Template...

Scale To..

Scale To Fit...

Lock..
Reset...

Auto Fade

Programmerl ~ PME1 Live
Configure Auto Fade

03:30

Zoom

D 4io_logo_y Copy

{0

e Work with the clip container instance and move it around independently.
e Property changes on the original container are taken over to all Instances.

e changes on an instance are taken over also to original clip container.
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Shared Textures

Related to the instance function are clip containers with shared textures of content.

Creating a clip container that shares another clip's texture is a resource friendly way to output the same
content multiple times simultaneously.

The main difference to creating an instance of a clip is that the clips'property settings are not linked.
Also, the clip with a shared texture will only be played out at the same time the original clip is being rendered.
Create a shared texture by selecting the source clip with the content you want to share and go to
Create... inits context menu.

A new clip container with a shared texture will appear in the Project Explorer's Content section and while the
source content is only loaded once into the system's memory, it can be used multiple times in the

sequence.
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5.3.6 Keyframes

e Byplacing keyframes into a clip container, you can animate changes in property values and
parameters at specific points in your sequence.

e VERTEX calculates a curve from keyframe to keyframe and interpolates the data. You can choose the type of
curve from linear, bezier and on/off switch.

e Keyframes are hosted by clip containers. Their position and time settings are relative and

locked to their clip container: Moving a clip container, moves all keyframes together along.

Open The Keyframe Editor In The Playback
Editor

ACCESSING THE KEYFRAME EDITOR OF ACLIP CONTAINER:
e Double-click on a clip container to show/ hide its keyframe editor. It will appear below the clip container.

e The default property displayed in the new editor is Opacity (O).
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Editor

ALL [ Content merl * PMET Lve Canvas ~ Canvast Geometry Selection 42 Programmerl = PME! Live
=l : - — -
Solid Color ; % § .. 9 ‘

192061080 1920x1080

Gradient

Playback Editor X Pz,
@ [1]Sequer 00:0 o : fC Programmerl = PMET Live

Click on this property to access a context menu with any other properties to choose from. Here you can filter the data
displayed.

e CTRL+ click on the property name for a multiple selection. All selected properties will be shown in their own

editor lanes.
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Render Editor e p D Content Ti

Canvas Canvas1

¥ Opacity (0)
/ Position ¥ (P}
¥ Volume (V)

70.00
1000 Position Y (F)
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i Volume 1)

Geometry

The property name of the keyframe lane you're currently working in is always highlighted blue.

Programmerl PME1 Live

Programmerl PME1 Live

02:35

e Double-click next to the property name or anywhere in the lane to expand/ collapse the keyframe editor. You

can also do this from the context menu (right-click).

ADDING KEYFRAMES is easy:

e Just press K in a property's editor lane and a keyframe will be added at the playhead's position.

or

e CTRL-click in the lane on the position where you want to add the keyframe. Is the editor lane

expanded, you can even add the keyframe with its desired parameter value.
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o Navigate between keyframes with the shortcut Shift + right or left ARROW KEY.

o Doublelick on a keyframe to directly edit the keyframe's parameter value. A small value window
pops up next to the keyframe.

e Zoom in and out on vertical axis of the keyframe editor by holding down CTRL and using your mouse
wheel.

e Select one or more keyframes to copy / paste them. They will be inserted at playhead position. This
also works for pasting keyframes from one to another clip container.

In value mode, after first keyframe has been set for a clip container,
every value change in the inspector will automatically generate a new
keyframe for the current property at the playhead's position. This can
be done while playback is running and is a powerful tool to program

animations and property changes on the fly.

Curve Types
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02:30 02:35

Delete 1 selected item: "Keyframe@00:00:04'

Pin 1 itern to new Inspector
Opacity (0)

Find *ClipContainer]’ in Project Explorer

Add Keyframe at mouse position

Zoom

Copy
Paste

Collapse all editors

Expand all editors

There are three types of curves that interpolate the values between keyframes:
e Linear -just a straight line
e Bezier - acurve that can be shaped by two control points

e Switch - just binary on/ off behavior

You can set these types either in the inspector or in the context menu (right-click on a keyframe).

5.3.7 Cue

e control and program your sequence with the help of cues in the playback editor.
e acue can be set to different modes of functionality: continue, jump, pause or wait.

e use script commands to program a more complex logic for a cue.
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User Interface

Playback Editor X Play
() [1]Sequencel
11:25 01:30 01:35 01:40 01:45

T
1

i3 3 46.mov

> w000 MS2e

e Create a cue at the playheads position with the button in the playback editor or use "Add" from

the Context Menu (open with a right-click in the playback editor).

e Theorange timecode displays the remaining time until the next cue.

Navigate through cues with the help of the buttons in the top bar of the playback editor.

e Select a cue and set its mode or other settings in the inspector.

Settings

Script
Enabled

Default: Enabled

Uncheck to disable script execution for this cue.

Mode

Sets mode and behavior of a Cue
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Label

ScriptCode

JumpCount

Vertex User Manual

Mode JumpToCue
e Continue

WaitTime Pause

JumpToTime Stop

JumpToCue Wait

JumpCount JumpTaTime
JumpToCue
Playback Once
Playback Loop

Default Setting: Continue

continuous playback when cue is reached by playhead.

Options:

Pause: pauses playback when cue is reached by playhead.
Stop: stops playback when cue is reached by playhead.
Wait: Playback will wait at the cue for a time that is defined as
WaitTime.

When the wait time passes by, the timecode display in the
playback editor changes to red color.

JumpToTime: Jumps to a defined time when cue is reached
by playhead. This time has to be defined in the JumpToTime
property.

By default this time is 00:00:00:00.

Label your cue with text. This label also is shown as tooltip in

playback editor when run over with your mouse cursor.

Enter script commands that will be executed when
the cue is reached.
Click into the script terminal and use the shortcut” CTRL +

Space"to show all available commands.

Parameter for modes JumpToCue and JumpToTime. You
can set the number of times your jump command needs to be

executed. After the number is reached, the playback continues
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from the cues position and the jump is no longer executed. The
default setting is zero and means the jump will proceed

indefinitely.

Cue ID ID of a Cue.
Essential identifier for a cue.
Must have a unique number for each sequence and appears on

each cue in the playback editor.

JumpToCu Set the cue ID of the cue you want to jump to.

e

JumpToTi Defines the jump's target time when cue mode is set to

me JumpToTime.

PreRoll When in jump mode, you can set the time of pre-load for the
Time next cue.

Time Position of the cue in the timeline.

WaitTime Time that the playback waits when cue mode is set to Wait.

Changing the sequence framerate may shift already existing cues!

When changing the frame rate of a sequence that already has cues in the timeline, all cues
will be shifted to the next valid time code frame.

Depending on your changes, this recalculation may cause a minimal shift in cues - please
inspect all your cue times after changing the framerate.

5.3.8 Playlist

o APlaylistis alist based Playback Provider that is hosted into a Playback

o A Playlist contains a list of Clips, sorted on different Tracks into a list.

e Compared to a sequence, the Cue number of a Playlist is the same as the Track number

e APlaylist has a default Canvas, but every Clip could be assigned to a different Canvas or even output

Create a Playlist
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% FILE EDIT CREATE WINDOWS CLOUDSERVICE TOOLS AL BACKUP  HELP

Project Explorer ®  Library Programmer

iR Playlists Programmer1 PME1 Live

Groups
=' Sequences
Playlists
Add new...

Schedules Add Collection

E Clips

C') PMEs Inspect

Tree view

T4 ControlViews

On Startup, VERTEX creates a timeline based Sequence for you.

e To create a new Playlist, just navigate to the Playback section into Project Explorer, open context menu by a
right click and select "Add New"

Or just use "Create'in the main menu on the top bar

e (o to the Playback Editor and switch to the new Playback "Playlist 1"
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Playback Editor X Playbacks
[1] Sequencel Load Goto
-[2] Playlistl Clip Count Clip Name

Length ®3  Transport Notes

User Interface and Workflow

The Playlist in VERTEX is ready for a quick start with its default settings.
For special needs, different options and settings gives you apowerful and flexible way to handle

also more complex tasks with a Playlist.

e Drag Content from Project Explorer to the Playback Editor. For each Content item a new Playlist Track is

created

Sequence as Playlist Track
It is also possible to drag a whole Sequence as Content into a Playlist.

e To change the track order:
o Select one or multiple Tracks, hold the left mouse button and drag it to a new position

o Select a track, go to Inspector and change "Cue Id"
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PMET Live 8

De

Manual Cr | o

Manual ransition Crossfade 0 00  00:0001:00

Manual n Cr 0 00:000

Manual Transition Cr 0 00:00:01:00
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a Playlist Shows the Cue/Track number

Cue

Number Status colors

Yellow: Clip is preloaded into cache

Green: Currently Playing

e Playback Shows the playback time of the Clip/of the Clips that is/are currently playing

Time
e Clip Shows the amount of Clips on a Track
Count Default: only 1 - when Irack Clip Mode of a Playlist is set to Single Clip default
setting)
Option:

If you want to work with more than one Clip on a Track, set Track Clip Mode of a
Playlist to Multi Clip.

The Clip number shows you the number of Clips on a Track

e Clip Shows Clip Name, and thumbnail of the first Clip of a Cue
Name Shows Clip length of the first Clip of a Cue
Clip
Length Inspect Clips with the help of the context menu. Right-click with

your mouse on Track.

Choose 'Inspect Clip Container..."to select one of the Clips into Inspector
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Choose "Delete Clip Container..." to remove one of the Clips

Freerun

Sets Freerun on/off for a video Clip
Default: off
When set to off, the Clip Playback is synced to the System Clock

Transport
Mode

Sets Transport Mode for a Clip.

relevant when Track lenght of a Playlist Cue is longer than the lenght of the video

clip or if Freerun is enabled

Options:

Loop (default) - Loops Video Content is Track lenght of a Playlist Cue is longer
than the lenghts of the video clip

Pause: Just pauses the Clip

Once: Just play once

Notes

Add a Note.

Trigger

Sets method how this Cue will be started /triggered

Follow (Default):

Follows the previous Cue. Cue is triggered after previous Cue is finished

Manual
Manuel trigger is necessary to start the Cue. Cue will not automatically starts
after previous Cue is finished

A manual trigger could be the Play Button or even a Script Command

With Previous
Cue will be triggered with previous Cue. When previous Cue is started and

played, Playback for this Cue also will start.
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Behaviour

Defines the Cue behaviour at its end.

Transition (default)
Transition is done between this Cue and the next upcoming Cue.

Both Cues are loaded into cache and running in parallel during transition time

Release

Releases this Cue when next Cue is started.

Contrary to "Transition"both Cues are not loaded and running in parallel for the
transition time.

Use e.g. for systems with less performance

Hold
Hold the Content form this Cue also when next Cue already is started

Fade
Mode

Defines the type of transition to the next Cue

Crossfade (default)

Crossfade is processed between Cues

No Fade

No Fade between Cues

Fade In/Out
Fade in and/or fade out is processed between cues.

Timing could be set separately for in and out into Time Settings

Script

Enter a Script Command that should be executed when Cue starts

® e

Time
settings
for Fade
and Start

Fade In
Sets duration for a fade in. Is used when behaviour was set to transition

Fade Out
Sets duration for a fade out. Is used when behaviour was set to transition

Delay
Sets a Delay for Start
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Settings

For a Track
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All Settings also could be done into Inspector

Just focus a Playlist track with your Mouse.
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Inspector X

Track 1 (Progi - = £ i Tt 1
Main  Video  Audio Settings | All

Audio Channel Map 1-1

Behaviour Transition

Color

00:00:00:00
Excluded
Fade In 00:00:01:00
Crossfade
Fade Out 00:00:01:00
Fade to Front
First Clip Transport Mode
Jump Count
Jump To

Length 00:0

Length Mode Track Length

Motes
PreRoll

Script

Template Clip

Trngger
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Please keep in mind that there is a difference between this Track settings with
behaviour and transitions and the settings for a Clip into this Track
To select a Clip into Inspector and do settings like position in Canvas, corrections, etc,

"

right-click on an Playlist entry, open the context menu and click to "Inspect Clip Containers...."

For a Playlist

Similar to a Sequence, there are also some settings for a Playlist.
Select a Playlist into Project Explorer and change the settings into the Inspector
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Inspector X

5 Playlist (Proc -

Main Video
Audioc Offset
Content Drop Mode
Default Canvas
Enabled
Playback Provider Time
Length
FPS
PreRoll Mode
Track Clip Mode
Track Defaults
Trigger

Behawviour

Fade to Front

PreRoll

Fade In

Fade Out

Length Mode

Length

First Clip Transport Mode
Template Clip

User Properties
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Audio Settings

With Start

Multi Clip

Manual

Transition

Crossfade

Clip Length

Loop

00:10:00:00

25,000 *

00:00:02:00
00:00:01:00

00:00:01:00

00:00:05:00
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Default Canvas

Defines the default Canvas that is assigned to each Clip.

Drag with your mouse a Canvas from Project Explorer to this property field to change.

Audio Offset

Set an Audio offset for the Playback of the whole Playlist.
Values are in milliseconds.
Enter a negative value to play Audio earlier than video

Enter a positive value to delay Audio from video

Length and FPS

Changing FPS will affect the displayed Timecode for a Playlist.
Length will affect the length of the Playlist as Playback provider

Global Position Offset and Global Position Scale (Advanced
Inspector Mode)

Sets a Global Offset for Position for all Content into a Playlist
or

Scales all Content into a Playlist globally

Track Clip Mode

Single Clip (default)
A Track/cue of a Playlist can host only 1 Clip

Multi Clip
A Track/cue of a Playlist can host multiple Clips.
Read Subchapter "Multi Clip Mode" for more information

Track Defaults

Set up default values and settings that are valid for every new Playlist entry you will create

Read more about this setting in the subchapter above
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Multi Clip Mode

e In'Multi Clip"Mode, VERTEX is able to host anumber of Clips on the same Playlist Track
e With this feature you are allowed to handle more complex scenarios within a Playlist:
e.g. to pay different Clips on different Canvas with one single Playlist Cue.
o To use this feature, you first have to change the_Track Clip Mode of a Playlist. By default, this

mode is set to Single
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Project Explorer Library mmer Render Editor em Output

Playlists * Playlist Programmer PMET Live Canvas Canvas1

System1.0utput2.Sur

Track 1 Delete 1 selected item: Track 1'

=1 ClipContainerd R
Pin 1 item to new Inspector

=1 ClipContainers
Track 2 Inspect All Clip Containers
Inspect Clip Container... PinkPanther.mov

=1 ClipContainer2 -
Solid Color

Schedules Delete all Clip Containers
m Clips
"2 PMEs Insert track

[T Views

Tit ControlViews

Delete Clip Container...

Load Track
Goto Track

Playback Editor X P
& [2] Playlist1 Copy Run Time
Paste .
Load Goto

unt Clip Name Refresh Editor
§ioa PinkPanther.mov 00:

PinkPanther.mov

Working in Multi Clip Mode

Create a Clip by first dragging just 1 content item from Project Explorer into the Playback Editor

Then, drag one or more Content Items from Project Explorer to the same Track: the Clip Count of
this Track increases

e Also in Project Explorer all Clips now are listed as child elements of a Track

Inspect a Clip Container with help of the Context Menu: Right-Click on a Track to open a list of Clip
Containers or to Inspect All
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e Delete a Clip Container with help of the Context Menu: Right-Click on a Track to open a list of Clip

Containers or to Delete All

5.3.9 Clip

e Clips are created automatically by VERTEX when you add a Content from the Project Explorer to a Playlist or
even a Clip Container into a Sequence
o All Clips are listed into the Clips Section in the Project Explorer

e Clips can be used as template for other clips

Programmerl * PMEIlve

[ Surfaces

LR QD me I m@

Template Clip

e Every Clip caneither be a template for other Clips
e AClip which has a template assigned will inherit the properties and keyframe animations from
the template clip
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Inspector X

@ 46.mov (Prog T l temp

Template Clip

Template Name

Template Clip:
Drag & Drop target onto which clips can be dragged from the “Clip“ tree in the project explorer.

Template Name:
To use a clip as a template, enter a name for the template into this field.

o Y. Template Clips for WatchFolders
< O = WatchFolders gives you the option to automatically generate a Playlist or a Sequence based
- on Content files into a specified folder.

You have to define a Clip template first. Based on this template, your Playlists or Sequences

will be generated

5.3.10Geometry Modifiers

e Geometry Modifiers help you to manipulate Planes or 3D Objects

e FFDs (Free Form Deformers) help youto easily manipulate a group of Vertices to create e.g.
Warpings

e Drag them from the Library to a Clip Container or to a Surface to use it
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Project Explorer Library % Programmer
Video Fx Geometry Modifier Devices
FFD2x2x2 IFl FFD3x3x3 FFDaedaed FFD5x5x5
@ @ ] F
[ ] —

Keystone

5.3.11Video FX

e VERTEX comes with library of video effects that are easily applied
e Drag any Video FX from the Library onto a Clip Container . The effect's settings can be adjusted in the

Inspector.
e Video FX can only be applied to a texture already in place: the target of the video effect needs to
be a clip container hosting either a video, an image or some generative pattern underneath the superimposed

video effect. The texture of a Surface can also be used as a matte for video effects.

e Multiple video effects can be stacked and combined.
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0100
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X into Inspector are

s Flare" draged on a Clip Containmer with a Solid Color. Settings for Vide
highlighted.

5.3.12Audio

e VERTEX differs between Preview Audio for e.g. Preprogramming and Live Audio for final Playout
e Volumes can be set for aClip Container/Clip or for a whole System
e There are different options to route Audio Channels and do Audio settings for a Clip Container or

a Clip

Preview and Live Audio

There is a main difference between preview audio and live audio:

Preview Audio

e Preview audio plays out all audio from all playback mixing engines - That includes all playbacks in PME live
and all playbacks in one (or maybe more) preview PMEs.

e Preview audio is played out from every system in your project.
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Live Audio

e Live audio plays out only audio from playbacks that are running in PME Live.

e Live audio is played out by an defined audio system that could be set for a canvas or a whole system.

By default live audio is played out for all canvas on the same system. It is possible to define a certain audio

system for a canvas.

Formore information about Audio Card /Audio Interface Settings and
Audio properties and settings on Vertex System level, please also read the Audio Out and Audio

Playback Chapters

Audio Settings for a Clip Container or a Clip

For a Clip Container in a Sequence or aClip in a Playlist there are different options to set or route

Audio.
To see all available Audio settings for an item, select the "Audio"™-Tab in the Inspector
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Inspector X

=1 ClipContainer] (Programme

« © E 1t |

Main Video Audio Settings  Tracking Light  All

Volume

Audio

Use Track Channel Map

Channel Map

Audio Offset

Equalizer

20 200 400 200 1200 2400

0.500 0.200 0.800 0.200 0.800 O0.800

i W o W o o

Add or Exchange Audio

L 0.000 «

4800 9600

0.800 0.800

W W

When working with a Video that has embedded Audio Tracks, VERTEX first always uses the Audio that

comes with your Video.

In this case the Audio Property field is emtpy.

When you want
e to exchange an Audio track for a Video
or

e to add an Audio track to a Video that has no Audio thus far

then

Drag an Audio Content from Project Explorer to the Audio Property field.Clear Audio via the Context-menu and a

right-click with your mouse.

Vertex User Manual



Getting Started 172

Volume

Sets the Volume for a Clip Container/Clip.
You are able to set individual volumes for each ClipContainer/Clip

Channel Routing

With an easy syntax you have access to the VERTEX Audio Matrix and are able to route Audio Channels
of a ClipContainer/Clip
to Output Channels of your Audio Output Card/ Audio Interface.

By default the Audio Mapping is set to 1:1
For a Video with a Stereo Audio Track this means:
Channel 1 is routed to Channel 1 of the Output.
Channel 2 is routed to Channel 1 of the Output.

You are able to change this routing.
When you want to route Channel 1 of your Video to Audio Output Channel 7

and Channel 2 to Output Channel 8, the routing syntax is:

1@7,2@8

The Syntax for an Audio Routing is

AudioChannel#Q@OutputChannel#, AudioChannel#Q@OutputChannel#,AudioChannel

Toreset a routing, just type in

again.

Use Track Channel Map

For a Track of a Sequence you also can create a Channel Map
When the "Use Track Channel map" check-mark is set for a Clip Container, this Clip Container uses the
Track Channel Routing

When check-mark is not set (default), the Clip Container routing is taken into account.
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Audio Offset

With help of the Audio Offset parameter you can play the audio track of a Clip Container/Clip earlier or
delayed to a video
Values are in millisecond.

To play Audio earlier: add negative values
to play Audio later than Video: add positive values

Follow up Chapters for Audio

Configure Audio Outputs
Audio Playback

5.3.13Devices

e Control different types of external devices directly from VERTEX
o Select a device from library and add it to your project
e Set device parameters with script commands

Workflow

VERTEX comes up with an abstract device model that enables you to control different types of
devices with various functionality.
Some of the device properties are animatable via keyframes like the ones of DMX-Devices for instance.

But basically all device parameters are accessible with VERTEX script commands.

Regardless of the device type and its range of parameters, the basic workflow is always the
same:

n the librar itor an rch for Vi

Add the device to your project

Select device in the project explorer

Do connectivity and protocol settings in Inspector
Access device parameters with vertex script commands
or

a A bhd =
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6. use a device in a clip container

Troubleshooting: Reconnect a Device

Devices in Library Editor

Library * Programmer

Video Fx Geometry Modifier Devices Controls  Filter:

(] rl

(Generic B Generic B Generic B Generic .4

Add To Project %

Add Multiple...
Mid gl use Osc Sender

Generic  Copy B Generic .4

o ot

Process Control Rest Api Client Tep Connection

(Generic B Generic B Globalcache g

ol ot

Udp Recever Com Port ITAC IR FDX 32

ioversal & ioversal B ioversal B ioversal .4

T o o

Kiosk Browser Ppt Remote Unreal Sender Unreal Receiver

e Open the library
e Search for the device you want to use
use the search filter and search by names
e Right-click with your mouse and select whether you want to add only one or multiple devices to

your project
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Directory and Folder for Devices

You are able to write your own device templates and add them to the VERTEX library.

You have to save your custom devices with the file extension .vxdi

Devices that are shipped by ioversal are encrypted .vxdx format

Directory and Folder:

C:\Users\Public\Documents\ioversal\Vertex\[Vertex Assembly Version]\Devices

You are allowed to create own subfolders or copy your device into an already existing subfolder

Devices in Project Explorer
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Project Explorer Library Programmer
% * < > ALL > Devices Programmer PME1 Live

>

Devicel Device?2 Device3

B s g

Deviced Device5
5, Node Systems

=7 Sequences

Schedules
E Clips
0 PMEs
/'y Scripts

[T Views

> T4+ ControlViews

Count: 5

The device section in the project explorer contains all devices that you have added to your project .
Depending on the device type, a connection status gives you information about the connectivity.

Status:
Red: connection refused or not possible
Orange: try to establish connection

Green: connected

Connection settings like ports or IP Address could be done in the inspector.
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Connection status into Project Explorer only for certain types of Devices
Some device types like DMX Devices or TCP Senders do not have a connection status by
device design

For this Devices the status is not shown into Project Explorer

Connectivity and Protocol Settings

—
Progammer! ~ PMEILve - B . Selecion + 1 3 EO . * 8 b DevieeS(rogm v -~ °

Main

* Devics

Select a Device in the project explorer and do the connectivity and protocol settings in the inspector.
Within the device library that is shipped with VERTEX, ioversal has tested the connectivity for most of the
included devices. All connectivity and protocol settings are set according to the manufacturer's

specification.

If you have problems to connect one of the devices, don't hesitate to contact the ioversal support

(support@ioversal.com) or open a ticket directly from within VERTEX (Main Menu -> help —> Create new Ticket).

Use Devices with Script Commands
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Library Programmer
® B % <> AL > Devices Programmer1 PMET Live 123 mai
1 B 2 & 3 y -4
L) Content

[] Canvas Devicel Device2 Device3
: Systems
Surfaces
Devices ﬁ
B Device5
MNode Systems
= Sequences
5, Playlists
Schedules
E Clips
") PMEs

{/» Scripts

T Views
T ControlViews

Filter:
Playback Editor Playbacks

) [1] Sequencel Sequencel =10 m| 00:00:00:00
00:00 00:30 01:00 01:30 02:00 02:30 03:00 03:30

GetMame

ListMembers

SetMame

Sethings

Motifications:
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Each device from a manufacturer has its own parameters and options.

This options and parameters are accessible with VERTEX Script commands.

Use script commands in cues, clip containers, on system startup, in a playlist,

orinatrigger editor to script your device interaction.

For some kind of devices - like DMX Devices also keyframe animation is possible.
For some devices (like e.g. the Elgato Stream Deck) you only have to do the global settings into
Inspector to work with.

Use Device as a Clip Container
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“ Inspector X
Selection ~ i Programmer1 ~ PME1 Live v =1 ClipContainer3 (Programme ~ - ~ & £ i

Main Settings

Enabled

201111 ' 2
50278

50.278
255.000

™ Dr

Clip Target Canvas1

I Programmer1 ~ PME1 Live
08:00 08:30 09:00 09:30

Some Devices like DMX Dimmer and DMR RGB devices could be animated with keyframes.

Just drag the device from project explorer with your mouse and drop it into the playback editor.
Aclip container is created.

Connection Problems - Host System and
Reconnect

e If there are connection problems with your device, please try arreconnect first of all.
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Inspector

Device? (Proc -+ 'e}

Settings All

d

Mormalize

Start Channel
Universe

User Properties

Valu 1.000

e Select your device in the inspector

e FEvery Device has aproperty for Host System (The VERTEX system your device is connected to). Please
first check is this is correctly set
If not and if you are working with multiple systems, drag another system from project explorer to this
property field.

e Next to this property, there is a reconnect button that refreshes to connection to this device.

Reconnect by Script

e Areconnect also is possible by script with the command ResetConnection

Devicel.ResetConnection
5.3.13.7T DMX Input Device

e Use DMX Input Devices to trigger, wire or script interactions based on values of a DMX Channel
e Youare able to listen on DMX Values of a predefined DMX Start Address and Universe

e Usetheincoming DMX Values to influence other properties into VERTEX or to trigger an action

Add Device and do Settings
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Project Explorer Library % Programmer

Video Fx Geometry Modifier Devices  Filter: | dmx

Generic ﬁ

DMX Input

e Go to the Library Editor
e Select the tab "Devices”
e Search for 'DMX Input”

e Right-Click on the Device and add one or multiple to your project
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Example of a DMX Device Setting: There is DMX Input Routing. VERTEX is listening on Art-Net Universe 5. Date from
this Universe is internally routed to VERTEX Universe 3.
DMX Input Device 1 is set to VERTEX Universe 3, Start Channel 1.

e (o to the Device section in the Project Explorer
e Select on or multiple of your DMX Input Devices

e Set VERTEX universe number and start channel and define the DMX mode (Default 8 Bit, 16 Bit. 32 Bit...)
Normalize Input
Enable "Normalize" in the Device settings, if you want to control or wire a property into VERTEX that

has a value range from 0 to 1 (e.g. opacity).

All incoming DMX Data is normalized into the range from 0 to 1.

e Ensure, that a valid DMX Input Routing exists.

Working with DMX Input Devices
As for every Device, there are different options to work with the incoming Data.
Here some Examples:
1. Scripting
The Opacity of Clip Container 1 is controlled by the incoming DMX Data from Device 1

The opacity value range is 0 to 1. The "Normalize" data option is enabled for the input Device
A_Script Command for this scenario could be like this:

Sequencel.ClipContainerl.Opacity.Value = Devicel.Settings.Value.Value

2. Trigger
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With help of the Trigger Editor you can easily build Triggers. An defined action is executed if a condition for a
source is reached

Of course this also works with DMX Input Devices

e Openthe Trigger Editor

e Drag the e.g. Value property from Inspector to the Source field

e Enter a_Condition

e Enter a_Script that should be executed

VERTEX - manualvxp

Trigger Editor X D

evice2

Example for the usage of a DMX Input Device: ' » S
If DMX-Value of Universe 3/Startchannel 1 is 255, Playback 1 is started

3. Wiring

Wiring gives you the option to connect Values of different properties.
Of course this also works for DMX-Input Devices

e Open the Wiring Editor

e Drag a DMX Device Property from Inspector to e.g. the Source field
e Drag another property into target field

e Add an expression
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Example of a Wiring
The Value of the DMX Input Device 1 ( Normalized) is wired to the Opacity of Clip Container 1.
The Opacity now is controlled by a DMX Channel.

5.3.13.2 DMX Output Devices

o Withdifferent types of DMX Output Devices you are able to send out DMX Data
e Integrate DMX Devices to your show, program lighting scenarios based on keyframes or work with
them in programmer mode

e Createa group of Devices and control them together with only one Clip Container

Workflow

Add from Library
e Openthe Library Editor

e Select the Devices Filter there

e Search for your DMX Device
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DMX Devices and VERTEX Library

Depending on the VERTEX Assembly version, the available number of different DMX Devices
could change. Basically, VERTEX is shipped with Generic standard devices: a 8 Bit Dimmer
and and 8 Bit RGB Device. If you require other DMX Devices for your project, just write us an

email to support@ioversal.com with type and in the most ideal case directly with the DMX
table :-)

Right-Click on the Device you want to add

e Select 'add to project’or 'add multiple”

e If youonly have added one device: select the device into Inspector to set DMX Universe and Start address
e If you have select "added Multiple’ a dialog window opens. Just add the start address and universe
there and the number of devices you want to add.

The first device will start with start address and universe you have set. For all other devices, start address

and universe are automatically set by VERTEX.
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T

T

Library X | Programmer

Geometry Modifier

Gen

neric

Devices  Filter generic o

Generic

ﬁ Generic Generic

ﬁ’ﬂﬂﬂﬂ

Dimmer8bit

neric

Gen

RGB&bit

neric

Gen

DMX Input

neric Gen

Midi In

nenic Generic

ﬁ’ﬂﬂﬂﬂ

Midi Out

neric

Gen

Mouse

neric

Gen

Osc Sender

neric

ﬁ’ﬂﬂ

Tep Client

Udp Sender

Udp Receiver

Check DMX Routing and Start Addresses

Process Control Tcp Connection

Devices
Add Multiple Devices

Start Address
Start Universe

Count

e Remember that a DMX output only will work, when a valid_DMX routing is created. If this was not done

before, please create a routing now.

Into the DMX Routing Editor you define, which protocol is used to send DMX Data out. To send physical DMX-
512, ioversal provides an USB-DMX interface, the <%DMX_10%>

e (o to the Device section of the Project Explorer. select a DMX device there and set or check the DMX Start

Address or the Start Universe in the Inspector.
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OUD SERVICE  TO ACKUP  HELP

% Programmer X Dmx Routing Editor X fier
- % IR Devices Programmer] * PME! Live

1 52 53

Devicel Device2 Device3

4

Deviced

Ec

€0 PMES

Send Out Global Values

manualxp

Refresh Outputs [0+ § Device2 Proc © — * = [ [IE

Main | Settings Al

e Youare able to send out a global value for your DMX device, e.g. for testing or if there generally should be a

minimal value for such devices all the time.

e To set values globally, select a device directly into Project Explorer and set the DMX Value in the Inspector.

e This value is sent by vertex permanently

ACE  BACKUP HELP

Dmx Routing Editor X
Programmer] ~ PME1 Live

s 2 # 3

Devicel Device2 Device3

Input Add Clear Al
1
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Work with Clip Containers and Keyframes

by ERQDm o @

e A combination of Clip Containers with Keyframes allows you to create more complex lighting scenarios, color

transitions or an integration of lighting into your video show.
e Device values from a Clip Container temporary overwrites global values (if such are set)
e Just drag a device from Project Explorer into the playback Editor to create a new Clip Container

e Double click on the Clip Container to open the Keyframe Editor (to learn more about Keyframe animation,

please read the topic Keyframes

Vertex User Manual



Getting Started 190

Playback Editor X FPlay

) [1]Sequencel 02:0M: 3] D4 o
00:00 00:30 01:00 02:3 03:00 04:00 04:30

3

200

o Ifyoupreferaworkflow from a Lighting Desk - you can also work in Programmer Mode:
Change all values and create your scene. All changes are temporarily stored as a list in the Programmer. When
your scene is final, you can save the programmer list as a scene: VERTEX automatically creates the Keyframes

for all changed values at the Playhead position.

Groups

e Manage and summarize your DMX Output Devices in Groups. Make value changes for all devices of a group

Create a Group

There are 2 ways to create a group and assign Devices to it:

Go to the Device section into the Project Explorer

Mark all devices that should be member of a group

Right-Click and select "Create Group"
e Anew Group that contains the selected Devices is created. You can find, select or rename the group in the

‘Group" section of the Project Explorer
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Project Explorer X Library Programmer Render Editor

® iR Devices Programmerl PMET Live 123 881  Canvas Can

B au 1 s 2 » 3 5

[0 Content

{1 Canva Device1 Deviea2 Navirad
anvas
Change Name / |d: "'Device2'

% Systems Delete 3 selected items: 3x Device
O Surfaces
ﬁ Pin 3 itemns to new Inspector
B Devices Create group
ﬁ Devicel Deviced [ te a new containing the
J Device?
J Device3
J# Deviced
ﬁ% Groups
=¥ Sequences
5, Playlists
Schedules
E Clips
") PMEs
[ Views

T4t ControlViews

or:
e (o to the "Groups” section in the Project Explorer
e Right-Click and open the context menu

e Choose "Add new"there

e Drag devices from Device section of the Project Explorer to this group
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Project Explorer X Library Programmer

® B Groups > 3x Dimr Programmerl PME1 Live EONH

Device?2 Device3 Deviced

J¥ Devicel
B Device?
S Device3
J& Deviced
ﬁ Groups
4 ﬁiﬁ 3x Dimmer
Device?2
Device3
Deviced
=¥ Sequences
iS5, Playlists
Schedules
f»] Clips
"0 PMEs

Work with a Group of DMX-Devices

When working with a group, you are able to set DMX Values for all group members with only one Clip Container.

e Drag a Group from Project Explorer to the Playback Editor
e All changes you do for this Clip Container are adopted for all devices of this Group
e [fvalues apply to a group, you can identify this with the "SharedDevice Group" Property. If there is a group set,

all values of the clip container are also assigned to the group members.
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e You can also transfer the settings for a DMX Device to a Group afterward by dragging a Group from Project
Explorer to the "SharedDevice Group"field of an already existing Clip Container (that already hosts a DMX

Device)

RVICE TOOLS WORKSPACE BACKUP 3 VERTEX - manual.vep Master

Progammer] * PME1 Live . . SR S Programmerl + PMELve -

> [w) [m] £O:04:20:01
01:30 02100 02:30

5.3.13.3 Powerpoint Remote

e VERTEX s ableto control a Microsoft Powerpoint application remotely over network

e A background service is able to start Microsoft Powerpoint, load a .pptx-file, jump to a slide or set a
presentation into full screen

e The background service can be controlled by a PPT Remote Device that is part of the VERTEX device
library

Use Cases

e You need to integrate Powerpoint with its full functionality into your project and not even import and read
Powerpoint files

e Use VERTEX as master control system to remote start and control a PC with Powerpoint in your installation

e Capture the output of a Powerpoint PC as Live Input into VERTEX and control slide changes from your
VERTEX timeline

e Read out notes of a Powerpoint file and display this notes as text on another screen - e.q. backstage

What you need
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e a PC with Microsoft Powerpoint installed and Microsoft Windows as operating system
e a PC with VERTEX installed

e anetwork connection between both PCs (Wireless LAN or cabled LAN)

VERTEX and Powerpoint on the same PC

For Tests or even smaller projects with only one PC, you are even able to remote control a
Microsoft Powerpoint application on the same PC on which VERTEX is running. Just use
your local IP address as IP address of the PPT Remote Device

Setup

1. Prepare Powerpoint PC

e Install Vertex on the PC where Microsoft Powerpoint already is installed.

e Check your Network settings, prefer a static IP address to avoid address changes after a reboot

VERTEX Trial Version is enough

You don't need any Vertex license on the Powerpoint PC. The Vertex Trial version is enough.
The Vertex installer will install a Windows background service to remote control Microsoft
Powerpoint on this PC.

e Reboot the PC after installation
e Open Windows Task Manager and Check if VertexServicePptRemote.exe is running into background

e Youdon't have to start the main Vertex application on this computer. To remote control Powerpoint it is only
necessary that all VERTEX background services are running.
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2. Prepare your VERTEX Project

e Search for the 'Ppt Remote" device into the Library Editor

e Open the context menu by aright click

e Add this device to your project
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17l Task-Manager O X
Dater  Optionen  Ansicht
Prozesse Leistung App-Verlauf Autostart Benutzer Details Dienste
Name N PID  Status B. CPU Arbeitsspei.. UAC#
[5=] WinStore. App.exe 13364 Angehalten L. 00 0K Dea
[ winlogon.exe 1300 Wird ausgefihrt 5. 00 840 K Micl
[5=] wininit.exe 828 Wird ausgefihrt 5. 00 8K Micl
QWavesSysS\rcﬁ-d.ace 4872 Wird ausgefihrt 5. 00 T96 K Micl
mWavesS\rcM.exe 16012 Wird ausgefihrt L. 00 1.640 K Dea
[5=] Video.Ul.exe 12404 Angehalten L. 00 0K Dea
W VertexServiceli.exe 11540 Wird ausgefihrt L. 00 9.860 K Dea

%/ VertexServicePptRemote.exe 4084 Wird ausgefihrt L. 00 8.008K Dea
W VertexServiceComServer.exe 11000 Wird ausgefihrt L. 00 8.736K Dea
W VertexDiscoveryServer.exe 15672 Wird ausgefihrt L. 00 15684 K Dea
Eusvmixsub.exe 20248 Wird ausgefihrt L. 00 520K Dea
Eusvmix.exe 17748 Wird ausgefihrt L. 00 1.568 K Dea
[8=]unsecapp.exe 8736 Wird ausgefihrt 5. 00 TI6 K Micl
A tvnserver.exe 4844 Wird ausgefihrt 5. 00 448 K Micl
A tvnserver.exe 16460  Wird ausgefihrt L. 00 260 K Dea
E*]Team‘u‘iewer_Service.exe 5096 Wird ausgefihrt 5. 00 1.704 K Micl
17 Taskmgr.exe 11252 Wird ausgefihrt L. 01 24368 K Micl
[2=]taskhostw.exe 15220 Wird ausgefihrt L. 00 2636 K Micl
[z taskhostw.exe 12224 Wird ausgefihrt 1. 00 2548 K  Dea
E}Systemf.ettings.exe 13420 Angehalten 1. 00 0K Dea
[=] System 4 Wird ausgefihrt 5. o 20K

I8 svchost.exe 472 Wird ausaefiihrt §. 00 12K Mic ¥
< >
Weniger Details Task beenden
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ioversal

£
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£

£

ioversal

£

Vertex Mdi Strea...

Library * | Script Editor Script Monitor Programmer

ioversal ]
¥ ¥

Add To Project
Add Mulhple $

Devices  Filter:

ioversal

£

o .

Kiosk Browser

£

ioversal ioversal ioversal

£

Ppt Remote Unreal Sender Unreal Receiver

ioversal

£

Vertex Script Se

e Select the device into Project Explorer
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Project Explorer Library Script Editor Script Monitor Programmer

% B Devices Programmer PMET Live

1 2

Devicel

II'.E;J-_]’GEHEIIIIE[IIU

Sequences
Playlists
Schedules
E Clips

0 PMEs

=

¢/ Scripts

T4 ControlViews

e First configure the Network Adapter of the Ppt Remote Device in the Inspector

e Use the reconnect button and test the connection
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Inspectar X

C Devicel (Proc = — ~* -2 €3 i

Main Settings  All
+ User Properties
Host System System1
Metwork Adapter WLAMN
IP Address 192.168.1.101
Current Slide
Current Motes Notiz Folie 2

Slide Changed Script

Notes Changed Script

Textl.Settings.Text.Value

e Now the Device should be ready to work with

Examples

Launch a specific Powerpoint file and go into presentation mode

Devicel.Launch C:\Users\Userl\Desktop\test.pptx

Quit whole Microsoft Powerpoint application
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Devicel.Quit

End presentation mode of Powerpoint but keep Powerpoint application running

Devicel.EndPresentation

Go to Slide 2

Devicel.GotoSlide 2

Example for a more complex start script

e Reset Connection (to be sure that connection is ready and working) and wait 1 second
e Set Volume of Powerpoint PC to 0 and wait 1 second

e Launch test.pptx file from Desktop of UserT and wait 3 seconds

e (o to next slide

Devicel .ResetConnection

wait 1

Devicel.SetVolume 0

wait 1

Devicel.Launch C:\Users\Userl\Desktop\test.pptx
Wait 3

Devicel.NextSlide

Show Notes from Powerpoint file as text content into VERTEX

e The current powerpoint notes should be displayed as text content into VERTEX

e Forour usecase, the text content into VERTEX should only be changed when the notes of the pptx are
changed

e The Ppt Remote Device offers 2 options: 'Slide Change Script"and "Notes Changed Script". For our usecase,
add the following code snippet as Notes Changed Script

Contentl.Settings.Text.Value = Devicel.Settings.CurrentNotes.Value
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Master

VERTEX - Scripting Examplevxp

Progammerl * PMEllve  * & »

Notiz Folie 2

5.3.13.4 Stream Deck

e VERTEX s shipped with device Library elements for the Elagato Stream Deck, Stream Deck XL and

Stream Deck mini
e No Driver installation is required, just plug in the Stream Deck and start VERTEX

e Settings for all Buttons are done in VERTEX -Script Commands are used to trigger actions

How to add a Stream Deck
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Project Explorer Library % | Programmer

Video Fx Geometry Modifier Devices  Search Filter  streamdeck

StreamDeckMin# = StreamDeck g  StreamDeckX f#

Add To iject

Add Multiple...

StreamDeckMini StreamDec Xl

1. Connect the Stream Deck to your PC#
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Close Elgato “Stream Deck for Windows Application and all other
Applications that access your Stream Deck
VERTEX directly accesses and talks to your Stream Deck device. Avoid side effects from
other applications - like overwritten button designs - by closing all other applications
before.!
Especially the "Stream Deck for Windows" application from Elgato influences a Stream Deck that is used
within VERTEX. Please also terminate this application before you start with your VERTEX project.

Start VERTEX

Open Library Editor and search for the Stream Deck Device
Right-click with you mouse on the Device and add it to your Project
Select the device inthe Project Explorer

S

Go to the Inspector and set the values for each button
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Project Explorer Library Programmer
® B Devices Programmer1 PME1 Live
E ALL 1

[} Content
Devicel

=Y Sequences

= Playlists

Schedules
i Clips

) PMEs

] Views

T4+ ControlViews

Your Stream Deck device and all settings ar stored into your VERTEX project file. When you load the Project, just

connect the Stream Deck to your PC and go ahead with your work.

Settings
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Inspector X
Devicel (Prograr ™ — -+ '$ T l
Main Settings Al

User Properties

PBZ Play
Script
Playback2.Play

Color

lcon Play

Vertex Content cars2-clip2_h720p.mov
Font Arial

Font Size 10 2
Font Style MNormal

Font Color .

lcon

Vertex Content
Font

Font Size

Mormal

Font Color .

Key 3
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0 Host Defines the host System into your Project where your Stream Deck
System physically is connected to.
Only change when working into a project with Session Member Systems.

Label Set a Label that is displayed as text for your Stream Deck button.

Script Enter Script Commands that should be executed when the Stream

Deck Button is pressed
Focus with your Mouse and use Shortcut "CTRL + Space'to show a list of all

Commands
e Color Sets a background color for the Stream Deck button.
e Icon Choose an icon for your button. VERTEX comes up with predefined

Icons for the most common use cases

@ Vertex Show a thumbnail from a content asset of your project as background
Content of the button.

Drag an video or image content with your mouse from Project Explorer to this
property field

Set Icon to "None"

Right-click and open context menu to clear background image

e Font Font settings for the button Label
Settings

Button Count
The Stream Deck buttons are counted in rows, starting from top left

Further Settings

e Select the "Settings™Tab of the Inspector to set the global brightness of the Stream Deck or to check if the
Stream Deck is connected to your PC.
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5.3.13.5 Vertex NDI Streamer

e VERTEX NDI Streamer is amulti source NDI toolkit

e VERTEX NDI Streamer is capable to stream up to 2 desktop regions and 1 live input as a NDI
Stream

e The NDI Streamer is free and fully works without a valid VERTEX license

e In addition, all settings and streams can be controlled remotely out of VERTEX (with a

license)

Start NDI Streamer

e The VERTEX NDI Streamer comes up in a package with the VERTEX installer
e Just download and install an up-to-date Version of VERTEX
e Right-click with your Mouse on the VERTEX Tray Icon on the Windows taskbar

e Start Vertex NDI Streamer

Start Vertex

Stop Vertex

Start Vertex MDI Streamer

Restart Vertex Service

Exit Vertex Service

e When the NDI Streamer is started, a new Icon appears into the windows tray bar

1025
15.04.2021 55
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Set up NDI Streams

e Right-Click on the VERTEX NDI Streamer tray icon in the windows taskbar
e Select "Show Settings”

I Show Settings

Exit Vertex Mdi Streamer

e Now you can enable up to 3 NDI Streams from your PC

Stream 1 + 2

enable you to set up two NDI streams that capture a display (or only a region) of your PC.

() Vertex MDI Streamer >

Stream1  Siream2  Stream3  Seftings

[] Enable NDI Stream 1

Name |

Display 0 =
[] ROI

X 0 =
Y 0 =
Width 1820 =
Height 1080 (=

[] Show Mouse

cu

Name

Name of the stream that is shown for all NDI applications
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Display

Select the display number of your PC that should be sent as NDI stream.

ROI

Region of Interest. Default: disabled

Enable to capture only a region of the selected display as NDI stream
Enter pixel coordinates (starting at top left) and width/height to define the ROl

Show Mouse

Show mouse pointer in NDI stream

Stream 3

Stream 3 differs from the first ones. Here, you are able to send a video source (e.g. a webcam) and audio source

(like a a microphone)

from your Windows PC as NDI stream.

() Vertex MDI Streamer

Stream1  Stream? Stream3  Settings

[ ] Enable NDI Stream 3

Mame | |

Video |5c:reenCapture e |

LV (Reatek(R) Audio J1Y
Hide Exit

Name

Name of the stream that is shown for all NDI applications

Video

Select from a list of video sources.

Depending on your PC hardware and configuration the list of available sources may vary
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Audio

Select from a list of audio sources.

Depending on your PC hardware and configuration the list of available sources may vary

Settings

(™) Vertex MDI Streamer

[] Auto Start

[ Use Authertication

Stream1  Stream?  Stream3  Settings

Tep Port L0014 =

Mame |

Passward |

Status Ok

Hide Exit

Auto Start

Enable to add the NDI Streamer to Microsoft Windows autostart

TCP Port

Change port number for remote controlling the NDI streamer over TCP.

Use the R-Button to restart the TCP Servers after a port change.

R Button

Reset and Restart the TCP Server for all network adapters after you have changed the TCP

Port

Use Authentication

Set User Name and Password for TCP Authentication
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Remote Control out of VERTEX

e Youcanremote control all settings of the VERTEX NDI Streamer on a PC in your network out of
VERTEX

e Justadd a "Vertex NDI Streamer” Device from the_Library into your current project

e Once configured, you have access to all settings of the NDI Streamer application and are able to

automate your NDI workflow

Setup

Project Explorer Library % Programmer

Video Fx ~ Geometry Modifier evices  Filter: ioversal o

ioversal ioversal ioversal ioversal ioversal

ﬂﬂﬂﬂﬁ’

Json Sender Kiosk Browser Ppt Remote Unreal Sender Unreal Receiver

ioversal ﬁ ioversal ﬁ
Add To Project
Add Multiple...
&
Vertex MNdi Strea... . Vertex Script Se

e Openthe_Library

o Select Devices and filter for “ioversal”

e Right-click to the device "Vertex NDI Streamer"

e "Add to project”

e Select the device in the Project Explorer and set the initial properties in the Inspector

e Once the connection is set up, you are able to upload and download all application and stream settings.
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{t=) Vertex NDI Streamer Inspector %

Devicel (Proc ~ = '@
Stream1  Stream2 Stream3  Settings
Settings Al

Enable NDI Stream 1

Display 0 = Hos

ROl IP Port

User Properties

X 24 S MNetwork Adapter
Y 0 = IP Address

Width 1920 =

Height 1080 (=

Show Mouse —_—

Identifier
Hide

Display
Roi

Roi X

Roi Y

Roi Width

Roi Height

* App Setti...

Comparision: All settings from the NDi Streamer application (on the left) you will also find into the Inspector when
selecting the corresponding Device "Vertex NDI Streamer” (on the right)

IP Port

Enter here the same IP Port as set in the ND| Streamer application

Network Adapter

Choose a network adapter from your local VERTEX instance

IP Address
Enter IP address of the PC on that the Vertex NDI Streamer application is running and should be remote

controlled

Upload Settings o
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Upload all current settings from VERTEX to the NDI Streamer application

Download Settings e
Download all current settings from NDI Streamer application to Inspector

Scripting

As with every Device in VERTEX, you can control an NDI Streamer Device with a Script.

For the following examples the NDI-Streamer Device was added as "Devicel"to a project

Enable and disable Stream 1 on the remote PC

Devicel.Settings.Streaml.Enabled.Value = true
Devicel.Settings.Streaml.Enabled.Value false

Show Mouse Cursor in ND| Stream 1

Devicel.Settings.Streaml.ShowMouse.Value = true
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5.4 Content Types

e The VERTEX encoding engine is based on FFmpeg - the most common an popular video/audio codecs
and file formats are supported

o VERTEX offers you advanced options to optimize Image Sequence Playback

e Furthermore there are many other content types like HTML, Live Inputs or Generative Patterns

e There are various options how to import content including the import of whole directories

Import Content

e There are various ways for content import in VERTEX. Choose the way that fits best to your workflow and
your project.

e You can also_import whole folder structures directly into VERTEX. And for the import of Image Sequences

there are additional settings.
e All options are summarized in the separate chapter Import Content
There you will also learn some things about advanced settings for content import.

e Watchfolders are a tool to manage and automate content import

Types of Content

VERTEX supports a bunch of different content types. From videos, audio and images up to generative content

like test pattern or even live inputs, if available on your hardware.

To get more information go ahead with the detailed-chapters below:

Basic Content

Special or advanced content types

e |mage Sequence
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Live Input like Cameras, Input Cards, ND/
e Procedural Content like Testpatterns, Solid Colors or Gradients
o HTML-Content

e Text Content

File formats from 3rd- Party applications

e Powerpoint Files
e Adobe Photoshop- Files
e Notch Blocks

5.4.17 Import Content

e There are different options to import content into VERTEX: using a shortcut, with the help of menus or
just with drag and drop
e Import one single file, multiple files ora whole directory including all files and folder structures

e There is an an additional option to import image sequences or a directory of image sequences

Various ways to import

1. Context Menu in Project Explorer

Right-click with your mouse on the "Content" section in the Project Explorer

Choose your import option there.
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Project Explorer * Library

Devices
Groups
Sequences
Playlists
i Schedules
f»] Clips
", PMEs

T4 ControlViews

Pro grammer

® B Content

Programmerl

Import File...

Import Image Sequence..

Import Directory...
Import Image Sequence Directory...

Add Live Input...

Add Text...

Colors

Patterns

Add Playback Dashboard..
Add QR Code...

Add Html Content..
Objects

Set Folder File Id...

Add Collection

Inspect

Tree view

2. Main Menu: "Create”

PMET Live

Go to the Main menu on top, fold out the "Create" Tab and select your import option there
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% FILE EDIT | CREAIE | W ( S ( LACK HELP
Project Explorer » Content..

Import Ima EOUENCE. ..

Import D

Import Image Sequence Directory..

Add Live Input...

Add Text...

Colors

Patterns

Add Playback Dashboard..
Groups
=1 Sequences
Playlists

5| Schedules ContralView

Eﬂlips (x) Variable
] PME= : Playback

Programmer

T4t ControlVie :

Surface

3. Shortcut CTRL+I

Focus the Project Explorer and press the keys CTRL+/

The Windows Explorer opens. Choose your files there and confirm

4. Drag and drop from Windows Explorer to Project Explorer

VERTEX allows you to add content simply via drag and drop from Windows Explorer.
Select your file into the windows file explorer and drag it to the Project Explorer or directly to your sequence

This also works for simple folders without subfolder.
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T FLE EDIT C E  BACKUP  HELP VERTEX - manualvxp

Project Explorer X | Library

Programmer] PME1 Live 3 C + Selection

S aun 2
“ codile.j Minions_0000
4 D Content =
=]
> I Minions

> B Trailer
Video

‘Wiedergeben

m start Freigeben  Ansicht Videotools

« v 4 || > DieserPC > Desktop > Demo Footage > Video
# Schnellzugriff
[ Desktop

3 Downloads
[£] Dokumente

=] Bilder v v v

[ Box Sync
> (% PMEs Stundenlisten

T Views

v v

Scripts and Inis f

Browser Bookmsz

> T4+ ControlViews

Testiles
Anyblends
Console-Layer
Miced

Playlist
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Directory or File(s)

You can choose whether you want to import a single file, several files or a folder structure.

Import one file or several files

e Select 'Import File"
e The Windows Explorer opens

e Select one or multiple files there into the same directory

Import Directory

e Select 'Import Directory”

e The Windows Explorer with a Directory tree opens
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w E Dieser PC
_J 3D-Objekte
| Bilder
w [ Desktop
Archive
w Dermo Footage
I
Masks
Mixed
Still
Video W
Abbrechen

e Choose a directory
e The directory, all subfolders and all content is imported

e Subfolders are taken over as collections using the same structure
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Project Explorer *  Library Programmer
X E Content> Demo Programmerl PME1 Live 123 EE!
E ALL
4 [ Content
> BAL
4 [ Demo Footage
k= 3D
Bm Masks
B Mixed
= Stills
4 [ Video
E WAVET-h264.mov
E WAVEZ-h264.mov
E WAVE3-h264.mov
E WAVE4-h264.mov
E WAVES-h264.mov
E WAVEG-h264.mov

g Trailer

[ Canvas

% Systems

O Surfaces

Import Image Sequence

Because of some settings there is an extra option to import Image Sequences.

The Image sequence import is available as menu entry in the Project Explorers context menu or the Main Menu.

Learn more about import and options for Image sequences here: Image Sequence
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Settings

Initially, there are some basic import options set in VERTEX that should work for the most projects.

Beyond that, you can customize the behaviour during import.

Project Settings

e globally define details for the file import.

e switch the Proxy file encoding on/off

e set special options for codecs (NotchL.C and HAP)

e select what should happens with Audio (Disable embedded Audio extraction, disable audio wa'veforms in
content tiles, force an udio conversion to 16Bit/ 48kHz)

e define the data handling (should the original content be copied to the VERTEX project folder? Should Sub-
Directories imported...?)

e define the_Content Sync behaviour for a session with_multiple systems

Project Settings

Encode Proxy Files
Disable Hap Frame (Decode) Optimization
Disable MotchLe Frame (Ram) Optimization
ReCalc Duration On Import
Compute File Hash
Disable Embedded Audio Extraction
Disable Audic Waveforms
Force Audio Conversion (

ntent To Project Folder
Impeort Sub-Directories

Transcode Hap Chunk Count

Cancel

Go to the Main Menu on top, open "Edit" tab there and select "Project Settings”
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System Settings

For every System into your project you are able to define how many proxy files should be calculated in parallel

(Max parallel Proxy encoding)
Depending on your hardware, you are able to increase the number to speed up the encoding and the import.

As default, the value is set to 1. One file after another will be encoded to limit the increased hardware load.
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Programmerl ~

m1.Outputl.S

Programmerl ~

08:00 08:30 09:00

Advanced T
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PMET Live T o

PMET Live =

nnected DESKTOP-7 2E 192.168.1.12  LICEN

Select... -

a

Main Video Audio Settings Info

Vioso DMX Al
6Bit FullScreen

Bit Supported
Render Element Create Interval (ms)
Render Element Interval (
Buffer P
Render LocalSy
Maonitor Virtual Ram Usa
Auto Start Settings
Init Video Inpu Start
Fullscreen On Startup
Enable Dmzx warding
Ena ipt Server
Script 5 wrthentic

Username e

Audio System

Current User
Enable Ve

09:30

NDI Auto-D

NDI Inputs Enabled

Master Loaded

Value Mode % VRAM: 27.5% CPU: 5

Network
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Advanced

There are some advanced options to handle or control content

WatchFolder

Define and observe Windows folders. A content import is automatically triggered if content was changed or
added into this WatchFolder.

As Option, you are able to let VERTEX automatically create Playlists or Sequences based on the WatchFolder
content

Learn more about WatchFolders

Folder and File ID

Folder and File IDs allows you to simply access content and folders by an value based ID.

This is necessary when e.g. working with DMX and Console Layers

Learn more about a Console Layer or the Folder and File IDs

9.4.2 Video

e The Encoding Engine in VERTEX is based on FFmpeg. Basically, VERTEX is able to import every codec and
file container that is supported by FFmpeg.

e Depending on your hardware setup, not every codec is recommended for every use case

VETTEX supports high quality codecs like Apple ProRes, HAP/HAP-Q and Notch LC

o VERTEX automatically extracts and resamples embedded Audio

Supported Formats and Codecs

e VERTEXis based on ffmpeg to read video data - basically all video formats from ffmpeg are
supported (e.g. MPEG4/H264, MPEG 2...)
e Playback of high quality codecs like Apple ProRes, HAP/Hap-Q or Notch LC is supported
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Choosing the right codec
The choice of a codec depends on your projects conditions, the resolution and your quality
requirements. A general statement is difficult and also does not represent the full range of
projects. The choice of a codec also depends on your hardware configuration. Some
codecs require more GPU power, others require more CPU power or a fast hard disk
For high quality playback we recommend to use Apple ProRes, HAP, HAP-Q or Notch LC.
VERTEX comes with a native integration of HAP and Notch LC. Most parts of the
encoding load is shifted to the GPU. The playback performance for especially high
resolution files is great.
If there are any questions about codecs, please write us an email to support@ioversal.com

10 Bit Playback with Notch LC
VERTEX supports 10 Bit Playback with the NOTCH LC codec. This codec is free. "It brings

the equivalent of 10bit accuracy in a scrubbable codec that is extremely fast to encode and
decode, with a compression ratios of around 5:1" (Source: Notch LC Website)

Related Links

Notch LC

Official Website of the free Notch LC Codec
HAP

Official Website of the free HAP Codec

Proxy Files

e For each video content that you add to your project, VERTEX automatically calculates proxy files ina
small and a middle quality and resolution.

e The progress of this encoding is displayed with an orange progress bar into your content tile

e Into the Render Editor you are able to switch between original file and proxy file.

Encoding and Status
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e Theorange progress bar into the content item in Project Explorer shows you the status of the
encoding process

e By default, the amount of parallel encoding jobs into a VERTEX project is set to 1. When import
multiple files, the encoding will be done one by one.

o All Proxy Files are saved into your VERTEX Project Folder. When the Encoding Process is finished,
they are distributed in background to all other VERTEX Systems into a Project.

When VERTEX is creating the proxy file of your video content, the CPU usage is higher as
usual.

When the process is finished you should observe a decrease of your PC's CPU usage.

Settings

e Foreach VERTEX System you can set the number of parallel encoding jobs in the Inspector.
Select your System into Project Explorer and navigate to Inspector (All-Settings Tab)

e Foreach VERTEX Project you are able to globally disable the encoding of proxy files
Go to Main Menu -> Edit -> Project Settings

e For each VERTEX System into your current VERTEX project, you can disable the Content Sync for

Proxy Files.
Select your System into Project Explorer and navigate to Inspector (All-Settings Tab)
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Proxy Files are saved into your project folder.
For each Content a Folder with an internal UUID is created into the project files subfolder
Data\Content

Embedded Audio

e Embedded Audio of a Video file is extracted and resampled into a separated .wav file during
import

e The audio file is stored into the VERTEX project folder.

e Foryou as user, there is nothing special to keep in mind - When working with this video file, VERTEX always
will automatically assign the resampled Audio track to your video. But if needed, you are able to change to

audio track of your clip container.

Settings

e Audio Extraction can be globally disabled for a VERTEX Project into Project Settings.
Go to Main Menu -> Edit -> Project Settings

Transcoding Presets

e Transcoding for the most common codec types is available with a simple right-click in the Project
Explorer

e No complicated settings are needed: VERTEX offers you Presets with the ideal configuration for
best performance in VERTEX

e Choose weather the new file should be imported as new content or as new version

How to

select the already imported Content into the Project Explorer

Right-Click on this Content and open the context menu

o select Transcode..

The Transcode Settings dialog will open (c.f. below)
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e Do your settings there and confirm

e Transcoding will start -including proxy files. The status is shown with a yellow progress bar in the

content items tile

7 FLE EDIT C ) TOOLS

Project Explorer X Library Programmer Render Editor

w * > Content = Canvas Canvasl

=S 1
= BleepVideo?5fp... em
[} Content RSP Change Name: 'BleepVideo25fps.mov' em1.0utpu
I 0 Change Id: "BleepVideo25fps.mov’
Delete 1 selected item: 'BleepVideo2 3fps.mov’

Pin 1 item to new Inspector

Create group

Lock All Properties
Unlock All Properties

Search

Import New Version...

Import New Image Sequence Version...

Tranzcode...

Encrypt File..
Show File in File Explorer...
Options

Copy
Copy Scnpt Names

- Create Preset

() [1] Sequencel Sequencel nm | m 00:00:00:00 D4
00:00 00:30 01:00 3 02:00 02:30 e 3:3 04:30

Transcode Settings

Presets
Choose from a list of specific codecs.

The presets for the specified format already have the optimal settings for a playback in

VERTEX
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Transcode Settings

Preset Hap

Export [Hap

Hap Alpha
Hap Q

Pro Res 422 LT
Pro Res 422

Pro Res 422 HO

Import

File Sizes

Depending on the source file, its resolution and length, new transcoded Hap files (especially

hap g ) and ProRes files could have bigger file sizes! Ensure that there is enough space on
your project data drive.

Export

Select between the options 'Audio&Video " (default setting) ans ‘only Video"

Import

There a two different options how to import the new and transcoded video into your current VERTEX project:
1. As new content ltem

The transcoded video will be added as a new content item into Project Explorer
The new transcoded file and its proxy files are stored into the VERTEX project folder.

2. Asanew version of the current content item

The file will be transcoded into the chooses preset and is accessible as new version of the current content
[tem

The new transcoded file and its proxy files are stored into the VERTEX project folder.
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Transcode Settings

Preset Hap
Export Video & Audio
Import Mew Content

Mew Content

MNew Version

Content Encryption

e Protect your intellectual property with an integrated Digital Rights Management (DRM) tool.
e Video files ((mov - Quicktime container) can be encrypted directly inside of VERTEX
o Select between different encryption modes: a key, lock it to a license or dongle and/or fit it with an

expiry date.

How to
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Project Explorer ®  Library Programmer
w B 3
E ALL 1

. A46.mov
[} Content mov

m Ab.mov
io_logo_weiss_redglow.pn
[} TeaPot3.3D5

]

anvas
Systems
Surfaces
Devices
Groups

Mode Systems

1
o
£
o
i

Sequences
Playlists

Schedules

[

[ EE il

Clip

4 [0 Content
[ 46.mov
[ 46.mov

@ io_logo_weiss_redglow

Count: 3

Rightclick on a Video file into project Explorer
Choose "Encrypt File" from Context Menu

The "Encryption Settings" Dialog will open

Do your settings and choose mode (see below)

Copy the encryption key, confirm
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> Content

2

TeaPot3.3D5

[OJNE

Change Name /f Id: "46.mov'
Delete 1 selected item: 46.mov'

io_logo_weiss_re...

Pin 1 item to new Inspector
Create group

Search for usages

Import New Versicn..

Import New Image Sequence Version...

Transcode...

Encrypt File...

Show File in File Explorer...

B Show Folders in List/Tile View
E] Sort items by types
E3 Filter when sorting

Refrezh

Copy
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New Encryption Key

gYMmSVYaThRkTy

» Clipboard Cancel

e VERTEX will transcode your video into a new .movx file

e [f not automatically imported into project explorer open context menu on the original file and choose "'Show
file in File Explorer"

e Import the .movx file again

e select the file into Project Explorer

e change to Advanced Inspector Mode

e Search for Encryption Key in Inspector and enter the key
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Inspector X
B A6.movx (Pregrammer] (PM -+ 'ﬁ:)

Main Video Audio  Settings Info

User Properties

D 1D

Display Rate Mode

External Processing

Frame Blending

Texture Filtening

Texture Smoothing

Watch File Changes

Frame Rotation

Color Conversion Auto Detect
Color Processing Mode GPU

File Source Mode Original Path First
Texture Filter Anisotropic
Texture Meode Tile
Encryption Key

Thumbnail Ready Scni

Custom Video FPS
Frameblend Delay Factor
Anisotropic Leve

Current Version

Target Systems

Creation Date

Maodified Date
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e Refresh Proxy and Cache files: Right-Click - Context Menu on the encrypted content item in Project Explorer

Settings and Modes

Encryption Settings

Mode MNormal

Expiry Wednesday, 21 April 2021 17

Normal:

File is encrypted with a passkey. The passkey is generated after clicking OK

Expiry Date:

The File receives an expiry date, for how long the file can be opened

License list:

The file will only run on systems with a certain license key. The license key can be entered into the list field

Dongle:
The file can only be opened if the dongle plugged in during encryption is plugged in during playbac

5.4.3 Image Sequence

e VERTEX converts image sequences optionally in aproprietary ioversal file format to ensure
performance stability during playback.

e Of course you are also able to use the original files as source format.

e The playback performance depends very much on the chosen file format and especially your
hardware.

e There is an option to import image sequences as whole directories with subfolders.

e TIFF is natively supported in RGB 8/16 bit RGBA 8/16 bit.
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Supported Formats

The following formats work with VERTEX.

Their playback performance varies, especially when working with compressed formats.

BMP, TIFF, TGA, JPEG, PNG, DPX, GIF

We strictly recommend to test format and playback performance with the VERTEX trial version beforehand.

16 Bit Playback works with TIFF images.
Also DPX supports 16 Bit, but is not yet tested in all cases.

Import and Playback

Import

You can import either an image sequence or a whole directory structure of image sequences into VERTEX:
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% FILE

Project Explorer x

EDIT  CREATE

Library

1

|

O Surfaces
M Devices
ﬁ Groups

iS5, Playlists
Schedules
[] Clips

] PMEs

@

Scripts

Visualizers

T4 ControlViews

Playback Editor

(O]
00:00

Go to Project Explorer > Content > right-click context menu or Main Menu > File > Add Image Sequence (or

Playba:
[1] Sequencel

00:30

Image Sequence Directory).

WINDC CLOUD SERVICE

Pro grammer

k 'ﬁ ALL > Content

Import Content
Add File...

Add Image Sequence...

Add Directory..

Add Image Sequence Directory...

Add Content
Live Input...
Text..

Mask...

Colors
Patterns
Playback Dashboard...
OR Code...
Video Stream...
Image Ur...
Htm| Content...
Objects

Set Folder File Id...
Add Collection

Pin 1 item to new Inspector

Inspect
Options
Copy Scnipt Names

Tree view

WO €
CHILS

1:00:00

02:30

After giving the import command, select the first file of your image sequence:
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W Select one or more files... X
« “ » ThisPC » 0O5(C:) » TestContent » SynchTest25fps v | O Search SynchTest25fps
Organize = Mew folder == - [ o
~
TestContent ~ Mame Date Type Size Tags -
& Box Sync |&] frame-000000.png lk 10/11/2022 2:27 PM PNG File
& OneD & frame-000001.png Titem type: PNG File PNG File
nevive 5] frame-000002.png Dimensions: 1920x 1080 | PNG File
O This PC 8] frame-000003.png Size 241 KB PNG File
J 2D Objects & frame-000004.png PING File
I Deskiop & frame-000005.png PNG File
& frame-000006.png PNG File
= D t:
] Documents &] frame-000007.png PNG File
J Downloads (5] frame-000008.png PNG File
J Music =] frame-000009.png PNG File
&= Pictures & frame-000010.png PNG File
B Videos & frame-000011.png PNG File
i 05 (C) & frame-000012.png PNG File
& frame-000013.png PNG File
¥ Network &] frame-000014.png PNG File
v & frame-000015.png 10/11/2022 2:27 PM PNG File w

~ | Content (*.3ds, *.ac3, .aif, ".aifl ~

Cance'

File name: |frame-DDDDDD.png

Because importing image sequences is different from any other media type, you will be presented special

options after the initial import command:

Optional Settings

Add Image Sequence

Compn
Force 24bit
Force

Conwvert £

Fps:

Sets the frame rate for your image sequence. When proxy file encoding is enabled, this frame rate is used to
encode the image sequence to proxy file videos.

The frame rate is used for your content asset in the project explorer. Go to the inspector to change the settings.

Cache:

Enable for VERTEX to convert the imported image sequence into a proprietary .iovi format and store it in your
project folder.
Advantage: optimized file processing, optimized data handling, optimized algorithm - ensuring the best
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playback performance

Disadvantage: the conversion of tga, and dpx files costs time and processing power.

Disable if you want to import the original file format.

Depending on the file format, playback performance can vary.

The system where the import was done uses the original files are for playback.

In a multi-client session the files are being copied by default to all session members' project folders (content

sync).

Please keep in mind that your project folder has to be located on a very
fast drive with enough disk space.
Double check this also for all other VERTEX systems when working in a
multi-client session.

Importing an image sequence directory can fill up your drive quickly with all the data

created and copied into your project folder(s).

Compressed Cache

Default Setting: Disabled.
If enabled, Data into ioversal Cache format (.iovi) will be compressed - (only binary data from the whole file - no

effects on image quality

Advantage: Each file of the image sequence will be about 20% smaller. The amount of data that has to be read
from the hard drive becomes smaller.
However, data compression has to reverted by the CPU - leading to a higher CPU load during playback.

Recommended when playing big or multiple image sequences on a system with high power CPU.

Recommendation for the best work routine: have your content creators export and deliver your content

in alossless PNG file format.

Force 24 Bit Caching

Default Setting: Disabled
Enable for the ioversal cached format - all data is converted to 24 Bit (R G and B @ 8Bit)

Force 48 Bit Caching

Default Setting: Disabled
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Enable for the ioversal cached format - all data is converted to 48 Bit (R G and B @ 168Bit)

Convert 48 Bit RGB to 30 Bit

Default Setting: Disabled
Enable for the ioversal cached format - all data is converted to 30 Bit (R G and B @ 10Bit)

5.4.4 3D Objects

The documentation is work in progress and will be updated step by step
Until then: Please drop us an E-Mail with your "How-to-do-this-in-VERTEX" question to support@ioversal.com

Supported Formats

*FBX
*3DS

5.4.5 Images

o VERTEX supports all major image file formats like JPEG, GIF, TIFF, PNG and BMPs
e Alpha Channels and transparency are supported

e During import all formats are rasterized ( for e.g SVGs or EPS files)

5.4.6 Audio

e VERTEX encoding is based on FFmpeg and therefore supports a great variety of audio codecs.
e When audio is imported, VERTEX converts all audio formats to a 48kHz/16Bit WAV file. The new
files are stored in the project folder.

e Multi-channel audio is also supported.

Audio files that come in VERTEX' default format (\wav with 16bit /48kHz) are not converted during import.
You can, however, force VERTEX in the Project Settings to automatically convert every audio file that is imported
-even if it has already got VERTEX's native format.
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Although each audio file is converted to an industry standard of 48kHz/16Bit -even mp3

audio -, we recommend to only import uncompressed audio for best results in sonic quality.

5.4.7 Powerpoint

VERTEX is able to import Powerpoint presentations as PPT or PPTX File
All'included Slides are accessible as a PNG File into VERTEX

Videos or Notes are accessible as child elements of the slide they are placed

e Translations between Slides and Animations are not supported

Supported Powerpoint Formats

e ppt
e pptx

5.4.8 Notch Blocks

e VERTEX supports native Notch Playback

e Notch Blocks are handled into VERTEX as any other content element: Import a Notch Block into the Project
Explorer, drag it to your timeline and create a Clip Container and set the exposed/auxiliary parameters in the
Inspector

e For Notch playback yourequire a Notch Playback License/Dongle and an installed Codemeter

runtime for license management

How to prepare VERTEX

e Check out the prerequisites for a notch Playback License on notch.one
e Follow the Notch manual for License handling and install the Codemeter License runtime
e Plug In your Notch Dongle and start VERTEX
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Notch Playback License

To display Notch content into VERTEX, a Notch Playback license on a specific Notch dongle
is needed.

This license has to be purchased at Notch. To run this license, a third party license runtime is
necessary.

There is no demo option - if no license is installed or the necessary Codemeter runtime for license handling is

missing, an error message will occur. no notch content is displayed

Working with Notch Content

Import Notch Content

VERTEX - notchvxp

PAET L c M ©F - Sckdon v o 4 W E

e Notch Blocks are handled as any other content asset into VERTEX.
e after the import there will be a short background processing (orange progress bar on content tile)

e Youare able to use Botch Blocks as any other content. settings are made in the Inspector

Notch tab into Inspector

e For Clip Containers with Notch Blocks, there is a tab called "Notch"in the Inspector

e The 'Notch"tab shows all possible settings, Notch layers or texture settings that are available in VERTEX for
this block.
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PMET Live

PMET Live

Keyframes
e All parameters that are listed into the Inspector for the selected Notch Block are also available as Keyframes
for animation

e Double-Click with your mouse on the Clip Container to open the Keyframe-Editor and choose your property
for animation from the drop down list

Playback Editor %
Playback

Auxiliary textures

e When your Notch Block includes textures that could be assigned to an element, there is an option to work

with auxiliary textures that are provided from another content element into VERTEX
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= {1

[E——

Canvast

n

ControlView1 Schedule1 Sequencel G 205016 l

. [

B 100821
A 0000

oF
Surface2 System1 0ond o
00005 »

Exposable Camera Exposable Camera Values (cameraparams)

Just choose e.g. AUXT in the texture dropdown list

then switch to the video tab and change Inspector Mode to Advanced

Drag and drop a Video, Live Input or another content asset from the Project Explorer to the Auxiliary Textures
field
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Master Disconnected DESKTOP-T1USNZE 192.1681.102 LICENSE 103947 _ O X
*  Inspector X »
PMElLive  * -8 » = ClipContainer = — ~ & € iE T |
Main Video Audio Settings Motch  Tracking
Light Al
Wipe Dissolve

Wipe Softness

Wipe File

* Background Color

Main Content

Q

Playback Sync Mode PlaybackSync
Transport Mode Loop
Video Colors (16-235)
YUV Matrix
+ Mask
* Auxiliary Textures

Aux1

b Aux?

Programmerl = PME1 Live *
08:30 09:00 09:30

» Geometry Modifier fi +
+ Lens Distortion
~ Transform

* Position I 0.000
Rotation 0.000

Rotation Mode Yaw Pitch Roll

Scale

Scale Mode

P ——
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Proload Notch Blocks

e To minimize loading time and calculation times it also possible to preload a Clip Container with a Notch
Block

e When enabled, Clip Containers are pre calculated and pre loaded into the GPU cache. The content directly is
available and rendered when the Playhead runs into the Clip Container.

e Pre-loaded Content claims hardware resources of your GPU- please use carefully and monitor the hardware

usage!
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Inspector X

=1 ClipContainer

Main Video

Enabled

ock Clip To Track

ock Clip To Time

Clip

StartTime
Length
EndTime
InPoint

CutPoint

Use In/Out Points
Pre-Loaded
Template Name
Template Clip
Plane Settings
Horizontal Count

Vertical Count

-T2 ET

Audio Settings Motch All

ExposedExample 64bit_ 0.0.23.dfxdl
00:02:40:00
00:00:20:00
0
00:00:00:00
00:00:20:00
00!

00:00

U=se Default Resolution
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System Performance and System Load
The Systems performance depends on your hardware setup and the settings made in Notch
For Notch performance optimization and measurement, please read the documentation from

Notch about Managing Performance in Media Servers

VERTEX provides a setting to halve the frame rate for Notch Content which reduces the local load on your
VERTEX System (e.g. for testings and programming)

Further Information

Notch website and documentation

5.4.9 PSD-Files

e VERTEX s able to read and import Files from Adobe Photoshop including layers
e Layers has to be rasterized in Photoshop before.

e Fach single Layer is accessible as child element of the main content item and can individually be placed into

Clip Containers or as Clip into a Playlist

5.4.10Live Input

o VERTEX supports different types of Live Inputs and Capture Cards

e Live Inputs that are available for a System are shown in the Project Explorer as child elements of
this System

e Live Inputs first have to be added as Content to your Project (Right-Click on Live-Input -> Add to
project)
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Capture Cards

SUPPORTED MODELS AND MANUFACTURERS

VERTEX is shipped with a support of video input cards of the following manufacturers:

o AJA

e Blackmagic Design
o Bluefish444

e Magewell

e Datapath

e DeltaCast

e Deltacast FLEX

e Magewell

e Osprey

e Streamlabs

Follow the instructions of the manufacturer installing the hardware and the driver.
Once the driver is installed, VERTEX should detect the input card in the project explorer as

child element of your system.

Questions about a certain capture card or model?
First use our free VERTEX trial to test your hardware. for questions write an email to support@ioversal.com

ADD LIVE INPUT TO YOUR PROJECT

Vertex User Manual


mailto:support@ioversal.com

Getting Started 248

[_] Output1

5] Deskt  ~

5] NDI

_E’ Line ( Import Content

Add to project

.I':_’ Mikra Realtek(R

&, PCSo

B Show Folders in List/Tile View
E1 Sort items by types

[0 Surfaces El Filter when sorting

J& Devices Refresh

== Available Sysi

% Groups T
5, Node Systems

After an Input Card and its driver is installed, the Input Card should be
listed as child element of your Vertex System into Project Explorer.

e go to project explorer and navigate to the system where the input device is installed
e select the input device

e right-click with your mouse and open the context menu

e select "Add to project”

e the input device now is listed as a content item in the project explorer

e drag the live input content into the playback editor

RE-SCAN VIDEO SOURCES

If your input device is not listed as a child element of a system in the project explorer, please refresh
the video sources:

e select System in project explorer
e right-click with your mouse and open context menu

e select "Re-Scan Audio & Video Inputs”
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0] Surfac
S Device
a5 Group
&, Node

=¥ Seque

= Playlis

Playback Editx

O

[1] Sequ

Q0:00

If the input texture of your capture card has awrong resolution, try to reset your video inputs

Change Mame / Id: "System1*

Pin 1 item to new Inspector
Inspect
Create group

Search for usages

Enter Fullscreen Rendering

Leave Fullscreen Rendering

Enter Fullscreen ControfView

Leave Fullscreen ControlView

Re-Scan Audio & Video Inputs
Re-5can NDI Inputs

Reset Video Inputs
Reset Asio Device

Open Asio Control Panel..

Clear Render Engines
Reset Render Engines

Import Content

Tree view

e select System in project explorer

e right-click with your mouse and open the context menu

e select "Reset Video Inputs”
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NDI

With a built in NDI receiver, VERTEX is able to receive NewTek™NDI streams.
e VERTEX automatically detects NDI streams into your network.
e Fach detected streamis listed as a Live Input Element as child element of your VERTEX System into

Project Explorer

When no NDI Stream or a wrong number of streams is detected, try to refresh the Video Sources of your
System:

e Select your System into Project Explorer

e Right-click with your mouse to open the Context Menu

e Click to 'Refresh Video Sources”

If NewTek™ NDI Toolsis installed on your PC:

If the NewTek™ NDI Tools are installed on your PC with in parallel installed VERTEX, there

will be an additional NDI Input Source called

NewTek NDI Video.

We recommend to use the VERTEX NDI Receiver. This kind of input source is independent
from an installation of the NewTek™ NDI Tools on any other PC or Client of your project. The VERTEX NDI

Receiver will be available on any Hardware on which VERTEX is installed

Add NDI to your Project

e Navigate to your System into Project Explorer
e Open the tree and show child elements of your System
e Right-Click with your mouse onto NDI Receiver

Vertex User Manual



Getting Started 251

Project Explorer X Library Programmer

£ AL

> (D Content
p [T] Canvas
4 % Systems
4 @ ALL
4 % System’
> [ Output1
= ] Desktop Capture
= ] Integrated Webcam
E NDI Input1 DESKTOP-71U9N2E (Vertex)
@ NDI Input2 DESKTOP-71U9NZ2E (Vertex Surface1)

Add to project
&= Available Systems pire]]

Add this item to your project.

Playback Editor Playbacks After adding this item will be sho

() [1] Sequencel _ 2:30: &
Tree view
00:00 01:00 02:00 04:

e 'Add to Project”
e The NDI Receiver now is listed in the Content Section into Project Explorer

e Drag this NDI Content to the timeline of the Playback Editor and create a Clip Container
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Project Explorer X Library Programmer Render Editor System Output Setup Content Transfer Monitor
L Canvas Canvas1 All Programmer1 PME1 Live
8 A

4 D Content System1.Outputl.Surfacel
_’:j NDI Input1 DESKTOP-71U9N2E (Vertex)

_’:j NDI Input2 DESKTOP-71U9NZ2E (Vertex_Surface1)
> [7] Canvas
4 E2 Systems
4« Ban
4 % System1
> [] Output1
2] Desktop Capture

2 ] Integrated Webcam

@ NDI Input1 DESKTOP-71U9N2E (Vertex) jv’

LW R OB e I O
Playback Editor Pla ks
[1] Sequencel HiNH ’T‘ Programmer1 PMET1 Live
01:00 04:00 07:00 08:00

(5 3 NDI Inf

Desktop Capture

e Captures the Windows Desktop of a System

e Shows Mouse or Touch Interactions

Add a Desktop Capture to your Project

e Navigate to your System into Project Explorer

e Open the tree and show child elements of your System

e Right-Click with your mouse onto Desktop Capture

e "Add to Project”

e The Desktop Capture now is listed in the Content Section into Project Explorer

e Drag this Desktop Capture Content the timeline of the Playback Editor to create a Clip Container
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Camera

VERTEX supports all cameras that are working with Microsoft Windows after drivers are installed:

e integrated webcams
e USB webcams

e some ethernet- based cameras

Note: at the start of VERTEX and when loading a project, VERTEX initializes all input devices. A
connected webcam's LED may flash briefly, but VERTEX is not recording anything.

Add Camera Live-Input to your Project

e (Go to Project Explorer and navigate to your local system

e [f cameras are detected from VERTEX, they should be listed as child elements of this system.
e Open the context menu with a right-click.

e 'Add to project”

e The camera is now listed as a content item in the content section.

e Drag the camera content as a clip container into the timeline of the Playback Editor.

Spout
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Spout is an open source video texture sharing framework for Microsoft Windows.

With Spout it is possible to share video or graphics textures in realtime between windows
applications on the same System.

Spout is supported and integrated by a lot of creative applications.

All information including a Spout test sender and receiver could be downloaded on the

Spout Website

Add Spout to your project

e Check if there is an active spout sender from another application active on your Windows System
e (o to the VERTEX Project Explorer and navigate to your local System there

e Spout should now be listed as Live Input and child element of your local System

e Right-Click on the Spout element and select "Add to project”

e Into the Content Section, Spout now is listed as Content of your project

e Select Spout from Content and drag it to the Playback Editors timeline to create a clip container

If Spout is not listed as child element of your local System: right-click with your mouse on
the System, and select 'Refresh Live Inputs" in the Context Menu.

If no Spout Sender is detected, no child entry is shown!

5.4.11Generative Patterns

o Generative content is static content that is generated based on your settings.

e You have access to solid color, gradients ortest- or UV-patterns directly from VERTEX, no needs to
generate them with an external application.

e Once added as content to your project, you are able to change and adapt the settings in the

inspector. Based on these settings, the visual result changes.
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Add a Generative Pattern
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Project Explorer X

B au
[ Content
[] Canvas
% Systems
=
% Awvailal
O Surfaces
S Devices
ﬁ Groups
i, Node Sys
=¥ Sequence

S Playlists

Schedule:

E Clips
] PMEs

¢/ Scripts
[T Visualizers

E Views

T4t ControlVie

Playback Editor
B [1] Sequenc
00:00 00::
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Library Programmer

w ﬁ < > AlL > Content

Import Cortent
File...

Image Sequence...

Directory...
Image Sequence Directony...

Add Content
Live Input...
Text...

Mask...

Colors
Patterns
Playback Dashboard...
QR Code...
Video Stream...
Image Url..
Html Content...
Objects

Set Folder File Id...

Refresh All Proxy & Cache Files...
Refresh All Hap/MNotchlLc File Caches...
Delete All Proxy & Cache Files...
Reset & Restart All Content Sync...

Add Collection 1:00:00:00

Pin 1 item to new Inspector

Inspect

Options

Tree view

02:30
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1. go to Project Explorer

2. right-click with your mouse to the Content section to open the context menu

or
1. go to the main menu at the top bar Create -> Content

The render texture size defines the size of each of the content items below.

By default this size is set to 1920x7080 pixel. You can change the size in the inspector

Solid Color

e solid color is a content element with s single solid color texture

e select the solid color element in the project explorer to set color and texture size

After applying changes to this content item, you might have to refresh the clip container by
sliding the playhead in and out of the clip container in order for the changes to become

effective.

Programmerl * PMEILve -

System1.Outputl Surfacel

1920000 ¥ 1080000 o

AL HERQAO OB I mE
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Gradient

Project Explorer X Libra
ALL [>Content merl * PME1 Live

B2
olid

Gradient

Fitter

»|[n][m] 00:00:04:09
l00:04 00:05

Test-Pattern

e Based on the texture size you set in the inspector, VERTEX calculates and draws a test pattern.

e All parameters are based on the texture size and the horizontal and vertical count of elements.
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Project Explorer
A [ Content| ment
Sau (3

D Content Solid Color

Gradient

192011080

UV-Pattern

Te

192011080

attem Programmerl | -~ - 4 |9

Main | Settings Info Al

e Based on the texture size you set in the inspector, VERTEX calculates and draws a UV-Test-Pattern.

o All parameters are calculated based on the texture size.

Broject Bxplorer X| Library

© W B <o A Gontent et v PMEILve

g ISE
Sold Color
Gradient

192011080

Count: 4 Selected: 1 Filter

»|[n][m] 00:00:23:21

00:24
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After applying changes to this content item, you might have to refresh the clip container by
sliding the playhead in and out of the clip container in order for the changes to become

effective.

Playback Dashboard

e Based on the texture size you set in the inspector, VERTEX calculates and draws a playback dashboard.

e All parameters and information are based on the timecode and the cue positions of your playback.

Inspector X
Programmerl - PMEILve - & (0 Plyback Dashboard Grogr -~ - = [ 1 1

Main | Settings Info Al

[ 3 Vertex Playback Dashboard
1920x1080 192041080 TC: 00:00:37:15

Next Cue
#2 00:00:83:20

Remaining
00:00:04:22

15:47:33

After applying changes to this content item, you might have to refresh the clip container by
sliding the playhead in and out of the clip container in order for the changes to become

effective.

5.4.12HTML-Content

o VERTEX offersaHTML 5 render engine - a browser based on the chromium code

e VERTEX HTML content supports all common browser functionality including JavaScript - for tasks
like CSS Animations

e Works with both local HTML pages or internet/intranet URL
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Add HTML Content to your Project

1. Go to project explorer

2. Right-click in the content section to open context menu

3. select Add...HTML Content

or

Go to the main menu at the top bar and select Create -> Content -> HTML Content
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Settings

URL

e canbe aninternet or intranet URL

e could also be a file path to a local HTML file

Make sure
e that the systems that render URL content have internet/intranet access.

e the system's_fullscreen interaction settings enable the use of mouse or keyboard for full web browser

functionality.

Opacity/Transparency for HTML 5 is supported by the VERTEX HTML Browser Engine

Render Texture Size

e The render texture size defines the size of your HTML browser item.
e By default this size is set to 1920x7080 pixel. You can change the size in the inspector.
e [fusing responsive web content that is optimized for tablets or mobile phones, the view mode of the HTML

content is adapted responsive for small render texture sizes.

FPS

e frames per Second (FPS) defines how often the browser engine renders and refreshes your HTML content.
Please keep in mind, that this number is related to the number of frames the browser engine renders the HTML

content and not on URL reloading.
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To save your system's resources, dial down the FPS on static HTML pages without CSS
Animations to 1.

Each HTML content in VERTEX opens its own browser engine. When woking with different
HTML content elements or big render texture sizes, a lower FPS number for HTML rendering

can save processing power of your render editor or the fullscreen renderer.

5.4.13Text

e This feature generates a text based content.
e Font, size, color and background can be adjusted in the inspector.

e All fonts installed under Windows are supported.

Working with Text Content

e Text content can be added via context menu by right-click on CONTENT in the Project Explorer.

o Alternatively, go to: MAIN MENU > CREATE > CONTENT > TEXT

VERTEX STUDIO SUITE - text.vxp

Select the content tile to
g = = edit your text and its
Once the text content is properties in the Inspector.
created, a new tile appears

in the Project Explorer.

Add text here...

Drag & drop it into the
Sequence Editor.

A AL HERQO o I wE
The automatically generated
> "= % clip Container will make your i — SR e ie -
£ " textvisible in the Render Editor. i i Y

e The Inspector setting for Source Property can be used to display any value VERTEX processes. If you wish to

incorporate any values in addition to your text, please type {0} into the text field.
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Texture Size
As for all other content items in VERTEX, the texture size defines the pixel size of your text
element.

By default this size is set to 1920 x1080 px but can be adjusted to your needs.
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2.5

Create your first project

e We want that your start with VERTEX is as easy as possible. As Beginner or as Expert.
e When creating a new project VERTEX handles some settings in the background to give you a
comfortable start.

e Both Workspace and Output Settings are preconfigured based on your Windows System settings.

Steps

1. Install VERTEX

Need help? Here is a step by step guide with all information: Installation

2. Start VERTEX

VERTEX starts with a splash screen that is shown for a short time

The Ul is loaded and you will see the Startup Page first

None X

Vertex Get starts

Start
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3. Check/Set Data Sync Adapter

When you want to use your VERTEX System in a network session with other VERTEX Systems, please double

check for the right Data Sync Adapter.

This can avoid hassle later on when setting up a session.

VERTEX

Get started

You can find information about features and workflows in the following

Viue Mode (GPU: 27.0% VRAM: 133% CPU: 64.0% RAM:940% 40 () 7

0 Select "Set Datasync Adapter”to initially set your preferred network adapter. If Ethernet is

available, we strictly recommend to used a fast and cabled network instead of a wireless one

e The Data Sync IP is shown at the Top bar. Please check if the correct IP address is displayed
there. If no IP is displayed, please set Data sync Adapter again

4. Create a new VERTEX project
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Project Path
To run VERTEX with the best playback performance, we strictly recommend to store your

VERTEX project folder on the same drive as your content is located.
Please use a fast drive for both to ensure an optimal performance of the software.

5. Wait until the project is created and ready to work on

The project will be loaded and ready to go for your first experience with VERTEX-

You will see:

o a preconfigured Workspace
with the most important tools and windows

o a preconfigured Canvas and Output Configuration
The Canvas size matches with the Windows 10 screen settings of your local System. Canvas 1 is
preconfigured with the total pixels of the Windows 10 desktop you have set. For each the outputs that are

already connected to your PC a Surface is created and already assigned to your Canvas.

', Setup Example
< O = 2 Full-HD Screens are connected to your hardware System. Both screens are arranged side
- by side into your GPU driver/the Windows 10 desktop settings. Your initial Canvas size is

1920 x 2 = 3840 pixel width and 1080 pixels in height.
For each the Screens that are connected to one of your GPU outputs, VERTEX creates a

Surface with 1920x71080px. The initial arrangement of this Surface into your VERTEX Canvas should match

with the settings you have made for your Windows 10 desktop.

6. Explore and learn VERTEX

Learn the VERTEX basics or explore the software by yourself:

a. Check out the joversal Youtube channel - you will find there some quick basic tutorials

b. Read this manual and follow the next steps:

= Become familiar with the user interface

Import Content
Manage Content

= Arranging Content
Set Outputs
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= Playback Live and/or in Preview

5.5.1 Manage Content

e VERTEX offers you different tools to support youin managing and structure your project assets

User Properties help you to organize each single element into VERTEX with meta data and specific color

e With Collection and Groups, you are able to structure content and items into the Project Explorer

e VERTEX comes with an easy-going versioning feature: Just import a new version and change the content
everywhere into your playbacks

o Automate Content Import and Playlist/Sequence creation with WatchFolders

o Set Target Systems to transfer a content only to a certain System

Metadata: User Properties

Set custom User Properties for each item: Content, Clip Containers and Devices. Add personal notes to
remember

e Notes

—

e Name

e User Color

e Tags

Project Explorer

Order Content, Devices and all other items into Project Explorer. Create your own project structure by using
Collections as folders for your favorite items:

e (Collections

e Groups

Content Versioning
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Import new versions of your content and easily switch between versions: The new content version is
automatically replaced on all places into your projects where it is used.

Check the Topic below for more details:

e Versioning

WatchFolder

Observe Windows folders. VERTEX automatically imports new files to your project. You are able to let VERTEX
create Playlists or Sequences based on this content
e WatchFolder

Advanced: Target Systems for Content Sharing

Set targets where your content is transferred to. Only share content data to a certain System into your project
Create target "templates” with use of Collections.

Settings for Target Systems only become relevant if you work with_several VERTEX systems in one project and

want to distribute some content to different systems.
e Target Systems
5.5.1.1 User Properties

e For each item in VERTEX, individual properties for content management can be set

e This User Properties can be set in the Inspector

Notes

e You can add notes for every item of your VERTEX Project
o Notes are shown as child elements of the "User Properties" into Inspector

e Just double click into the value field to enter a new value
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VERTEX - testvip Ma DESKIOP-
Inspector X
Programmerl * PME1 Live Canas v Camast + * Selection Progmmerl < PMELve  * & » [ iologoweisspr © — - & @ 1 |
Main | Audo  Setings nfo Al

1 T

New Name

Canvast ControlView1

[=]

Schedule1 Sequencel Surfacel

=

@ o4 o Programmerl ©

Playback! »][u] (m] £0:00:00: 3

00:00:00 00:01:00 (00:01:30  [00:02:00 |0 00:03:30  (00:04:00  (00:04:30

(GPU: 20% VRAM: 20.9% CPU: 139% R

Notifications:

ID

e The ID of a content is displayed into Project Explorer as number for each item

e For Clip Containers, the ID is displayed as number for each Container into playback editor

e be careful when changing this ID!

Name

e FEnter a custom name for your project item
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e When rename an item into Project Explorer (via context menu or via Shortcut "F2") this name also is set as

name property into User Properties

[r——

VERTEX - testvxp

Programmer] * PME Live

Enter a custom name for your project or content item.
The current Vertex version shows this custom name for most of the items also into Project Explorer. Please note: For
some project items this is not implemted yet.

User Color

e Use User Colors to increase the visual overview in your project or to make thematic clusters

e User Colors for ltems are shown into Project Explorer

e User Colors for Clip Containers are also shown into Playback editor
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VERTEX - testvxp
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Notifications:
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5 Devices

=

Schedulel Sequencel Surface1
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o PMEs

T Views

T4 ControlViews
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Surface2 System1
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Enabled
Playback Editor X x
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00:00:00  00:00:30 (00:01:00 g o 30 o 0 (00:09: 00:0 9 100

Dissolve

1O

PlaybackSync

Loop
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+ Rotation
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[ —

+ Color Correction

Ve Mode * (GPU:7.0% VRAM: 300% CPU: 13.0% RAM: 73.0°
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Tags

e Assign Tags to project items to order them by subject

Feature is prepared but will come in a future VERTEX release
This functionality will come with future VERTEX releases and is not fully implemented yet.

5.5.1.2 Collection

e Collections are your virtual folders, where content and items can be sorted into and "Bookmarked”

e Collections can be created for every category into the Project Explorer

e Whenyou delete an item from a favorite folder, it is still available into the "All" category -only
the bookmark is deleted
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% FILE EDIT CREATE WINDOWS CLOUDS

Project Explorer X | Library Programmer

E:E Content > Collection

=pu 3

New Mame

[ Content
=L ‘ I '
4 3 Collection

E MNew Name

» [T] Canvas

O Surfaces
O Surfacel

O Surface?

S Devices
% Groups

4 =¥ Sequences

Create a Collection
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Project Explorer X

b
=
=

Content
Canvas
System
Surface
Device
Group:

MNode *

=]
e
=
0=
y
o
i

Sequer
Playlist
i Sched
Clip

i
i
i
i
") PMEs

4/ Soripts

E Views

AW D =

Library Programmer
% B < > ALL > Content erl PME1 Live

1 2 3

Ab.mov io_logo weiss_re... TeaPot33D5
Import File... I 0
Import Image Sequence...

Import Directory...
Import Image Sequence Directony..

Add Live Input..,
Add Text...

Add Mask...

Colors

Patterns

Add Playback Dashboard...
Add OF Code...
Add Video Stream...
Add Image Url...
Add Html Content...
Objects

Set Folder File Id...
Add Collection

Pin 1 item to new Inspector

Inspect

ted: 0  Filter

Select with your Mouse a Category into Project Explorer
Rightclick and open Context Menu
"Add Collection”

When a Collection is created into Project Explorer, VERTEX additionally introduces an "All" sub category

where all items of your parent Category are sorted in automatically.

o

Select with your mouse an item from this "All" Category and drag it to your Collection "

Select the new Collection with your Mouse and enter a custom name with help of the context menu or the

shorteut 'F2"
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5.5.1.3

e Create a Collectionis possible for every Category into Project Explorer, e.g. also for Systems, Canvas,

Surfaces

"

When a Collection is created into Project Explorer, VERTEX additionally introduces an "All"

sub category where all items of your parent Category are sorted in automatically.

Advanced: Content Sharing to certain Target
Systems with help of Collections

e With the help of Collections you are able to create advanced content sharing presets

e Collections that are created into the "All" Category into Project Explorer can host items from different
Categories -e.g. Systems and also Content

e When T or multiple Systems were added into this kind of Collection, all Content that is imported into this

category, only is shared to this Target Systems..

Groups

e Grouping is a good way to effortless manage a bunch of devices.
e Control a large number of devices with the help of groups.
o With shared device groups you are able to control all devices of a group from only one clip container

in your sequence.

In the current assembly version of VERTEX the group functionality is supported for devices
only.
More will come with future releases.

Create a group and assign Devices
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Project Explorer Library Programmer
% ¥ < > AL >Groups > Groupl ME1 Live
E ALL

[} Content

1] Canvas Devicel Device2 Device3

E= Systems

O Surfaces

J Devices

& Groups Deviced

4 28 Groupl
Devicel
Device2
Device3
Deviced

i, Node Systems

=¥ Sequences

iS5, Playlists

Schedules

fw] Clips

"] PMEs

4/ Soripts

D) Visualizers Count: 4  Selech Filter:

—

navigate to the group section in the project explorer

right-click with your mouse on Groups to open the context menu

select Create Group

anew group is created

rename this new group ( with help of the context menu or by pressing the shortcut 'f2")
go to the device section of the project explorer

select all devices that should be into this group

© N O oA WD

drag them with your mouse to the group

or
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—

select Create Group

ISABEE SO

open the context menu with a right click

go to the device section of the project explorer

select all devices that should be part of a new goup

anew group is created - all selected devices are part of this new group

Group of Clip Containers out of Playback Editor

e Select ClipContainers in the Playback Editor

e RightClick an open Context Menu

e Select "Create Group"

e Anew group is created in the Project Explorer - Group Section

e All selected Clip Containers are member of this Group

e The Clip Containers are not linked to each other!

ALL | > Content

4 [ Content

] Gradient Gradient

UV-Pattern
FJ UV-Pattem

[ Canvar

4 f¥ Devices
¥ Devicel
b Device2
5 Device3
5 Deviced

4 & Groups
&%, Groupl

Count: 5

»|[n][m
01:10

Sequencel

erl

Solid Color

Playback
Dashboard

PMET Live

©

01:50

Shared Device Group
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Selection Programmer1

Delete 4 selected items: 4x Clip Container

Pin 4 items to new Inspector

Create group

Find "ClipContainerd' in Project Explorer

Find in Project Explorer..
Add.,
Cut Clip Container

Lock...
[

Auto Fade
Configure Auto Fade

Create ClipContainer Shared Texture Content
Create Clip Container Instance
Set Clip Template.

Scale To...

Scale To Fit..

Link Selected ftems Y& B © I o

Unlink Selected ltems

. Programmer!
Zoom

Align

Resize

Patl Copy

PME1 Live:

PME Live
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5.5.1.4

Shared Device Groups allow you to control all items of a group from a single device
Shared Device Groups can be can be assigned for each clip container of a device

Shared Device Groups are assigned in the inspector for a device clip container

Programmerl * PMEILve -

Set up a Shared Device Group

1. create a clip container for one of your devices: drag the device into the playback editor

2. select this clip container and

3. access its settings in the inspector

4. use your mouse to drag a group from the project explorer into the shared device group property field in the
inspector

5. now all settings for this device clip container are shared with all other devices of the group
when adding new devices to your group, all settings are also shared with this new devices

Versioning

VERTEX comes with a unique version management that allows you to handle different content
versions with ease.

Import a new version into project explorer and switch between the different versions of your content
back and forth.

The version of every content file that is used in your sequences and playbacks can be changed with
only one click in the inspector or by script.
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Import a new Version

The import of a new content version differs from the workflow how regular content is imported into
VERTEX

The command Import New Version is always related to an already existing content item in your project
explorer.

Therefore you will find the version import dialog only in the context menu of the content item in regard.

e 100 > VERTEX - testvxp

Programmer] ~ PME! Live

(GPU: 10.0% VRAM: 189% CPU: 42.5% RAM:T90%  mmb %) 7!

—

select a content item in your project explorer

open the context menu by a right click with your mouse on this item

select 'import new version"

a file explorer window pops up - select your new content there and confirm
proxy and audio files are generated for this content -

the thumbnail in the project explorer is switched to the new content

N O o AW

all clip containers or playback clips are changed to the new content.

Switch back and forth between content versions
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VERTEX - Manualvxp
rtent T

LERQAOCm eI

Programmerl * PMET Live -

select the content item in the project explorer

the item should be shown in the inspector

1.

2

3. go to the settings tab in the inspector

4. select your preferred versions in the content-version drop menu
5

the content has now been changed in all places of your project to the version you have selected.

Version switching also is possible with_Script Commands

5.5.1.5 WatchFolder

e WatchFolders help you and observe windows folders for file changes

e Content from a predefined filepath is automatically imported

e The defined folder is checked for changes on a given interval

e There are 3 types of WatchFolders: Import Content (only imports content), Update Playlist
(Import Content and automatically generates a Playlist) and Update Sequence (Import Content and
automatically generates a Sequence)

Create a WatchFolder

e (o to the Main Menu
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e Open Create
o Select “WatchFolder"
e Choose a type

e Once a first WatchFolder is created, there is a "WatchFolder" Section in the Project Explorer

%7 FILE EDIT [ CREATE | WINDOWS  CLOUD SERM OOLS WO
Content..
Project Explorer i

Watch Felder.. Add Import Content )
PME1 Live

Cutput Stream... Add Update Sequence

Add Update Playlist

itchFolder1

Schedule
Tr 'I-. qer
Sequences
F'IaylisE Grou p

5 Schedules Control

fi] Clips (X¥) Variable
() PMEs

WatchFold 7.

Watchl :

E Views

T4t ControlVie

Surface

e Select a WatchFolder in the Project Explorer

e Do the settings into the Inspector

Import Content

e The 'Import Content" WatchFolder automatically loads Content into your Project.

Vertex User Manual



Getting Started 284

e All content files into a Windows directory will be loaded as content items into VERTEX

VERTEX - test2vxp Mar NE 1921681101 LICENSE 171344 _ O X

Programmerl ~ PMEI Live . e - - = [QE

Main | Al

AL ERQOE o - @

Settings

Auto Save

Saves the project when new content is imported

Delete Removed Content

Removes content from the project if the files are deleted in the WatchFolder

Directory
The local Windows filepath to the WatchFolder

Interval

Time in sec in which the WatchFolder is checked
File Change Scripts

Scripts which can be executed either when a new file is detected (File Changed Begin) or when process of

adding files is completed (File Changed Script)

Update Playlist

e The WatchFolder "Update Playlist" automatically loads content into your project

e All this Content items are added automatically to an empty Playlist.
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VERTEX - test2.vxp

© W IR Wotcholders  Programmerl * PME! Live

Al »

WatchFolder

0 PMEs
4 [ WatchFol

- PMEILive

Settings

Auto Play
Automatically sets the playlist to play

Auto Save
Saves the project when new content is imported

Clip Template

Select a clip to act as template for new imported contents

Directory
The local Windows filepath that should be watched

File Change Scripts
Scripts which can be executed either when a new file is detected (File Changed Begin) or when process of

adding files is completed (File Changed Script)

Interval

Time in sec in which the WatchFolder is checked for updates

Parse Clip Template
Future-use, automatic template assignment by file name
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Playlist
Drag n Drop an empty playlist to which clips from the WatchFolder should be added

Template Parse Mode

Future use

Update Sequence

e The WatchFolder "Update Sequence" automatically loads content into your project

e All this Content items are added automatically to an empty Sequence

Settings

Auto Play

Automatically sets the Sequence to play

Auto Save
Saves the project when new content is imported

Clip Template
Select a clip to act as template for new imported contents

Directory
The local windows filepath to the folder that should be watched

File Change Scripts
Scripts which can be executed either when a new file is detected (File Changed Begin) or when process of

adding files is completed (File Changed Script)

Interval

Time in sec in which the WatchFolder is checked

Overlap Time
Crossfade duration for imported clips

Parse Clip Template
Future-use, automatic template assignment by filename

Vertex User Manual



Getting Started 287

Sequence
Drag n Drop empty sequence to which clips from the WatchFolder will be added

Starttime

Set the timecode of the sequence at which the WatchFolder automation starts to import clips.

Template Parse Mode

Future use

5.5.1.6 Target Systems

Settings for Target Systems only become relevant if you work with_several VERTEX systems in one project and

want to distribute some content to different systems.

The documentation for the advanced feature-set of VERTEX is in progress and will be updated step by step
Until then: Please drop us an E-Mail with your "How-to-do-this-in-VERTEX" question to support@ioversal.com

9.9.2 Project Settings

e Every VERTEX Project has the option to set global parameters and settings that are valid for the
whole project

e Be careful - some changes could have massive effects on e.g. performance. ioversal ships VERTEX with
some default project settings that are tested and set by experience

e Some options are related to the workflow you prefer -e.g. use always Top-Left Coordinates for a
Canvas

e Open the Project Settings window via the 'Edit" Tab into Main Menu on Top.
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Project Settings

Encode Proxy Files

Dizable Hap Frame (Decode) Optimization
Disable MotchLe Frame (Ram) Optimization
ReCalc Duration On Import

Compute File Hash

Dizable Embedded Audio Extraction

Cancel

5.5.3 Load and Save Project

e Open'File"™Tab into the Main Menu to Load or Save a Project
e There are different options to save a Project - depending on your usecase and the data that is be
included

e Autosave supports you during your work

Load Project
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FILE | EDIT C

Mew Project

Load Recent...
Save Project Ctrl+5
Save Project Only... Ctrl+Shift+5

Save Project C

Open Project Folder

Connect to Master...
Add Session Member...

Import File... Ctrl+|

(4

Import Image Sequence...
Close Project Ctrl+F4

Eat

e Load project opens an Explorer Window to select a VERTEX project File that should be loaded. navigate to
your Project Folder and select the *.vxp File

e Load recent opens a list of the recent projects you have worked on.

Both options will of course close your current project. Before the project is closed, a modal dialog ask you if

you want to save your current work.

Save Project
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Load Project

Load Recent...

Save Project Ctrl+5

Save Project Only... Ctrl+Shift+5

Save Project C

Open Project Folder

Connect to Master...

Add Session Member...

Import File.. Ctrl+|
Import Imac

Close Project Ctrl+F4
Exitt

0 Save Saves Project at regular location of the Project File.
Project Use Shortcut CTRL + S to save.

e Save Saves Project File only. Opens an Explorer Dialog to select file location and name.
Project Does not Save the Data Folder of a Project.
only Use e.g. to Save different project Versions into the same project folder, as a personal

backup or if you need only the project file for e.g. support requests

e Save Saves the whole Project Folder - including Proxy Files, Content and Data.
Project Opens an Explorer Dialog to choose a destination and folder name.
Copy Take care: depending on settings and assets of your project a bigger amount of data

could be saved.

Good for personal backups or to exchange a project copy.
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Save Project on a Session Member

When working on a Session Member, the save options are different. You have a choice
between "Save on Master" and "Save on Local System'. Recommended option is to use "Save
on Master"and trigger a project save on the Master System.

Session Members always pull the project data from a project file that is opened from the
Master System.

Use "Save on local System" to create a local project file or backup on the session Member

Auto Save

e Autosave supports you during your work and automatically saves your project
o By default, autosave is triggered every 5 minutes. This interval can be changed in the Project
Settings

o Autosaveis saving up to 4 versions of your project. After this number is reached, the oldest version is
deleted

e The files are located in your Project Folder in subfolder with the name "_bak"
e The autosave-files all have a file suffix "*.vas"- (VERTEX Auto Save)

e Torecover your project, please rename the file suffix to .vxp or just open the file with VERTEX.
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5.6

Multi System Configuration

Prerequisites for a VERTEX Session

1. VERTEX has to run on all Systems in the same Assembly Version such as "VERTEX 2023 R1
2023.01.14.0439"

2. All Systems must have a valid license.
Network Adapter Settings and Default Datasync Adapter must be set for all systems to the same
network.

4. Vertex Background Services must run on every System.

VERTEX in Session Mode

A VERTEX Session always consist of

o ONE Master System where the project file is created, loaded and saved.
and

o ANY NUMBER OF Session Members.
Session Members are VERTEX systems that connect to the Master System's project.
The number of Session Members is designed to be unlimited, flexible and scalable:

itis possible to add new Session Members to a project or delete existing Session Members.

The 5 Cogs in Session Mode:

1. Data Sync

All project data and settings are shared between all systems in real-time, thus creating a true multi-user
environment.
Every system will have the same data status, regardless on which system a change has been made to the

project.

2. Playback Sync

Playbacks are always in sync on all systems in a VERTEX Session.
Any system (both Master or Session Member) can be defined as the clock master and will be synchronizing all

playbacks of every Session Member.
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3. Content Sync

VERTEX Content Sync is designed with a peer to peer technology that results in faster data transfer with
increasing number of systems added.
Content can be imported on any system in the session and even so, all data is being shared in the background

between all systems.

4. Data Routing

Incoming continuous data is shared between systems in a Session and can be routed: For instance, Incoming
DMX-Data on System1 could be routed

as Art-Net™ output on System3. Incoming device data on one system is also shared between all other systems.

5. Backup Scenarios

This modular method of connecting Session Members is the foundation for VERTEX's flexible backup
possibilities: create a redundant backup or only a partial one.
Session Members can switch render roles and render for another system that drops out. The Master role can

also be taken over by another Session Member.

Information on Session Mode's advanced settings can be found here.

5.6.1 Session Management

o Set up a Session withmultiple VERTEX Systems into a Project: a Master an a number of Session
Members

The Master manages the Project Data. Settings between Session Members and Masters are shared. The
Project File is stored and loaded on Master

You are able to connect and to disconnect a System.

Systems could be virtual or real

Master and Session Member

When working with multiple Systems into a VERTEX project, each VERTEX license can take a role called”
Master” or a role called "Session Member"

This role does not depend on the license and can be selected for each new project.

The Master manages the Project File and all changes. The system on which a new project was created
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gets the Master Role by default.
All other Systems that will be connected and added to the Project are Session Members.

All Data is shared between Session Members and the Master. A Master is responsible for
handling of this Data Exchange.
The Master is not necessarily responsible for the Sync Clock for Playbacks.

Session Members can work in Fullscreen mode, inonly Ul mode orin a combination of both.
You can work with different users together in one Project. All Session Members are allowed to make changes an

every Property.

Data and Project Handling

The Project File is loaded and stored on Master. After a Project File is loaded on a Master, the Master
System pushes all Project Data to the Session Members. Content that is already distributed to
Session Members is not shared again.

The main Project File is always saved on the Master.
Session Members are able to trigger a Project *Save on Master"or to save a “Local Copy" of the Project
File.

Itisnot possible yet to merge offline changes from Session Members to a Master Project.
Please work on the main Project File from Master and Copy this Project File back to Master again.

When open a VERTEX Project with a System that is not a Master, VERTEX will ask you if you want to map your
local System as the Master.

Prerequisites for a VERTEX Session

1. VERTEX has to run on all Systems with the same Assembly Version -e.g. '2020_Q7_2020.05.20.71920"

2. All Systems must have a valid license or no system may have a license and all run with the Trial
Network Adapter Settings are done - The Default Datasync Adapter is set for all Systems into the
same network.

4. Vertex Background Services must run on every System
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Network Adapter Settings

For each of the Systems, the Default Datasync Adapter has to set once on every System

You can do this for a Session Member with a link on the Startup Page

T FILE

None X

Vertex Get started

Start You can find information about features and workflows in the following video tutorials.

*| Video Fx

Or on a Master inthe "Available Systems" Section of the Project Explorer.
Right-click on a detected VERTEX System to open the Context Menu and set the Adapter.
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Project Explorer X Library Programmer
% §E Al Programmer1 PME1 Live

-
=
=

1 11 o1

Canvas1 ControlView1 Schedulel

= fi

Sequencel

2= DEMO1

Add A= =eccinn member
O Surfaces Set DataSync Adapter
ﬁ e Start Vertex

ﬁ Groups Stop Vertex
=' Sequences Tree view
iS5, Playlists

Schedules

fw] Clips

", PMEs

] Views

Tit ContrelViews

Once the adapter is correctly set and recognized by VERTEX, the IP address will appear in the Top Bar

Master Online DEMO1 2005 LICENSE 164143 _ O
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Reboot after Adapter or IP change

We recommend to first reboot your Windows System after an Network Adapter was
changed into Windows 10.

In some cases the VERTEX Background Service can only detect the changes after the System
is rebootet

Add a System as Session Member

Add a System from Master

Go to Systems Section of the Project Explorer. Drag with your mouse a System from the Available
Systems Section to "All"
If the prerequisites are all given, the new system appears in the "all" section and connects automatically.

If not, there should be a notification in the Status-Bar
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Y FILE  EDIT

Playback Editor

CREATE

Project Explorer X Library

-]
| -
-

1
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£ P
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3 B

=

JEA

System

e
=
e
==

System2

Available Systems

&= DEMO1

&= DEMO?Z

O Surfaces

J Devices
ﬁ Groups

=¥ Sequences
5, Playlists
Schedules
E Clips

*) PMEs

] Views

T4 ControlViews

WINDO

% B

Playbacks

Programmer

Systems > ALL

1

System1

You can also use the context menu.
Just right-click on a System listed under Available Systems and choose '"Add as Session member”.
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Connect with IP Adress if System is under "Available Systems”

If for some reason a System is not listed under Available Systems, you can connect it with its
IP Address

Go to File -Tab into Main Menu and choose "Add session Member" A dialog Window opens
where you can enter the IP of the System

Join a Project from Session Member

Start Vertex on a Session Member. Click to “Connect to Master' on the Startup Page

T FILE

None X

Vertex Get started

Start You can find information about features and workflows in the following video tutorials.

*| Video Fx

A window opens. Select an available Master from the Dropdown-List and confirm with "Connect to
System
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Connect to Master

Connect To Ip
* Connect T

DEMON

If no Master is displayed into the Dropdown, you can connect to the IP.
Just enter the Masters IP Address and confirm with 'Connect to IP"

Connect to Master

2.0.0.5 Connect To Ip

ot

Connect Tt

Role and Connection Status

Once a system was successfully added to a Project, its role (Master or Session Member) and the Connection

Status (Online or Disconnected) is shown

inthe Top-Bar

Master Online DEMO1 2.0.0.5 LICENSE 164143 _ O

SessionMember Disconnected DEMOZ2 2006 LICEMNSE
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Connect, Disconnect and Autoconnect

By default for all Session Members "Autoconnect”is enabled.

As soon as a Project is loaded on a Master and the VERTEX is running on a Session Member System, The
Session Member connects automatically and loads the Project.

Autoconnect can be disabled for each System in the Inspector Settings

You can connect or disconnect Systems manually.
Right-Click on a System and select "Connect” or 'Disconnect” from the Context Menu
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Project Explorer *  Library Programmer

® B Systems>ALL Programmerl PMET Live

S 1

[ Content
System

2 System
: System2

4 == Available Systems

2= DEMO1

2= DEMO?2

O Surfaces

ﬁ Devices

% Groups

=' Sequences

14t ControlViews
Playback Editor Pl;
Playback1
00:00:00 00:00:30 00:01:00 00:01:30 00:02:00

Virtual System
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System2

Rename "System2"
Delete 1 selected item: "System2'

Fin 1 item to new Inspector

Create group

Enter Fullscreen

Leave Fullscreen

Connect
Disconnect

Reset System to Virtual

Start Vertex
Stop Vertex

Refresh Video Sources

Force Resync
Reset Video Inputs

Reset Render Engines

Add Output
VertexSystem_WakeOnlLan

Import File..

Import Image Sequence..
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Systems in VERTEX also can be virtual. Virtual Systems are not linked to a real System into Network.

You are able to switch a System into your Project back to virtual. Unlink it from a System by using

‘Reset System to Virtual”

Project Explorer *  Library

Programmer

® R Systems > ALL

1

System

System2
F 5
4 == Available Systems

£ DEMO1

2= DEMO2

O Surfaces

JB Devices

ﬁiﬁ Groups

= Seguences

5, Playlists

Schedules

E Clips

) PMEs

[T Views

14t ControlViews
Playback Editor

Playback1

00:00:00 00:00:30 00:01:00 00:01:30

Programmer1 PMET Live

System2

Rename "System2"
Delete 1 selected item: "System2'

Pin 1 item to new Inspector

Create group

Enter Fullscreen

Leave Fullscreen

Connect
Disconnect

Reset System to Virtual

Start Vertex
Stop Vertex

Refresh Video Sources

Force Resync
Reset Video Inputs

Reset Render Engines

Add Output
VertexSystemn_WakeOnlan

00:02:00

Import File..

Import Image Sequence...

Virtual Systems always have the connection status Disconnected

To link a Virtual System to a real one, justdrag a System from the "Available Systems”list to to

Virtual System
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Project Explorer X Library

" |

You may also create new Virtual Systems for your Project.

S au

[} Content

[ Canvas

&= Systems

JEA

System1

o
=
i
=

System?2

— 5
4 == Awvailable Systems

2= DEMO1

&= DEMOD?2

O Surfaces

S Devices
ﬁ Groups

Programmer

w EIE Systems = ALL

1

System

Programmer1

PMET Live

Use them for preprogramming or preview, later convert them into a "real” System.

Open Context Menu on the Systems Section of the Project Explorer and select "Add new..."
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Project Explorer X Library Programmer

% B Systems Programmer1 PME1 Live

E AlLL 1 = 2 3

[} Content

1] Canvas System System?2 System3
&= Systems

= Add new...

> EALL  add Collection

% Availa

_ Delete 1 selected itemn: "System3'
O Surfaces

J# Devices  Pin 1 item to new Inspector

ﬁ Groups =23

Create group
=¥ Sequence

IS Playlists  Tree view
Schedules

fw] Clips

") PMEs

4/ Scripts

E Views

T4 ControlViews

5.6.2 Data Sync

e The VERTEX Data Sync ensures that all data is shared over all Systems into a Project
o All Settings into all Editors are shared across all Systems. Every System has the same data status.
e This mechanism makes VERTEX to a real Multi-User Environment: Changes on Session Members and

Master could be done in parallel by different users.
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5.6.3

Network Adapter Settings

e Please ensure, that for all Systems into your Project, the Default DataSync-Adapter is set.
e Read more about Adapter-Settings_here

e We recommend a fast Ethernet-Network for VERTEX Data-sync

Data Sharing over all systems

The unique VERTEX Data-Sync makes sure that all data is available on all systems. if you change a
setting on the master, this setting is directly available on the session member. The same for Playhead Position
when you do a Warping.

Data Sync works in the background and is deeply embedded in the system architecture. you don't have

to worry about anything

Multi User-Environment

The VERTEX Data-Sync is the backbone to ensure a true multi-user experience.
Data is shared over all systems - that also means that User 1T on System A directly can see changes that are

made by user 2 on System B.

Playback Sync

o The VERTEX Playback Sync ensures that all Systems into a Project are clocked and play out
Content in sync.

e The Sync Clock Source System generates the Sync Clock for all other Systems into a Project an can
be freely defined.

e Forbackup scenarios there is an option to define a Backup Sync Clock Source System

Sync Clock
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The Playback-Sync generates a Sync Clock that is shared over Network to all other Systems hat are
part of the Project.

This Sync Clock ensures that all Playbacks over all Systems are accurately in sync

The Sync Clock controls all Timecode and the Playheads positions.

When working in Session Mode a status bar shows youif the system receives the playback sync and

is connected to it.

192.168.1.10  LICENSE

Green: Playback-Sync is received - System is synced
Red: System is not receiving the Sync Clock from Playback-Sync

Sync-Clock Source System

For a simultaneous Playback into a mesh of VERTEX Systems one of this Systems has to be responsible
for generating a Sync Clock-

This System is called the the Sync Clock Source System and generates a System Clock which clocks
all other Systems into your Project.

By default the Master is set as Sync Clock Source System. You are allowed to change the Sync Clock
Source System to any other System of your Project.

Sync clock and Master role

VERTEX offers great flexibility due to the mesh network structure. this is also reflected in the
sync clock: the main clock is not bound to the master. The master can be the system that
specifies the clock, but it does not have to be. The clock generator is not bound to the
master and can also be taken over by any other session member. In this case, the Session

Member is the Sync Clock Master.

Example

A Project with 1 Master and 2 Session Members,

The ASIO Interface for Audio Playout is connected to System 2 (a Session Member)
The Sync-Clock for all Playbacks should be locked to the ASIO Clock.

In this Case System 2 should be the Sync-Clock-Source-System for your Project.
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Set Sync Clock Source System

The Sync Clock Source System is globally defined in the Projects Settings.

Project Settings

Encode Proxy Files

Disable Embedded Audio Extraction

Canvas UseTopleft Coordinates
v Surfaces In RenderEditor System\iew

Use Parallel Texture Processing

Cancel

Sync Clock Settings
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Inspector X
% System3 (Progra — -+ '$ T .I,
Main Audio Settings Info Network

F

Allow Auto Conmect o

Sync Clock System Clock

Local SMPTE Channel ID

Fullscreen Topmost
Auto Start Settings

For every System into your project there is a Sync Clock Setting.
By default this setting is set to System Clock.
If there are problems with your Sync clock and simultaneous playback, please check the Sync Clock settings for

all Systems

Example

Let's continue with the Example from the previous Topic:

A Project with 1 Master and 2 Session Members,

The ASIO Interface for Audio Playout is connected to System 2 (a Session Member)
The Sync-Clock for all Playbacks should be locked to the ASIO Clock.

In this Case System 2 should be the Sync-Clock-Source-System for your Project.

The Sync Clock Settings in this case are:

Master: System Clock - should get the System Clock from Sync Clock Source System

System 2: ASIO Audio- System 2 is the Sync Clock Source System and should generate the System Clock from
ASIO Clock

System 3: System Clock: should get the System Clock from Sync Clock Source System
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5.6.4 Content Sync

e The VERTEX Content Sync is based on a Peer-to-Peer File sharing technology and it becomes faster
the more systems are connected.

e Content is distributed seamlessly and automatically to all Systems of a Project - The Content
Transfer Monitor gives information about the progress.

e The Content Sync works bidirectional: You are allowed to import Content on any System of your Project
-not only on Master.

e Restrictions and certain Target Systems could be set individually

Peer to Peer Sharing

The VERTEX content sync is based on a Peer-to-Peer sharing technology. Data is cut into little chunks that are
exchanged between Systems

The distribution becomes faster the more Systems are connected and the larger the mesh network becomes.

All Data is stored into the VERTEX Project Folder that could be set for each System. If not set, the default
Project Path will be taken into account.

Workflow

Add System(s) as Session Members to your Project

Check Local Project Path for each System in the Inspector

Do settings in the Inspector for each System that only should receive Proxy Files
Import your Content on a System

g A O =

Let the VERTEX Content Sync work in background and lean back....

Content Transfer Monitor

Vertex User Manual



Getting Started 312

Content Transfer Monitor %

Progress

The content transfer monitor gives you information about the transfer progress for each single content in your
project.

When the window is empty all transfers have been performed or not yet started.

Restart Content Sync
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Project Explorer Library

AlL > Content

Ab.mov io_logo_weiss_re...| TeaPot3.3D5

Change Name / Id: “ic_logo_weiss_redglow.png’
Delete 1 selected item: ic_logo_weiss_redglow.png’

Pin 1 item to new Inspector
Create group

Search for usages

=, Playlists Import New Version...

4 Schedules Import New Image Sequence Versicn...

[#] Clips
") PMEs Show File in File Explorer...
Open Local Cache Folder...

Set Local System as Source

Scripts

[ Views Refresh Proxy 8t Cache Files

Cancel File Processing

Tt ControlViews

Delete Proxy & Cache Files
Reset & Restart Content Sync

W Show Folders in List/Tile View
Count: 3  Selected: 1 [EJ Sort items by types

If something went wrong and Content was not distributed correctly, you are able to trigger another content
distribution.

e Goto Project Explorer
e Select your Content there and open the context menu with a right-click

e Select 'Reset& Restart Content Sync'

There are also options to recalculate the Proxy and/or cache Files (Refresh Proxy &Cache Files) or to
delete them

After a refresh is triggered, the encoding will start again and the new files should be distributed by Content Sync

Settings
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For a System
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Inspector X
@ System1 (Programmer] (PM -+ '(:) T l

Main Video Audio Settings Info MNetwork
Vioso  DMX Al

User Properties

Auto Start Settings
Control Viewer

Date Time

Energy Saver Settings

Fullscreen Interaction
10/16Bit FullScreen

Allow Alt+F4

Background Rendering
Disable Preview In Fullscreen
Enable Hitp Server Scripts
Enable Script Serve
Exclude from Content Sync
Force Fullscreen Topmost
Fullscreen On Startup

Init Video Inputs On Start
Is GPU Sync Master

Limit Ul Size

NDI Auto-Detect

NDI Inputs Enabled
Process Playb

Render Loca

status In Fullscreen
Suspend Fullscreen Rendering
Sync Proxy Files Only

Tepmost
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Sync Proxy files only.
When set, only Proxy Files are synced with this System. The original file will be excluded

Content Sync Adapter. ( Network Tab in the Inspector)

Define a network adapter on which the content sync should run.

Use this function to separate the Content-Sync from the rest of the network data. Useful for e.g. large amounts
of data.

Local Project Path
Defines the folder in which all Content data is written on as System

Default Project Path

Path that was set in the Installer first. Default Path that is taken into account as Local project Path

Change to permanently define a different target folder or drive for all project files
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Inspector *
@ System (Programmer] (PM -+ 'e} T 1

Main Video Audio Settings Info MNetwork
DX All
Computer Name DESKTOP-T1USN2E
Content Drive
ContentSync Adapter WLARN
Control Viewer
ControlViewer State Windowed
Current Vertex Version

DﬁtEIE"l,-' nc Ada pter

Date Time

DefaultPre

WLAN

90.95 TB

ce
Fullscreen Elernents
Fullscreen On Startup
Fullscreen Textures

GPU RAM Usage |

GPU Usag

Is Virtual

Limit Ul Size

Live Master

Li'-."E r"."l u tE

Live Volume L 0.000
Local Project Path CAUs rersalSupport\Document
Local Webserver Path  CA\Users\Public\Documents\ioversal

VEAERUcEdYE |VA-Tet Adapter
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Project Settings

Global Settings in the Project Settings

Auto Content Sync
Default: enabled

Disable to deactivate Content Sync works automatically in Background

New System Set Proxy only
default: Disabled

When enabled, any new System added to the project will only receive Proxy files and not the original files.

Target Systems

With the Target System Property of a Content you are able to define to which Systems this Content
should be distributed.

By default, this Property is not set and empty: All Content will be distributed to all Systems.

Drag a System from Project Explorer to the Property field into Inspector to set this System as Target
System
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Inspector

io_logo_weiss_redglow.png a f i

Main Video Audio Settings Info

Audioc Channels

Creation Date

Current Version weiss_redglow.png

Dmx ID

Duration 00:00:10:00 | 25
Encryption Key

Exclude From Content Sync

File Size

File Source Mode Original Path First
Filename io_logo_weiss_redglow.png
Format

Has Alpha

Has Audio

Modified Date

estContent\io_l
CATestContent\io_logo_wei
Subcontent Index
Suspend Content Sync
Target Systems
System(s) System2
Texture Filter Anisotropic
Texture Filtering
Texture Mode
Texture Smoothing

Thumbnail Ready Script
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Presets for Target Systems

There are tools to automatically set Target Systems on Content Import

Collection in "All Section®

e Add a new Collection for the "All" Section into Project Explorer

e Drag System into this Collection

Project Explorer ®  Library
x
i E ALL
4 [ Collectionl
% System

[} Content

[ Canvas

Surfaces

Devices

ﬁ Groups

i, Node Systems
=' Sequences
Playlists
{ Schedules
fw] Clips
"] PMEs
4/ Soripts

T Views

T4 ControlViews
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Right-click on the collection and import Content

Pro gramimer

AlL = Collectionl
==

Change Mame / Id: '‘Collection’
Delete 1 selected item: Collechiond’

Pin 1 item to new Inspector
Inspect
Create group

Search for usages

Add Collection
Delete All 8 References

Import File...

Import Image Sequence..

Import Directory...
Import Image Sequence Directony..

Tree view
B Show Folders in List/Tile View
El Sort items by types

E3 Filter when sorting
Refresh

Copy

The Systems into this Collection are set as Target Systems for all Content you import on this way.

PME1 Live
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Import Content on a System
e Right-click on a System into project Explorer and open Context Menu to import new Content

e This System is set as Target System for the imported Content.

5.6.5 Data Routing

e The mesh architecture of VERTEX includes a data routing which shares Device Data and Control
Protocols over all Systems

e Use the e.g the DMX-Routing Editor to repeat and route Art-Net™, SACN or DMX-512 from one system
to one or all other Systems into the Project

Data Routing Options

With VERTEX handing of your Protocol and Device data will become easy.

Data that comes in on a System can be repeated and used on another System into your Project.

Device Data and Protocols

Device Data that is caught on a System could be used on another System.
Use the Data of a Device which is connected to a System 1 on another System 2.
The type of the data and the incoming protocol depends on the Device type into the Library

Learn more about Devices

Manage, Route and Transform Control Protocols like DMX-512, Art-
Net™ or sACN

Route and Repeat incoming Lighting Control Protocols.
Input e.g. DMX-512 with a ioversal DMX 10 on System 1 and output this Data as SACN on System 2
The DMX Routing Editor gives you the full flexibility
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5.6.6 Backup

e There's 2 options for backup in VERTEX: partial backup and redundant backup.
e Switching between the modes can be done via Ul or triggered with a script command.

e Default backup mode is partial - the mode can be set in the project settings.

Backup Mode

Partial

Abackup system is a session member that takes over the role of another session member or the
master.

The master role can be taken over from every system in your project.

A system can take over the render part of another system.

VERTEX offers a great flexibility managing the amount of backup systems per project.

Redundant

Your live-setup is completely mirrored on a backup group:
A group of live systems for instance could consist of one master and two session member systems.
In a redundant setting, a mirrored group of one backup master and two backup session members is held in

reserve, ready to take over any time.

Set Backup Mode

The default mode for backups is Partial
The mode can be set for a project in the Project Settings.

Depending on the selected mode, the menu entries for Backup in the main menu will change.
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Inspector (1)

Project (Programmer1 {PMET)) {E

Main Settings MNetwork =~ All
Standard Audio Buffers 3000 £ o
Standard Audio Desired Latency 300000 £ o
Asio Output Channel Count 0000 5 o
Asio Thread Priority Highest
Vioso Standalone Data Directe
Mew em Set Pro
Add Surfaces On Add Sy
Set Loc stem As Master
Partial

Email(s) Partial
Email Errors Redundant
Suppress Emmor b

Process Service Emails on Master

Partial Backup

Master

Every system in your project - including a session member that is kept in case a backup is needed - can take

over the master role.
How to switch:

1. Via the Ul
Go to the Session Member System that should take over the master role,
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Go to Backup tab of the Main Menu there and select 'Takeover Master Role"
The Session Member switched its role to Master. Now the former master ( if still alive) will become a

Session Member.

% FILE EDIT CREATE V CL( C BACKUP  HELP

Project Explorer Library mer

Systems Programmerl PMET Live

g au 1

b [ Content

2. Use a Script Command

SystemsManager.BackupTakeOverMasterRole

This script command can only be triggered on the local system and also externally via VERTEX API.

Sync-Clock Source System
Switching the Master Role will not change the Sync Clock Source System of a project.
If the former Master is defined as Sync Clock Source System and still alive, it keeps this
function even after a master switch.
If the former Master is dead for some reason, the Backup Sync Clock Source System that is
defined in the Project Settings, will take over this function.
Please consider this, if you want to change also the Sync Clock Source System on a master switch. You can

e.g. do this with an additional script command in a backup script.

Session Member

Your backup system is already a session member in your current project - there is no role change needed as for

master.

Each VERTEX system has a property in advanced mode called Render System and Audio System.

In a backup case for one session member, another session member can simply take over the tasks for
rendering or audio playback.

Condition of course: it has the same number of outputs with the same resolution. The backup system

must have the same numbers of surfaces with the same render target size.
Example:

System?2 should render content for System1

Select System1 in the inspector.
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Change the Render System property by dragging System?2 from the project explorer and dropping it into the
property field of the inspector.
Now System?2 takes over all render tasks from System1.

The same works for audio systems.
How to switch:
1. Via the Ul

In the inspector select the faulty system that needs to be backed up.

Drag a new system from your project explorer and drop it into the render system property.
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Vertex User M4

Inspector X t
% System1 (Programmer] (PM = - - & {:} T l

Main Video Audio Settings Info MNetwork

Vioso DMX Al
3NOW STATUS IN FUllScreen

Suspend Fullscreen Rendering

Sync Proxy Files Only

Tepmost

10/16Bit Supported

Ui On Primary

Virtual Desktop Size

Virtual Desktop Top Left

Maximum Ul Size

Cutput Streaming Mode Background
Sync Clack Standard Audio
Sync Proxy Mode All
Password 1234

Username Admin

Content Drive

Master Loaded Script

Session Member Loaded Script

GPU Sync Interval (ms)

Local SMPTE Channel 1D
Audio System System
Current User Li=zer]

Render System Systemn

Fullscreen Statu 50.000 50.000
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2. Script Commands

// Set System2 as Render and Audio Backup for Systeml
Systeml.Settings.RenderSystem.Value = System?2
Systeml.Settings.AudioSystem.Value = System?2

Redundant Backup

Backup Group

a live group consists of
e live master

e number of live session members

a backup group consist of
e backup master

e number of backup session members
Backup groups can have one of the following two states:

1. Connected:
All changes on the live system are pushed to the backup system.
When connected, the project state from backup master will be overwritten with the project state from live
master.
Use to update your backup group to the newest project changes. The project state on backup master is
overwritten and updated.

When connected, the live master also acts as master for all members of the backup group.

2. Disconnected:
If the backup group is disconnected, both groups - live and backup - act autonomous.
The live master controls all session members of the live group.
The backup master controls all session members of the backup group.
Changes on the live group will not be pushed to the backup group.

The project state of the backup group corresponds to the time when the groups were separated.

Define Members for Backup Group
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1. Add all systems as session members to your Project.

2. Switch Backup Mode in your project settings to *Redundant”.

3. Select Systems in the inspector and enable the following:
Backup Master: if enabled, this system will become master of the backup group.
Backup System: enable Backup System for all Session Members of the Backup Group

Inspector

@ System1 (Programmer] (PM

WETY Video Audio Settings Network

Vioso  DMX Al
Allow Auto Connect
Backup Master
Exclude from Content Sync
Sync Proxy Files Only
Use Routed IP
Backup

ls Connected

Please take care, that all members of a Backup Group have assigned the Content they need
to play back

when sharing content only to certain Target Systems, please check your System and
content settings into Inspector

Connect and Disconnect Backup Group

1. Via User Interface
Go to Backup Tab into Main Menu

Disconnect or Reconnect backup Group
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BACKUP  HELP

Qutput Setup

Systems Programmerl PMET w.ve

1 2

2. Script Command

SystemsManager.BackupGroupReconnect
Systemsmanager.BackupGroupSeparate

VERTEX

Content Transfer Mg

This Script Command could only be triggered on the local System -of course also from external over the

VERTEX API

5.6.7 Advanced Settings

The documentation for the advanced feature-set of VERTEX is in progress and will be updated step by step

Until then: Please drop us an E-Mail with your "How-to-do-this-in-VERTEX" question to support@ioversal.com
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5./ System Output Setup

e The System Output Setup is the editor where you manage the outputs of a system.

e "Ul on Primary"is a quick setting for amixed usage of Ul and fullscreen on the same system.

e Reset Outputs will reset all output settings of a system back to current Windows 10 desktop settings.

User Interface

0 Select System

default: local system
In a project with multiple systems you can manage the output settings for
each session member system like so: select the system you want to assign

outputs to. Manage all system-output configurations from the same editor.

e Desktop Size of
a System

Shows the total Windows 10 desktop size of your system.
VERTEX takes over the size that is set into your Windows 10 desktop

management.

e Add or Delete

Output

Adds a new output or deletes a selected output.

e Reset Outputs

Resets outputs of a system. VERTEX takes over the desktop settings
from Windows 10 again.
Use when outputs have changed since last project file load or just to take

over again the Windows 10 settings.
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Old outputs are deleted, new ones are created for this System. For surfaces
that were assigned only the "old" outputs the output reference is removed, but
the surface not. After resets new surfaces are created for each output. If want

to use the old ones again, reassigned the to the outputs.

e Ul on Primary Sets VERTEX User Interface on Screen that is defined as primary
Screen in Windows 10 Desktop Setup.

Use when you want to work with the Vertex Ul on one screen and fullscreen
renderer on the other connected screens.

"Ul' on primary" removes the primary output from system output setup.

Select an output with your mouse - properties are shown in the inspector

Size pixel size of the output

a Location location of the output into the Windows 10 desktop window
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Context Menu

Change Mame: 'System1'
Change |d: "System1"

Pin 1 item to new Inspector

Create group

Search for usages
Find '‘Output]’ in Project Explorer

Add Surface

Add Surface - Hornzontal Split

Add Surface - Vertical Split

Add Surface - Honzontal Tnpple Split
Add Surface - Vertical Tripple Split
Add Surface - Quad Split

Add Surface - Custom Split

Remowve All Surfaces

Reset Viewpaoint Defaults

Right-click on an output to open the context menu.
Here you will find some quick actions to create and assign one or multiple surfaces, i.e. a quad-split
for a 4 output-vertical NVidia MOSAIC or AMD Eyefinity Setup.

Windows 10 Desktop Settings
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Display

Rearrange your displays

System Select a display below to change the settings for it. Press and hold (or select) a display, then drag to rearrange it.

Display
") Sound
[J Notifications & actions 2
Focus assist
Power & sleep
Storage Identify
Tablet mode

" Color
i Multitasking

Night light
Projecting to this PC @& ox

3 Shared experiences
Clipboard
Windows HD Color

X Remote Desktop

About

VERTEX appropriates the following properties from the Windows 10 desktop settings:
e the number of connected screens,
e total Windows 10 desktop size,

e the primary screen and output arrangement.

Check these settings first. The screen's number in VERTEX can differ from Microsoft Windows depending on

your setup and assignment.

DPI scaling has to be set to 100%

Please double check the scaling for your screens in Windows 10 desktop setup.

We strictly recommend a 100% scaling for each of your screens. Especially for high
resolution screens Windows 10 automatically sets the scaling to 125%, 150% or even
higher. This can cause side-effects with calculation in the render editors. To avoid trouble,

use the advanced scaling settings of Windows 10.

\Vortey | o
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5.8 Playback Live and/or in Preview

Learn the basics about Live Playback

Playback Mixing Engines (PME)

A PME hosts all Playback and could be Live or Preview.
Mix Levels of a PME defines the final signal that is going out to live

Create as many Preview PMEs as you need.

Preview

Work in Live and in Preview - Switch Editors between PME Live and Preview

Build workspaces that combine Live playback and Preview editing.

Fullscreen Renderer

Enter or Leave Fullscreen

Get information about the Fullscreen options of a System

Qutput Stream

Stream your rendered Content as an NDI Stream out of VERTEX

Audio Playback

2.8.1 Playback Mixing Engine

e PMEs into VERTEX host all Playbacks

e by default there are 2 PMEs -one for Live and a second for a Preview

e The PMEs into VERTEX are like Video Master Faders that define if the final Signal goes out to Live or
Preview

e For every Render Editor and Playback Editor you can select whether it should show Live or (one
of the) Previews
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Playback Mixing Engines (PMEs)

Playback 1 Playback 2 Playback 1 Playback 2

Playback Mixing Engine 1 Live (PME 1 Live) Playback Mixing Engine 2 Preview (PME 2 Preview)

Live Preview

PMEs are the lowest level of the Playback Chaininto VERTEX. The final Result from the PME goes

out to Live or Preview Renderer.
Each PME hosts all Playbacks of a Project - With the terms of a video mixer: PMEs are your master

groups or faders.
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Project Explorer Library Programmer
% B PMEs

Ib.l UL

1

Surfaces
Devices
Groups
Sequences
Playlists

5| Schedules

4 €2 PMET
|E| Playback1
|E| Playback2
Fg' Programmer]

4 CJ PME2
|E| Playback1
|E| Playback2
Fg' Programmer]

E Views

T4t ControlViews

By default there are 2 PMEs into a VERTEX project:
e Live and

e Preview.

Live

Live PME always goes out to Fullscreen Renderer.

Programmer1 PMET Live

ca

PME2
Preview

Audio from all playbacks running into PME Live is going out the the Audio Device that was_set as live device
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Preview

A Preview PME renders a Preview of your Playbacks.

Into each Playback Editor and each Render Editor, you are able to choose which PME should be
shown.
Switch to e.g. PME 2 to work with the Preview

VERTEX - testvxp

ceet

Main | Al

Ve Mods* GPU: 80% VRAM: 11.0% CPU: 580% RAM: 220% ) i

You are allowed to create additional PMEs - depending on how many different Previews you want to have
for more. complex projects.

Regardless of the number of your Playback Mixing Engines, only one PME could be the Live PME

Programmer and PME

The PMEs also hosts your Programmer(s).
Depending on the selected PME into your Playback Editor, your changes into Preview will be stored as Preview

Changes into the Programmer.

Mix Level
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Project Explorer Library Programmer
A3 ::E PMEs Programmer] PME1 Live

Ib.l UL

1 (0]

PME2

Preview
Surfaces

Devices
Groups

= Sequences
Playlists

5| Schedules

4 €2 PMET
|E| Playback1
|E| Playback2
Fg' Programmer]

4 CJ PME2
|E| Playback1
|E| Playback2
Fg' Programmer]

E Views

T4t ControlViews

Each PME has a Mixing Level -like a Video Mixer has.

The Mixing level decides about the signal that is sent to your live output. Value 1 is sent to Live,
Value 0 not.

By default the Mixing Level for Live is set to 1.

The mixing level forall Preview PMEs is set to 0. The signal of a Preview PME is displayed into e.g. a
Preview Render Editor, but the signal is not mixed to the live output.
By increasing the mixing level up to 1 you are able to mix preview into live

There is also the option to swap preview and live
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Create a new PME

e Go to Main Menu, open "Create" tab and select "Create PME"
or

e (o to the PME section into Project Explorer, right-click to open the context menu and select "Create new"

Settings

Inspector
C PME1 (Programr — = ¢ 1 1
Main All

Iz Live True

Live Mix Level = 1.000

Mix Mode Mormal

Swap To Live On Mix
User Properties

Live Mix Level

If set to 1, signal is sent to Live Output and Fullscreen Renderer

If set to 0, signal is not sent to Live Output and only shown into Preview Render Editors

Mix Mode

Define the Mixmode when fading Live Mix Levels

Options: Normal, Crossfade, None
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5.8.2

Swap to Live on Mix

When enabled a Preview PME is swapped from Preview to Live if Mixing Level reaches 1.

The "old" Live PME is swapped to Preview.

Preview

e The concept of Playback Mixing Engines (PME)allows you to work with an infinite amount of previews
e Work live and in previews simultaneously and fade your previews to live at any time.
e Into the VERTEX Editors you are able to switch between the PMEs. Or just open multiple editors of

the same type to work on live and preview in parallel

Playback Mixing Engines (PME)

PMEs are the lowest level in VERTEX that host all Playbacks and are responsible for a Live or a Preview Mix

Read more about PMEs and their Settings here

The number of previews depends on your hardware resource. each render editor and PME
takes hardware resources because a new render path is opened.

Total number of PMEs that could be rendered in parallel depends on your hardware setup. It
is not limited by VERTEX but by your hardware..

Switch between PMEs from Live to Preview
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Render Editor X m Output Setup Content Transfe

to
Canvas Canvas1 All "I* Selection < 4 A Programmerl - -2

PME1 Live
PME2 Preview

put2 Surfacds

Render Editor is set to Preview PME

In most of the VERTEX editors you find a dropdown on top left with which you switch between Playback Mixing

Engines

Preview PMEs are marked in yellow to give you visual feedback that you are working

not in live but in preview.

Work live and in preview simultaneously

Using the modular window concept of VERTEX you can build your own workspaces and save it as
view.

These workspaces can show live and preview simultaneously.

You are able to work in preview as well as live -e.g. if you want to make changes during a rehearsal while

live is playing.
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- PMEILve -

WERSAL IOVERSAL IOVERSAL

Example for a Workspace:
2 Render Editors - one for PME Live, one is set to PME2 (Preview).
2 Playback Editors - one for PME Live, one is set to PME2 (Preview).

Fade Preview to Live

The mix level of a PME the defines whether your content is played live or in preview.

Read more about the Mixlevel and its settings

5.8.3 Fullscreen Renderer

e Fach Vertex system canrunin fullscreen mode, in Ul mode, orin a combination of both on
different screens
e There are different ways to enter the fullscreen mode: shortcuts, context menus, script or

buttons
e Make sure that no render editor is working in the background- this may affect performance.

Enter Fullscreen
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o Y . Fullscreen shows black and no content
= Check if you have added surfaces to your canvas and assigned them to the correct output.

There are 4 options to enter the fullscreen renderer:

Use shortcut "CTRL + F"on your local VERTEX system.

o Use the Fullscreen button in the status bar of your local system.

o Use the context menu for a system in the project explorer (also works remote for session member
systems of a project)

e Usethe script command Systeml.EnterFullScreen
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Change Mame: "System1'
Change |d: "System1'

Fin 1 item to new Inspector

Create group

Search for usages

Find "System1" in Project Explorer

Enter Fullscreen Rendering

Leave Fullscreen Rendenng

Enter Fullscreen ControlView

Leave Fullscreen ControlView

Re-Scan Audio & Video Inputs
Re-5cam NDI Inputs

Reset Video Inputs

Reset Asio Device

Open Asio Control Panel...
Clear Render Engines

Import Content

Options

Copy

Combination Of Fullscreen And Ul

Here is the workflow to view both the Ul and fullscreen renderer simultaneously:

1. Disable the Topmost Setting on the local system's settings tab in the inspector. Now the Fullscreen
Renderer can operate in the background.
Enter fullscreen mode.

3. Onyour keyboard, hit the shortcut ALT+TAB to toggle between applications and windows. Select VERTEX
user interface from here.

4. If you have two outputs on your system, you might want to set up the surface-output constellation so that

one output displays the rendered content and the other output is free for the Ul.
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Make sure that the render editor is disabled or not opened
Check settings (Inspector - Settings tab for a System) or manually close the render editor.
If the render editor still renders in the background while in fullscreen mode, there will be a

performance drop.

| eave Fullscreen

Leaving fullscreen is possible with:

e The shortcut CTRL + F on the local system

e Usethe context menu onto a system into project explorer (also works for session member systems into
a project)

e Usescript command Systeml.LeaveFullScreen

e [fthe use of shortcut Alt+F4 is enabled in the system settings, use it just once to leave fullscreem mode.
Using the shortcut twice will first close the render editor and then the VERTEX Application without asking you

to save your project.

Fullscreen settings for a system

Fullscree | Enables input devices (mouse, keyboard, touch) in fullscreen mode
n fori.e. click scripts or URL content in interactive displays.
Interactio
n

10/16bit Sets the color bit depth for fullscreen rendering. If you need to run
FullScree | your GPU in a higher resolution than 8bit, please check this setting
n before instantiating fullscreen mode for the first time. In case you
need to change this setting in the middle of a session, VERTEX need's

to be restarted.

Vertex User Manual



Getting Started 346

Allow Default: enabled - allows shortcut Alt+F4 for i.e. VNC Clients
ALT+F4 Pressing once without enabled fullscreen renderer will close the
VERTEX application without asking to save your work.

Pressing once while in fullscreen will first close the fullscreen
renderer. Pressing the shortcut a second time will close VERTEX.

Disable to prevent from pressing by mistake.

Disable Default: disabled
Preview With this option, the render editor will be disabled when fullscreen is
in entered. Does not work for a single master system - only for session

Fullscree | members.

n Render editors will be enabled again when leaving the fullscreen
renderer.
Force When enabled, this continuously ensures that fullscreen window

Fullscree | staystopmost. Pop-up windows will be kept in the background.
n
Topmost

Fullscree | When enabled, VERTEX always enters fullscreen on application

n On Startup.
Startup
Show When enabled, fullscreen renderer will show selected vertices or

Selection | modifiers when editing surfaces.
In
Fullscree
n

Show Shows overlay with status information (FPS, uptime, renderer frames)
Status in top left of the first screen.

Fullscree
n

Suspend Pauses fullscreen rendering temporarily.
Fullscree
n

Renderin
g

Topmost When enabled the fullscreen window will be on top. Disable to view

both Ul and fullscreen window simultaneously.
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5.8.4 Output-Stream

e VERTEX s capable to stream a Surface out as Output Stream - currently only NDI is available

e Output-Streams could be created with the Main Menu ( Create) or with aright-click on a Surface in

Project Explorer

e AFullscreen Renderer has to run on your sender System or your Sender System has to be set into

Streaming Mode

Create an Output Stream

1. Empty Output Stream

e (o to the Main Menu, Open CREATE

% FHLE EDIT

Project Explorer

=
=

" |

=
g
.
=

[
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Select Output Stream
add NDI Output Stream

CREATE = WIND

An Output Stream without an assigned Surface is created

CLOUD SERVICE
Content..
Watch Faolder...

b Cdwmomes A —ammerl
Add MDI...

(e=3)

Output Stream... *

tputStream 1

Schedule
Trigger
Wiring

Group

PMET Live

BACKUP
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2. Output Stream based on a Surface

e (o to the Surface section into the Project Explorer
e Right-Click on a Surface and open the Context Menu
o Select "Create new NDI Output Stream”

e Anew NDI Output Stream is created and the Surface already is assigned to it.

Vertex User Manual



Getting Started

349

Project Explorer % Library Programmer

Y E Systems Programmerl

1

System]

WO @

-l
4
m
=|
]

{t+) Output Streams
O Surfaces

O Surfar=1
Change Name / Id: "Surface'

OO Sur Delete "Surfacel’

J¥ Devices
22 Groups

Pin 1 item to new Inspector

Inspect

=! Sequen (reate group

5, Playlist

Schedu
E Clips Convert ViewPoint to Cave/Perspective Projection Mode

Remowve Cutput Reference

") PMEs

Rescale Fov To RenderTarget Size
(/> Seripts  Recalculate Origin To RenderTarget Size

E Views

T4t Control

Rescale Fov to Canvas Dimensions

Recalculate Origin to Canvas Dimensions

Match RenderTarget Width to Dimensions
Match RenderTarget Height to Dimensions

Playback Editor

O

[1] Seque Create Mew MDI Output Stream

00:00 0

Vertex User Manual

Create Mew 3d Content from view frustum corners

Create Mew 3d Content from current warped geometry

Tree view

PME1 Live

03:00
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Settings

e Openan Output Stream into Inspector
e To assign or change your Surface, drag a Surface from Project Explorer to the Property Field into the
Inspector

e Stream Identifier: Changes the Name of your NDI Stream

Inspector X

() OutputStrean ~ — =

Main All

User Properties

Stream Identifier Vertex_Surfacel
Surface Surfacel
Enabled

alf Frame Rat

Convert To YUV

e Surfaces that are assigned to an Output Stream are marked into Project Explorer with a sender symbol:
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Project Explorer X Library Programmer

% D Surfaces Programmer1 PME1 Live 122 A

1 o 2 [
(t=1) (t=1)

Surface1 Surface?2

W Oe @M

(t=) Output Streams
O Surfaces
(O] Surfacel

O SurfaceZ

J¥ Devices
ﬁiﬁ Groups

=' Segquences

S, Playlists

Send Fullscreen out as a Stream

e technically, your content first has to be rendered to send it as a stream.
o VERTEX offers youtwo options to render a Stream in Realtime and send it out as NDI

e Right-Click on the System that should send your stream and choose between the 2 options belo
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Project Explorer X Library Programmer
% iR Systems Programmer1 PME1 Live
@ ALL =
1 =
L) Content

[ Canvas System]

== Systems Change Name f Id: "System1’

(1=} Output Streams
() OutputStream Pin 1 item to new Inspector
Create group
(=1} OutputStream?2
O] Surfaces Enter Fullscreen Rendering
Leave Fullscreen Rendering
O Surfacel
O Surface2 Enter Fullscreen ControlView

. Leave Fullscreen ControlView
ﬁ Devices

% e Re-5can Video Inputs
= Sequences Re-Scan MDI Inputs
iS5, Playlists

Schedules

Refresh Computer Name

. Force Resync
fi] Clips .
Reset Video Inputs
) PMEs

¢y Scripts Reset Render Engines

[ Views Cancel All File Processing
b T4+ ControlViews Remowe Deleted Local Content Files

Playback Editor Playbacks Set Preferred GPU Adapter
) [1] Sequencel Set Preferred Ul GPU Adapter
00:00 00:30
Set Fullscreen Mode
Set Streaming Mode

Add Output
Re-5Scan Metwork Apdaters
Re-Scan Midi Devices

Re-Connect Timeservers

Import Content
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5.8.5

Set Streaming Mode
A hidden Fullscreen renderer is started in background. Streaming is possible without your local VERTEX

application additionally has to a Fullscreen Renderer running.

Set Fullscreen Mode (default)
No hidden Fullscreen Renderer is running in background. If using this mode, sending out a stream is only

possible when you start the Fullscreen Renderer on this System

Audio Playback

o VERTEX differs between Live Audio and Preview Audio.
e Youcanassign a separate audio device for live and preview Audio

e Youcandefine a System that should render Live Audio for a Canvas or on System level.

Learn more about Audio Output Settings

Please keep in mind that playing live audio is resource intensive.

Especially if you play many channels, the CPU will be heavily loaded. If you are using
multiple systems in a project as session members, one option is to define a system for
playing the audio tracks.

We recommend using an ASIO interface

Preview and Live Audio

There is a main difference between preview audio and live audio:

Preview Audio

e Preview audio plays out all audio from all playback mixing engines - That includes all playbacks in PME live
and all playbacks in one (or maybe more) preview PMEs.

e Preview audio is played out from every system in your project.

Live Audio

e Live audio plays out only audio from playbacks that are running in PME Live.

e Live audio is played out by an defined audio system that could be set for a canvas or a whole system.

By default live audio is played out for all canvas on the same system. It is possible to define a certain audio
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system for a canvas.

2.8.6 Sync Clock

e The Sync Clock defines on which clock source the frame playback is based on.

e Different options for a clock source are: System Clock, ASIO Audio, Wave Audio, SMPTE 10 LTC,
GPU Sync and Local Clock

o Please also read the Playback Sync- chapter, when working in session mode.

Settings

e Select your System and go to the Inspector
e Focus Settings tab there

e Select your preferred clock source in the Sync Clock dropdown list

Top bar: green underlined clock indicates the system clock is synchronized
correctly.
This is especially important for a project in_ session mode.

If the system clock is_underlined red, there is something wrong with Playback Sync and the Sync
Clock
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Inspector X

% Systemn1 (Prod — -+ 'e} T l

Main Video Audio Settings Info

Sync Clock Asio Audio
Control Viewer System Clock
Aszio Audio
. Standard Audio
Limit Ul Size
Smpte lo LTC
Maximum Ul Size -
Gpu Sync

Render Element Create Interval (ms)

Render Element Dispose Interval (ms)

Fullscreen On Startup

Changing Clock Source can affect the Playhead's position
After selecting another clock source, the Playhead could jump to another position in the timeline.

This only happens once directly after a switch of your clock source

System Clock

Playback is locked on the VERTEX System Clock. Recommended when working without audio.

ASIO Audio

Recommended.: plugged and connected Audio device/interface with ASIO driver
VERTEX is clocked by the ASIO devices Clock.
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Audio and Video Playback with Audio over ASIO Interface

To prevent from a shift between audio and video we recommended to use the ASIO clock as system

clock. The Video Playback and Frame processing in VERTEX is synchronized to the Clock signal

from the ASIO device

When you select an ASIO device in the audio settings of a system, VERTEX automatically sets the Sync Clock

from Wave Audio to ASIO Audio.

Inspector X
% Systemn1 (Prod
Main Video Audio Settings
Standard Audio D
Standard Audio Mode Preview
Wave Device Status
Asio Audio Device
Asio Audio Mode
Asio Device Status
Audio Previev
Live Volume

LiI\'IE r'-.-" ul tE

Audio Offset

Wave Audio

T

Info Metwork

Lautsprecher (Realtek(R...

xing Criver

& 1.000

All

By default, VERTEX playback is locked to the clock of your Standard Audio device, which is in most cases your

built-in sound card.

In the System Audio Settings, when changing the "Wave Audio Mode" from "Preview" to "Live", the Sync Clock

automatically is changed to "Wave Audio”
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SMPTE I0 LTC

Longitudinal Timecode can be received via ioversals SMPTE |0 Interface

Get all information about clock and playback settings in the chapter SMPTE

GPU Sync

Syncs VERTEX Playback to the GPU Clock.

When using this option, you have to define a GPU sync master system. Go to Advanced Mode in the Inspector
and search for 'Is GPU Master" Property (Setting tab in the Inspector).

There is also an Advanced Property to set the "GPU sync interval” manually.

If there are questions about a GPU sync setup, feel free to drop us an email with your specific questions and a

description of your hardware!

Set Sync Clock In A Session Mode Project

Please read also the_Multi Systems chapter. The topic Playback Sync explains how to set up the system clock in
a Project.

All Systems in a session mode project, excluding the Clock Master System need to be set to the same clock.

The Clock Master generates a System Clock for all other Systems. Please read the chapter Playback Sync.
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5.9 User Interface

o Anew VERTEX project starts with a default workspace
e All windows and editors can be docked and/or undocked, reordered and repositioned
e All windows and editors can be opened multiple times - there is no restriction

e A user can store his window layout for a project as view

The User Interface concept

When you have worked with any compositing software, media server or video editing software before, the
Vertex interface should should look familiar to you.
With VERTEX we want provide you a quick access to the main tools, so that you can proceed your daily work

smart and fast:

e functionality that you use less frequently is located in separate editor windows that you could open
when needed

e the workspace concept allows you to build your own window arrangement that matches to your
project needs and routines.

e youare able to open and combine more than one window and editor of the same type. The data and
settings are synchronized.

e Context menus give you a fast access to functionality

e The settings of an element are centrally located in the Inspector

Default Workspace

Every new VERTEX project starts with the default workspace.

This default workspace is subdivided into the task-oriented sections that are described below:
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o logo white_H..

OO @  Controliewt

Schedulel Sequencel

(=]} 2

Surfacel System1

e Content
and
ProjectMan
agement

e Visual
Workspace
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1 VERTEX - testvxp M

Progammerl * PMEILve &

AL ERQ @ T

(GPU: 7.0% VRAM: 6.3% CPU: 140%

Main menu
file and project management, project settings, import content, create new
project objects like a sequence, a canvas, access to libraries, windows and

editors, access to tools and help

Project Name

System Status

IP, system name, session status, clock

License Management

license status and license options

Project Explorer:
quick access to all local and network resources on the left, all project

specific resources on the right

Library

Access to video fx, devices and geometry modifiers

Render Editor

Your working area and preview section in 2D and 3D
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e Settings Inspector:
and The inspector bundles all settings, information and parameters. It is the
Information | central point to modify parameters and inform about project elements.
e Playback Playback Editor:
Editing and | Edit clip containers and cues, set keyframes, arrange clip containers on
Managemen | tracks.
t
Playbacks Window:
Manage and overview all playbacks and their current play status.
Status Bar System health and monitoring, system notifications, quick access and

manipulations with script commands, switch between value and

programmer mode, set to fullscreen.

Docking and Undocking of Windows and Editors

There 38 different ways to personalize your workspace and to arrange and to dock windows and editors:

1. As a tab into the existing workspace layout

2. At a new position into the applications main frame

= hetween some windows

= at bottom sides or top

3. Asfloating window that is not docked in the main application frame.

Such kind of floating windows you can freely move on your desktop.

Blue helper widgets support you with docking and suggest positions
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VERTEX - testvxp ™

anster M r X

Programmerl * PMEILve -

Testpatterni

(GPU: B0% VRAM: 69% CPU: 18.7% RAM: B0.0%

" When moving a floating window over the main application frame, a blue docking widge /s you and proposes |

docking positions.

Editors that are once arranged could be undocked again, re-arranged or deleted.

Just click to the windows tab symbol and drag it out of its position.

Multiple Editors of the same type

Your are able to open multiple windows/editors of the same type like Inspectors, Render Editors, Project

Explorers.

Views

Your customized workspace for a project can be saved as view into your project file.

Clear a view

1. Go to the top bar

2. select "Workspace"in the main menu
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3. select Clear View"
4. The workspace is cleared and empty - no editors and windows are displayed

5. Arrange a new view by open editors and windows with the "Windows" menu on the Top Bar

Load/Reset to default workspace

1. Go to the top bar
2. select "Workspace"in the main menu

3. select "Live"

5.9.1 Top-Bar

e The top bar gives you access to the main menu and the main system information - it is split into the
following parts:
o main menu on the left

o current project name in the middle

o system information on the right
o license management on the right

Programemes] * PME Live
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Main Menu

a File File Handling:
Save Project
Load Project
Import Files
Connect Systems
e Edit Edit options:
Projects Settings
Copy/Paste
Undo and Redo
e Create Create [tems
Import Content
Import Image Sequences
Create Generative Content
Create all available Project Iltems like Surfaces, new Scripts, new Canvas ...
e Windows Create new Windows and Editors
Open to create a new Editor or Status Window
e Cloud not available in current VERTEX Version - will come in future releases
Service
@ Tools not available in current VERTEX Version - will come in future releases
a Workspac | Switch or Reset Workspace
e
e Help Different Support and help options like

Create Ticket

Show Serial
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Open Task Manager
Open Log Files ...

System Information

0 System Shows the Project Role of a System

role When only working with a single System: Always Master.
When Working into a Session with multiple VERTEX Systems: Master or

SessionMember

e VERTEX Shows the status of your local System when working with multiple
Session VERTEX Clients into a Session
Status When working with only 1 System: Always Disconnected

When working into a Session: Connected or Disconnected

Note: Please do not mix up with your internet or general Ethernet status.
This status field only is related to the project online status for a Session with
Multiple VERTEX Systems

9 Local Shows your Computer name that was set in Microsoft Windows System Settings
Computer | forthis hardware.
Name

e Local IP Address of your local VERTEX System.

System IP | Shows the IP settings for the default network adapter that was set into VERTEX.
Adress If this field is empty or an IP Address of another, wrong adapter is shown, please
check Settings for your VERTEX System into Inspector

or check if default network adapter was set for your VERTEX System.

e License Mouse-click opens Menu for License Management.
Managem Status Colors:
ent
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dropdown | Green: Valid and activated License
and Red: No License activated
license
status

G System Shows current System Time
Clock Or for a Session Member: Shows Project Time from Clock System

Status Colors (only relevant if working into a VERTEX Session):
Green: System in Sync - Sync Clock works
Red: No Sync clock data received - please double check all Sync Clock Settings

e VERTEX Minimize, Maximize or Close VERTEX main Application Window
Window -

Minimize,
Close,
reduce

License Management
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DESKTOP-T1U9MN2E

Inspector

Select...

192.168.1.12

Activate and deactivate your VERTEX License or transfer it to a Dongle.

Please look at License Activation to find a detailed description.

o Online

License
Activation

e Dongle

Activation

Vertex User Manual

For the following 3 points an internet connection is required:
License Activation
License Update

License Deactivation

Information about your License State

License Info

For the following 3 points an internet connection and a plugged in empty ioversal
smart dongle is required:

Dongle Activation

Dongle Update

Dongle Deactivation

Requires a plugged in ioversal smart dongle

Dongle Info
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9 Offline No internet Connection but an external USB Stick/SD Card or Drive required for file
License exchange
Activation | Export License Activation File

Export Dongle Activation File

e ioversal Internet connection required
Online

Services

5.9.2 Status Bar

e The Status bar gives you a quick overview about the current System hardware usage (RAM, CPU, GPU),
global audio levels and timecode

e Quick access to project notifications and their history

e Command line section to enter Scripts

e Switch to enable/disable the Fullscreen Renderer and to mute/activate audio preview

e Switch between Value Mode and Programmer Mode

VERTEX - 25092¢

Programmer]  PME] Live * Seletion T Programemes] * PME Live

(=] L

ControfViewl  Playbackl

User Interface
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Notifications:

a Command quick access to the script console.
Line
Section

e Notificatio | Notification and information from VERTEX
ns Actions: left-click on the notification section to open an overlay window with a

chronological history of the last System notifications

9 Inspector Switch to Advanced Inspector Mode to show more properties of an item in the
Mode Inspector

Most of the properties in Advanced mode are for edge-cases. To keep the
Inspector more clean for your daily use-cases, VERTEX offers this filter option
Default: Standard

9 Value or Switch between Value Mode (Default) and Programmer Mode and choose how
Programer | you prefer to handle and manipulate values
Mode

e Hardware System hardware usage: displays the current usage of your GPU (total sum and
usage and VRAM usage), your CPU (total sum of all cores), and your System Memory (RAM).

Performanc | If the Fullscreen Renderer is enabled on one of your screens, current render

e performance is displayed in FPS
@ Mute Mute or enable your local Systems_preview audio output
Preview Default: on
Audio
e Enter Starts the local Control Viewer in Full Screen
Control quit with CTRL + F5
Viewer in

Full Screen

e Enter Full starts the Eullscreen Renderer on your local System
Screen quit Fullscreen Renderer with CTRL + F or ESC
Renderer This button is not available in VERTEX Touch Edition
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GPU Usage in status bar will not work with AMD and Intel Graphic Cards
When your PC has an AMD GPU inside, the GPU usage information in the status bar is not
available.

When using an AMD or Intel GPU, VERTEX will only show CPU and RAM usage.

5.9.3 Project Explorer

The Project Explorer gives you the overview about project ressorces

The left pane shows you all items and elements of your project - sorted by object category and its child

elements

The right pane shows you all child elements of a selected object category -e.g. all Content Assets

Context Menus give you access to item specific functionality

VERTEX

User Interface
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Project Explorer Library

3 4 Programmer1 PMET Live

S & Rl

[ Content Solid Color

[] Canvas
rF__.

2 Systems

Canvas1 Gradient

19201080

"I [ s e

Devices UV-Pattern I0_HD.mov io_logo_weiss.png

Surfaces

Groups TOR[CR[0)
=' Sequences -
1920x1080
6 1 o1

io_logo_white_H...

Playlists

5| Schedules

Clips
E o TORCRI0 ControlView1 Schedulel
") PMEs

T4+ ControlViews =t |1

Sequence1 Surfacel Surface?

System’1

The Project Explorer: Overview about all available elements and resources on the left split and about all elements of your
current project on the right split

a Project The left split of the Project Explorer shows you all the available resources
Tree and elements from your current System on which Vertex is running and
all items that are part of your project

Actions

e Selection with left mouse buttons to show project related child elements in
right project column

e Right mouse click to open the context menu with additional options - the
options differ for each element type

e Drag an element from the tree view to the right pane or a Collection
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e Drag with your mouse to favorite folder or parent folder in tree view

e Select an element to focus on it in the Inspector

Style options
e Filter by element type e

e show/hide child elements e

Selection options

e Focus Tree ltems into Inspector. Default: off e
When switched on, items in the Project Tree that are selected with your

mouse, will be shown into Inspector

Project
items

Shows all elements and assets which are part of your project

Organizes Assets,ltems and Objects by Categories and Child Elements

Actions:
e Select one item to set property values in Inspector
e Select multiple items to collectively set property values in the Inspector

(e.g. Opacity for all selected Content ltems to 0)

e Right-click with your mouse to open a context menu with additional options

e drag and drop elements

Sorting @

e By Content Item ID (default)
e Alphabetically descending

Style options: e
o Tile view (default)

e [jstview
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N Drag and drop elements
< O - Usedrag and drop instead of context menus. Just drag and drop e.g. an NDI receiver
- of System1 from the left element tree to the right pane to include it into your current project.

For those elements where a logical context makes no sense (e.g. drag a System and drop it
on another System) you will get visual feedback on the target element next to your mouse
pointer

Drag and drop does not only work in the Project Explorer. You are able to drag
content from the Project Explorer and drop it into the Render Editor or the playback editor.

You are able to drag content from Windows file explorer to your VERTEX Project Explorer

Access to Child Elements

e The Project Explorer is organized in main Object Categories and its children
e With this structure, you are able to access e.g. a Track of a Sequence to do some specific setting

e Anarrow indicates whether you can still dive deeper into the child structure
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Project Explorer % Library Programmer
™ & Sequences > Sequencel > Programmerl PME1 Live

E5 Systems

‘ @ AL ClipContainerl ClipContainer2
B % System
% Available Systems

[0 Surfaces
[0 Surfacel

O Surface?

J Devices
ﬁﬁﬁ Groups
=¥ Sequences
4 =¥ Sequencel
4 [) Cues
] Cuel
[ Cue2
= Track 2
=1 ClipContainer3
= Track 3
=1 ClipContainer]
1=1 ClipContainer2
5, Playlists
b Schedules

n T Cline
Playback Editor Playbacks

™ [1]Sequencel (11| @ DBO:02:54:04 0D:00:32:01 | 1 (]
00:00 00:30 01:00 01:30 02:00 02:30 03:00 03:30

L 3 io_logo_weiss.png
1O

[ 2 UV-Pattern

o
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Context Menu(s)

o Use Context Menus into the Project Explorer to have access to some item specific functionality, to quick
access settings orjustto add a collection or to add a new element

e Context Menus differ depending on the item type

e Some functions can only be accessed via context menus in Project Explorer -e.g.Re-Scan
Video Inputs for a System (or of course with a Script)
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Project Explorer X

I
=
=

Devices
Groups

Sequences

. o= % 0 W) [I S [0

i5, Playlists
Schedules
fw] Clips

:@: GlobalLayers
"] PMEs

] Views

T4+ ControlViews

Examples

Library Programmer

Import File...

Impeort Image Sequence...

Import Directory...

Import Image Sequence Directorny..

Add Live Input...

Add Text...

Colors

Patterns

Add Playback Dashboard...
Add QR Code..

Add Html Content...
Objects

Set Folder File |d...

Add Collection

Inspect

=R

Open the Context menue for Content with a right-click on the Content

category.

Add or import Content

e Select an available System into your network (in the left project tree) and use the context menu to remotly
start VERTEX on this System

e Add 4 Surfaces as horizontal/vertical split as child of an output

e Refresh video sources
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O] Surfaces
O Surfacel
Change Mame / Id: *Surface?'

O] Surface Delete "Surfacel”

ﬁ Devices

a5 Groups

=¥ Sequences Remove Cutput Reference

Inspect

i= Playlists

Schedules

E Clips Rescale Fov To RenderTarget Size
Recalculate Origin To RenderTarget Size

Convert ViewPoint to Cave/Perspective Projection Mode

:ﬁ: GlobalLaye

€ PMEs Rescale Fov to Canvas Dimensions

E Vicws Recalculate Origin to Canvas Dimensions

Playback Edito
=T e Match RenderTarget Width to Dimensions

O []Sequence pyatch RenderTarget Height to Dimensions
00:00 00:3

Create Mew MDI Output Stream

Create New 3d Content from wiew frustum corners

Create Mew 3d Content from cumrent warped geometry

Tree view

Context menu for a Surface into a Project: very specific functionality and quick access to e.g.

Rescale FoV
Shortcuts
Shortcut Action Notes
CTRL + 1 Import Content
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F2 Rename Element

5.9.4 Render Editor

e The Render Editor is the visual preview: arrange, select and manipulate the items of your show.

e Work with different views and switch between them - a view that is focused onto your Canvas or
another one that is focused on your System outputs

e Openmultiple Render Editors and work with them in parallel -the performance limit depends on

your hardware

VERTEX - 25

Navigation
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There are different options to navigate through the 3D/2D space of VERTEX's Render Editor. Depending on your
personal preferences, you can use

1. Left Mouse Button and Keys 1,2,3

Left Mouse Button + 1: Pan/Move left/right/up/down
Left Mouse Button + 2 : Zoom/Dolly in and out

Left Mouse Button + 3 : tilt

2. Middle Mouse Button/Wheel ( and Alt-Key)

Middle Mouse Button/Wheel pressed: Pan/Move left/right/up/down
Mouse Wheel: Zoom/Dolly in and out

Alt+ Middle Mouse Button/Wheel pressed tilt

OR
3. WASD - Keys (or Arrow Keys)
W or S Key: Zoom/Dolly in and out

Aor D Key: Pan/Move left/right
Q or E Key: Tilt left/right

User Interface
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Vertex (

| )<
(U

Render Editor % Sy

Canvas

1

v Canvasl =

2

System1.0utputl.Surfacel

View Mode

Select
specific

view

m Qutput Setup * Content Transfer Monitor %

All v 'i" v < 3 W Programmerl * PMEI1 Live

3 9 10

Default: Canvas view

Options: All Canvases, Canvas, System, DMX Mapping, Surface Map, Visualizer

Select your workspace view:

Canvas View lets you select a canvas to work with. Arrange and compose your
content and build your scene from here.

System View shows the final image of your output(s).

Good for controlling the final signal of each output or to make some visual

modifications on output/Surface level

refine your selection with the "select specific view" dropdown e

For View Mode Canvas:
When you are working with more than 1 Canvas into your project, you can switch

between all Canvases of your project

For View Mode Output

when select this view mode another selection box is displayed
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AllQutputs

System:
When working with only one System dont care about this.
When working with more than one Systems into your project, you can select the

System whose Output you want to modify/show

Output Selection:

All Outputs - general overview with the content of all outputs of one selected
System

Output # - shows you one specific output for preview or further modifying (also

see. Canvas, Surface, Output

e Element Options: All(default), Surface and Content
Selection Filter if you want to select and show all elements into a Canvas or select only
Filter surfaces or content.
Useful when you don't want to accidentally touch some surfaces that already are
in final position
o Mouse Select the functionality/mode your mouse courser should have when working
Mode into the Render Editor
™=0nly Select Content
==\love selected Content (Default)
™™ Rotate selected Content
®=Scale selected Content
™™ Touch interaction for interactive elements
e Select Options:
whole Select Whole element
element, select vertices of an element

vertices or

Select Modifiers ( c.f. Geometry Modifiers)

Modifiers
G Select Default: off
covered When switched to on, also hidden surfaces of a 3d model in the depth axis will
vertices be selected
e Reset Resets all modified Vertice offset to default value
VERTEX
Offsets
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e uv Resets all UV Offsets to default value
Modifiers or
Apply UV modification from current View as setting

9 Programm | When working in programmer mode:
er Select programmer where your changes should be assign to

selection

@ PME Select PME (Playback Mixing Engine) you want to display in the Render Editor
(Playback

Mixing

Engine)

Selection

Bottom bar

a Show Statistics Default: off
Option: enabled
Anoverlay is displayed in the left upper corner of the Render Editor
that shows you
e the current render performance of this specific Render Editor in
Frames per Second (FPS)
e The global sync clocks uptime

e a flashing white square for optical sync test

This overlayed information is not visible in the Fullscreen Renderer

and can be set for every Render Editor separately

e Switch between Full | Default: on - Full Resolution Mode is enabled.

Resolution or Proxy | The content is rendered in its full resolution into the Render Editor
Mode with lower Option:- off - Proxy Mode with lower resolution
resolution The content is shown as Proxy Files with lower resolution. This gives
you the options to work and preview even bigger shows with a lot of

content in it
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or to pre-program with lower hardware without the original source

files on it.

Keep in mind: When you has disabled the automated proxy
encoding into the Project Settings, no proxy files are available

e Show Grid Default: on
Option: off - disables base grid into Render Editor
o Toggle between Default: on-local the camera of your Render Editors workspace
free and local works locally in this window
camera Option: disabled - free: - each Render Editor where this option is

disabled is synchronized in workspace mouse movements - also on

different Systems into a network

e Show Surface Default: off
Frustum Option: on - shows frustum and viewpoint origin for all Surfaces into
Canvas
@ save snapshot Save the current view into your Render Editor as png file and use this

to send previews out to clients or add them into a stroryboard

on click: An explorer window opens, you can select the path and

filename.
e reset view resets the current workspace view to the default values
@ Vertical fit local Adapts local camera view that it fits to Canvas height

view

e Horizontal fit local | Adapts local camera view that it fits to Canvas width
view

Context Menu
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Rename "Canvas1’
Delete "‘ClipContainer4’

Delete ‘Canvas1’

Pin 1 tem to new Inspector

Add Surface...

Remove Surfaces...

Select Canvas
Select Surface...
Switch To Qutput View...

0 Context related Depending on your selection - e.g. Delete object or rename object
options

@ Pin selection to Pins the selected item to a new Inspector window
new Inspector

e Add or Remove Add or remove surfaces to your Canvas.
Surface(s) Add: shows all surfaces of your project which have not yet been

added to your Canvas
Remove: shows all surfaces which have already been added to your

current Canvas

o Quick Selection Quick selection options
Select Canvas: selects the Canvas of your current Render Editor view
in the Inspector
Select Surface: selects a surface in Render Editor and in the Inspector
Switch to output view: fast switch to show an output without using
the Render Editors dropdown lists

Change view in Render Editor to Systems- selected outplit.

5.9.5 Playback Editor

e The Playback Editor is your main editing window for building a timeline and arranging your show

e All content (audio, video, devices) in a sequence or playlist is arranged in Clip Containers.
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e Clip Containers can be moved around freely, as they are not time-locked like in common video editing

suites.
e Use individual tracks to arrange and layer your Clip Containers.

VERTEX STUDIO SUITE - PreviewPlayhead.vxp Maste

Programmerl * PMET Live

System1

Surfacel Sequencel Sequence2

Playlist1 Schedulel Visualizer]

AL ER QOB 1@

User Interface

e The Playback Editors Ul is timeline based.
e Arrange and layer your Clip Containers using separate tracks

e Cues are markers that have various functions in show control

Basics

Playback Editor X P!
Programme PME1 Live

@ [1]Sequencel »/n(m 00
07:30 0

01:00 3 02:00
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Playhead shows current Playback time/position

marker/step on the timeline

Track arranging and sorting the layering hierarchy of Clip Containers in a

|0
<
D

sequence - top track is the first layer, always visible

Clip Container host for different types of content, settings or devices

Playback and Playback Provider Selection

Playback Editor X
(B [1] Sequencel

Ly Ty "3}

1

a Activate Default: on
Playback Switch off to deactivate a playback. When deactivated, no content is
rendered.
e Playback Drop-down menu allows the selection of separate playbacks.
Selection
e Pl ck Shows the playback provider of this playback.
Provider Drag a sequence or playlist from Project Explorer and drop them into this
field.
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Playback and Cue Control

Playback Time

a Transport Starts, pauses and stops the playback.
Buttons: Stop button: playhead jumps back to the beginning of the sequence.
Play, Pause,
Stop
Current Shows the current timecode of the playback / the playhead's current

position.

Double-click to enter a time and the playhead will jump there.

Count-Down To

Shows the remaining time until the next, upcoming cue.

Next Cue
Cue Number Shows the playback's position by cue numbers: Cue number before the
Status: playhead | and upcoming cue number.

Previous | Next

Add Cue

Click to create a new cue at current playhead position.
Continuous numbering of cues starts for each Playback with No 1. Number

increases with every additional cue created.

Go to Previous/
Next Cue

Playback jumps back to previous / or forward to next upcoming cue on the

timeline.

Select a Cue
Jump to Cue
Fade to Cue

Drop-down selection of a cue to jump or fade to. Alternatively, just enter a
cue number and confirm with ENTER to jump.

Makes the playhead jump to the cue selected in the drop-down menu.
Renderer instantly shows content at cue position.

Makes the playhead fade to the cue selected in the drop-down menu.

Renderer crossfades to content at cue position.
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05:00

Tued

When using the Fade ToCue command, the playhead will jump to the new point
on the timeline, while its "ghost" will remain at the old position for the duration of
the crossfade.

The duration of the crossfade can be set in the sequence’s settings in
advanced mode inspector under Fade To Time.

FadeToCue and FadeToTime are essentially the same functions.

Layout Options and Quick Access

Zoom Zooms in or out of the timeline at position of the playhead.

e Zoom Reset Zooms out completely.

Zoom To Item Zooms in on selected item(s).

e Auto Scroll n
off: default

n follow: sequence window refreshes when playhead runs past the

displayed portion of the timeline.

E center: the running playhead continuously stays in the center of the

sequence window.

e Track Height click once to minimize/ maximize height of selected track(s), and double-

click to adjust all tracks.
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Add Track on
Top / at Bottom

Adds a new track above or below.

Cut all Clip
Containers

Edits (cuts) all Clip Containers at current playhead position.

Programmer and Playback Mixing Engine

Programmer

1

PMET Live =

09:00 09:30

2 3

a Programmer When working in Programmer Mode, select the programmer to work with
Selection (e.g. Live or Preview)

e Switch Playback | Switch whether your Playback editor should show the live environment or if
Mixing Enginge you want to work in a Preview
(PME) between Colors:

Live und Preview(s)

Grey (Default) - Live state

Orange: Preview State

Track Live PME

When enabled and swapping live and preview PMEs, the editor window

always follows the live PME.

Snap

e The Playback Editor comes with an smart snap function that will help you with the correct positioning
of Clip Containers and cues

e Orange labels show you the details of what you're currently snapping to.
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05:30 06:00 06:30

Clip Container2 snaps to Cue2

Settings

e By default the snapping is enabled to all elements

e You can customize it to your needs

B Foom

Copy Script Mames

Refresh Editor

e Right-Click with your mouse at any position into the Playback Editor and open the Context Menu

e Select "Snap to"and customize
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Working with the Playback Editor

e all content and all devices are arranged in clip containers

e clip containers can be plotted and layered on tracks, as well as moved freely between tracks

e aCanvas or output can be assigned as render target to each clip container - independent from the
clip containers order on a track

e the top track isrendered on top (when the default settings of a clip container are used)

Live and Preview Mode

Programmerl = PMEI Live

System1.Outputl Surfacel System1.Outputl Surfacel

PME Live

PME
Preview

LHEHEWN RO OB o T AL EHERAO GBS I omE

@ oue w0 Programmerl ~ PMEiLive -~ &

09:00 09:30

As with the render editor, any playback editor has got two possible modes: live and preview.

The default mode is live mode: a blue colored playhead shows the playback's position at the live output.

The playback editor in preview mode
e is highlighted withan orange border
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e hasgotanorange colored playhead

e shows the live mode playhead's position in a pale shade of blue.

Click here for further reading on Playback Mixing Engine (PME).

Keyboard Shortcuts

e There are seperate lists of all available shortcuts for each editor and window in VERTEX.
e To keep the documentation up to date, the shortcut lists are automatically created by the software

itself.
e Just press the F1 Key to open a list of shortcuts corresponding to the current window/ editor in focus.

Vertex - 2021.04.23.

Focus Playback Editor and Press F1 Key.
A window with all available shortcuts for your Sequence opens.

Examples of Common Workflows:

e drag and drop content or devices on a track and automatically create a corresponding Clip Container.

e Video FX or Geometry Modifiers can only be dropped on top of a Clip Container.

e select a Clip Container and edit all properties in the Inspector
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5.9.6

e Pina certain clip container to a new Inspector to edit properties

e add atrack (go to context menu by right-click)
e Move Clip Containers on a track or between tracks ( grab Clip Container with your mouse and move it
around)

e snap Clip Containers to the playhead

e push or pull with the mouse on the edge of a Clip Container to change its length
e draw a multi selection rectangle with your mouse to select multiple containers to edit

e Copy/ paste Clip Containers (context menu or shortcuts)

e Double-click on a clip container to edit Keyframes

e insert a specific time between clip containers (go to context menu by right-click)

Inspector

e The Inspector window is the central hub for all settings and property values in VERTEX.

e Click onany element in the project explorer, render editor, sequence editor etc. in order to inspect the
element's properties and change its settings.

e Youcan work on multiple inspector windows simultaneously and pin items to an inspector.

e Tabs help you to sort settings.

e Theviewing modes standard and advanced filter out distinct properties and keep the view on the

inspector neat and clean.

Programmer! * PMEI Live

L HERROCBm e Tk

»|[n][m] £0:00:00:00
30 02:00 02:30
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User Interface

c Selection

e Align

Pin To

Inspector

e Selection

Focus

e Multiple

Selection

Vertex User Manual

Displays the selected item's name. This selection is
active in the inspector window. View a list of your
multiple selections by either opening the drop down
menu here,

Inspector *

2x: io_logo_wei..neutral.png (P.L + {:)

io_logo_weiss_redglow.png (Programmer1 (PMET))

lut_neutral.png (Programmer? (PME1))

Inspector X
a € i

rammer] (PMET))

2 io_logo_wei..neutral.png (P...

settings Info All

Enables different modes to change settings of multiple

selected items in relation to one another. See below.

VERTEX's pin function has three modes:

1. None is pinned (default) - meaning whenever you
select a new item, it appears in the inspector.

2. Items are pinned - meaning the current inspected item
is pinned to this inspector; a different item selected for
edits will not show up in the inspector.

3. Context is pinned - meaning only items from the

current window/ editor will show up in the inspector.

Toggles between two selection modes: the target icon
enables selections just from the current editing window
focus. The globe icon enables across all the different
editing windows in VERTEX - for instance, in this mode
you can select multiple items from the project explorer,

playback editor and render editor simultaneously.

The list icon enables multiple selections. The single item

icon disables it.
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Prev/ Next Jump back and forth between multiple selected items in
Arrows 0
the list view. See instructions above, list view .
Filter / The filter is a helpful searching tool when working with
Search items that have lots of properties. Gain quick access to
Function the property you need by typing in a letter or a
word and confirm your search key with ENTER.
To view all properties again clear the filter either by
clicking on the X icon or using the shortcut
SHIF T+BACKSPACE.
Inspector Go back and forth between previously inspected items.
History Either open a drop down menu with a history list to

select from or click on the previous/ next buttons (</>).

Property Tabs

All properties are sorted thematically by tabs.

e Thenumber and type of tabs vary depending on the selected item.

The Main tab displays a quick overview of the most important properties for the selected item.

o The All tab lists all available properties in alphabetical order.
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B - ° ° e ° p fn °

Screenshots of all the available tabs sorting the various settings and properties in a Clip Container's Inspector window.

Change Property Values or Settings

e Double-click on a value, enter a number and confirm with "Enter".

e Reset a value by clicking on the return symbol on the right hand side of the inspector.

o Alittle arrow head next to a property name on the left indicates that there are child elements
available. Click on the arrow to open.

e Drag and drop items like masks or a canvas with your mouse into the checkered target field.

e When multi selecting items, inspector shows all common properties. Value changes are adopted for all

selected elements.
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Mathematical Expressions
You can use mathematical expression for each value in the inspector.

For instance, enter 1920%*2 to double your pixel number. Or just add 100 by using +100.

Transform

Position
-65.600
0.000
0.000

Rotation 0.000

e Forwheels: Use shortkeys to get more precise results:
o Hold Alt Key and move wheel with your mouse: increase only whole integer values

o Hold CTRL Key and move wheel: "'Fine Mode"

Pin item to new inspector
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Change Mame: ‘io_logo_weiss_redglow.png’
Change |d: 'io_logo_weiss_redglow.png'

Delete 1 selected itemn: ‘io_logo_weiss_redglow.png'

Fin 1 item to new Inspector

Create group

Search

Import New Version...
Import New Image Sequence Version...

Set Local System as Source

Show File in File Explorer...

Open Local Cache Folder...

Refresh Proxy & Cache Files
Refresh Hap/Motchlc File Cache

Cancel File Processing

Delete Proxy & Cache Files
Reset & Restart Content Sync

Options

Copy

e Every itemin VERTEX can be accessed with additional and separate inspector windows.
e The item can be optionally pinned to the new inspector.

o Attimes it can be helpful to work withmultiple inspectors to view separate settings distinctly.

Align Mode

The Align function offers a quick way to edit properties of multiple selections in relation to one another.
For instance, you can fan out items on your canvas evenly and with ease. Here is an example on how to do
it:
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Render Editor put Se 0 Editor Inspector X

System System1 Vertices 4 W oB Programmerl PME1 Live 3x: ClipContain...pContainer3 (...

Outputl All Qutput - View Only

Main Audio

Transform
Position
Position Offset
Rotation

Scale

Pivot

Damping Settings

PME1 Live
03:28

Color Correction

Levels Correction

MNaormal

First

Last

Inner-to-outer (mimmor)
Outer-to-inner (mirmar)

Inner-to-outer (pivot] -

Outer-to-inner (pivot)

This drop-down menu appears
when clicking on the "Align” button
(no .2 in Ul description).

a Select multiple items such as those three clip containers in the playback editor.

e Select any of the align modes from the drop down in the inspector.

543 (5 Outer-to-inner (miror)

" Inner-to-outer (pivot)

=% Outer-to-inner (pivot) >

0.000 0.000

0.000 0.000
0.000

1.000

0.000

Yaw Pitch Roll

Pivot

PlaybackSync
None
Loop

Dissolve

10

L 2 0100

Canvasl

e When changing properties such as position X or Y all three clip containers will be neatly lined up in exact

relation to one another.

Vertex User Manual



Getting Started 399

Inspector Mode: Standard and Advanced

Select one of the inspector's viewing modes from the drop down menu at the status bar. Depending on
the inspected item, the number of tabs and the item's properties and options will increase in advanced mode.
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7 Inspector X
Programmer] * PMET Live + 4 @ Systeml(Programmerl(PM - - -~ = £ iE T |

Main Video Audio Settings Info MNetwork

Color | | DMX | | All

» User Properties
» Control Viewer

+ Date Time
Fullscreen On Startup
FullScreen Mode Normal
Sync Clock Wave Audic

Content Drive

FullScreen Target

b4

Programmerl = PME1 Live T
08:30 09:00 09:30

toggle between standard
and advanced mode

< > Systeml (Programmerl... * Filter )

GPU: 0.0% VRAM: 164% CPU: 27.3% RAM: 82.0% o)
This system is being inspected in standard mode.
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Programmerl

Programmerl

08:30

Inspector * b
*  PME1 Live % System1 (Programmerl (PM = = - -8 -Q = T |

Main Video Audio Settings Info MNetwork

Color | | Vioso DMX Script Backup All

User Properties

Auto Start Settings
Control Viewer

Date Time

Energy Saver Settings
Allow Alt+F4

Empty Ui On Load

Exclude from Content Sync

Fullscreen On Startup

Init Video Inputs On Start

Limit Ul Size

NDI Auto-Detect

NDI Inputs Enabled

Process Playbacks

Sync Proxy Files Only

FullScreen Mode

Maximum Ul Size

. Output Streaming Mode

* PME1 Live M - | Preferred CPU All
03:00 05:30 Sync Clock Wave Audio
Sync Proxy Mode All
Content Drive

Local SMPTE LTC Channel 1D

Current User Userl

FullScreen Target

< > System] (Programmerl... = Filter:

Value Mode - GPU: 0.0% VRAM: 16.5% CPU: 27.7% RAM: 81.0% o
Same system in advanced inspector mode.
Tab for Vioso calibration settings now is visible.
The list of system settings has significantly expanded.




Getting Started 402

Colors Underlining Value States And Their Meaning

A value state in the inspector can be underlined with a specific color indicating the particular the source of the
property value or its changes.
Whenever a parent property entry is underlined, open its drop down to see what child property value is being

changed.

Red indicates the source of value state changes is the programmer

mode. A darker shade of red indicates multiple programmers.

# 10600 o Yellow indicates the source of value state changes is a wiring. A brighter

shade of yellow indicates multiple wirings.

Magenta indicates the source of value state changes is modulators

from within a node system such as oscillators, sine waves etc.

-614.617 248.123
Orange indicates the source of value state changes is coming from a

preset.

Blue indicates the source of value state changes is a node system.

Dark blue indicates the source of value state changes is a script.

Dark green indicates the source of value state changes is coming from a

web view.

200000 ¥ 315.000 o
250. . W00 e

Bright green indicates the source of value state changes is coming from a

control view.
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5.9.7 Playbacks

e The Playbacks window gives you an organized and quick look on all your playbacks and their status
e There are two views with different focus: A tile view for a fast and good overview and a detailed with with
controller buttons for play, pause and cues

e switch betweenlive and preview playback

der Editor X S
Programmer] = PME Live

Programmerl * PME1lve  ~ Canvas  ~ Canvasl

B 2 B jm|
3

System1.0utput1 Surfacel

Canvas1

1920x1080

System Surfacel Sequencel

Sequence2 Playlist1 Schedulel

@ T

Visualizer1 ControlView1

LN QO OB IS

Count: 11

| [1]Seque S 0 © - S Programmer] = PMET Live
00:00 00:30 01:00 03:00 04:00 05:00 106:00 H 00 08:30 09:00

access PLAYBACKS window here

Notifications: ©

User Interface
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Tile View

Playback Editor Playbacks x

PMET Live

1

[»]

Sequence Sequence? Playlist1 Programmer1

Q
Selection
e Window
Layout
e Mix Level

Detailed View

Vertex User Manual

Select between discrete Playback Mixing Engines: live or preview(s)

Default: live

Select between a tile and a list view

green status bar showing mix levels
Playback1: 100% (default)
Playback2: 50 %

Playback3: 0 %
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Playback Editor Playbacks X
PMET Live

« I

« I

<« 1

0:0:2

(LR

On the left side are all playbacks listed with infos on playback provider, current playhead
position and FPS.
On the right are transport controls for each playback: previous cue, play, pause, next cue.

5.9.8 Programmer

e The Programmer is a temporary buffer that caches your changes. VERTEX hold this changes into
Programmer until you save or clear them.

e VERTEX has to be set into Programmer Mode first

e Youare able to use multiple Programmers into your project

Workflow
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Clear Update

4 Sequencel ClipContainer] RotationZ 100

e Changes for Clip Containers and items are finally saved as keyframes inthe project only after you
click to the save button into Programmer

e When you store a Programmer list, VERTEX automatically creates Keyframes.

e Youcan work on a whole scene, make changes and only store the final result. People from the

lighting console world should be familiar with this kind of workflow....

Switch from Value to Programmer Mode first

VERTEX starts in Value Mode by default. To work with a Programmer, you have to switch
VERTEX to "Programmer Mode" first.

The Mode switch is located into Status Bar ( right bottom)

You don't have to decide for one mode. Feel free to switch between value and programmer
mode into your project

Clear or Delete Values
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Project Explorer Library Programmer X

Programmer1 [PME1] 3 Update Set Defaults

Sequencel Clip Container]

Sequencel Clip Containerl  Position Y

Update selected property

Store selected property

Clear selected property

Set defatuls for selected property

Update properties (3) of selected entities (1)
Store properties (3} of selected entities (1)
Clear properties (3) of selected entities (1)

Set defaults for properties (3) of selected entities (1)

Delete Programmer from PMEs

e You are able to clear, revert or just update single parameters and values into your Scene.

e Just select a Programmer entry and open the Context Menu with a right-click

Select a Programmer to work with

e Youare able to work with multiple Programmers. For every Editor you can choose a Programmer

that VERTEX should use for your changes.
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Goto ot Programmer1 PMET Live a

00:05:30 LT HH 00:06:30 00:07:00 i 00:08:00 00: ) 00:09:00 00:09:30

Values into Inspector

e Active Values that are currently used into Programmer are underlined in red color
e Every value change into Inspector will create a new Programmer record at Playheads position in

timeline
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Inspector X

=1 ClipContainer (F

UserProperties
Enabled
Content

Opacity
Volume
PlaybackSync Mode

VidecTransportMode

Audio

Transform

Position
X
Y
z

Scale

Color Correction
Levels Correction

Crop

9 11

Main Video  Audic  Sethings

]

@ 1.000

PlaybackSync

Loop

0.000
0.000
2631.902

All
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5.9.9 Library

e The Library Editor gives you access to Video FX, Geometry Modifiers and Devices
e The Library types are sorted by tabs

e Depending on the Library elements type , different user actions are possible.

Project Explorer Library % Programmer

Video Fx Geometry Modifier Devices  [rooi]

Analog Clock B8 | Drop Shadow @3 Firefly B GreenKeyer @ Invert

B & & & ®&

Sync Test @A Test Pattern 3

®& &
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Geometry Modifier

e could be assigned to Clip Containers or Surfaces

Add Geometry Modifiers to an object :
e drag it on a selected surfaces or Content directly into the Render Editor

e drag it in the Playback Editor on a Clip Container

Devices

e could be added as project elements to the project

Add Devices to the project:
e Wwith help of the context menu ( right-click with your mouse on the device)
e by drag the device from the Library into another project Explorer window

e by drag the device from the Library as Clip Container to the Playback Editor

Directory and Folder for Devices
You are able to write your own device templates and add them to the VERTEX library.
You have to save your custom devices with the file extension .vxdi

Devices that are shipped by ioversal are encrypted .vxdx format

Directory and Folder:
C:\Users\Public\Documents\ioversal\Vertex\[Vertex Assembly Version]\Devices

You are allowed to create own subfolders or copy your device into an already existing subfolder
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Video FX

e Need a video texture as base - could be added to a clip container with a texture (3d, video, still, text)

Add Video FX
e drag the FX Shader from Library Editor to a Clip Container in the Playback Editor

5.9.10Lock Screen

To prevent unintentional changes in your project - for instance by accidentally touching mouse or keyboard - you

can lock the screen of your user interface.
To do so press the key shortcut CTRL+DELETE. A lock will appear on your screen prohibiting you from

interfering with VERTEX until you unlock by pressing CTRL+DELETE again.
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5.10 Value Mode and Programmer Mode

e VERTEX combines the advantages of both worlds: Video editing /compositing and lighting
console programming.
Your are able to choose you preferred workflow - or combine both to be faster

e By default VERTEX is set to Value Mode: Each setting directly affects an item. Animations could be done
with Keyframes

e InProgrammer Mode your settings and changes for items are temporary stored into a Programmer Cache.

You are able to program whole scenes, make your adjustments there and save only all settings as final result.

Value Mode

o Default mode in VERTEX

e Global values for each clip container and item: A value or setting change into Inspector will affect the whole
Clip.

e Animations for Values or Settings could be done with Keyframes (or Script Commands)

Programmer Mode

e The Programmer is atemporary buffer that caches your changes. VERTEX hold this changes into
Programmer until you save or clear them.

e Changes for Clip Containers and items are finally saved as keyframes inthe project only after you
click to the save button into Programmer

e When you store a Programmer list, VERTEX automatically creates Keyframes.

e You areable to clear, revert or just update single parameters and values into your Scene.

e Youcan work on a whole scene, make changes and only store the final result. People from the

lighting console world should be familiar with this kind of workflow....

Vertex User Manual



Getting Started 474

Project Explorer X Library X Programmer X

=

Programmer1 [PME1] * 5Store Clear Update Set Defaults

Mame Property Value
Sequencel Clip Container] Color Correction Bnightness  0.7217391
Sequencel Clip Containerl Color Correction Contrast  0.3478261
Sequencel Clip Containerl C orrection Hue

Sequencel Clip Containerl Color Correction Saturation  0.3478261
Sequencel Clip Container] Pos

Sequencel Clip Containerl  Position Y

Sequencel Clip Containerl Rotation Z

Sequencel Clip Containerl

Sequencel Clip Containerl

Sequencel Clip Containerl

Programmer with a list of values

e All Properties and Values that are currently into a Programmer list, are underlined in red Color into Inspector.
You get a visual feedback

about all your Values that are currently active and into a Programmer
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Inspector *

=1 Clip Containerl

Main Video

User Properties
Enabled

Opacity

Volume

Wipe

Wipe Softness

Main Content

Playback Sync Mode
Transport b

Audio

Transform
Position
Rotation
Scale
Damping Settings
Color Correction
Hue
Saturation
Contrast
Brightness
Red Balance
Green Balance
Elue Balance
Levels Correction

Crop

« 9 1 1

Audio Settings Al

i

& 1.000
& 1.000

Dissolve

0.100

1O

PlaybackSync

Loo p

300,000 150.000
75.000

1.170

Inspector with active Programmer Values and Properties
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e Youare able to create more than 1 Programmer - e.g. When working in a Multi-User Environment or with

different Previews

Switch between Modes

Value Mode

Value Mode

Programmer

alue Mode GPU: 10.0% VRAM: 6.7% CPU: 14.4% RAM: 79.0%

o VERTEX starts in Value Mode
e Go to Status Bar: ontheright bottom is a drop down to switch between the modes

e Once switched, VERTEX will work into Programmer Mode until the whole Application is closed.
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6 Advanced Features

The documentation for the advanced feature-set of VERTEX is in progress and will be updated step by step

Until then: Please drop us an E-Mail with your "How-to-do-this-in-VERTEX?" question to support@ioversal.com

Vertex User Manual
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6.7 Autostart

e VERTEX offers you an easy way to autostart the application in Windows 10 .

e Select a System and go to advanced settings in the Inspector to pick your Auto Start Settings in
order to automatically start just the application, load a project from a watch folder or load a certain project
file.

Auto Start Settings and Options

Inspector X
= System1 (Programmerl (PM = £ i t 1

Main Video Audio Settings Info MNetwork
Vioso  DMX  All

User Properties
Auto Start Settings

Auto Start Ve
Use Auto-5Start Folder
Auto-5Start File/Folder

Auto Start Dela

Cache New Project To Disc
Reset OQutputs On Startup
Use Watch Dog

Control Viewer

Date Time

Energy Saver Settings

Fullscreen Interaction

Auto Start VERTEX Default: Disabled
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When enabled, VERTEX will automatically start after Windows 10 startup.
Use this setting without any specified file or folder in instances where
session members are being connected to a master after Windows
startup. Specify a folder or project for standalone systems or for a

master system ( see below).

Use Auto Start Folder If enabled, VERTEX will look for .vxp project files in the selected folder

after auto start.

Auto Start File/Folder There are 3 options to specify VERTEX behavior and project
loading during auto start:

1) Set a folder: VERTEX will look for a project file in that folder and will
load the first project file. This is like a watch folder where VERTEX will

always look for a project file.

2) Set a path to a specific VERTEX Project File: VERTEX will load the
specified .vxp project file. This usage is for master systems starting

always with a specific show.

3) Set a path to a specific hard drive - for instance: 'E://"
VERTEX will search this external drive for a VERTEX project file to load.

For this, please also enable " Check on new USB device"

Auto Start Delay (s) Sets the time delay between Windows startup and VERTEX's auto start.
Default time is set to 15 seconds.

Check on New USB Device Enable if VERTEX should check for a new external USB devices on auto
start to load an existing project from. Please specify the external drives
path in the Auto Start File/Folder field.

Cache New Project to Disc | Enable to cache a project from an external drive to disk. Use to prevent
your installation or show from being disrupted by someone accidentally
un-plugging the external USB drive.

Recommended setting when loading projects from external drives.

Reset Outputs On Startup If enabled, all outputs and surfaces will be reset to match the current
desktop output configuration of your system. Recommended if you run a

project on different hardware scenarios.

Use Watch Dog If enabled, VERTEX will monitor this process and restart if not
responding.
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6.2 Color Correction

e Color correction and color grading are important and powerful tools in post-production video editing and

image editing software.
e VERTEX offers those tools for your live production.

e Color correction can be applied to correct underexposure or balance different clip containers in order to

avoid color clashes between different clips.

Render Editor % wp % Co nito x x

System ~ Systeml T All Qutputs ~ « « - Selection - s E Programmer] * PMElLve - ntainer] (Programme ~  — + & € S

Matputl All Output - View Only Main | Video Audio  Seftings  All

® 1000
° 0.000
» Crop

» Transform

Audio
Enabled

PlaybackSync

lor

Main Content

Clip Target
Color Correction
0500
c 0500 ©
LW ROCEE B O 0500

0500
Programmer1 ~ PME] Live M al 0.500
02:00 02:01 — 0500
Blue Balance 0.500
= Levels Correction
0.000
0.500
@ 1000

> ClipContainer! (Progra.. * Fifter:

Color correction can be done from the inspector of a clip container:
e Select a clip container in your sequence.

e Go to the settings for Color Correction inthe inspector at the bottom of the main tab. This can be useful

to fix issues with color saturation or skin tones.

e Underneath you'll find the settings for Level Corrections to for example adjust white balance or fix

underexposure.
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Copy and paste correction values with the help of the right-click

context menu:

e Open the context menu with a right-click on the parent setting Color Correction to copy all values.

e Right-click on a single setting (i.e. Saturation) to copy just this setting's value.

Color Correction

Hue
Saturation
Contrast
Brightness
Red Balance
Green Balance
Blue Balance
Levels Correction
Low
Mid
High

Vertex User Manual

copying entire sets of color correction values can be a real time saver working

Copy Scnipt Names

Copy values: Color Correction

Paste values...

Expand All
Collapse All

Select from History...

0.000
0.500
& 1.000

on multiple clip containers
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6.3

Color Grading

e Whereas color correction fixes issues in your source material, color grading would be the next step in giving
your project a unified look in a certain style.

e |fyou choose to add color grading to your project, it generally should be applied after color correction.

Color Grading with LUTs

e LUT stands for Look-Up Table -a table of numerical values that transforms an image's contrast

and color. LUTs are commonly used by filmmakers and video editors to efficiently control the aesthetic or
look of their footage.

e Color grading with LUTs canbe applied to individual clip containers as well as to entire
surfaces at the output end of your rendering pipeline.

e VERTEX supports 3D LUTs in the file format .cube and custom horizontal PNG strips.

How to apply a LUT to a clip container:

Programmerl * PME1 Live

Programmerl ~ PMET Live

Blend Operation
Blend Mode

e Import the LUT into the content folder of your project explorer (right-click context menu, or MAIN MENU ->
FILE -> File... or press CTRL+I).
e Select the clip container you want to apply the LUT to and go to the Video tab in the inspector.
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e Drag the LUT from the project explorer into the inspector and drop it into the field labeled Content
inthe LUT settings.

e If the colors show abnormal results try flipping the LUT vertically (Flip V setting).

e Control the blend between the original and the graded colors with the Amount fader.

e Use the Compare fader to split the image into original and graded to compare your results.

o Alternatively, use the LUT enable check box.

e The Dimensions setting allows for values up to 128 when adding a horizontal PNG strip instead of a .cube
file.

Color Grading On Surface Level

e Onthe top level of VERTEX's rendering engine you can change the color parameters for the entire surface/
output.

e First,change the view mode in your render editor from Canvas to System, DMX Mapping or Surface
Map ; the render editor won't show you any results in Canvas View if your color editing took place on the
surface level.

e Select a surface in your project explorer and go to the Video tab in the inspector.

e Here you can either do color corrections or apply LUTs for the entire surface as described previously.

e Furthermore you can pick a color temperature and adjust its intensity for the surface/output.

PMET Live w3 1 2@ Programmerl PMET Live.

Geometry Modifier fi +
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6.4 Console Layer

Console Layers gives you the optionto control video like a lighting fixture including Iris and shaper

e AConsole Layer is basically independent from a Sequence or a Playlist. It is only assigned to a
Canvas

e with 192 DMX Channels for each Console Layer you are able to control a bunch of fine adjustments,
effects, iris, shaper

e Use Console Layer as ClipContainer in your show to temporary overwrite the global values

Channel Map

e Fach Console Layer has 192 DMX-Channels.

e The channel map could be used as blueprint for a lighting desk fixture/a library fixture

DMX Channel Map for a Console Layer

DM Parameter Type Defaul Note
X Name t
Add Value
ress
s
1 opacity | 1j16bit 0 16bit opacity 1 mode for crossfade wipe
coarse modetexture
2 opacity | 1
fine
3 opacity | 1 0 0-255 where 0 no wipe/Crossfade
wipe
mode
4 opacity | 216bit 0
wipe
softness
5
6 16bit (0
7
8 |Positi 16bit 32 |32768 =0 65535 =+ 16.000 pixel 0=-16.000 pixel
on 76
8
9
10 16bit 32 [32768 =0 65535 =+ 16.000 pixel 0=-16.000 pixel
76
8

Vertex User Manual



Advanced Features

426

11
12

13
14 |Rotat

15
16

17
18

19
20
21

22

23
24

25
26
27

28

29
30

31
32 |Scale
33

34

35

36
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16bit 32 32768 =0 65535 =+ 16.000 pixel 0 =-16.000 pixel
76
8
16bit 32 mode crosse fade from absolut to continous value
74
8
128 = no motion 255=fastForward O=fastReverse
16bit 2 abs rotation 1 mode 1 rotation speed
16bit
16bit 32
74
8
16bit mode crosse fade from absolut to continous value
128 = no motion 255=fastForward O= fastReverse
16bit 2 abs rotation 1 mode 1 rotation speed
16bit 32
76
8
16bit
16bit
16bit 32
76
8
16bit 32
74
8
16bit 32
76
8
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37

38 0= 1to1 Pixel 10-19 Fill, 20-29 Fit, 30-39 Horizontal
Fit, 40-49 Vertical Fit

39 (Playb 0-7 Pause InFrame, 8-15 Play Once, 16-31 Play Loop,
32-47 Reserved for Ping Pong, 48-63 Play Once
Opacity Zero Pause At Current Frame, 64-79 Play
Loop Opacity Zero Pause At Current Frame, 80-95
Reserved for Ping Pong Opacity Zero Pause At
Current Frame,122-134 Pause at current Frame, 248-

255 Pause OutFrame

40 16bit 49 1=fast reverse 64=normalPlayReverse 128 = Pause
15 192=Normal Play fwd 254=fast forward
2

41 //32769-49152 slow to normal factor 0-1.0 //49152
normal play factor 1 //49153 to 65534 normal to fast
fwd 1x-8x

42 16bit 0 65535frames from first frame in

43

44 16bit 0 65535frames from last frame in

45

46 0 Mode to determine if gobo2 is mask or how it is

multiplied over gobo1l, 0-10 BlackWhite, 11-20
Bwlinv,21-30 Alpha,31-40 Alphalnv,41-50 Overlay

47 16bit 0 Mix Level for Gobo Blend Mode
48
49 |Gobo 0
50 0
51 Texture Wrap Mode: Default, Tile, No Tile, Mirror
52 16bit 32 Left to right
76
8
53
54 16bit 32 bottom to top
76
8
55
56 16bit 32 [32768 =0 0=maxTiling 65535 maxScaling
76
8
57
58 16bit 32 32768 =0 0= maxTiling 65535 maxScaling
76
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59
60 (Gobo

61

62

63

65

66

67
68

69
70

71
72

73

74
75
76
77
78
79
80
81
82

83

85
86
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8
qa
0
Relative or Absolute Mode - Link Sizing and position
to Content
Texture Wrap Mode:Default,Tile, No Tile, Mirror
16bit 32 Left to right
76
8
16bit 32 bottom to top
76
8
16bit 32 [32768 =0 0=maxTiling 65535 maxScaling
76
8
16bit 321 [32768 =0 0=maxTiling 65535 maxScaling
76
8
reserved for Geometry playmode
16bit reserved for Geometry playspeed
16bit reserved for Geometry InFrame
16bit reerved for Geometry OutFrame
Black Black Inv, Alpha, Alpha Inv, White, White inv
16bit 65 |Default 65535
53
5
16bit 33 |Default 3300
00
16bit 32 |Default 32768
76
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87
88

89
90

91

92
93
94
95

96
97
98
99

100
101
102
103

104
105
106
107

108
109

110

111
112
113
114
115
116
117
118

Shap
er
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8
16bit 32 Default 32768
76
8
Black Black Inv, Alpha, Alpha Inv, White, White inv
16bit 20 Default 2000
00
16bit
16bit 32 Default 32768
76
8
16bit
16bit 32 Default 32768
76
8
16bit
16bit 32 Default 32768
76
8
16bit
16bit 32 Default 32768
76
8

Normal, Add, Multiply, InverseMultiply, Highlights,

16bit

16bit

16bit

16bit

16bit
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119
120|Color

121
122

123
124

125
126

127
128

129
130

131
132

133

134

135

136

137
138

139
140

141

142
143
144
145
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16bit

32
76

16bit

32
76

16bit

32
76

16bit

32
76

16bit

32
76

16bit

32
76

16bit

32
76

16bit

16bit

32
76

16bit

65
53

reserved

16bit

16bit
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146
147
148
149
150
151
152
153
154

155
156
157
158
159
160
161
162
163
164
165
166
167

168
169
170
171
172
173
174
175
176
177
178
179
180

181
182
183
184
185
186
187
188
189
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FX2

FX3

FX4

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit
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190
191
192

(Inspector Tab 'DMX", Property 'DMX Mode")

16bit

ChamSys

For ChamSys consoles, the maximum number of DMX channels of a library fixture is limited.

Therefore a VERTEX Console Layer is splitted into 2 different ChamSys fixtures.

Please see the ChamSys channel map below.

When using Console Layers with ChamSys, please switch the DMX mode of a Console Layer

from "Standard"to "ChamSys".

DMX-Channel Map for a Console Layer and ChamSys Consoles

Fixt
ure
1A

Vertex User Manual

58 DM Parameter Type Defaul Note
X Name t Value
Add
ress
s
11 opacity | 1/16bit 0 |16bit opacity 1 mode for crossfade wipe
coarse modetexture
2 opacity | 1
fine
13 opacity | 1 0 |0-255where 0 no wipe/Crossfade
wipe
mode
14 opacity | 216bit 0
wipe
softness
1 16bit qa
1 16bit 3271 (32768 =0 65535 =+ 16.000 pixel 0=-16.000
68 |pixel
1 16bit 3271 (32768 =0 65535 =+ 16.000 pixel 0=-16.000
68 |pixel
1 16bit 3271 |32768 =0 65535 =+ 16.000 pixel 0 =-16.000
68 |pixel
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13

14

15

16

17
18

19
20

21

22

23

24

25

26

27

28

29

30
31
32

33
34

Rotat
ion

Scale

16bit 327 |mode crosse fade from absolut to continous
68 |value
128 = no motion 255=fastForward 0=
fastReverse
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
0= 1to1 Pixel 10-19 Fill, 20-29 Fit, 30-39
Horizontal Fit, 40-49 Vertical Fit
0-7 Pause InFrame, 8-15 Play Once, 16-31 Play|
Loop, 32-47 Reserved for Ping Pong, 48-63
Play Once Opacity Zero Pause At Current
Frame, 64-79 Play Loop Opacity Zero Pause Af
Current Frame, 80-95 Reserved for Ping Pong
Opacity Zero Pause At Current Frame,122-134
Pause at current Frame, 248-255 Pause
OutFrame
16bit 491 1=fast reverse 64=normalPlayReverse 128 =
52 |Pause 192=Normal Play fwd 254=fast
forward
//32769-49152 slow to normal factor O-
1.0 //49152 normal play factor 1 //49153 to
65534 normal to fast fwd 1x-8x
16bit 0 |65535frames from first frame in
16bit 0 |65535frames from last frame in
0 |Mode to determine if gobo2is mask or how

itis multiplied over gobo1, 0-10 BlackWhite,
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11-20 Bwinv,21-30 Alpha,31-40 Alphalnv,41-
50 Overlay

16bit 0 [Mix Level for Gobo Blend Mode
qa
q
Texture Wrap Mode: Default, Tile, No Tile,
Mirror
16bit 327 |Lefttoright
68
16bit 3271 |bottom to top
68
16bit 327 32768 =0 0=maxTiling 65535 maxScaling
68
16bit 327 32768 =0 0=maxTiling 65535 maxScaling
68
a
qa
Relative or Absolute Mode - Link Sizing and
position to Content
Texture Wrap Mode:Default,Tile, No Tile,
Mirror
16bit 327 |Lefttoright
68
16bit 327 |bottom to top
68
16bit 327 32768 =0 0=maxTiling 65535 maxScaling
68
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58

59
60

61

62

63

65

66
67

68
69

70
71

72

73
74
75
76

77
78
79
80

81
82
83

85
86
87
88

89

Iris

Shap
er

16bit 327 32768 =0 0=maxTiling 65535 maxScaling
68
Black Black Inv, Alpha, Alpha Inv, White,
White inv
16bit 655 [Default 65535
35
16bit 33q |Default 3300
0
16bit 327 |Default 32768
68
16bit 327 |Default 32768
68
Black Black Inv, Alpha, Alpha Inv, White,
White inv
16bit 200 |Default 2000
0
16bit
16bit 327 Default 32768
68
16bit
16bit 327 |Default 32768
68
16bit
16bit 3271 |Default 32768
68
16bit
16bit 327 |Default 32768
68
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92

94

96

98

100
11

10

12

14

16

18

20

Color
Mix

Normal, Add, Multiply, InverseMultiply,
Highlights, ...

16bit

16bit

16bit

16bit

16bit

16bit 327
68

16bit 327
68

16bit 327
68

16bit 327
68

16bit 327
68

16bit 327
68

16bit 327
68

16bit 0

16bit 327
68

16bit 655
35
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21

22

23
24
25
26
27
28
29
30
31
32
33
34
35

36
37
38
39
40
41
42
43

45
46
47
48

49
50
51
52
53
54
55
56
57
58
59
60
61

62

reserved

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit
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Working with a Console Layer

e Use the "Create "tab of the Main Menu to create a new Console Layer

39

63
64
65
66
67
68
69
70
71
72
73

16bit

16bit

16bit

16bit

16bit

Playbacksync

Loop

e Right-Click on the ConsoleLayer section into Project Explorer and use the Context Menu the create a new one

Vertex User Manual



Advanced Features

439

Inspector X

-

it

t, Consolelayer —

Main Video Audio

User Properties
Dmx Input Enabled
Dmx Universe

Dmx Start Address
Opacity

Volume

Main Content

Transport Mode

Audio

Transform
Posihion

Rotation

Color Correction
Levels Correction

Crop

Clip Target

R

Settings DMX

PRl
—3

e

PlaybackSync

Loo p

0.000

0.000

0,000
0.000

1.000

0.000

e Select Console Layer into Inspector and do initial settings:

e Set the target Canvas on which the Content should be rendered
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e Set the DMX universe and start address if the console layer should be controlled by a lighting desk.

Please do a_.DMX-Routing first. Check the Channel Map for a Console Layer in detail and learn more
about which DMX-512 channel controls which parameter

Unique start address for each Console Layer
please keep in mind to change the start addresses for every console layer.

To be control separately, each console layer must have it's unique DMX start address

e If you want to use DMX-Values to select Content from Project Explorer like a Gobo, set_ DMX File and
Eolder IDs for your Content.

Channel Map: Gobo 1 and Gobo 2
Gobo 1 in Channel Map is Property "Main Content" (Video tab in the Inspector)
Gobo 1 in Channel Map is Property "Mask" ( Video tab in the Inspector)

Render Editor X p X Content Transfer Monitol % Inspector X
Canvas  * Ca - - *  Selection * d = Progammerl * PMElLve  * <42 » W Consolelayer = — - & & & t |
Main | Video Audio  Settngs DMX Al
~ RotationModes

XRotationMode # 0000

System.0utputl.Surfacel XRotationSpeed £ 0000

YRotationMode * 0000
YRotationSpeed = 0000
ZRotationMode £ 0000
ZRotationSpeed £ o000
+ VideolnOutFrame

InFrame

In Frame

Alpha

CenterX

CenterY

Ar R A OBE » I @

Iris and Color Mixing on a Example Content

e Control Console Layer by external DMX or use the Inspector to do settings for all parameters
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1UIN2E 192.168.1.103 LICENSE 111441 _ O X

Programmerl ~ PME1 Live UL Consolelayer = - - & B [E T |
Main Video Audio Settings DMX
InFrame

OutFrame

2l

® 1.000

I 1920x1080 I limﬂj‘: 0500

W=

T va : [ Programmer] * PMET Live
04:00 04:30 { 06: 31 :0C 07:3 08:00 08:30 09:00 09:30 tation

t ¢ttt t t t t t ot

ColorMixing

Control1
Control2
Control3

Control4

Control

Shaper for a Test pattern Content

DMX Folder and File ID

e Fach Console Layer is able to host Video Content and an Content Item as a Mask.
e With the concept of folder and file IDs you are able to select your content based on a DMX Value between 0
and 255.

e Fach Console Layer has a DMX Channel/Address for Content Folder ID and Content File ID (Channels 49/50)
and two Channels/Addresses for Mask Content Folder and Mask Content File (Channels 60/61). Please also

compare with the full_channel map of a console Layer

Example:

e Your Console Layer into VERTEX has DMX Start Address 1 (For universe routing, please read topic DMX-
Routing before)

e Your lighting desk has a library element for a VERTEX Console Layer, also on Start Address 1

e you want to select a Content Item from the VERTEX Project Explorer with File ID 5 and Folder ID 2 as Video

Content for this Console Layer
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e you have to set DMX-channel 49 of your lighting desk to value 2 and DMX channel 50 to value 5

e The content item is selected as video content for the VERTEX Console Layer

Set File and Folder ID

AL ERQO B I -@

e Select a Content item into Project Explorer and go to the Inspector
e (o to the Tab 'Settings"and Select 'DMX ID"

e Set File and Folder ID for a Content. Each value has to be into the DMX parameter range from 0 to 255

Clip Container for a Console Layer

e Even for Console Layers you can create a Clip Container

e Used in a Playback, Clip Containers for a Console Layer overwrite the global value of the Console Layer
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VERTEX - manualvxp Mast

Programmer] ~ PME! Live

+ VideolnOutframe

ode InFrame

Alpha

], Consolelayert

TR T

>) (1] (m] 00:05 S . Programmert

Multiplydx

Global Setting for ConsoleLayer 1:Iris is set

e Drag a Console Layer from Project Explorer into the Playback Editor: A new Clip Container is created into
your Sequence

e Assign Content to your Clip Container and set Values

T e vicE TOOLS ACKU VERTEX - manual.vxp Master

Camas + Canvast Selecio L2m Programmerl * PMEI Live s

(S RSN I S

Clip Container with Console Layer 1 inside overwrites the global values of Console Layer 1:in this example, all values
for the iris are reset to default values.
Don't forget to also assign the same Main Content as the global Console Layer has to the Clip Container

N Use case example:
< = You are able to e.g. temporary take control back from a lighting desk control and to set all
b content to black.
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6.5 Control View

e ControlViews are graphical touch interfaces with e.g. buttons and sliders

e Usethe ControlView Editor to easily design and build your own interface without any programming
skills

e ControlViews can be displayed and run in a ControlView Editor orin fullscreen mode ona VERTEX
System

Basics

e ControlViews are easy to made touch interfaces to control your playbacks and devices.

e VERTEX is shipped with a bunch of prestyled control elements like buttons and sliders.

e The ControlView Editor helps you to visual build touch interfaces without layout and programming
skills.

o Detailled layout parameters allow you to adapt User Interfaces to e.g. a client's cooperate design

e Control Views could be runinto a Control View Editor orin fullscreen mode. For fullscreen, every
VERTEX system provides a Control Viewer

e Fullscreen touch interfaces could also be used as transparent overlay on a desktop or evenon top of a
Fullscreen Renderer

e joversal also provides a reduced VERTEX version only for touch interfaces - called VERTEX Touch

e Every control element could be accessed by a script command or by the API

ControlView Editor

e The ControlView Editor helps you to design visual touch interfaces
e The Editor canrunin two different modes: Edit (for interface design) and Run (for Interface use)

Open a new ControlView Editor

1. Goto the 'Create” Tab into the Main Menu and create a Control View
2. Gotothe "Windows" tab into Main Menu and open a new ControlView Editor
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WINDOWS.  CLOUD SERVICE

Project Explorer

Library

Content Transfer Monitor
Remote File Explorer
Target System Monitor
Mixing Engine Monitor

Render Editor

Programmer

Dmx Routing Editor
Dmx 10 Configuration
Smpte 10 Configuration

Midi Map Editor

Winn q Fditor

Trigger Editor
Control? Editor
MNode System Editor
Node System Monitor
Seript Editor

Seript Monitor
DataTable Editor
Schedule Editor

Clock

Startup Page

Edit
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ControlView Editor X | Content Transfer Monitor X

Edit oA L * PME1 Live
300 500 800 900 1000

Programmerl

» User Propertics

Fixed

175.000
100.000

& 1.000
117.000
100.000

900

1000

0000 ¥

3. Select a Control View you want to edit in the dropdown of the Control View Editor

4. Switch Control View Editor from "Run” to "Edit" mode

5. Right-click with your mouse, open the context menu and go to "Add Control"there

ControlView Editor X

ControlViewl ~ Pagel Edit L L)

50 100 150 200 250 350 400 450 500 550

Change Name / Id: "‘ControlView1"

Delete ‘ControlView1®

Add Page

Add Control...

Inspect Page

Foom

Paste

Editor

100 150 200 250 300 350 400 450 550

600 650

Buttons.
Design
Input
Video

600 650

Programmerl =~ PME1 Live
700 750 800 850 500

Click Button
Toggle Button
Slider Button

750 800 850
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Choose between different control elements like buttons, sliders, label
Move and Place the button with your mouse into the ControlView Editor
By default, layout helpers, snapping and grid and rulers will help you to easily arrange

your controls
9. Select a control and do settings for interaction or style adjustments into the Inspector

[Render Editor X System Output Setup % |ControlView Editor X | Content Transfer Monitor
Programmerl PMET Live lickButton1 - - &

ControlView1 Pagel Edit -~
0 200 300 400 500 K 800

900 1000 . X
. Main | Settings  Style Al

User Properties
None
® 1000 <
175000 ¥ 117.000
100000 100000 <
00003 o

Caption

1000

10.When you are finished with your layout and settings, switch mode back from "Edit" to "Run

11.0r just start a Control Viewer in Fullscreen

Editor Settings

e Open the context menu with a right click in edit mode

e select 'Editor"
e there you are able to define the ControlView Editors layout helpers, set the snapping or even the startup

behaviour
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ControlView Editor X

ControlView1 Pagel

0 50 100 150 200 250 3 350
=

Change Name / Id: 'ControlViewl'

L
400

£

450

Delete *‘ControlView1"

Add Page

Add Control...

Inspect Page

Zoom
Paste

Editor

100 150 200 250 300 350

Pages

400

450

500

500

550

550

600

650

Show Details...

Snapping...

Startup behavior...

600

650

Programmer1
700 750 800

B Rulers
3 Scrollbars
F1 Toolbar
B Al

700 750 800

PMET Live
850 900

850 200

e Forevery ControlView, you are able to create multiple pages as child elements of this Control View

e This pages allow you to create some submenus or to e.g. thematically order or purify your touch interfaces

e RightClick into ControlView Editor ( In edit mode), open the context menu and select "Add page"

Run
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ControlView Editor X

Run A Programmer1 PMET Live

Projectors

When switched into run mode:
e all objects are locked
e all rulers and context menus are deactivated

e Objects could not be selected into inspector

ControlViewer

e Fach VERTEX System has a capability to show a ControlView as full screen - This capability is called
Control Viewer

e The Control Viewer is located on System level. Select a System into Inspector and do the main
settings for full screen there.

e Depending on your VERTEX license features, it is possible to run a Control View and a Video Renderer
in full screen on the same VERTEX System

e ltisalso possibleto overlay a transparent ControlView to a full screen Renderer or your Windows
Desktop

Settings
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e Select the System on which your Control View should be shown as full screen

e Gotothe Control Viewer section in the Inspector

Inspector X

=)

System1 (Prod — -+ 'e} o= T l
Main Video Audio Settings Info MNetwork DMX

Sync Clock Standard Audio

Control Viewer

Control View ControlView1

Startup page Pagel

Location 0.000 0.00:0 «

o
ba ] Fi

1920.000 1080.000 +

Suppress Alt+F4

Topmost

Enable Transparent Window

Startup behavior Shrink to fit

Full Screen On Startup

Topmost

Fullscreen On Startup

o Size defines the pixel size of the full screen Control View

e Location defines the position of this full screen Control View - the top-left start coordinates of your desktop

Set to Full Screen

Choose between 4 options to set the Control Viewer in Full Screen:

1. Context Menue into Project Explorer

Right-click on a system and select "Enter Fullscreen ControlView"

If working with multiple Systems in a Project, you can remote set another system into Full Screen
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Project Explorer Library Programmer
% B OB < - AL > Systems

@ ALL 1 =
L Content Change Mame / Id: "System1

[] Canvas Pin 1 item to new Inspector

% Systems Create group

o Sur Search for usages
urfaces

ﬁ Devices Enter Fullscreen Rendering

Leave Fullscreen Rendening
a5 Groups

i, Node Systems

Enter Fullscreen ControlView

_='l' Sequences Leave Fullscreen ControlView

5 Playlists Re-Scan Audio & Video Inputs

Schedules Re-Scan NDI Inputs

E Clips
") PMEs

Refresh Computer Name

¢/ Scripts Force Resync
Reset Video Inputs

E Views Reset Asio Device
T4t ControlViews Open Asio Control Panel...

Clear Render Engines
Reset Render Engines

Cancel All File Processing
Remowe Deleted Local Content Files

Set Preferred GPU Adapter
Set Preferred Ul GPU Adapter

Add Output
Add Outputs - Custom Split

Playback Editor Playbacks
Re-Scan Network Apdaters

) [1]Sequencel Sequence] AT AR AR

00:00 00:30 01:00 Re-Connect Timeservers

Import Content

B Show Folders in List/Tile View

E3 Sort items by types
E3 Filter when sorting

-




Advanced Features 452

2. Shortcut (CTRL + F5) on your local System

Press the same shortcut on your local System to leave again.

3. Control Viewer Button in Status Bar
Use the Control Viewer Button into Status Bar to switch your local system into start a Control Viewer on your
local System in Full Screen

Use Shortcut CTRL+ F5 to close Control Viewer again

Standard Value Mode FPS: 60.0 GPU: 12.0% VRAM: 16.3% CPU: 46.2% RAM: 80.0% «

4. With a Script Command

Of course there are Script Commands to open and close the Control Viewer

Systeml.ControlViewer.Open
Systeml.ControlViewer.Close

or for your local system just

ControlViewer.Open
ControlViewer.Close

VERTEX TOUCH

e VERTEX Touch is a VERTEX software version with a reduced functionality and reduced user interface
-optimized for fullscreen touch interfaces
e The application starts with a smaller Ul footprint without a Render Editor and no option for a Fullscreen

Renderer -itis optimized even for less powerfull PCs
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o VERTEX Touchis shipped with every regular VERTEX Installer - a shortcut is created as Windows

application during the regular VERTEX installation process.

VERTEX TOUCH

Volue Mode * GPU: 00% VRAM: 180% CPU: 11.3% RAM: 840%

User Interface after VERTEX Touch application was stad.
Compared to the regular VERTEX application there is no startup page
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VERTEX Touch License Edition
ioversal also offers a_license edition called VERTEX Touch for a reduces price.
You are able to run the VERTEX Touch application with a license of every other VERTEX

edition.

VERTEX TOUCH - testxp

Solid Color

Device3  OutputStream  OutputStream2

19201080

=i

Schedulel 11 Script1 121 Script2

User Interface VERTEX Touch

Access a ControlView with a Script

Like most things into VERTEX also ControlViews are accessible with_a Script Command.

Please note, that there is a difference between a ControlView that contains of Labels, Buttons, Sliders,
Pages and its settings
and the ControlViewer, that hosts the ControlView

Difference between ControlView and ControlViewer

To call layout elements ad settings of a Control View, start your Script with the VERTEX Object ControlView
(e.g. "ControlView1")
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ControlViewl.Pages.Pagel.Labell.Delete

To switch to Page 2 of ControlView1 use start your Script with the ControlViewer object e.g.

ControlViewer.GotoPage Page2

Script examples

Change the label text of Label 1 in ControlView1

ControlViewl.Controls.Labell.Settings.Caption.Text.Value = "this is a

Perform a Click on Button 1 of ControlView1

ControlViewl.Controls.ClickButtonl.Click

Return the current Page that is displayed by ControlViewer1

ControlViewer.GetPage

Switch to Page 2 of the current control View. Also works as script for e.g. button in ControlView Editor (Run
Mode)

ControlViewer.GotoPage Page?2

Delete Label 1 on Page 1 of ControlView1

ControlViewl.Pages.Pagel.Labell.Delete
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6.6 Devices

e Control different types of external devices directly from VERTEX
e Select a device from library and add it to your project
e Set device parameters with script commands

Workflow

VERTEX comes up with an abstract device model that enables you to control different types of
devices with various functionality.
Some of the device properties are animatable via keyframes like the ones of DMX-Devices for instance.

But basically all device parameters are accessible with VERTEX script commands.

Regardless of the device type and its range of parameters, the basic workflow is always the
same:

. Open the library editor and search for a device

. Add the device to your project

Select device in the project explorer

Do connectivity and protocol settings in Inspector
Access device parameters with vertex script commands

or
6. use a device in a clip container

S NI TN

Troubleshooting: Reconnect a Device

Devices in Library Editor

Vertex User Manual



Advanced Features 457

Project Explorer Library * Programmer

Video Fx Geometry Modifier Devices Controls  Filter:

(] rl

(Generic B Generic B Generic B Generic .4

Add To Project %

Midi In Mid | 99 Multiple- | 0 0 Osc Sender

(Generic B Generic  Copy B Generic .4

o ot

Process Control Rest Api Client Tep Connection

(Generic B Generic B Globalcache g

ol ot

Udp Recever Com Port ITAC IR FDX 32

ioversal & ioversal B ioversal B ioversal .4

T o o

Kiosk Browser Ppt Remote Unreal Sender Unreal Receiver

e Open the library
e Search for the device you want to use
use the search filter and search by names
e Right-click with your mouse and select whether you want to add only one or multiple devices to

your project
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Directory and Folder for Devices

You are able to write your own device templates and add them to the VERTEX library.

You have to save your custom devices with the file extension .vxdi

Devices that are shipped by ioversal are encrypted .vxdx format

Directory and Folder:

C:\Users\Public\Documents\ioversal\Vertex\[Vertex Assembly Version]\Devices

You are allowed to create own subfolders or copy your device into an already existing subfolder

Devices in Project Explorer
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Project Explorer Library Programmer
% * < > ALL > Devices Programmer PME1 Live

>

Devicel Device?2 Device3

B s g

Deviced Device5
5, Node Systems

=7 Sequences

Schedules
E Clips
0 PMEs
/'y Scripts

[T Views

> T4+ ControlViews

Count: 5

The device section in the project explorer contains all devices that you have added to your project .
Depending on the device type, a connection status gives you information about the connectivity.

Status:
Red: connection refused or not possible
Orange: try to establish connection

Green: connected

Connection settings like ports or IP Address could be done in the inspector.
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Connection status into Project Explorer only for certain types of Devices
Some device types like DMX Devices or TCP Senders do not have a connection status by
device design

For this Devices the status is not shown into Project Explorer

Connectivity and Protocol Settings

—
Progammer! ~ PMEILve - B . Selecion + 1 3 EO . * 8 b DevieeS(rogm v -~ °

Main

* Devics

Select a Device in the project explorer and do the connectivity and protocol settings in the inspector.
Within the device library that is shipped with VERTEX, ioversal has tested the connectivity for most of the
included devices. All connectivity and protocol settings are set according to the manufacturer's

specification.

If you have problems to connect one of the devices, don't hesitate to contact the ioversal support

(support@ioversal.com) or open a ticket directly from within VERTEX (Main Menu -> help —> Create new Ticket).

Use Devices with Script Commands
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Library Programmer

® B # <> AL >Devices Programmerl - PMET Live 123 EEE

1 5 2 5 3 ¥

L) Content

[] Canvas Devicel Device2 Device3

: Systems
Surfaces ﬁ
Devices
Groups Device5
MNode Systems
= Sequences
5, Playlists
Schedules
E Clips
") PMEs
{/» Scripts

T Views
T ControlViews

Filter:
Playback Editor Playbacks

) [1] Sequencel Sequencel =10 m| 00:00:00:00
00:00 00:30 01:00 01:30 02:00 02:30 03:00 03:30

GetMame

ListMembers

SetMame

Sethings

Motifications:
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Each device from a manufacturer has its own parameters and options.

This options and parameters are accessible with VERTEX Script commands.

Use script commands in cues, clip containers, on system startup, in a playlist,

orinatrigger editor to script your device interaction.

For some kind of devices - like DMX Devices also keyframe animation is possible.
For some devices (like e.g. the Elgato Stream Deck) you only have to do the global settings into
Inspector to work with.

Use Device as a Clip Container
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“ Inspector X
Selection ~ i Programmer1 ~ PME1 Live v =1 ClipContainer3 (Programme ~ - ~ & £ i

Main Settings

Enabled

201111 ' 2
50278

50.278
255.000

™ Dr

Clip Target Canvas1

I Programmer1 ~ PME1 Live
08:00 08:30 09:00 09:30

Some Devices like DMX Dimmer and DMR RGB devices could be animated with keyframes.

Just drag the device from project explorer with your mouse and drop it into the playback editor.
Aclip container is created.

Connection Problems - Host System and
Reconnect

e If there are connection problems with your device, please try arreconnect first of all.
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6.6.1

Inspector

Device? (Proc -+ 'e}

Settings All

d

Mormalize

Start Channel
Universe

User Properties

Valu 1.000

e Select your device in the inspector

e FEvery Device has aproperty for Host System (The VERTEX system your device is connected to). Please
first check is this is correctly set
If not and if you are working with multiple systems, drag another system from project explorer to this
property field.

e Next to this property, there is a reconnect button that refreshes to connection to this device.

Reconnect by Script

e Areconnect also is possible by script with the command ResetConnection

Devicel .ResetConnection

DMX Input Device

e Use DMX Input Devices to trigger, wire or script interactions based on values of a DMX Channel
e Youare able to listen on DMX Values of a predefined DMX Start Address and Universe

e Usetheincoming DMX Values to influence other properties into VERTEX or to trigger an action

Add Device and do Settings
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Project Explorer Library % Programmer

Video Fx Geometry Modifier Devices  Filter: | dmx

Generic ﬁ

DMX Input

e Go to the Library Editor
e Select the tab "Devices”
e Search for 'DMX Input”

e Right-Click on the Device and add one or multiple to your project
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Example of a DMX Device Setting: There is DMX Input Routing. VERTEX is listening on Art-Net Universe 5. Date from
this Universe is internally routed to VERTEX Universe 3.
DMX Input Device 1 is set to VERTEX Universe 3, Start Channel 1.

e (o to the Device section in the Project Explorer
e Select on or multiple of your DMX Input Devices

e Set VERTEX universe number and start channel and define the DMX mode (Default 8 Bit, 16 Bit. 32 Bit...)
Normalize Input
Enable "Normalize" in the Device settings, if you want to control or wire a property into VERTEX that

has a value range from 0 to 1 (e.g. opacity).

All incoming DMX Data is normalized into the range from 0 to 1.

e Ensure, that a valid DMX Input Routing exists.

Working with DMX Input Devices
As for every Device, there are different options to work with the incoming Data.
Here some Examples:
1. Scripting
The Opacity of Clip Container 1 is controlled by the incoming DMX Data from Device 1

The opacity value range is 0 to 1. The "Normalize" data option is enabled for the input Device
A_Script Command for this scenario could be like this:

Sequencel.ClipContainerl.Opacity.Value = Devicel.Settings.Value.Value

2. Trigger

Vertex User Manual



Advanced Features 467

With help of the Trigger Editor you can easily build Triggers. An defined action is executed if a condition for a
source is reached

Of course this also works with DMX Input Devices

e Openthe Trigger Editor

e Drag the e.g. Value property from Inspector to the Source field

e Enter a_Condition

e Enter a_Script that should be executed

VERTEX - manualvxp

Trigger Editor X D

evice2

Example for the usage of a DMX Input Device: ' » S
If DMX-Value of Universe 3/Startchannel 1 is 255, Playback 1 is started

3. Wiring

Wiring gives you the option to connect Values of different properties.
Of course this also works for DMX-Input Devices

e Open the Wiring Editor

e Drag a DMX Device Property from Inspector to e.g. the Source field
e Drag another property into target field

e Add an expression

Vertex User Manual



Advanced Features 468

Example of a Wiring
The Value of the DMX Input Device 1 ( Normalized) is wired to the Opacity of Clip Container 1.
The Opacity now is controlled by a DMX Channel.

6.6.2 DMX Output Devices

o Withdifferent types of DMX Output Devices you are able to send out DMX Data
e Integrate DMX Devices to your show, program lighting scenarios based on keyframes or work with
them in programmer mode

e Create a group of Devices and control them together with only one Clip Container

Workflow

Add from Library
e Openthe Library Editor

e Select the Devices Filter there

e Search for your DMX Device
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DMX Devices and VERTEX Library

Depending on the VERTEX Assembly version, the available number of different DMX Devices
could change. Basically, VERTEX is shipped with Generic standard devices: a 8 Bit Dimmer
and and 8 Bit RGB Device. If you require other DMX Devices for your project, just write us an

email to support@ioversal.com with type and in the most ideal case directly with the DMX
table :-)

Right-Click on the Device you want to add

e Select 'add to project’or 'add multiple”

e If youonly have added one device: select the device into Inspector to set DMX Universe and Start address
e If you have select "added Multiple’ a dialog window opens. Just add the start address and universe
there and the number of devices you want to add.

The first device will start with start address and universe you have set. For all other devices, start address

and universe are automatically set by VERTEX.
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T

T

Library X | Programmer

Geometry Modifier

Gen

neric

Devices  Filter generic o

Generic

ﬁ Generic Generic

ﬁ’ﬂﬂﬂﬂ

Dimmer8bit

neric

Gen

RGB&bit

neric

Gen

DMX Input

neric Gen

Midi In

nenic Generic

ﬁ’ﬂﬂﬂﬂ

Midi Out

neric

Gen

Mouse

neric

Gen

Osc Sender

neric

ﬁ’ﬂﬂ

Tep Client

Udp Sender

Udp Receiver

Check DMX Routing and Start Addresses

Process Control Tcp Connection

Devices
Add Multiple Devices

Start Address
Start Universe

Count

e Remember that a DMX output only will work, when a valid_DMX routing is created. If this was not done

before, please create a routing now.

Into the DMX Routing Editor you define, which protocol is used to send DMX Data out. To send physical DMX-
512, ioversal provides an USB-DMX interface, the <%DMX_10%>

e (o to the Device section of the Project Explorer. select a DMX device there and set or check the DMX Start

Address or the Start Universe in the Inspector.
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OUD SERVICE  TO ACKUP  HELP VERTEX - manualyvxp

% Programmer X Dmx Routing Editor X fier X Syste er Monito tor X

© % [IB Deviees Programmerl * PMEILve - Refresh Ouputs [O) + g8 Device2 Proc + — + = [ I

1 52 e Protoco = Main | Settings Al

Devicel Device2 Device3

4

Deviced

Ec

€0 PMES

Send Out Global Values

e Youare able to send out a global value for your DMX device, e.g. for testing or if there generally should be a
minimal value for such devices all the time.
e To set values globally, select a device directly into Project Explorer and set the DMX Value in the Inspector.

e This value is sent by vertex permanently

ACE BACKUP  HELP VERTEX - manualyxp Mast
D Routing Editor X
Progammerl * PMEILve @ Clai Refresh Outputs | O

s 2 # 3

Devicel Device2 Device3
User Properties

Input Add Clear Al
1
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Work with Clip Containers and Keyframes

by ERQDm o @

e A combination of Clip Containers with Keyframes allows you to create more complex lighting scenarios, color

transitions or an integration of lighting into your video show.
e Device values from a Clip Container temporary overwrites global values (if such are set)
e Just drag a device from Project Explorer into the playback Editor to create a new Clip Container

e Double click on the Clip Container to open the Keyframe Editor (to learn more about Keyframe animation,

please read the topic Keyframes
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Playback Editor X FPlay

) [1]Sequencel 02:0M: 3] D4 o
00:00 00:30 01:00 02:3 03:00 04:00 04:30

3

200

o Ifyoupreferaworkflow from a Lighting Desk - you can also work in Programmer Mode:
Change all values and create your scene. All changes are temporarily stored as a list in the Programmer. When
your scene is final, you can save the programmer list as a scene: VERTEX automatically creates the Keyframes

for all changed values at the Playhead position.

Groups

e Manage and summarize your DMX Output Devices in Groups. Make value changes for all devices of a group

Create a Group

There are 2 ways to create a group and assign Devices to it:

Go to the Device section into the Project Explorer

Mark all devices that should be member of a group

Right-Click and select "Create Group"
e Anew Group that contains the selected Devices is created. You can find, select or rename the group in the

‘Group" section of the Project Explorer
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Project Explorer X Library Programmer Render Editor

® iR Devices Programmerl PMET Live 123 881  Canvas Can

B au 1 s 2 » 3 5

[0 Content

{1 Canva Device1 Deviea2 Navirad
anvas
Change Name / |d: "'Device2'

% Systems Delete 3 selected items: 3x Device
O Surfaces
ﬁ Pin 3 itemns to new Inspector
B Devices Create group
ﬁ Devicel Deviced [ te a new containing the
J Device?
J Device3
J# Deviced
ﬁ% Groups
=¥ Sequences
5, Playlists
Schedules
E Clips
") PMEs
[ Views

T4t ControlViews

or:
e (o to the "Groups” section in the Project Explorer
e Right-Click and open the context menu

e Choose "Add new"there

e Drag devices from Device section of the Project Explorer to this group
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Project Explorer X Library Programmer

® B Groups > 3x Dimr Programmerl PME1 Live EONH

Device?2 Device3 Deviced

J¥ Devicel
B Device?
S Device3
J& Deviced
ﬁ Groups
4 ﬁiﬁ 3x Dimmer
Device?2
Device3
Deviced
=¥ Sequences
iS5, Playlists
Schedules
f»] Clips
"0 PMEs

Work with a Group of DMX-Devices

When working with a group, you are able to set DMX Values for all group members with only one Clip Container.

e Drag a Group from Project Explorer to the Playback Editor
e All changes you do for this Clip Container are adopted for all devices of this Group
e [fvalues apply to a group, you can identify this with the "SharedDevice Group" Property. If there is a group set,

all values of the clip container are also assigned to the group members.

Vertex User Manual



Advanced Features 476

e You can also transfer the settings for a DMX Device to a Group afterward by dragging a Group from Project
Explorer to the "SharedDevice Group"field of an already existing Clip Container (that already hosts a DMX

Device)

RVICE TOOLS WORKSPACE BACKUP 3 VERTEX - manual.vep Master

Progammer] * PME1 Live . . SR S Programmerl + PMELve -

> [w) [m] £O:04:20:01
01:30 02100 02:30

6.6.3 Powerpoint Remote

e VERTEX s ableto control a Microsoft Powerpoint application remotely over network

e A background service is able to start Microsoft Powerpoint, load a .pptx-file, jump to a slide or set a
presentation into full screen

e The background service can be controlled by a PPT Remote Device that is part of the VERTEX device
library

Use Cases

e You need to integrate Powerpoint with its full functionality into your project and not even import and read
Powerpoint files

e Use VERTEX as master control system to remote start and control a PC with Powerpoint in your installation

e Capture the output of a Powerpoint PC as Live Input into VERTEX and control slide changes from your
VERTEX timeline

e Read out notes of a Powerpoint file and display this notes as text on another screen - e.qg. backstage
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What you need

e a PC with Microsoft Powerpoint installed and Microsoft Windows as operating system
e a PC with VERTEX installed

e anetwork connection between both PCs (Wireless LAN or cabled LAN)

VERTEX and Powerpoint on the same PC

For Tests or even smaller projects with only one PC, you are even able to remote control a
Microsoft Powerpoint application on the same PC on which VERTEX is running. Just use
your local IP address as IP address of the PPT Remote Device

Setup

1. Prepare Powerpoint PC

e Install Vertex on the PC where Microsoft Powerpoint already is installed.
e Check your Network settings, prefer a static IP address to avoid address changes after a reboot

VERTEX Trial Version is enough

You don't need any Vertex license on the Powerpoint PC. The Vertex Trial version is enough.
The Vertex installer will install a Windows background service to remote control Microsoft
Powerpoint on this PC.

e Reboot the PC after installation
e Open Windows Task Manager and Check if VertexServicePptRemote.exe is running into background

e Youdon't have to start the main Vertex application on this computer. To remote control Powerpoint it is only

necessary that all VERTEX background services are running.
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17l Task-Manager — O X
Dater  Optionen  Ansicht

Prozesse Leistung App-Verlauf Autostart Benutzer Details Dienste

Name N PID  Status B. CPU Arbeitsspei.. UAC#
[5=] WinStore. App.exe 13364 Angehalten L. 00 0K Dea
[ winlogon.exe 1300 Wird ausgefihrt 5. 00 840 K Micl
[5=] wininit.exe 828 Wird ausgefihrt 5. 00 8K Micl
QWavesSysS\rcﬁ-d.ace 4872 Wird ausgefihrt 5. 00 T96 K Micl
mWavesS\rcM.exe 16012 Wird ausgefihrt L. 00 1.640 K Dea
[5=] Video.Ul.exe 12404 Angehalten L. 00 0K Dea
W VertexServiceli.exe 11540 Wird ausgefihrt L. 00 9.860 K Dea
%/ VertexServicePptRemote.exe 4084 Wird ausgefihrt L. 00 8.008K Dea
W VertexServiceComServer.exe 11000 Wird ausgefihrt L. 00 8.736K Dea
W VertexDiscoveryServer.exe 15672 Wird ausgefihrt L. 00 15684 K Dea
Eusvmixsub.exe 20248 Wird ausgefihrt L. 00 520K Dea
Eusvmix.exe 17748 Wird ausgefihrt L. 00 1.568 K Dea
[8=]unsecapp.exe 8736 Wird ausgefihrt 5. 00 TI6 K Micl
A tvnserver.exe 4844 Wird ausgefihrt 5. 00 448 K Micl
A tvnserver.exe 16460  Wird ausgefihrt L. 00 260 K Dea
E*]Team‘u‘iewer_Service.exe 5096 Wird ausgefihrt 5. 00 1.704 K Micl
17 Taskmgr.exe 11252 Wird ausgefihrt L. 01 24368 K Micl
[2=]taskhostw.exe 15220 Wird ausgefihrt L. 00 2636 K Micl
[z taskhostw.exe 12224 Wird ausgefihrt 1. 00 2548 K  Dea
E}Systemf.ettings.exe 13420 Angehalten 1. 00 0K Dea
[=] System 4 Wird ausgefihrt 5. o 20K

I8 svchost.exe 472 Wird ausaefiihrt §. 00 12K Mic ¥
< >
Weniger Details Task beenden

2. Prepare your VERTEX Project

e Search for the 'Ppt Remote" device into the Library Editor
e Open the context menu by aright click

e Add this device to your project
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Library * | Script Editor Script Monitor Programmer

Devices  Filter: iowversal

ioversal ﬁ ioversal ﬁ ioversal ﬁ ioversal

Add To Project
Add Mulhple $

Json Sender Kiosk Browser Ppt Remote

ioversal ﬁ ioversal ﬁ

o o

Vertex Ndi Strea...  Vertex Script Se

e Select the device into Project Explorer
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Project Explorer Library Script Editor Script Monitor Programmer

® B Devices Programmer1 PME1 Live

1 2

Devicel

II'.E;J-_]’GEHEIIIIE[IIU

Sequences
Playlists
Schedules
E Clips

0 PMEs

=

¢/ Scripts

T4 ControlViews

e First configure the Network Adapter of the Ppt Remote Device in the Inspector

e Use the reconnect button and test the connection
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Inspectar X

C Devicel (Proc = — ~* -2 €3 i

Main Settings  All
+ User Properties
Host System System1
Metwork Adapter WLAMN
IP Address 192.168.1.101
Current Slide
Current Motes Notiz Folie 2

Slide Changed Script

Notes Changed Script

Textl.Settings.Text.Value

e Now the Device should be ready to work with

Examples

Launch a specific Powerpoint file and go into presentation mode

Devicel.Launch C:\Users\Userl\Desktop\test.pptx

Quit whole Microsoft Powerpoint application
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Devicel.Quit

End presentation mode of Powerpoint but keep Powerpoint application running

Devicel.EndPresentation

Go to Slide 2

Devicel.GotoSlide 2

Example for a more complex start script

e Reset Connection (to be sure that connection is ready and working) and wait 1 second
e Set Volume of Powerpoint PC to 0 and wait 1 second

e Launch test.pptx file from Desktop of UserT and wait 3 seconds

e (o to next slide

Devicel .ResetConnection

wait 1

Devicel.SetVolume 0

wait 1

Devicel.Launch C:\Users\Userl\Desktop\test.pptx
Wait 3

Devicel.NextSlide

Show Notes from Powerpoint file as text content into VERTEX

e The current powerpoint notes should be displayed as text content into VERTEX

e Forour usecase, the text content into VERTEX should only be changed when the notes of the pptx are
changed

e The Ppt Remote Device offers 2 options: 'Slide Change Script"and "Notes Changed Script". For our usecase,
add the following code snippet as Notes Changed Script

Contentl.Settings.Text.Value = Devicel.Settings.CurrentNotes.Value
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Master

VERTEX - Scripting Examplevxp

Progammerl * PMEllve  * & »

Notiz Folie 2

6.6.4 Stream Deck

e VERTEX s shipped withdevice Library elements for the Elagato Stream Deck, Stream Deck XL and
Stream Deck mini
e No Driver installation is required, just plug in the Stream Deck and start VERTEX

o Settings for all Buttons are done in VERTEX -Script Commands are used to trigger actions

How to add a Stream Deck
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Project Explorer Library % | Programmer

Video Fx Geometry Modifier Devices  Search Filter  streamdeck

StreamDeckMin# = StreamDeck g  StreamDeckX f#

Add To iject

Add Multiple...

StreamDeckMini StreamDec Xl

1. Connect the Stream Deck to your PC#
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Close Elgato “Stream Deck for Windows Application and all other
Applications that access your Stream Deck
VERTEX directly accesses and talks to your Stream Deck device. Avoid side effects from
other applications - like overwritten button designs - by closing all other applications
before.!
Especially the "Stream Deck for Windows" application from Elgato influences a Stream Deck that is used
within VERTEX. Please also terminate this application before you start with your VERTEX project.

Start VERTEX

Open Library Editor and search for the Stream Deck Device
Right-click with you mouse on the Device and add it to your Project
Select the device inthe Project Explorer

S

Go to the Inspector and set the values for each button
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Project Explorer Library Programmer
® B Devices Programmer1 PME1 Live
E ALL 1

[} Content
Devicel

=Y Sequences

= Playlists

Schedules
i Clips

) PMEs

] Views

T4+ ControlViews

Your Stream Deck device and all settings ar stored into your VERTEX project file. When you load the Project, just

connect the Stream Deck to your PC and go ahead with your work.

Settings
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Inspector X
Devicel (Prograr ™ — -+ '$ T l
Main Settings Al

User Properties

PBZ Play
Script
Playback2.Play

Color

lcon Play

Vertex Content cars2-clip2_h720p.mov
Font Arial

Font Size 10 2
Font Style MNormal

Font Color .

lcon

Vertex Content
Font

Font Size

Mormal

Font Color .

Key 3
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0 Host Defines the host System into your Project where your Stream Deck
System physically is connected to.
Only change when working into a project with Session Member Systems.

Label Set a Label that is displayed as text for your Stream Deck button.

Script Enter Script Commands that should be executed when the Stream

Deck Button is pressed
Focus with your Mouse and use Shortcut "CTRL + Space'to show a list of all

Commands
e Color Sets a background color for the Stream Deck button.
e Icon Choose an icon for your button. VERTEX comes up with predefined

Icons for the most common use cases

@ Vertex Show a thumbnail from a content asset of your project as background
Content of the button.

Drag an video or image content with your mouse from Project Explorer to this
property field

Set Icon to "None"

Right-click and open context menu to clear background image

e Font Font settings for the button Label
Settings

Button Count
The Stream Deck buttons are counted in rows, starting from top left

Further Settings

e Select the "Settings™Tab of the Inspector to set the global brightness of the Stream Deck or to check if the
Stream Deck is connected to your PC.
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6.6.5 Vertex NDI Streamer

VERTEX NDI Streamer is amulti source NDI toolkit

VERTEX NDI Streamer is capable to stream up to 2 desktop regions and 1 live input as a NDI

Stream

e The NDI Streamer is free and fully works without a valid VERTEX license

In addition, all settings and streams can be controlled remotely out of VERTEX (with a

license)

Start NDI Streamer

e The VERTEX NDI Streamer comes up in a package with the VERTEX installer
e Just download and install an up-to-date Version of VERTEX

Right-click with your Mouse on the VERTEX Tray Icon on the Windows taskbar
Start Vertex NDI Streamer

Start Vertex

Stop Vertex

Start Vertex MWD Streamer

Restart Vertex Service

Exit Vertex Service

e When the NDI Streamer is started, a new Icon appears into the windows tray bar

1025

15.04.2021 ES
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Set up NDI Streams

e Right-Click on the VERTEX NDI Streamer tray icon in the windows taskbar
e Select "Show Settings”

I Show Settings

Exit Vertex Mdi Streamer

e Now you can enable up to 3 NDI Streams from your PC

Stream 1 + 2

enable you to set up two NDI streams that capture a display (or only a region) of your PC.

() Vertex MDI Streamer >

Stream1  Siream2  Stream3  Seftings

[] Enable NDI Stream 1

Name |

Display 0 =
[] ROI

X 0 =
Y 0 =
Width 1820 =
Height 1080 (=

[] Show Mouse

cu

Name

Name of the stream that is shown for all NDI applications
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Display

Select the display number of your PC that should be sent as NDI stream.

ROI

Region of Interest. Default: disabled

Enable to capture only a region of the selected display as NDI stream
Enter pixel coordinates (starting at top left) and width/height to define the ROl

Show Mouse

Show mouse pointer in NDI stream

Stream 3

Stream 3 differs from the first ones. Here, you are able to send a video source (e.g. a webcam) and audio source

(like a a microphone)

from your Windows PC as NDI stream.

() Vertex MDI Streamer

Stream1  Stream? Stream3  Settings

[ ] Enable NDI Stream 3

Mame | |

Video |5c:reenCapture e |

LV (Reatek(R) Audio J1Y
Hide Exit

*

Name

Name of the stream that is shown for all NDI applications

Video

Select from a list of video sources.

Depending on your PC hardware and configuration the list of available sources may vary
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Audio

Select from a list of audio sources.

Depending on your PC hardware and configuration the list of available sources may vary

Settings

(™) Vertex MDI Streamer

[] Auto Start

[ Use Authertication

Stream1  Stream?  Stream3  Settings

Tep Port L0014 =

Mame |

Passward |

Status Ok

Hide Exit

Auto Start

Enable to add the NDI Streamer to Microsoft Windows autostart

TCP Port

Change port number for remote controlling the NDI streamer over TCP.

Use the R-Button to restart the TCP Servers after a port change.

R Button

Reset and Restart the TCP Server for all network adapters after you have changed the TCP

Port

Use Authentication

Set User Name and Password for TCP Authentication

Vertex User Manual



Advanced Features 493

Remote Control out of VERTEX

e Youcanremote control all settings of the VERTEX NDI Streamer on a PC in your network out of
VERTEX

e Justadd a "Vertex NDI Streamer” Device from the_Library into your current project

e Once configured, you have access to all settings of the NDI Streamer application and are able to

automate your NDI workflow

Setup

Project Explorer Library % Programmer

Video Fx ~ Geometry Modifier evices  Filter: ioversal o

ioversal ioversal ioversal ioversal ioversal

ﬂﬂﬂﬂﬁ’

Json Sender Kiosk Browser Ppt Remote Unreal Sender Unreal Receiver

ioversal ﬁ ioversal ﬁ
Add To Project
Add Multiple...
&
Vertex MNdi Strea... . Vertex Script Se

e Openthe_Library

o Select Devices and filter for “ioversal”

e Right-click to the device "Vertex NDI Streamer"

e "Add to project”

e Select the device in the Project Explorer and set the initial properties in the Inspector

e Once the connection is set up, you are able to upload and download all application and stream settings.
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{t=) Vertex NDI Streamer Inspector %

Devicel (Proc ~ = '@
Stream1  Stream2 Stream3  Settings
Settings Al

Enable NDI Stream 1

Display 0 = Hos

ROl IP Port

User Properties

X 24 S MNetwork Adapter
Y 0 = IP Address

Width 1920 =

Height 1080 (=

Show Mouse —_—

Identifier
Hide

Display
Roi

Roi X

Roi Y

Roi Width

Roi Height

* App Setti...

Comparision: All settings from the NDi Streamer application (on the left) you will also find into the Inspector when
selecting the corresponding Device "Vertex NDI Streamer” (on the right)

IP Port

Enter here the same IP Port as set in the ND| Streamer application

Network Adapter

Choose a network adapter from your local VERTEX instance

IP Address
Enter IP address of the PC on that the Vertex NDI Streamer application is running and should be remote

controlled

Upload Settings o
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Upload all current settings from VERTEX to the NDI Streamer application

Download Settings e
Download all current settings from NDI Streamer application to Inspector

Scripting

As with every Device in VERTEX, you can control an NDI Streamer Device with a Script.

For the following examples the NDI-Streamer Device was added as "Devicel"to a project

Enable and disable Stream 1 on the remote PC

Devicel.Settings.Streaml.Enabled.Value = true
Devicel.Settings.Streaml.Enabled.Value false

Show Mouse Cursor in ND| Stream 1

Devicel.Settings.Streaml.ShowMouse.Value = true
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6./

6.7.1

DMX-512

e VERTEX offers you different input and output options to work with DMX-512 into your project

e Allpopular Ethernet-based protocols for DMX-data are supported: Art-Net™, SACN or DMX-512
with ioversals <%DMX_IO>- Interface. Additionally MA-Net2 is supported only as Input

e Withthe DMX-Routing Editor you define the incoming or outgoing DMX-protocol and set the universe

routing.

Create a DMX-Routing and define the Input and output settings

Your work into the DMX-World always should start with a DMX-Routing, where you define the Input and output
settings and protocols:

DMX Routing

ioversal offers you an driverless USB-DMX Interface - the DMX io to work with DMX-572 into VERTEX. Read
more about the configuration:
Dmx 10

Output DMX Data

Use Devices to Qutput DMX-Data.
Route incoming protocols into a VERTEX network and output it on another System

Use Incoming DMX-Data to Control

There a different options to control VERTEX with DMX-512.
Choose between or mix the following ones:

Control a Playback with DMX-512
Control a System with DMX-512

Manipulate and Control a Surface with DMX-512
Use VERTEX like a digital lighting Fixture with Console Layers

Use DMX-Input Devices for scripts, conditions and/or triggers based on incoming DMX-Data

DMX Routing

e The DMX-Routing Window is the place for a central management of all DMX-over-Ethernet Inputs and
Outputs for your project
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e Vertex works with aninternal decimal universe count - that gives you the freedom to map, route and

split those universes to different protocols, output universe numbers and Systems. Until your final patching,

the internal programming in VERTEX is independent from your final output routing.

e Manage all your Systems in one window and split the physical Ethernet output up to other Systems

of your project.

Dmx Routing

put Add Clear All

Label

Right
LED Fixtures Wall

DMX

Input Add Clear All
# Label Protocol
1 DMXIn ArtNet

2 GrandMa2 GMaMNet

Output
1 Label
2 Universe
3 System
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System1 SAcn
System2 SAcn
System1 ArtNet

System2 LocalUSBEDmx

Input

22 System2

1 System1

Free Label Name

x

Refresh Outputs (U

Refresh Rate

Ip Address

Decimal VERTEX Universe number: VERTEX is working with an internal

and decimal Universe Count for Lighting Control Data. Independent from

e.g. the DMX Start address of your device, you could give all devices a

Universe number that stays consistent in your whole project

Defines the System on which Ethernet Card the control data should be

sent.

For e.g different rooms or room situations, you could e.g. send out 2

Universes from your Master System. For the Art-Net™ Control data for
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e.g. some LED-Fixtures you could use the network card and network from
your client System?2 that is e.g located in another area...

4 Protocoll Select the Protocol for your Lighting Control data.
You can select for every universe between Art-Net™, sSACN or DMX over a
connected USB-DMX-Output device

5 Output Defines the universe, on which your control data will be send out.
So you could e.g route and output VERTEX Universe 1 to Art-Net™
Universe 1, or even VERTEX Universe 1 to SACN Universe 2

6 IP-Address By Default, if there is no entry, Art-Net™ data will be broadcasted and
SACN-Data will be multicasted.
When you enter an IP address into this field,
Art-Net™ or sACN -Data will be unicasted to the device with this IP.

7 Frames per Per default this field is set to 44,17 Hz (DMX-Standard). You can

Second individually increase or decrease the protocol frames per second by

entering your custom values. The maximum number is limited to 100, in
most cases the ethernet-setup limits the maximum to around 80 frames.

8 Single Mute Disables the network connection of a single column

9 Global Mute Disables all DMX-over-Ethernet connections

Input

7 Label Free Label Name

8 Protocol Input protocoll on that VERTEX will listen

9 Input Input Universe of the lighting protocol that VERTEX should listen/Read

10 System VERTEX System on your Project Network that should read/listen to the
incoming protocoll.
This System should have physical access to the protocoll, of course ..

11 Universe VERTEX Universe on which the incoming control data is mapped
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Supported Protocols

Output Protocols:

o Art-Net™

e SACN

e DMX-5172 over USB-Adaptor

Input Protocols:

o Art-Net™

e SACN

e MA-Net2, could only be received as Input and not send out as output protocol
e DMX-512 over USB-Adaptor

Good to know: Broadcast, Unicast, Multicast

Art-Net™ supports per default specification broadcast or unicast.

SACN supports per default specification unicast or multicast. Please note: multicast is very

effective for a larger amount of control data into a network.

When planning to sending data with multicast: Please be aware that your network-switch has
to support this. Not all hardware does.

= Advanced: Universe Numbering with Art-Net™ and sACN

o Within the VERTEX DMX Patching , we are using a decimal numbering for all control universes. This
includes our internal numbering as well as the Art-Net™ and sACN numbering.

e By default, Art-Net™ is defined by using a combination of subnets and universes within
hexadecimal numbering. To make it easier to switch between output protocols and to simplify your
patching, VERTEX internally uses only decimal numbers for ethernet based Control-Data.

e Theoutput for Art-Net™ matches of course to the protocol specifications. VERTEX takes over the
conversion into subnet and universes for you under the hood.

Comparison between hexadecimal and decimal numbering
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subnet universe
0 0 is reserved by default and not 0 0
used
1 1 0 1
2 2 0 2
3 3 0 3
4 4 0 4
5 5 0 5
6 6 0 6
7 7 0 7
8 8 0 8
9 9 0 9
10 10 0 A
11 11 0 B
12 12 0 C
13 13 0 D
14 14 0 E
175 15 0 F
16 16 1 0
17 17 1 1
18 18 1 2
19 19 1 8
20 20 1 4
21 21 1 5
22 22 1 6
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23

24

25

26

27

28

29

30

31

32

33

34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

51
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52

53

54

55

56

57

58

&Y

60

61

62

63

64

65

66

67

68

69

70

71

72

73

74

75

76

77
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79
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53

54

55

56

57

58

&Y

60

61

62

63

64

65

66

67

68

69

70

71

72

73

74

75

76

77

78

79

80
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81 81 5 1
82 82 5 2
83 83 5 3
84 84 5 4
85 85 5 5
86 86 5 6
87 87 5 7
88 88 5 8
89 89 5 9
90 90 5 A
97 97 5 B
92 92 5 c
93 93 5 D
94 94 5 E
95 95 5 F

= Universes 96-191

subnet universe
96 96 6 0
97 97 6 1
98 98 6 2
99 99 6 &
100 100 6 4
101 101 6 5
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189 189 11 D
190 190 11 E
191 191 11 F

Art-Net™ Designed by and Copyright Artistic Licence Holdings Ltd

6.7.2 DMX 10

e AsanUSB-DMX Interface, the ioversal DMX |0 can operate either as DMX-Input or as DMX-Output

e No special Windows hardware driver is required -just plug in the ioversal DMX |0 into the USB-
interface of your PC

e Multiple interfaces could operate independently on one PC orin a Vertex network
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Set-up and Configuration

1. Plug aioversal DMX 10 into a USB-interface of your PC (both USB 2 or USB 3 are supported)

N

You don't need to install any specific driver, Windows 10 detects the USB device and uses a standard USB
driver for generic devices

The Status-LED of the ioversal DMX 10 should glow

Start Vertex and create a new project or open your recent project file

Go to the "Windows™- tab in the top main menu

Open 'DMX 10 Configuration” there

S a0 AW

Dmx [0 Configuration

Mode Universe

3 Cut

Mone

c Serial Unique Serial Number of the detected ioversal DMX [0 Device
Number
e Mode Mode Selection - Select between DMX In or OUT - this Mode is saved into the

attached ioversal DMX 10. The Interface will remember this setting System

independently when it is plugged in again -

e Universe | Universe Settings
For Mode = In: Select the VERTEX internal Universe, the incoming DMX Signal is
routed to.
For Mode = Out: Number of VERTEX-internal Universe that should send as DMX.

The interface will hear for data on this universe number
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This Number is saved into the attached ioversal DMX 10. The Interface will
remember this setting System independently when it is plugged in again -

Fore more details about routing, please also read: DMX-Patch

e Identify Highlight- Button for Identification: When pushing the Highlight-Button, the LED of
the corresponding ioversal DMX 10- Interface will blink.

Especially helpful when working with multiple Interfaces at the same PC.

Universe Number and Mode are internally stored in the interface
You can Plug on and Off the ioversal DMX |0 and they will work again in the same Mode and
grabbing/sending out the same VERTEX Universe Number. Once configured, you are able to

plug in the Interface on any System of your project and it will remember on your settings.

6.7.3 DMX Control

e There are different options to control VERTEX withincoming DMX-Data

e Just control Playbacks or Systems or make use of DMX-512 to make a more complex Surface
modulation

e VERTEX additionally introduces the concept of a Console Layer that gives you the options to control
VERTEX like a lighting fixture

e Witha DMX-Input Device you are able to use DMX data into scripts or into e.g. the Trigger-Editor

DMX Routing

To make use of all options below, you first have to create a DMX Routing. Use the
DMX Routing Editor to set up your incoming DMX protocol (Art-Net™ sACN, MA-Net2 or
DMX-512 with ioversals ioversal DMX 10)

You have to do this setup once.

Control a Playback with DMX-512

e Once a DMX Routing is created, VERTEX offers you the option to control a Playback by incoming DMX-
Data

e With 8 DMX-Channels your are able to control e.g. opacity, play/pause or jump to a cue

e DMX-512 settings for Playback control are located into the PME (Playback Mixing Engine).
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Sett

e Ope

ings

n PME section into Project Explorer

o Select PMET (live)

e Select the Playback you want to control by DMX

Project Explorer

=
[
» [
> O
-
S
f)

Library

All = PMEs

==
=

(¥
Content

Sequencel

]

anvas
Systems
Surfaces

Devices

Groups

Node Systems
Sequences
Playlists
Schedules

E Clips

") PMEs

4 70 PMET

E] Playback1

® Pro :
> Programmerl

> %0 PME2
¢/» Scripts
ﬁ Views

T4t ControlViews Count 0

> PME1 merl

Programmer1

PMET Live

e Select the DMX Tab into Inspector and do your settings for start address and universe

e Don't forget to activate the DMX Input for this Playback
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Inspector X
|E| [1] Sequence —
Main Settings
Dmnx Control
nput Enabled
DMX Channel Map
1 Opacity T6bit 65535 0-65535
3 On/Off 8bit 255 0-127 Off  128-255 0On
4 Play 8bit 45 0-10 11-20 21-30 Play 317-40 47-50
Pause Idle/None  PlayOnce  Loop Pause Stop
Stop
5 Speed 8bit 128 0-124 0x- 125-130 1371-255 1x -4x
Factor 1x 1x
6 Cue T6bit 0 0-65535
Selection
8 Frame 16bit 0 0-65535
Selection

Control a System with DMX-512

e Once a DMX Routing is created, VERTEX offers you the option to control a System by incoming DMX-

Data
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e With 6 DMX-Channels your are able to control e.g. opacity, system volume, trigger Scripts by ID or set

functionality

Settings

e Select your System and go to Inspector

Inspector X

Select...

L ET] Video Audio Settings D MNetwork Vioso DX Al

e Select the DMX Tab into Inspector and do your settings for start address and universe

e Don't forget to activate the DMX Input for this System
DMX Channel Map

1 Live Master 16bit 16bit opacity 1T mode for crossfade

wipe modetexture
Z fine

& Live Volume T6bit 0
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< fine

¢ Script Control 8Bit 0 O=idle 1-254 Script Id 255 Take after
Tsec

¢ Function Control 8Bit 0 O=idle 255 Take after 1sec values: 1

Enter Fullscreen, 2 Leave Fullscreen, 3
Take Over master, 4 Init Ndi, 5 init Video
Inputs, 6 Reset Video Inputs, 7 Reset

RenderEngines

Control a Surface with DMX-512

e Once a DMX Routing is created, VERTEX offers you the option to control a Surface by incoming DMX-
Data

e With 104 DMX-Channels your are able to control most parameters of a Surface

Settings

e Select your Surface and go to Inspector

Inspectar *

O Surfacel (Pro

ET Video

Dmx Video Map

Dmyx Input Enabled

Dmx Universe

Dimx 5Start Address

e Select the DMX Tab into Inspector and do your settings for start address and universe

e Don't forget to activate the DMX Input for this System

DMX Channelmap for a Surface
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Control a Console Layer with DMX-512

Console Layers gives you the optionto control video like a lighting fixture including Iris and shaper

A Console Layer is basically independent from a Sequence or a Playlist. It is only assigned to a
Canvas

with 192 DMX Channels for each Console Layer you are able to control a bunch of fine adjustments,

effects, iris, shaper

Use Console Layer as ClipContainer in your show to temporary overwrite the global values

Channel Map

e Each Console Layer has 192 DMX-Channels.

e The channel map could be used as blueprint for a lighting desk fixture/a library fixture

DMX Channel Map for a Console Layer

DM Parameter Type Defaul Note
X Name t
Add Value
ress
s
1 opacity | 116bit 0 16bit opacity 1 mode for crossfade wipe
coarse modetexture
2 opacity |1
fine
3 opacity | 1 0 0-255 where 0 no wipe/Crossfade
wipe
mode
4 opacity | 216bit 0
wipe
softness
5 fine
6 16bit (0
7
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11
12

13
14 |Rotat

15
16

17
18

19
20
21

22

23
24

25
26
27

28

29
30

31
32 [Scale

33

34
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16bit 32 32768 =0 65535 =+ 16.000 pixel 0 =-16.000 pixel
76
8
16bit 32 32768 =0 65535 =+ 16.000 pixel 0 =-16.000 pixel
76
8
16bit 32 32768 =0 65535 =+ 16.000 pixel 0 =-16.000 pixel
74
8
16bit 32 mode crosse fade from absolut to continous value
74
8
128 = no motion 255=fastForward O=fastReverse
16bit 2 abs rotation 1 mode 1 rotation speed
16bit
16bit 32
76
8
16bit mode crosse fade from absolut to continous value
128 = no motion 255=fastForward O= fastReverse
16bit 2 abs rotation 1 mode 1 rotation speed
16bit 32
76
8
16bit
16bit
16bit 32
74
8
16bit 32
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35

36

37

38

39

40

41

42
43

45

46

47

48
49

50

51

52

53
54
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76
8
16bit 32
76
8
0= 1to1 Pixel 10-19 Fill, 20-29 Fit, 30-39 Horizontal
Fit, 40-49 Vertical Fit
0-7 Pause InFrame, 8-15 Play Once, 16-31 Play Loop,
32-47 Reserved for Ping Pong, 48-63 Play Once
Opacity Zero Pause At Current Frame, 64-79 Play
Loop Opacity Zero Pause At Current Frame, 80-95
Reserved for Ping Pong Opacity Zero Pause At
Current Frame,122-134 Pause at current Frame, 248-
255 Pause OutFrame
16bit 49 1=fast reverse 64=normalPlayReverse 128 =Pause
1§  [192=Normal Play fwd 254=fast forward
2
//32769-49152 slow to normal factor 0-1.0 //49152
normal play factor 1 //49153 to 65534 normal to fast
fwd 1x-8x
16bit 0 65535frames from first frame in
16bit 0 65535frames from last frame in
0 Mode to determine if gobo2 is mask or how it is
multiplied over gobo1, 0-10 BlackWhite, 11-20
Bwlinv,21-30 Alpha,31-40 Alphalnv,41-50 Overlay
16bit 0 Mix Level for Gobo Blend Mode
qa
g
Texture Wrap Mode: Default, Tile, No Tile, Mirror
16bit 32 Left to right
76
8
16bit 32 bottom to top
76
8
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55
56

57
58

59
60 (Gobo
61
62

63

65

66

67
68

69
70

71
72

73

74
75
76
77
78
79
80
81
82
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16bit 32 32768 =0 0 =maxTiling 65535 maxScaling
76
8
16bit 320 |32768 =0 0 =maxTiling 65535 maxScaling
76
8
qa
Q
Relative or Absolute Mode - Link Sizing and position
to Content
Texture Wrap Mode:Default,Tile, No Tile, Mirror
16bit 32 Left to right
76
8
16bit 32 bottom to top
76
8
16bit 32 [32768 =0 0=maxTiling 65535 maxScaling
76
8
16bit 32 32768 =0 0= maxTiling 65535 maxScaling
76
8
reserved for Geometry playmode
16bit reserved for Geometry playspeed
16bit reserved for Geometry InFrame
16bit reerved for Geometry OutFrame
Black Black Inv, Alpha, Alpha Inv, White, White inv
16bit 65 |Default 65535
53
5
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83

85
86

87
88

89
90

91

92
93
94
95

96
97
98
99

100
101
102
103

104
105
106
107

108

109

110

111
112
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16bit 33 Default 3300
00
16bit 32 Default 32768
76
8
16bit 32 Default 32768
76
8
Black Black Inv, Alpha, Alpha Inv, White, White inv
16bit 20 Default 2000
00
16bit
16bit 32 Default 32768
76
8
16bit
16bit 32 Default 32768
76
8
16bit
16bit 32 Default 32768
76
8
16bit
16bit 32 Default 32768
76
8

Normal, Add, Multiply, InverseMultiply, Highlights,

16bit

16bit
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113
114
115
116
117
118
119
120|Color

121
122

123
124

125
126

127
128

129
130

131
132

133

134

135

136

137
138

139
140

Vertex User Manual

16bit
16bit
16bit
16bit 32
76
8
16bit 32
76
8
16bit 32
76
8
16bit 32
76
8
16bit 32
76
8
16bit 32
76
8
16bit 32
76
8
16bit a
16bit 32
76
8
16bit 65
53
5

reserved
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141

142
143
144
145
146
147
148
149
150
151
152
153
154

155
156
157
158
159
160
161
162
163
164
165
166
167

168
169
170
171
172
173
174
175
176
177
178
179
180

181
182
183
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16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit
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184
185
186
187
188
189
190
191
192

16bit

16bit

16bit

16bit

ChamSys
For ChamSys consoles, the maximum number of DMX channels of a library fixture is limited.
Therefore a VERTEX Console Layer is splitted into 2 different ChamSys fixtures.
Please see the ChamSys channel map below.
When using Console Layers with ChamSys, please switch the DMX mode of a Console Layer
(Inspector Tab 'DMX", Property 'DMX Mode")
from "Standard"to "ChamSys".

DMX-Channel Map for a Console Layer and ChamSys Consoles

58 DM Parameter Type Defaul Note
X Name tValue
Add
ress
s
Fixt 1 1 opacity | 1j16bit 0 |16bit opacity 1 mode for crossfade wipe
ure coarse modetexture
1A
2 opacity | 1
fine
13 opacity | 1 0 |0-255where 0 no wipe/Crossfade
wipe
mode
14 opacity | 216bit 0
wipe
softness
5 fine
16 216bit a
7
1 8 |Positi 216bit 3271 |32768 =0 65535 =+ 16.000 pixel 0 =-16.000
on 68 |pixel
9
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10

11

12

13

14

15

16

17
18

19
20

21

22

23

24

25

26

27

28

29

30
31

Rotat
ion

16bit 3271 32768 =0 65535 =+ 16.000 pixel 0 =-16.000
68 |pixel
16bit 3271 (32768 =0 65535 =+ 16.000 pixel 0=-16.000
68 |pixel
16bit 327 |mode crosse fade from absolut to continous
68 |value
128 = no motion 255=fastForward 0=
fastReverse
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
0= 1tol Pixel 10-19 Fill, 20-29 Fit, 30-39
Horizontal Fit, 40-49 Vertical Fit
0-7 Pause InFrame, 8-15 Play Once, 16-31 Play|
Loop, 32-47 Reserved for Ping Pong, 48-63
Play Once Opacity Zero Pause At Current
Frame, 64-79 Play Loop Opacity Zero Pause Af
Current Frame, 80-95 Reserved for Ping Pong
Opacity Zero Pause At Current Frame,122-134
Pause at current Frame, 248-255 Pause
OutFrame
16bit 491 1=fast reverse 64=normalPlayReverse 128 =
521 |Pause 192=Normal Play fwd 254=fast
forward
//32769-49152 slow to normal factor O-
1.0 //49152 normal play factor 1 //49153 to
65534 normal to fast fwd 1x-8x
16bit 0 |65535frames from first frame in
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1 16bit 0 |65535frames from last frame in
1 0 |Mode to determine if gobo2is mask or how
it is multiplied over gobo1, 0-10 BlackWhite,
11-20 Bwinv,21-30 Alpha,31-40 Alphalnv,41-
50 Overlay
1 16bit 0 |Mix Level for Gobo Blend Mode
1 0
1 a
1 Texture Wrap Mode: Default, Tile, No Tile,
Mirror
1 16bit 327 |Lefttoright
68
1 16bit 327 |bottom to top
68
1 16bit 327 32768 =0 0=maxTiling 65535 maxScaling
68
1 16bit 3271 (32768 =0 0=maxTiling 65535 maxScaling
68
1 q
1 a
1 Relative or Absolute Mode - Link Sizing and
position to Content
1 Texture Wrap Mode:Default,Tile, No Tile,
Mirror
1 16bit 3271 |Lefttoright
68
1 16bit 3271 |bottom to top
68
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55
56

57
58

59
60

61

62

63

65

66
67

68
69

70
71

72

73
74
75
76

77
78
79
80

81
82
83

85
86
87

Iris

Shap
er

16bit 3271 (32768 =0 0=maxTiling 65535 maxScaling
68
16bit 3271 (32768 =0 0=maxTiling 65535 maxScaling
68
Black Black Inv, Alpha, Alpha Inv, White,
White inv
16bit 655 |Default 65535
35
16bit 330 |Default 3300
0
16bit 327 |Default 32768
68
16bit 327 |Default 32768
68
Black Black Inv, Alpha, Alpha Inv, White,
White inv
16bit 20q |Default 2000
0
16bit
16bit 327 |Default 32768
68
16bit
16bit 327 |Default 32768
68
16bit
16bit 327 |Default 32768
68

16bit
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89

92

94

96

98

100
11

10

12

14

16

18

16bit 3271 |Default 32768
68
Normal, Add, Multiply, InverseMultiply,
Highlights, ...
16bit
16bit
16bit
16bit
16bit
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
16bit 327
68
16bit g
16bit 327
68
16bit 655
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20
121

122

123
24
125
26
127
28
129
30
131
32
133
34
135

136
37
1 38
39
140
41
142
43

45
1 46
47
148

149
50
151
52
153
54
155
56
157
58
159
60
161
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FX1

FX2

FX3

35

reserved

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit

16bit
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e Use the "Create "tab of the Main Menu to create a new Console Layer

39

62
63
64
65
66
67
68
69
70
71
72
73

ConsoleLayer! | ConsoleLayer2

16bit

16bit

16bit

16bit

16bit

16bit

e Right-Click on the ConsolelLayer section into Project Explorer and use the Context Menu the create a new one
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Inspector X

-

it

t, Consolelayer —

Main @ Video  Audio
User Properties
Dmx Input Enabled
Dmx Universe

Dimx Start Address

Opacity

Volume

Main Content

Transport Mode

Audio

Transform
Posihion

Rotation

Color Correction
Levels Correction

Crop

Clip Target

R

Settings DMX

PRl
—3

e

PlaybackSync

Loo p

0.000

0.000

0,000
0.000

1.000

0.000

e Select Console Layer into Inspector and do initial settings:

e Set the target Canvas on which the Content should be rendered

o Set the DMX universe and start address if the console layer should be controlled by a lighting desk.
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Please do a_.DMX-Routing first. Check the Channel Map for a Console Layer in detail and learn more

about which DMX-512 channel controls which parameter

Unique start address for each Console Layer
please keep in mind to change the start addresses for every console layer.

To be control separately, each console layer must have it's unique DMX start address

e If you want to use DMX-Values to select Content from Project Explorer like a Gobo, set_DMX File and
Folder IDs for your Content.

Channel Map: Gobo 1 and Gobo 2

Gobo 1 in Channel Map is Property "Main Content" (Video tab in the Inspector)
Gobo 1 in Channel Map is Property "Mask" ( Video tab in the Inspector)

r X % Inspector X

v o -+ Selection - 4 v E Progammer] * PMEllive = -8 + W[ Consolelayer = — - & & i 1 |

Main | Video  Audio  Settings DMX  All
~ RotationModes
XRotationMode £ o000
1.0utputl.Surfacel XRotationSpeed % 0000
YRotationMode £ o000
YRotationSpeed £ 0000
ZRotationMode * 0000
ZRotationSpeed * 0000
~ VideolnOutFrame

InFrame

In Frame

Alpha

y L BN Qe o T @

Iris and Color Mixing on a Example Content

e Control Console Layer by external DMX or use the Inspector to do settings for all parameters
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1UIN2E 192.168.1.103 LICENSE 111441 _ O X

Programmerl ~ PME1 Live UL Consolelayer = - - & B [E T |
Main Video Audio Settings DMX
InFrame

OutFrame

2l

® 1.000

I 1920x1080 I limﬂj‘: 0500

W=

T va : [ Programmer] * PMET Live
04:00 04:30 { 06: 31 :0C 07:3 08:00 08:30 09:00 09:30 tation

t ¢ttt t t t t t ot

ColorMixing

Control1
Control2
Control3

Control4

Control

Shaper for a Test pattern Content

DMX Folder and File ID

e Fach Console Layer is able to host Video Content and an Content Item as a Mask.
e With the concept of folder and file IDs you are able to select your content based on a DMX Value between 0
and 255.

e Fach Console Layer has a DMX Channel/Address for Content Folder ID and Content File ID (Channels 49/50)
and two Channels/Addresses for Mask Content Folder and Mask Content File (Channels 60/61). Please also

compare with the full_channel map of a console Layer

Example:

e Your Console Layer into VERTEX has DMX Start Address 1 (For universe routing, please read topic DMX-
Routing before)

e Your lighting desk has a library element for a VERTEX Console Layer, also on Start Address 1

e you want to select a Content Item from the VERTEX Project Explorer with File ID 5 and Folder ID 2 as Video

Content for this Console Layer
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e you have to set DMX-channel 49 of your lighting desk to value 2 and DMX channel 50 to value 5

e The content item is selected as video content for the VERTEX Console Layer

Set File and Folder ID

AL ERQO B I -@

e Select a Content item into Project Explorer and go to the Inspector
e (o to the Tab 'Settings"and Select 'DMX ID"

e Set File and Folder ID for a Content. Each value has to be into the DMX parameter range from 0 to 255

Clip Container for a Console Layer

e Even for Console Layers you can create a Clip Container

e Used in a Playback, Clip Containers for a Console Layer overwrite the global value of the Console Layer
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VERTEX - manualvxp Mast

Programmer] ~ PME! Live

InFrame

Alpha

TR T

PME1 Live
o

Multiplydx

Global Setting for ConsoleLayer 1:Iris is set

e Drag a Console Layer from Project Explorer into the Playback Editor: A new Clip Container is created into
your Sequence

e Assign Content to your Clip Container and set Values

CLOUDSERVICE  T0O ACKUP  HELP VERTEX - manual.vxp Master

8| Console Progammerl « PMEILve - 4 Camas + Canvast o PR Programmerl * PMEI Live

1 K}

ConsoleLayer!

T4 ControlViews

Playback Editor X
O mse

In Frame.

Clip Container with Console Layer 1 inside overwrites the global values of Console Layer 1: in this example, all values
for the iris are reset to default values.
Don't forget to also assign the same Main Content as the global Console Layer has to the Clip Container
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Advanced Features
N Use case example:
© = You are able to e.g. temporary take control back from a lighting desk control and to set all
- content to black.

DMX-Input Device

e Use DMX Input Devices to trigger, wire or script interactions based on values of a DMX Channel
e Youare able to listen on DMX Values of a predefined DMX Start Address and Universe
e Usetheincoming DMX Values to influence other properties into VERTEX or to trigger an action

Add Device and do Settings
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Project Explorer Library % Programmer

Video Fx Geometry Modifier Devices  Filter: | dmx

Generic ﬁ

DMX Input

e Go to the Library Editor
e Select the tab "Devices”
e Search for 'DMX Input”

e Right-Click on the Device and add one or multiple to your project
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Example of a DMX Device Setting: There is DMX Input Routing. VERTEX is listening on Art-Net Universe 5. Date from
this Universe is internally routed to VERTEX Universe 3.
DMX Input Device 1 is set to VERTEX Universe 3, Start Channel 1.

e (o to the Device section in the Project Explorer
e Select on or multiple of your DMX Input Devices

e Set VERTEX universe number and start channel and define the DMX mode (Default 8 Bit, 16 Bit. 32 Bit...)
Normalize Input
Enable "Normalize" in the Device settings, if you want to control or wire a property into VERTEX that

has a value range from 0 to 1 (e.g. opacity).

All incoming DMX Data is normalized into the range from 0 to 1.

e Ensure, that a valid DMX Input Routing exists.

Working with DMX Input Devices
As for every Device, there are different options to work with the incoming Data.
Here some Examples:
1. Scripting
The Opacity of Clip Container 1 is controlled by the incoming DMX Data from Device 1

The opacity value range is 0 to 1. The "Normalize" data option is enabled for the input Device
A_Script Command for this scenario could be like this:

Sequencel.ClipContainerl.Opacity.Value = Devicel.Settings.Value.Value

2. Trigger
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With help of the Trigger Editor you can easily build Triggers. An defined action is executed if a condition for a
source is reached

Of course this also works with DMX Input Devices

e Openthe Trigger Editor

e Drag the e.g. Value property from Inspector to the Source field

e Enter a_Condition

e Enter a_Script that should be executed

VERTEX - manualvxp

Trigger Editor X D

evice2

Example for the usage of a DMX Input Device: ' » S
If DMX-Value of Universe 3/Startchannel 1 is 255, Playback 1 is started

3. Wiring

Wiring gives you the option to connect Values of different properties.
Of course this also works for DMX-Input Devices

e Open the Wiring Editor

e Drag a DMX Device Property from Inspector to e.g. the Source field
e Drag another property into target field

e Add an expression
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Example of a Wiring
The Value of the DMX Input Device 1 ( Normalized) is wired to the Opacity of Clip Container 1.
The Opacity now is controlled by a DMX Channel.

6.7.4 DMX-Output

o Withdifferent types of DMX Output Devices you are able to send out DMX Data
e Integrate DMX Devices to your show, program lighting scenarios based on keyframes or work with
them in programmer mode

e Create a group of Devices and control them together with only one Clip Container

Workflow

Add from Library
e Openthe Library Editor

e Select the Devices Filter there

e Search for your DMX Device
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DMX Devices and VERTEX Library

Depending on the VERTEX Assembly version, the available number of different DMX Devices
could change. Basically, VERTEX is shipped with Generic standard devices: a 8 Bit Dimmer
and and 8 Bit RGB Device. If you require other DMX Devices for your project, just write us an

email to support@ioversal.com with type and in the most ideal case directly with the DMX
table :-)

Right-Click on the Device you want to add

e Select 'add to project’or 'add multiple”

e If youonly have added one device: select the device into Inspector to set DMX Universe and Start address
e If you have select "added Multiple’ a dialog window opens. Just add the start address and universe
there and the number of devices you want to add.

The first device will start with start address and universe you have set. For all other devices, start address

and universe are automatically set by VERTEX.
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T

T

Library X | Programmer

Geometry Modifier

Gen

neric

Devices  Filter generic o

Generic

ﬁ Generic Generic

ﬁ’ﬂﬂﬂﬂ

Dimmer8bit

neric

Gen

RGB&bit

neric

Gen

DMX Input

neric Gen

Midi In

nenic Generic

ﬁ’ﬂﬂﬂﬂ

Midi Out

neric

Gen

Mouse

neric

Gen

Osc Sender

neric

ﬁ’ﬂﬂ

Tep Client

Udp Sender

Udp Receiver

Check DMX Routing and Start Addresses

Process Control Tcp Connection

Devices
Add Multiple Devices

Start Address
Start Universe

Count

e Remember that a DMX output only will work, when a valid_DMX routing is created. If this was not done

before, please create a routing now.

Into the DMX Routing Editor you define, which protocol is used to send DMX Data out. To send physical DMX-
512, ioversal provides an USB-DMX interface, the <%DMX_10%>

e (o to the Device section of the Project Explorer. select a DMX device there and set or check the DMX Start

Address or the Start Universe in the Inspector.
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VERTEX - manual

Programmer] * PME! Live

52 53

Devicel Device2

€0 PMES

Send Out Global Values

e Youare able to send out a global value for your DMX device, e.g. for testing or if there generally should be a

minimal value for such devices all the time.

e To set values globally, select a device directly into Project Explorer and set the DMX Value in the Inspector.

e This value is sent by vertex permanently

BACKUP  HELP VERTEX - manualvxp
Dmx Routing Editor X Rendie Edito
Programmer]  PMElLve -+ i dd Clear All

s 2 # 3 »

Devicel Device2 Device3

Input Add Clear Al
abel

- PMEIL

Work with Clip Containers and Keyframes
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VERTEX - manual.vxp

A combination of Clip Containers with Keyframes allows you to create more complex lighting scenarios, color

transitions or an integration of lighting into your video show.

Device values from a Clip Container temporary overwrites global values (if such are set)

Just drag a device from Project Explorer into the playback Editor to create a new Clip Container
Double click on the Clip Container to open the Keyframe Editor (to learn more about Keyframe animation,

please read the topic Keyframes

Playback Editor X P
¢ [1] Sequencel »| 1| (@ 00:02:0M:0° Got
00:00 0 01:00 01:30 02:00 02:30 0 3:30 04:00 EH

Dimmer

Vertex User Manual



Advanced Features 547

e If youprefer aworkflow from a Lighting Desk - you can also work in Programmer Mode:
Change all values and create your scene. All changes are temporarily stored as a list in the Programmer. When
your scene is final, you can save the programmer list as a scene: VERTEX automatically creates the Keyframes

for all changed values at the Playhead position.

Groups

e Manage and summarize your DMX Output Devices in Groups. Make value changes for all devices of a group

Create a Group

There are 2 ways to create a group and assign Devices to it:

e (o to the Device section into the Project Explorer

e Mark all devices that should be member of a group

Right-Click and select "Create Group”
e A new Group that contains the selected Devices is created. You can find, select or rename the group in the

‘Group" section of the Project Explorer
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Project Explorer X Library Programmer Render Editor

® iR Devices Programmerl PMET Live 123 881  Canvas Can

B au 1 s 2 » 3 5

[0 Content

{1 Canva Device1 Deviea2 Navirad
anvas
Change Name / |d: "'Device2'

% Systems Delete 3 selected items: 3x Device
O Surfaces
ﬁ Pin 3 itemns to new Inspector
B Devices Create group
ﬁ Devicel Deviced [ te a new containing the
J Device?
J Device3
J# Deviced
ﬁ% Groups
=¥ Sequences
5, Playlists
Schedules
E Clips
") PMEs
[ Views

T4t ControlViews

or:
e (o to the "Groups” section in the Project Explorer
e Right-Click and open the context menu

e Choose "Add new"there

e Drag devices from Device section of the Project Explorer to this group
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Project Explorer X Library

J¥ Devicel
B Device?
S Device3
J& Deviced
ﬁ Groups
4 ﬁiﬁ 3x Dimmer
Device?2
Device3
Deviced
=¥ Sequences
iS5, Playlists
Schedules
f»] Clips
"0 PMEs

Pro grammer

® B Groups > 3x Dimr Programmerl PME1 Live EONH

Device?2 Device3 Deviced

Work with a Group of DMX-Devices

When working with a group, you are able to set DMX Values for all group members with only one Clip Container.

Vertex User Manual

Drag a Group from Project Explorer to the Playback Editor

All changes you do for this Clip Container are adopted for all devices of this Group

If values apply to a group, you can identify this with the "SharedDevice Group" Property. If there is a group set,
all values of the clip container are also assigned to the group members.

You can also transfer the settings for a DMX Device to a Group afterward by dragging a Group from Project
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Explorer to the "SharedDevice Group" field of an already existing Clip Container (that already hosts a DMX

Device)

OUD SERVICE  TOOLS W VERTEX - manualxp Master
Ins

Progammerl * PMEILve - [ . . o 4 & Progammerl -~ PMEILve < @
£

e

0 PMEs

in]

T4 ControlViews

Playback Editor X

(OUER

»|[n][m] 00:04:20:01
01:30 02:00 02:30
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6.8

Interaction

e VERTEX offers you Solutions and Editors to make Interaction as simple and fast as possible

e Connect Properties with help of Wirings or trigger an action based on incoming data

Wiring Editor

Connect Properties and do a mathematical Operation

Trigger Editor

Execute Script Commands based Conditions, triggered by Property Values or incoming Data

Script Commands

Most items into VERTEX do have a Script Window to write and enter Scripts.

Use this Script Commands to built interaction or write Scripts that combine several Commands

Get more information about Script Commands

6.8.1 Wiring Editor

e Wiring assists you to create simple interactive logic and to connect different Properties that
influence each other

e The Wiring Editor follows a easy table scheme: Define 1 or 2 Sources, enter an Expression that
influence a Target Property - do expression- influence target parameter

e Sources are assigned by drag and drop them from Inspector - wired Properties are underlined in
yellow color inthe Inspector

User Interface
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Wiring Editor X

ClipContainer1: Position ¥

Example for Wiring:Y-Position of Clip ContainerT is Source 1.A Mouse device that Captures the mouses x position is

4 Target 5 vio late Damping + ClearAll (O

1+ SourceB * 2  ClipContainerl: Position Z 5 150 iy

L1 5 150

8

Source B.

Both influcenses the z-Position of Clip Container 1. The Expression defines how the values for the Clip Containers Z
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Name

Source 01 and
Source 02

Expression

position are calculated.

Enter a custom Name for your wiring

Add a Source by drag a Property Name from Inspector to the Source
field of the Wiring Editor.

A yellow mark shows whether if this Property could be wired or not.

Position
0.000
0.000
0.000

Rotation 0.000

Clear Sources:
Right-Click with your mouse into a Source field. A context menu with

a 'Clear" option is shown.

Enter a mathematical Expression.
Use Variables "SourceA" and/or "SourceB"into your
Expressions

If only using T Source, only use 1 of them for your Expression
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e Target

Add a Target by drag a Property Name from Inspector to the Target
field of the Wiring Editor.

A yellow mark shows whether if this Property could be wired or not.

Position
0.000
0.000
0.000

Rotation 0.000

Clear Targets:
Right-Click with your mouse into a Target field. A context menu with a

‘Clear" option is shown.

Mode

Default: Disabled - Updates for Target Property is only done if
Source Value changes
When enabled, the Target is permanently updated, independent

from Source Value changes

Disabled is recommended for most cases to preserve

performance: disables

Rate

Property Update Rate:

Value updates per seconds

Damping

Enter a damping for your target to avoid jitter or fast movements of
your target

Damping Values are set in Milliseconds

Activate or Mute

Switch Wiring on or mute your Wiring

Delete

©6 © 0O

Click to delete

Create a Wiring

1. Open the Wiring Editor from Main Menu (Main Menu -> Windows)

2. Click onthe "+ "Symbol to create a new Wiring
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Select the Item that includes your Source Property into Inspector
Move with your Mouse to the Property Name into Inspector

When there is a yellow mark next to the Properties Name, drag with your Mouse the Property Name
to the Source field into Wiring Editor

Position
0.000
0.000
0.000

Rotation 0.00:0

6. Enter an Expression -e.g SourceA+ 1000

7. Select a Target Property by repeating Step 3 to 5 and Drag Property into the Target field of the
Wiring Edditor

Yellow lines for active Target Properties into
Inspector

e When a Wiring is active and running, the Target Property into Inspector is underlined in yellow
Color
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Inspector X
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UserProperties
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VidecTransportMode
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Transform
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Color Correction
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6.8.2 Trigger Editor

e Triggering in VERTEX is an simple way to run Script Commands based on a Condition

e The Trigger Editor follows a easy table scheme: Define 1 Data Source, enter a Condition and a Script
Command that should be executed when the Condition is reached

e Sources are assigned by drag and drop them from Inspector.

User Interface

Trigger Editor x
z Name (]

+ ClearAl O
1 Triggerl

2 Trigger2

Example for Triggering:
The X-Position of Clip Container 1 triggers the Opacity of this Clip Container. If The X-Position is bigger than Value 1, the
Opacity is set to 0.

0 Name Enter a custom Name for your Trigger

e Source Add a Source by drag a Property Name from Inspector to the Source
field of the Trigger Editor.
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A yellow mark shows whether if this Property could be wired or not.

Position
0.000
0.000
0.000

Rotation 0.000

Clear Sources:
Right-Click with your mouse into a Source field. A context menu with

a 'Clear" option is shown.

e Condition Enter a mathematical Condition .
Use Variable “Source"into your Condition to reference the Trigger
Source

e Script Enter a VERTEX Script Command that should be executed when the
Condition is reached

Press "CTRL and Space"Keys to display a list of all available

Commands and Items

Activate or Mute Switch Trigger on or mute Trigger

Delete Click to delete a Trigger

Create a Trigger

Open the Trigger Editor from Main Menu (Main Menu -> Windows)
Click on the "+ "Symbol to create a new Trigger
Select the Item that includes your Source Property into Inspector

Move with your Mouse to the Property Name into Inspector

a A N =

When there is a yellow mark next to the Properties Name, drag with your Mouse the Property Name
to the Source field into Trigger Editor
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Position
0.000
0.000
0.000

Rotation 0.00:0

6. Enter an Condition -e.g Source> 1000
7. Enter a Script Command that should be executed when the Condition is reached

e.g. Playback1.Play
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6.9 Node System

e Learnabout the Basics of Node programming with a Node System in VERTEX

o A Node System is working with a Pulse to calculate data for each node. Learn about the different settings
and options of this Pulse

e There are 2 Editors for Node programming: The Node System Editor and the Node System Monitor

e Learnabout the Node programming workflow and what Parameters and Conditions are.

e Create a Sub-Composition from a group of Nodes and use it as Compositing Nodes

Node System Basics

Data Flow - Input and Output

e Node Systems give you the possibility to program complex logic on an easy visual way without
writing code.

o All datais directly processed, results are directly visible.

e All data flow and data processing is represented via Nodes which have a Data Input (on the left) and an
Data Output (on the right).

e Youcandraw with your mouse a connection line from an Output of a Node 1 to an Input of another
Node 2. A connection line enables the data flow between the two nodes: Information always flows from
an output of Node 1 to an input of Node 2.

e Some Nodes can manipulate or generate data. Others represent parameters from an VERTEX item (e.g. a Clip

Container, a Canvas or a System). And there are Nodes that compare data or start a script command.
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Node System Editor X FRender Editor
) MNodeSystem1 Pagel

Input of a Node

Output of a
Node

Connection

Line

Input Parameter

Output

Parameter

Vertex User Manual

Content Tra:

3
3

Value > InputB

Connection for incoming data

Connection for outgoing data

Connects an Output of a Node with an Input of another Node.

Data always flows from an Output to an Input

Data Parameter of this Node.
For Nodes with only Properties and values ( and no own data manipulation
or generation): there is no extra output parameter.

the data of the parameters are directly on the output

Generates own values by manipulating data applied to an input or by
generating own data
Nodes, where only the left column is filled, do not manipulate any data but

only return values of the specified parameters.
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Types of Nodes

e VERTEX offers a wide range of different Nodes.
e Some are shipped with VERTEX out of the box, some you can assemble yourself from properties of items and
devices.

e Or you combine different Nodes to a Composite Node.

Number and type of available Nodes depends on release version
Depending on the VERTEX release version, the number of nodes will increase step by step.
The Node System is introduced with VERTEX Release 2021 R2.

With all upcoming releases the number and also the functionality of Nodes will increase.

To give you a first impression and overview -nodes can basically be classified according to the
following scheme:

Input (active)
These nodes must be triggered externally to update their values and trigger a pulse if necessary, e.g. for a

keyboard device or TCP Receiver device added as item from the Library

Input (passive)
These Nodes provide values from external sources, e.g. a mouse input device, which are retrieved at any time
(without event and 'live"). They supplies current values at any time.

Output (active)
These Nodes trigger external events during processing, e.g. log output or script.

An active Input is necessary to generate an external event

Output (passive)
These Nodes provide current values at any time, which they determine from their inputs based on a specific
implementation, e.g. mathematical Nodes or filters like add, multiply, normalize... They supplies current values at

any time.

Special Node Types

Property Nodes
These Nodes are based on properties of a project item (e.g. the height of a Canvas, the position of a Clip
Container, the Opacity of a Surface, the Master Volume of a System).

These Nodes are first reading the current value of a property.
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Or they are modulate a Property value based on the incoming Node Input.

Your are able to build own property Nodes and combine properties from different items into a single Node.

Composite Nodes
Nodes that are a Sub-Composition of other Nodes

Pulse(s): Polling, Push and Pull

e A Node System works with an internal Pulse. With this timing all data from all Nodes is calculated.
e Inother words: The Pulse of a Node System is its heart.
e There are different options and settings to optimize a Node System based on this Pulses

e There are options to throttle and slow down a chain of Nodes to safe performance

Learn more about all basics, settings and options into this chapter: Pulse(s): Polling, Push and Pull

Editors

Node System Editor

The Node System Editor is your main working area where you build up and connect a Node System

Get all information about the User Interface and the Workflow here: Node System Editor

Node System Monitor

The Node System Monitor helps you with debugging a Node System.
Select Nodes to monitor their data or observe errors.

Get all information about the Node System Monitor into this chapter: Node System Monitor

Working With Nodes

e There are different ways how to create Nodes - all ways are straight up and deeply integrated in the software
workflow of VERTEX.
e Connect different Nodes with connection lines or disconnect them

e Get to know the basic workflow, learn tricks and tips.
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o Advanced users will also learn in this chapter how Node Systems behave in a Session of multiple Systems

Here we go: Working with Nodes

Parameters and Conditions

e Most of the Nodes are working with Parameters. Parameters could have different sources for their
values.
And of course, there are some advanced settings for them.

Start with learning about Parameters here: Parameters and Conditions

e Some Nodes are working with Conditions. With one or more of them into a Node, you are able to program
simple or even complex logical decisions.
Get all information about the basics and also the advanced options here: Parameters and Conditions

Composite Node

e With the Composite Node feature of VERTEX you can combine an arrangement of Nodes to only
one node.
e You can then treat this sub-composition as just one node.

e Youare able to decompose a Composite Node again.

Get all information about the workflow into this chapter: Composite Nodes

6.9.1 Pulse(s):Polling, Push, Pull

e Pulses are the heart of a Node System: A Pulse defines the timing with which the data of all Nodes is

processed

There is a basic Pulse, called a Poll (respectively Polling)

e Some Nodes are able to Push their data into a chain of Nodes or to Pull data from a chain of Nodes

Throttling gives you the option to slow down specific parts of your Node System and save performance
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Pulse

o A Node System has to collect and sync several data flows between Nodes.

o Data for each Node has to be calculated and, above all, it has to be ensured that the correct data
is available at each Node into a chain at all times.

e A Node System works with a basic Pulse - called “Polling" - that defines the timing for the whole Node
System. On every Poll, the data of all Nodes into a Node System is calculated.

o Some Nodes are able to generate their own Pulse. Some can push their data into a chain of Nodes

behind. Some Nodes are able to pull data from a chain of Nodes ahead.

', Too much theory?
< O - We deliver VERTEX with default values for the 3 types of Pulses. These are basic values for
- timing and there are default settings for push and pull with which you can simply start

working. If you don't want and don't need to, you don't have to deal with
complicated settings.
However, with larger projects and a lot of data, the pulse setting options allow you to adjust

the system load and also the signal chains very precisely.

Advanced Options

e There are settings for Push and Pull with which you are able to build different chains of Nodes in a
Node System that work with their own Pulse. For example in some cases you need more precise data,
in other cases a slower Pulse is sufficient and saves performance.

o For advanced users, there are adjusting screws for the behaviour of every Node. This is how you can

keep a good performance also for the largest and most complex Node Systems .

Poll

o Each Node System works with a basic "Pulse’, aninternal timing with which data into a Node System is
sampled and processed.
e This basic Pulse of a Node System in VERTEX is called "Polling"

Push

e Some Nodes are able to push their data from their output to a chain of upcoming Nodes.
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e Withthe 'Pulse Mode" settings you are able do define the behaviour of a Node and how this Node
generates its own Pulse.

e Use Throttling to for example slow down the pulse and save performance on calculating all data.

Pull

e Some Nodes are able to pull their data from a chain of Nodes ahead to their Inpt.
e With the "Pulse Mode" settings you are able do define the behaviour of a Node and how this Node
generates its own Push Pulse.

e Use Throttling to for example slow down the pulse and save performance on calculating all data.

Polling

e Fach Node System works with a basic "Pulse”, aninternal timing with which data into a Node System is
sampled and processed
e This basic Pulse of a Node Systemin VERTEX is called "Polling"

You are able to change the Polling time for each Node System in the Inspector.

Inspector X
i1, NodeSystem1 (Proc

Main
Enabled
Interval
Pages

Pagel

MName This is a Page
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Default Value for Polling Interval
The default value for the polling of a Node System is based on the default FPS of a sequence
(25 FPS = 40 ms).

Pulse Mode

e The Pulse Mode determines how data is processed from a Node.
e The Pulse Mode and the available options depend on the Node type and the way how a Node
internally works with its data

Passive Nodes - Filter and mathematical operations

Mathematical Nodes that only manipulate incoming data into a chain do not have a Pulse
Mode setting. They are only passive and just manipulate or filter incoming data with a
defined rule set.

e Nodes with an available Pulse Mode option are able to generate own Pulses. In this case all data in the
chain will be processed according to the pulse of this Node.

There are basically two different Pulse Mode types for Nodes:

1. Push
This kind of Nodes pushes its data into a chain chain of Nodes that is connected to its output
2. Pull

This kind of Nodes is actively requesting data on its Input(s).

Data is pulled from a chain of Nodes that is connected to the Input.

Throttling

e for Nodes that are able to generate their own Pulse, you are able to set an own timing, an own Pulse
Interval.

e "Throttled" means that the Node and its data is not processed more times than specified by the
defined interval

e Events occurring in the meantime are ignored
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Default Values for Throttling Interval
The default value for the Throttling Interval for a Node is set to 250 ms

Inspectar X

= Script o ‘fb N T l

Pulse Mode Throttled
Interval / Throttle

Process Polling Yes
Process Pull Update
Pro ush Update
Conditions

Validate This Mo Valid (all})
Validate Input Modes Walid (all)
Include in Monitor

User Properties

N Throttling saves system performance
< O = Throttling gives you a lot of adjusting screws to optimize the performance of large Node
g System.

Into a Chain of Nodes you have the possibility to save performance and reduce calculations.
Depending on your Project this could be on different places: less CPU usage because

throttling brings less calculation, less Network traffic, less GPU usage.....

Simplified Example:

An UDP Device should receive a status from an UDP-sending 3rd-party Device. This status should be displayed
as label of a ControlView. Because the status only changes between "i am here"and "i am off"- it is sufficient to
calculate and change it for e.g. every second. In this case it make sense to throttle the Node from the TCP

receiver. This Node should push the data throttled with an interval of T7000ms.
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For more detailed options, please also read the follow up chapter "Settings"

Settings

For Push or Pull there are different settings, to fine adjust the Pulse Mode

Push

Inspector X
=} Device3 (Programm
Main Settings
Pulze Mode
Interval
Prc s Polling

Process Pull

Validate Inputs
Monitor

User Properties

Do Not Push:

This Node does not trigger a Push

Push:

This Node triggers a Push (default setting)

Push changes only:

This Node triggers a Push, but only if the output values have been changed
Push throttled:

This Node triggers a Push but only with the throttled interval that is set
Push throttled changes only:

- @ m 1t ]

Push

Do not push

Push

Push changes only

Push throttled

Push throttled changes only

Valid (all)

This Node triggers a Push with the throttled interval that is set and only when the values on its output has been

changed
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Inspector X
= Seript O IE Tt |
Style All
Pulze Mode Throttled

Interval / Throttle Always

Changes only

Throttled changes only

L3

Throttled

Bull
Conditions Pull changes only
Validate This Node Valid (all)
Validate Input Nodes Valid (all)
Include in Monitor

User Properties

Always:

Process this Node and always execute - regardless of changes and without any throttling
Changes only:

Process this Node but only execute, if the the resulting output values have changed
Throttled changes only:

Process and execute this node with the throttling interval but only if the resulting output values have been
changed

Throttled:

Process and execute this node with the throttling interval

Pull:

This Node triggers a Pull request with the Interval that was set (—> throttling interval)
Pull Changes only:

This Node triggers a Pull request but only if the resulting output values have changed

Advanced Settings

e For Advanced users there are options to define a Node's behavior for each o the three Pulse types:
Polling, Push and Pull

e Yourare able to set, if and how a Node should be processed for those three Pulse cases
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Process Polling:

Defines the behaviour of a Node on the main polling pulse
Process Push:

Defines the behaviour of a Node for Pushes

Process Push:

Defines the behaviour of a Node for Pulls

Settings:

No: This Node will not be processed

Yes: This node is processed, but its input values (if connected to outputs of other nodes) are not updated.
Update: This node will be processed - but it specifies that its inputs will be updated first, by processing

upstream nodes as well.

6.9.2 Node System Editor

e The Node System Editor helps you to create, arrange, control and order your Nodes
o With different monitoring tools you are able to get an overview about the data flow or the state
e Snapping tools, rulers but also layout controls like labels or tile boxes help you to keep the overview

into your Node System

User Interface

Create an new Node System first:
e (o to the Main Menu on top, select "Create" there and "Node System"
or
e (o to the "Node System" category into Project Explorer, open the context menu by a right-click and create a

new Node System
Open a Node System Editor:

e (o to Main Menu > Windows

e Open anew Node System Editor
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Node System Editor X
() NodeSystem1 Pagel

1 2 3

a Enable/Disable Node
System

e Select a Node System
e Select a Page

e Zoom in/out

Working Area

Visualize Pulses

Vertex User Manual

Live Volume :

Default: Enabled
Click to disable the selected Node System - also for debugging or

if system load increases too much

Select a Node System or a Composite Node to show this into
Editor

Select a Page of your Node System

Default: only one Page is available - more are displayed if they have
been previously created via e.g. the context menu in the Node
Editor

Zooms working area in and out

Alternative: use Keys "+"and "-"on your Keyboard

Main working area to create and wire your Nodes

Different options to monitor the data flow and the data pulses of
your Node System: Blinking Dots are displayed into every Node.

They visualizes if/when data is pulled, pushed, if nodes are disabled
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or actions are triggered.

The Pulse visualization help you to debug your Node System.
You are able to select and enable/disable the selected types by
color.

The tool tips help you to explain the different types.

Also could be switched on/off into Context Menu

Visualize Pulses #® Polling

® Fulsating
© Pushed
@ Pulled
(O Disabled
QO Invalid
O Event

Context Menu

With a right-click into an empty space of the working area, you open the context menu.

This menu gives you access to the most common actions like:

e Add a Node

e Add Controls as visual helpers for your node layout or labels
e Add and Inspect Pages

e Do zoom settings

e Select one of your nodes from a list

e Do settings for the Node System Editor, the editors behaviour or for monitoring data
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Node System Editor X
() NodeSystem1 Pagel

B3 Enabled

Add Node...
Add Control...

Add Page
Inspect Page

Zoom

Editor
Select nodes..,

Tool Tip Monitoning

Visualize Pulses

Context Menu for Nodes
If you right-click on a Node, an extended context menu opens.

Math
Function
Converter
Generator
Logic
Text
Process
Other

visuaize: @ @ O O OO O

This contains additional options for the Node, but also the settings for the Node System

Editor.

Create and Connect Nodes

Node Systems are deeply integrated into VERTEX.

The workflow of the Node Systems Editor corresponds to the one you already know in other places in the

software:

e Youe.g. can create Nodes by drag and drop items from Project Explorer or from the Playback Editor to the

Node System Editor

e The same works for Properties from the Inspector (you might already know this from e.g. the Wiring or

Triggering Editor). Just drag a Property from Inspector to the Node System Editor and a contect menu opens

to create a Node
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There are a lot of other possibilities and options. All you will find summarized in the extra topic Working

with Nodes
o Y, Expand/collapse Node(s) with a double click
< O = Double-click with your mouse on a Node to collapse or expand it. Select multiple Nodes,
- hold the SHIF T-Key and double-click to expand or collapse multiple Nodes.

Editor Settings

There are different options for the Node System Editors layout, the snapping and startup behaviour.
e Right-click into the working area

e open the Context Menu

e select one of the entries and

e set your enabled or disabled flag there.

1 Enabled

Add Node..
Add Control...

Add Page
Inspect Page

Zoom

Editor Show Details... MW Rulers

Select nodes... Snapping... B Scollbars
Startup behavior.. P Toolbar
Tool Tip Menitoring | A

Visualize Pulses
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Data Monitoring

The Node System Editor offers youa Tooltip Monitoring to quickly check:

e Input and Output Data of a Node
e Conditions of a Node

e Pulse types of a Node

Just move your mouse above a Node. The Tooltip Monitoring pops up and shows you the current

values and all information.

To specify and customize the information that should be displayed into the tooltips:

Inputa:

Cutputsa:

(Polling)

h) (Pus

E } (Bus
{Push} (Pul

There is a entry into your Context Menu where you are able to select the information that should be displayed.
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E1 Enabled

Add Node..
Add Control...

Add Page
Inspect Page

Zoom

Editor
Select nodes..,

Tool Tip Monitening |1 Inputs
Visualize Pulses i Outputs
B3 Pulses
E1 Conditions
B an

parameter values in the co of all running pl

When you move the mouse over the connection lines the connected properties will be displayed as a

tooltip:

Node System Editor X
)  MNodeSystem1

L3

Live Volume > Volume
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Pulse Monitoring

For testing, debugging or just to get an overview our Node System Editor offers you different types or data

pulse visualizations for your Nodes.

Data is pushed to Nodes and/or pulled from Nodes with a Pulse. Sometimes it could be helpful to animate this

different types of Pulses or the current Node state.

The build-in Pulse visualization helps you to e.g. check

if/when data is polled

if or when data is being pushed
if or when data is being pulled
if datais invalid

if the node is disabled

or when an event - like a script execution is triggered

The pulses are displayed as blinking dots into every Node.

Node System Editor X Render Editor
) NodeSystem1 Pagel

There are two ways to set :
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o Visualize menu at the footer/right-bottom of the Node System Editor

e 'Visualize Pulses"into the Context Menu (open with a right-click into the Node System Editor)

Both ways always enable the pulse visualization type globally for all Nodes.

6.9.3 Node System Monitor

e The Node System Monitor helps you with debugging your Node System
e Monitor and observe incoming and outgoing data of a selection of Nodes

e Get informed about wrong incoming data and/or errors

User Interface

There are 2 ways to open a Node System Monitor

1. Open as an extra editor window
As for all other editors and windows:
e Go to the "Windows"tab at Main Menu on top

e Open a new "Node System Monitor" window

2. Quick Access - move out of Node System Editor

If you work with the Node Systems Editor and want to have just a quick access to the Node System Monitor:
e Move your mouse to the 4 dots on the right side of the Node System Editor window

e Drag to the left with pressed mouse button

e The Node System Monitor window opens as a "split screen”
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Node System Editor X
) NodeSystem1

Window Layout

NodeSystem1 1

Name Result Input Count Last Error Message

IAdd.Inpul.A 0 test 3170 Input string was not in a correct format.

Devicel
Cutput Value Timestamp Id

Vertex User Manual

Name

J Addinputa

Devicel

o

Result

Input
test

Count

14650

Last Error Me Error

Input string v test
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0 Select Node | Select one of your Node Systems which you want to monitor
System

e Error Log Displays all data errors that occur during your Node System is running.
Colored in Red if an data processing error occurs.

Colored in green when correct values arrive again after a previous data error.

Columns

Name: the name of the Node or Parameter where the error occurred

Result: the value that this Parameter currently outputs

Input: the currently incoming data

Count: how often the current input has already been used - number of internal
calculating pulses - low number: error has just happend, high number: incorrect
value has been on for a long time

Last Error Message: last error message

Error: input that triggered the error.

e Node Displays the outputs of preselected Nodes.
Monitoring All Nodes where the_monitor flag is set in the Inspector are displayed here.

Columns

Output: Output Parameter name

Value: Current value of the output Parameter

Timestamp: Time that has passed since the Parameter was last changed

ID: Pulse id where the Parameter's value was last changed

Add a Node to the Node System Monitor

e Select a Node into the Inspector
e Search for the "Monitor" Property

e Enable the Monitor flag in the Inspector

All Nodes with enabled "Monitor" flag are listed with its output information into the Node System Monitor
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Node System Monitor

MNodeSystem1

Name Result Input Count LastError Message

Devicel
ut Value Timestamp Id

Interpret Errors

Inspector
) Devicel (Programm a4 E t |

Main gs  Style | All

250 &
4856542 Y 4824.050
Monitor
Parameters
Yes
Update
Update
Push
100.000 131.000

Valid (all)

The Error log of the Node System Monitor should help you to interpret and collect errors that are thrown while

your Node System is "running" and calculates data.

There are 3 types of entries possible:
1. No entry: There is currently no error and no errors have occurred since the Node System was started.

2. Ared entry: There is currently an error. There are incorrect values at a Node input.

3. A green entry: Anerror has occurred in the past and an incorrect value has been applied to an input. This

value is now correct again. The error is nevertheless recorded.
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Node System Editor X
©  NodeSystem1

Inputs:

NodeSystem1

Name Result Input  Count Last Error Message

IAdd.InpulA fest 4584  Input string was notin a correct format.

Devicel

Main

Parameters.

Input!

User Properties

s

The example of the screenshot shows a Node for a Mouse Device that is connected to aPass Through Node with two

- -+ 09t !
Seitings  Style | All

Yes
Update

Update

100.000

Valid (alf)

Parameters added: The values of the Parameters are passed through from input to output (In ihis example case the
pass through device is only used to generate some values and connect them to the input of the "Add Node")
The" Add Node" expects two decimal numbers as an input. The Mouse Device Node gives an decimal x coordinate as
an Input B. Input A of the Add-Node is connected to an Output of the Pass-Through Node. The value of its output is a
text - not a decimal number. An error is thrown.: The Input is not in the expected range.
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Node Sy jtor Inspector X
@  NodeSystem1 3 Select.. - - &= 1 |

Style | All

Parameters
Input]
® Literal Value

d Input

Update

Update

100,000
MNodeSystem1 Valid (all)
Name

Add.InputA 100 100 2827 Inpu

Pass-Through Node: The value from the Input T Parameter ) was changed from a text "test" to a decimal number "100"
Now the expected value range applies on the Input of the "Add" Node. The calculation of the "Add" Node can be
processed.

In the Node System Monitor the line with the logged Error changes to a green color. The old wrong text value "test” still is
listed above the correct new value "100"

Errors are "expensive” for real-time node systems

Node systems that calculate and process data directly (‘real-time") are built to calculate
large amounts of data - over and over again. Errors are usually very "expensive" - they block
resources that are needed to calculate other data. They should not be undetected and
therefore they even remain as 'green colored" entries in the Node System Monitor until the
Node System is stopped and restarted. Sometimes it is helpful to observe such cases,
especially when the error has 'become obsolete" because valid values have arrived in the

meantime.

6.9.4 Working with Nodes

e Learnthe different ways how to create Nodes in VERTEX
e There are various options how to combine Parameters from different Properties in a single Node

e Connect Nodes and enable a data flow between them, disconnect them or just deactivate the data

connection
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Create a Node

VERTEX offers you different ways to create a new Node into a Node System. All ways are deeply
integrated into the VERTEX Ul and adapted to the workflow of our software

Drag an item from Project Explorer to the Node System Editor

Create a new Node by simply drag and drop an item from Project Explorer to a Node System Editor:
e Select an item (e.g. Content, a System, a Surface) in the Project Explorer

e Drag this item with your mouse to the Node System Editor

e Acontext menu opens where you can choose from a list of all available properties,

e Select one or multiple properties from the list (1)

e Confirm your property selection with "Add Node" (2)

e A new Node with the selected properties is created

System

edi0 Fiter vesiz: @ @ O 0000

Slume.
»/[uf[m] 83 g 8 Pro PME1 Live a
02:00 03:00 3:30 04:00 04 :00 08:30 ! 07:30 08:00 8: 09:00 09:30

.add Node

Drag Properties from Inspector to the Node System Editor

e Select an item

e Gotothelnspector
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e Select a property in the Inspector.
Like you may known from Wiring or Triggering, properties that could be used are marked with a yellow
vertical line.

e Drag this property with your Mouse to the Node System Editor

e Anew Node with the selected property as parameter is created

E BACKUP  HELP VERTEX - node_test_05.vxp aster cted DESKTOP-TIUINZE 19216818 LICENSE 154413 _ [ X

8 Systeml (Programn ~  ~ - iE 1|
Main  Video Audio Settings Info Network

DMX Al

-® ® O 0|00 0

Combine different properties and create custom Nodes

VERTEX gives you the option to create custom Nodes that combine Properties from different items.

e Create a Node with properties from a first item (e.g Canvas 1)

e Select asecond item (e.g. Canvas 2)

e Drag aproperty of this item from Inspector to the already created Node

e Ordrag the item from Project Explorer to the already created Node. When the mouse button is released, a
context menu pops up where you can select the properties you want to add.

e Select ‘update Node'

e The already existing Node is updated and converted to a Node that combines properties from different items

(e.g. Canvas 1 and Canvas 2)
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Project Explorer X | Library X Prog

Sau
(O Content

» = Canvas1

b €D PMES
[ Views

14 ControlViews

Playback Editor

imerl * PMET Live

=

Canvas2

Dimensions

W Global Light
View Offset

M ViewPoint

~update Node

Show full property source of a Node Parameter

For a better and cleaner overview - the property fields of a Node in the Inspector show

reduced information: They only shows the property name but not the full origin. When

working with combined Nodes, a tooltip displays you the whole property source.

To show this tooltip, hover with your mouse over the parameter field into

Inspector or over the parameter field of the Node into Node Systems Editor.

Canvas2

- PMEILive

Toolitip with full source of a Parameter property

Drag a Clip Container to the Node System Editor

e Select a Clip Container into Playback Editor
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e Hold CTRL + SHIFT on your keyboard
Drag the Clip Container with your mouse from the Playback Editor to the Node Systems Editor
(continue to hold down CTRL+SHIFT)

e Release the mouse button and the keys and aproperty selection menu is displayed

e Select the properties you want to have as parameters for your Node

e Confirm with "Add Node" on the bottom of the context menu window

m Editor Render Editor Sys QOutput Setup Content Transfer Monitor

() NodeSystem1 Pagel Al L] L)

Color Comection
Lrop

FI Enablad

M Slobal Light
Lens Distortion
Levels Correction
Mask

W Opacity
Transform
UV Transform

W volume

W Wipe Softness

-.add Node

= @ ® O 0000

Goto Ak @ ¥ = [ Programmerl PME1 Live

_ 05:30 06:00 06: 08:00 08:30 09:00 09:30

Drag and Drop from any other Editor

Creating Nodes via drag and drop is also possible for other some other VERTEX Editors.
Hold CRTL and SHIFT and drag e.g. a Control from the Control View Editor to the Node System Editor.
Or Drag an DMX-Routing from the DMX-Routing Editor to the Node Systems Editor
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o Y . Devices and Nodes
< O = Remember that you first have to add Devices from the_Library to your Project.
- Once added, you are able to drag them from the Project Explorer to the Node System Editor.

Creating Nodes directly out of the Library will not work.

Connect and Disconnect Nodes

To enable a data exchange between your nodes, they have to be connected with a Connection Line.
Without Connection Line there is no data flow between an output of a Node and the input of another Node.

Connections are elementary for a Node System to work.

Connect

o Select the Output pin on the right side of a Node and move your mouse

e Ablue Connection Line is drawn

e Drag the mouse with the blue Connection Line to an Input pin of another Node (on the left side of a
Node)

e When you have reached the Input pin, a context menu opens:
o Select the Output from the first Node into this context menu and

o then select theinput or condition of the target Node
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e Whenthe connection is successful, the connection line turns into green color and the Input

Parameter of the second Node is highlighted green

Disconnect

e Right-Click with your mouse on a connection line
e The context menu opens

Select “Disconnect...”

Select the Connection you want to disconnect

Connect..,

Disconnect... X = InputA (X}
Deactivate...

Insert Mode...

Clear

Vertex User Manual

InputA (Devicel X)
InputB

True Cutput

False Output
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A single Connection Line and more than one data connection

No matter how many Parameters are wired between two nodes. there is always only one
Connection Line. If there is more than one parameter connected, the disconnect menu offers
you several options. If there are e.g. two data connections between Nodes and only one of

this connections is disconnected, the green Connection Line is of course kept

Insert a Node

e [tis possible to insert a Node between two already connected Nodes.

Steps

Node System Editor X Render Editor

) NodeSystem1 Pagel

Right-Click with your mouse on a connection line between two nodes
A context menu opens
Select 'Insert Node"

AW Db o=

Select a Node you want to insert
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Connect...

Disconnect...

Deactivate...

Insert Node...

Clear

Math
Function

Converter

Legic
Text
Process
Other

e The selected Node will be inserted between the two initial Nodes

e Depending on the inserted Node type, another context menu opens where you can assign the

values to the input parameters of the new and inserted Node

Depending on inserted Node type: Last step is to connect the data to the inputs of the inserted node. After a new

node is inserted between, a context menu to assign opens
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Deactivate or activate a Data Connection

To stop a data flow between two Nodes, you are able to deactivate a data connection.

Of course you are also able to activate connections again

Deactivate

e Right-Click with your mouse on a connection line
e The Context Menu opens

e select "Deactivate...”

Deactivated Connections are gray instead of green
You can recognize deactivated data connections by the gray color of the connection line.

If the connection is deactivated, no data flows between the two Nodes.

Activate

Connect...

Activate... Value > Factor [Value]

Disconnect..

Insert Node...

Clear

Right-Click with your mouse on a deactivated an gray connection line

The Context Menu opens
e Select ‘Activate..”

e Select the Connection you want to activate
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Composite Node

VERTEX offers you the possibility to build Nodes that contains a logic of other Nodes.
We call this kind of Nodes "Composite Nodes" You are able to built your own nodes as a subcomposition of
other nodes. You can work them like normal Nodes and use them in your Node System.

Read more about here._Composite Node

Advanced:Target Systems for Node Systems

o If working with multiple Systems into a Project, you can define on which of this Systems a Node
System should be executed

e By default, a Node System first is only executed and running on Master

e [fa Node system should run on multiple Systems into your Project, you can define this with the Target
Systems Tab

e The Node System Editor displays on which Systems your Node System is currently executed and running

Define Target Systems

Inspector

i, NodeSystem1 (Proc

Main
User Properties

Target Systems

System(s)

Pages
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e first switch to the Advanced Mode of The Inspector

e Select a Node system into Project Explorer
e Openthe "Target Systems"tab into the Inspector
e Drag a System from the Project Explorer to the Target Systems Tab

e Repeat the last step for all Systems on which you want to run the Node System

There is an information into Node Systems Editor on which Systems of your Project your Node System is

currently processed:

MNode System Editor ®  Render Editor System Qutput Setup Content Tr

) MNodeSystem1 Pagel Ad [ )

Processing on Session Members: System2, System1
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6.9.5 Parameters and Conditions

e Most Nodes have Parameters where the data source is defined: This could be a Connected Input, A
Literal value ora Property Value
e Some Nodes are working withone or multiple conditions that could be true or false

e There are different options to validate conditions

Parameters

Most of the Nodes are working with Parameter(s) for data. Depending on the type of the Node, there are

different options.

A Parameter could be:

e A Connected Input that is connected to an output of another Node and receives data

o Aliteral Value: a fix value that is manually added by you

e A Property Value: a Property Value of an item. This could e.g. be an Input Value of a Device, a Dimension x-
coordinate of a Canvas, an Opacity of a Surface, a Position of a Clip Container,...
For every item into VERTEX, properties are listed into the Inspector. Most of them (not all) could be used as

Parameter Inputs of a Node.

Parameters

X
Literal Value

Connected Input

® Property Value (read-only)

Add a Parameter

In most cases during your work with Nodes, Nodes already have parameters after they have been created.

Furthermore, there is an option to manually add another Parameter.
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Node System Editor X Ren

© NodeSystem1 »* © Pass-Through (Prag *  — « & E 1

Setings  Style | Al

3000.000 ¥ 4212.000

Change Name / Id: ‘Pass-Thraugh'

Ye
Delete 1 select ough' e

Update

Update
224000

Valid (all)

®#® 00000

e Right-Click ona Node

e The Context Menu opens

o Select "Add Parameter”

e For some types of Nodes, you can select between "Text', "Float’, 'Integer" and "Boolean"

e A new Parameter is added to the selected Node

N A New parameter is not displayed in a Node or not shown in the Inspector?
< O = Please enlarge the node downwards by dragging the lower edge of the node with the mouse.
- The new parameter should now be visible.

If the new Parameter is not displayed into the Inspector, please refresh the Inspector by
selecting the same Node again.

Rename a Parameter

e For some Nodes (e.g. the Pass-Through Node) it is possible to rename a Parameter.

e Click onthe Node, open the Context Menu and select 'Rename”

Delete a Parameter

e Right-Click on a Node
e The Context Menu opens

e Select 'Delete Parameter”

Show full Parameter source
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(]
=]
o
5
&
&

Show full property source of a Node Parameter

For a better and cleaner overview - the property fields of a Node in the Inspector show
reduced information: They only shows the property name but not the full origin. When
working with combined Nodes, a tooltip displays you the whole property source.
To show this tooltip, hover with your mouse over the parameter field into
Inspector or over the parameter field of the Node into Node Systems Editor.

Advanced: Input Mode for Property Parameters

e There are special and advanced settings for Parameters that have a Property from a Project Item (e.g. a Clip
Container, a System, a Surface) as source
e Youare able to define amode how the property modulation from a node will relate to data for

this property that is used and modified on other places into VERTEX
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Data Modulation for Properties and the processing chain in VERTEX

In VERTEX there are many different ways for you to model the data of a property (e.g. the

opacity of a surface). Manually with the Fader in the Inspector, but also with e.g. Wiring,

Triggering or with values, which are written into the Programmer.

In VERTEX internally all these influences are processed on a value. Because it is software and

complex math this must happen after a certain order. Node Systems are the last part of such

an internal processing chain under the hood of VERTEX.

The result of a node system - a so-called Modulator - is considered and added last,
before a property value is finally rendered or output.

Inspector X

= Surfacel «HE Tt |

Enabled
Parameters

Canvas Offset X

CanvasOffsetX
Set Default

By-pass Property

Set Default
Canvas Offset ¥

Opacity
Position X

Override
Add

Multiphy
Tt Ensure Min.

Ensure Max.

Bypass:

The property will not be affected. Consuming Nodes will use the input's value, regardless of the property's
value.

Set Default:

The default value of the property will be changed according to the Node's Input value.

Override:

The modulator for the property will override the previously evaluated value with the input value of this Node
Add:

The modulator for the property will add the input value of this Node to the previously evaluated value
Multiply:

The modulator for the property will multiply the input's value with the previously evaluated value.
EnsureMax:

The modulator for the property will ensure that the resulting value is not greater than the input's value.

Vertex User Manual



Advanced Features 599

EnsureMin:

The modulator for the property will ensure that the resulting value is not lesser than the input's value.

Conditions

e Acondition can be true or false
e When the selected validation applies, a Script is triggered

e Youcanchoose from a list of validation options - the default validation is true ( if the input is "true’, a
Script is triggered)

Accepted Input Values

Nodes with a Condition expect only values at the input that are either true or false or the
equivalent numbers 1 and 0.

Other numbers and other values are therefore not accepted.

VERTEX - node_test_03.vxp Master Disconnected DESKTOP-71UIN2E 192. ENSE 151911 _ O X

Inspector X
& Script {Programmer - - HE t |

Main  Settings  Style | Al

False
True
Output

True

£
5520.000 4584.000

Yes
Update
Update

Throttled

®@®@ 00000

Example for a Condition:
A "Compare" Nodes compares two incoming Values. If Input 1 is bigger than Input 2 it returns a "False".
This logical result is connected to a Script Node that expects a "True" or a"False" as Condition.
Because "False" is the incoming data, the Script Code is not executed. The "Viszualize Pulse" Monitor shows a red dot.

How to do

e Create a Node that works with a Condition (e.g. a Script Node)

e Oradd a condition to an already existing Node (use the context menu with a right click)
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e Connect the Node with a valid data connection - the incoming data from another Node has to be a Boolean
"True"or "False”

e Select the Node into Inspector

e Fold out the "Conditions" Section there - check the options for validation

e Go to Inspectors Main Tab

e Enter some Script Code that should be executed when the validation is reached

Change to Advanced-Mode to see added Conditions for some Nodes

Basically you are allowed to add conditions to almost all type of Nodes - also those that a

first created with only Parameters.

If "Add Conditions"is offered into the Context Menu of a Node (right-click with your Mouse

on a Node), it is possible to add a Condition to this Node. Depending on the Node type it it
could be that you have to change the Inspector Mode to Advanced to see the Condition for your node in the
inspector besides the Parameters

Validation

You are able to change the validation type of a Condition.

Just expand the menu from a Condition into the Inspector.
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Inspector *

=) Soript -8 ¢ ]| T l

Fulse Mode Throttled
Interval / Throttle
Process Polling
Process Pull
Process Push
Conditions
Condition]
® |literal Value
Connected Input

Validation True (changed only)

|
Validate This Node gnare
True

Validate Input Nodes
alida put Node False

Include in Monitor True {changed only) k‘

User Properties Falze (changed Tiye (changi-d only)
Changed

There is a dropdown where you can set one of the following validation options:

Ignore:

Ignore incoming Data

True:

Execute Script if Incoming data has the Boolean value "True"

False:

Execute Script if Incoming data has the Boolean value "False”

True (Changed only):

Execute Script if Incoming data has the Boolean value "True" and has changed from "False”
False (Changed only):

Execute Script if Incoming data has the Boolean value "False"and has changed from "True"
Changed:

Execute Script is incoming Boolean has changed its value
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Validate This Node

e If working with multiple Conditions in the same Node, 'Validate this Node" gives you the option to
make the Node behavior dependent on several incoming conditions
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Visualize: ' ' {:i' 1:.

Ignore:

h*l

erl

PME1 Live

09:00

09:30

Ignore the validation of all conditions
Valid (all):
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Inspector X

=} Script

Pulse Mode

Interval / Throttle

Process Polling

Pro Pull

Process Push

Conditions

Condition

® |iteral Value
Connected Input

Validation

Condition2

® Literal Value
Connected Input

Malidation

Condits

® Literal Value
Connected Input

Validation

Validate This

Malidate Input Nodes

Include in Monitor

User Properties

A Script Node with 3 Conditions as Input

True (changed only)

True

True (changed only)

True

True (changed only)

Valid (all} k
Ignore

Valid (all}

Valid (any)
Invalid (all)

Invalid {amy}
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Node is only executed if all of the conditions are valid

Valid (any):

Node is only executed if in minimum one of the conditions is valid
Invalid (all):

Node is only executed if all of the conditions are invalid

Invalid (any):

Node is only executed if in minimum one of the conditions is invalid

Advanced: Validate Input Nodes

e To control whether nodes are processed in order to conserve performance, nodes can be 'validated", i.e. they
are only executed if certain conditions are met.

e These can be own conditions (Validate this Node) or conditions of nodes connected as input, which they

‘inherit".
e 'Validate Input Nodes" ensures that all Nodes or a chain of Nodes that are connected to this Node are valid or
even not.

e [f the validation fails, the Node will not be processed

6.9.6 Composite Node

o Withthe Composite Node feature of VERTEX you cancombine an arrangement of Nodes to only
one single Node.
e You can then work with this sub-composition as just one Node.

e Youare able to decompose a Composite-Node again.

Create a Composite Node

e Hold your left mouse button and draw with your mouse a selection around the nodes you want
the Composite to contain

e Release the mouse button: the selected nodes now are outlined in blue

or

e Hold the CTRL- Key, select single Nodes to a multi-selection
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Node System Editor X
O NodeSystem1

e Right-Click with your mouse inside the Node System Editor
e The context menu opens

e Select 'Create Composite Node' there
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Node System Editor X Render Editor Sy Output Setup Content Trar
) MNodeSystem1 Pagel [ ] ¥+

Delete 8 selected items: 8x Node

Pin 8 items to new Inspector

Create group
Deactivate...

Create Composite Node
Move nodes to page...

Add Page
Inspect Page

Zoom
Align
Resize
Copy

Bring To Front
Send To Back

T ooa e

04:00 04:30 05:30 :3 07:30
Editor
Select nodes...

Tool Tip Monitoring

Visualize Pulses

o Anew Composite Node is created. The input and output Parameters of this Composite are
automatically created out of the Node selection

e You can display the Composite and all of it child Nodes over the Node System selection dropdown of
the Node System Editor

e Youalso are able to access the Composite and its child Nodes over the Project Explorer. If you want

to use the Composite Node twice, just drag it from Project Explorer to a Node System Editor
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> ALy

Node System Editor X
Node Systems. PMElLve - © NodeSystem1 a : - - OE )

&2 Moin  Setiings St |l

Composite!  Composite2  NodeSystem1 5108542

Vaiid al)

No Undo for Composites
There is no Undo possible (with e.g. CTRL+Z) for Composite. If created accidentally a wrong
Composite, you are able to decompose it

(see below)

Decompose

e Select the Composite Node into Node System Editor

e Right-Click on it to open the Context Menu

e Select 'Decompose”

e Confirm with OK
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Change Mame / |d: "Mode24 [Composite2]'
Delete 1 selected item: "Node24 [CompositeZ]'

Fin 1 item to new Inspector

Create group

Deactivate...

Open 'Compaosite2’ in new editor

Open "Composite2’ in this editor
Decompose.
Move nodes to page...

Add Page
Inspect Page

Zoom
Resize

Copy

Bring To Front

Composites live on
If you do a decompose of one of your Composites this only will be done into your current
Node System.

The Composite still exists into Project Explorer until you will delete it there. As long as it is

alive, it can also be selected via the dropdown list in the Node System Explorer.
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6.70 Presets

e VERTEX offers a quick and efficient way to store multiple inspector settings as a whole in presets.

e Presets canbe assigned to multiple project items with one click - a real time-saver when preparing

lots of content for your show.

e At the time of VERTEX R3in 2022, all properties that are controllable by animation keyframes can

be stored as a preset.

Creating a Preset

Let's say, you have an image on your canvas in a certain position that you would really like to use more often. To

to store its Transform properties in a preset, just follow the next four steps:

[r—
Programmer] PMET Live & =0 ClipContainer] (Programme i 4 5 e

Main  Video  Audio

2

Crop

Transform |
Copy Script Names

‘Source: ‘ClipContainerT™

7 selected: ‘Damping Settings’, "Pivot’, 'Positi_rion Rotation’, ‘Retation’, ‘Scale'

PlaybackSyne

Loop

Select the item and access its properties in the inspector.

...select Create Preset

A Db =

preset.
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VERTEX STUDIO SUITE - TestPresetvxp

o

Canvast System1

=]
©
>0
=]
> O
»
&

Surface Prese Sequencel

A new preset has been created. If you select it in the project explorer, the inspector window will show all the source
properties that have been stored in the new preset.

Assigning Source & Destination

Now you have created a new preset from the transform properties of clip container 1.
If you change those properties in the clip container for some reason and need to go back to what you stored as
a preset, you can assign the preset back to its source:

Either by double clicking on the preset or via the right-click context menu:
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Preset1 Sequencel
Change Mame: 'Preset]’
Change |d: ‘Preset1®

Delete 1 selected item: ‘Preset1’

Pin 1 item to new Inspector

Create group
Search

Assign to sources: 'ClipContainer1”®

n to the sources ornginally used to create this preset "ClipContainer1® (also via double click)

« Enabled Sou.
B Enabled

Delete Source..

Delete Assignment...

Select sources

~rh

T4 BT T a0 3 A @
04:30 05:00 05:30 06:00

Options

Copy
Copy Script Names

There's also a third option to assign the preset. Just drag it from the project explorer and drop it into the clip
container you want to assign it to.

At any rate, if you take a look at the inspector window, you will notice how the Transform properties of Clip
Container 1 are now underlined in orange.

This is to indicate that the property values now come from a preset and no longer from the operator in Value

Mode.
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Inspector *

=1 ClipContainerl (Programme ~

Main @ Video  Audio Settings

Opacity ® 1000

Volume L ] 0000 +
Crop

Transform

Paosition

The ¥-axis p of the element
1.000

0.000 0.000

Assigning the preset to a different clip container works like the same way mentioned above:
Select the clip container in your sequence and access the preset's context menu with a right-click where you

choose Assign to selection:

Render Editor X p Conten or X
Programmerl ~ PME1Live - * Canvas - =+ - Seleciion - e T = Programmer] ~  PMET Live

1 B 1 = [

io_logo_weiss.re...

I (I) Canvas1 System’1

Surfacel Preset1 Sequencel

R Change Name: |
Change Id: "Prese
Delete 1 selected item: ‘Preset"

Schedule1 Visua Pin 1 item to new Inspector
Create group

Search

Assign to selection: ‘ClipContainer2"

Delete Source...
Delete Assignment...

Count: 1 LW RO B e

Select sources

> [m] 0003 options 7 v X : g == e Programmer] *  PMET Live
01:30 02:00 o 30 06:00 0 0 08:30 09:00 09:30

Copy
Copy Script Names
2 d

0]
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Notice how the preset's Assignments list in the inspector has grown by one item.

Inspector

Preset1 (Programmer] (PME

Main Settings

1

Sources

Transform Position X
Transform Position Y
Transform Position 7
Transform Rotation X
Transform Rotation Y
Transform Rotation Z
Transform 5cale Scale Global

Transform Scale X

T ¢t Lttt b

Transform Scale Y
Assignments
'‘ClipContainer1’
'‘ClipContainer2'

User Color

Updating a Preset

If you need to change the property values stored in a preset, simply access the Presets context menu in the
inspector by right-clicking on the values that have been changed and choose Update properties in Preset from

there:
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Inspector X

Programmerl ~ PME1 Live

Opacity
Volume

+ Crop

=1 ClipContainer2 (Programme = - ~* &

Main Video Audio Settings

~ Transform

~ Positior

X
Y

Create Preset

Update properties in Preset ‘Presetl’

Remawve properties from Preset "Preset]”

Apply to and remove properties from Preset 'Presetl’

Re-Assign Preset ‘Presetl” to properties
Update and Re-Assign Preset 'Preset]’ to properties

Remaove *ClipContainer2’ from Preset 'Preset1’

Playbac

Transport

Group Presets

Copy Scnipt Names

Copy values: Transform

Presets

Expand All
Collapse All

0.000
Select from History..,

PlaybackSync

Loop

A preset can not only store properties for one single item, but also for multiple items in a group:
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Render Editor X

Canvas ~ Canvasl

©) o

04:00 04:30

~  Selection ~

Programmer1 ~ PME1 Live

2 selected: 'Position X', "Position ¥
Create Preset

Create Preset and assign

LHEHEWRRAO B e I

Programmerl ~ PME1 Live

08:30 09:00 09:30

06:00

“Inspector X

TR

3x: ClipContain...pContainer3 (.

Main Video

+ Crop

~ Transform

* Position

0.000

Main Content

Canvasl

» Color Correction

+ Levels Correction

1) To create a group preset first select a group of items (clip containers, DMX devices etc.)

tERET )
Settings Al
® 1.000
. 0.000

£ -260.000
& -250.000
£ o000
0000
1.000

0.000

2) Access the context menu of a property in the inspector. The preset source will now name a group of items (3
clip containers in the example above).

Position and offset of this group can now be assigned to any other group of items. Keep in mind, that if the
assigned group is larger than the source, VERTEX will automatically stop interpolating at the last

or highest value.
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6.77 Schedule Editor

e The Schedule Editor provides you with the option to execute script commands by a specified

time and date.

e The Schedule editor comes with a calender based user interface.

e Access all settings in the inspector.

User Interface

Schedule Editor X
Schedulel Add

Month Week

Enabled

e Label

e Recurrence
Daily Pattern
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Inspector

Event1

May 2020 < >

FRIDAY AY User Properties
o1
v
Every Day

Week Days

14
Play Show 1

Enable or disable an event.

Add a custom label for your event. This Label is also displayed as the

event's name in calender view.

Sets the Recurrence.
Default: Once - event will be triggered only once

Option: Recurrence from Minute to year
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e Start and End
Time

of the Event

Sets the start time of your event and the end time.

At start and at the end separate scripts can be executed

e Script
Commands

Start Script

Enter a Script or single Script Commands that should be executed at the
start of your event

End Script:

Enter a Script or single Script Commands that should be executed at the end

of your event

G Date Range

Use Date Range

Default: Disabled

Enable to use only a time span in which the event will take place.
Range Start

Start date for the time span. First date on which the event is executed
Range End

End date for the time span. Last date on which the event is executed

a Start
Processed
and

End
Processed

Information on if and when an event was executed.

The check is set by vertex when the event start has been executed. Useful to
supervise if the event start has taken place, when working with a recurring
event.

Start Processed

Will be checked when event start is processed

End Processed

Will be checked when event end is processed

Create a Schedule with an Event

1. Goto the 'Create” Tab into

the Main Menu and create a Schedule

A first Schedule is already created by VERTEX when you start with a new project

Select a date into calender.

U
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Go to the "Windows" tab into Main Menu and open a new Schedule Editor
Select a Schedule you want to edit in the dropdown of the Schedule Editor

Click to the "Add new Event" button
Select the new Event in the calendar and adjust settings in the Inspector.
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6.12 Scripting

e VERTEX comes with its own script language which is super easy to learn.
e Many places in VERTEX have a script command field (cues, systems, clip containers, etc.) from
which you can control virtually anything with a script command.

e Youcancombine multiple script commands into one script.

Steps to start with Scripting in VERTEX

VERTEX Scripting

Learn how VERTEX script commands are structured and how their basic syntax works.
Get to know how to assign values and how to fade to values.

Use tags to jump inside scripts. Learn how to operate local variables.

Script Editor and Script Monitor

VERTEX offers you two tools to make scripting as simple as possible.
Use the SCRIPT EDITOR to write, access and edit all scripts your project contains.
The SCRIPT MONITOR shows all detailed information about status, execution and errors of script commands

and helps debugging your scripts.

Scripts

Scripts may contain multiple script commands.
In one script you can bundle a list of script commands and execute them from top to bottom.
There is an option to define one or more parameters for a script. Values for those parameters will be set on

script execution.

Variable

Define variables with a value and use them for recurring operations.

Learn more about the difference between global and local variables.
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Show a list of all available Script Commands.

VERTEX comes with a dynamic script language: its commands follow the same logical

process as working with the GUI.

To show a list of all available script commands, just click into one of the script

fields or the command section in the status bar at the bottom and press "CTRL and
Space”. Alist of all available commands opens. Select an item into list and press ENTER. To show all
available commands for the next deeper level, enter a decimal point "."

6.12.1Vertex Scripting

Script Commands are GUI-oriented in regards to VERTEX's structure and workflow.
e Youcan trigger simple actions, switch settings, or operate with values.

e Get to know the basic structure & syntax and familiarize yourself with some simple script examples.

To learn how to create a script go to the topic Scripts.

Simple Actions

Enter short and simple commands into a scripting field or into the command line and trigger an action.

Playbackl.Play
Playback2.Stop
Playback3.GotoCue 1

GUI-Oriented Structure

Script Commands are tailored to resemble working with VERTEX's graphical user interface.
The syntax and structure should look very familiar to you if you already know how to work with the GUI.

Almost every property in VERTEX can be scripted.
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Example: Set Opacity of ClipContainer1 in Playback1 to a Value

VERTEX - testwip. Ma:

Content Transfi
el * PMEI Live s FANTINS rogramm: PMET Live
=i

anvast

Surfacel Sequencel Schedulel

T

Visualizer!  ControlView1

Playbacksync

- PMEILive

Follow the numbered markers in the screenshots to understand the order in which script commands are
composed and what structure in the GUI they represent.

For example: In Sequencel, ClipContainer1 set opacity value to 0.5:

a+e+e

Script Command:

Sequencel.ClipContainerl.Opacity.Value = 0.5
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Set System 1 to Fullscreen

Project Explorer * Library Programmer

X ¥ < > AL > Systems erl PMET1 Live

T
=
L

Change Mame: "System1'
Content Change Id: "System1"
System

=
]

]
=]
e

Pin 1 item to new Inspector

L
A
=
m
=]
A

Create group
Surfaces
Search

Explore

Enter Fullscreen Rendering

I o B0 2 @ ) 0 © [0

Leave Fullscreen Rendering

: Enter Fullscreen ControlView

5
Schedules
E Clips

"2 PMEs

Leave Fullscreen ControlView

Re-5Scan Audic 8 Video Inputs
Re-Scan NDI Inputs

Scripts
@ Visualizers Reset Video Inputs
. Reset Asio Device
E FIEWE Open Asio Control Panel...
T4t ControlViews
Clear Render Engines

Import Content

Count: 1 Seled
Options

yback Editor

Set System 1 to Fullscreen

a-{—e

Script Command:

Systeml.EnterFullScreen
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Disable Preview in Fullscreen for System

. (T 5
- eI - seecion +| ¢ 4 W B Progammert © PMEIlve - s @ System] Grogrammer oM

Video  Audio | Settings | Inf

Vo DMX Backp Al
System1 + User Properties 2

»|[n][m] pO:01:40:
01:40 o:as

Disable Preview in Fullscreen for System1

Script Command:

Systeml.Settings.DisablePreviewInFullscreen.Value = true

Autocomplete ScriptWizard

In every scripting field VERTEX's ScriptWizard will provide you with a list of all available items, commands and

actions.
Use the shortcut “CTRL+ Space” in an empty line to open a full list of all available elements.

Enter a decimal point to open a list of all available child options and elements.
For every list item the expected parameters are shown.
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Confirm your choice with ENTER for the created script to take effect.

Render Editor X System Output Setup X Content Transfer Monitor X [Senpt Editor %

Scriptl * Fiter T2 ¢ B @ C# Add: @
Playbackl.MixLevel.
ClearkeyFrame Fade the value,
Parame ouble)

ClearPr \
[0-1]

FadePr
FadeValue

GetActiveValue

efault

SetKeyFrame

Structure and Syntax

The availability of script commands and syntax options depends on your
current VERTEX version.

With every version, we improve and extend the software feature set - including script
commands.

Not all script commands or options like local variables or script tags are supported by older

Versions.

Basic structure

The next deeper level is initiated by a decimal point.

Firstlevel.Secondlevel.Thirdlevel.

One script command per line, use a new line for the next script command .

D
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Playbackl.Play
Systeml.Settings.DisablePreviewInFullscreen.Value = false

Comments are preceded by a double slash.

//This 1s a comment

Value Operations

Value
Use to set or read a value:

Playbackl.ClipContainerl.Opacity.Value = 0

FadeValue

Fade to a new value in a defined time- first parameter is value, second parameter is time in seconds.

Playbackl.ClipContainerl.Opacity.FadeValue 1,2

ProgValue
Read or create a value in programmer mode:

Playbackl.ClipContainerl.Opacity.ProgValue = 0

FadeProgValue
Sets a new value in programmer and fades to this value - first parameter is value, second parameter is time in

seconds

Playbackl.ClipContainerl.Opacity.FadeProgValue 1,2

Assign Values

Use an equal sign for the following value operations:

Value
Value = 1
Value = 2000
Value = 0.5
Value = 0,1,0.1 // <-- for e.g. DMX Values that consist of r,g,b
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Colors

//RGB

Value = #123 111 100

/ /ARGB

Value = #50 100 100 100

//RGB as Hex

Value = #FFFFFF

//ARGB as Hex

Value = #30FF00FF

//normalized RGB

Value = 0.5,0.5,0.5
//normalized ARGB

Value = 0.5,1,1,1

//normalized RGB

Value = {R:1.0,G:0.1,B:0.5}
//normalized ARGB

Value = {A:0.5,R:1.0,G:0.1,B:0.5}
Value = {R:10,G:100,B:50}

Value = {A:255,R:10,G:100,B:50}

Checkboxes
true and false

Value = true
Value = false
Settings

Use the name that is used in inspector dropdowns and property fields.

Value = FreeSync
Value = System?2

Allocate Text or URLs

Value = Hello World
Value www.loversal.com

Return a Current Value

Value (without equals)
Entering Value (or ProgValue) returns the current value of an item.
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Playbackl.Clipcontainerl.Opacity.Value

e the return value is e.g 0.5 when clip container's opacity currently is 0.5

e use return values also for an external request over the API

Return A Value From An Item & Assign To Another ltem

You can combine both variants - assign and return - to read out one item's value and assign it to another item.

Set notes from Clip Container 1 as Text into Text Content2

Content2.Settings.Text.Value = playbackl.ClipContainerl.UserProperties

Trigger Actions

- for example in a system:

System2.ControlViewer.Open

Systeml .WindowsShutdown

Local Variables

When setting a local variable, there must be a single value (not a formula like the syntax for 'Eval") on the right

side of the equation.

Set cnt = 1
Set cnt Thisisatext

Assigning a value from a property to your local variable.

Set cnt = Playbackl.ClipContainerl.Opacity.Value

Eval
Defines or updates a local variable. The right side of the equation is evaluated as a formula (a so-called

'expression”).

Eval cnt = cnt + 1

Assign values of other variables.
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Set max =100
Eval cont = cnt <= max

Enclose (nested) elements in square brackets (Unlike the syntax for Set).

Specify strings with single quotes.

Eval cnt = 'CNT: ' + Round([Playbackl.ClipContainerl.Opacity.Value], 2
// the variable cnt gets the (new) value based on a string and the rou
// opacity value from ClipContainerl

Conditions

In the fashion of easy script commands, we have implemented simple conditional operations:

IfEqual
Executes a specified script if parameter a = b. Parameters: a, b, Script

IfEqual Sequencel.ClipContainerl.Opacity.Value, 0, Script?2

IfExecute
Executes a specified script if the specified expression is true.

IfExecute myval, Scriptl

IfGreater
Executes a specified script if parameter a > b. Parameters: a, b, Script

IfGreater Sequencel.ClipContainerl.Opacity.Value, 0, Script2

IfLesser
Executes a specified script if parameter a < b. Parameters: a, b, Script

IfLesser Sequencel.ClipContainerl.Opacity.Value, 1, Script2?

IfUnequal
Executes a specified script if parameter a is not b. Parameters: a, b, Script

IfUnequal Sequencel.ClipContainerl.Opacity.Value, 0, Script2
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Tags
Defining and jumping to tags in a script:
:Tag

Identifies and tags a line in a script. By using the Goto Tag command, script execution will be able to jump

between tagged lines instead of going through the script lines top to bottom.

:start
:part3
:marker?2

The tag name is preceded by a colon without a space. Tags must be placed at the beginning of the line that is

supposed to be tagged. Examples can be found here.

Goto Tag
Jumps to the tagged line inside a script - in the actual script command, the tag name must be specified without
a colon.

Goto part3

IfGoto variable, tag
Continues to a specified tag if the specified expression is true.

Set Variablel= true
IfGoto Variablel, start

Special Commands

Wait
Wait ## seconds

Wait 10

WaitAll
Wait for all executing child scripts to finish.

WaitAll 10

Cancel
Cancels all running scripts.
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Cancel

log
logs the returned value - the result is shown in_script monitor's console and notification window
use for e.g testing commands, preparing commands for the API...

log Playbackl.Clipcontainerl.Opacity.Value

log a text

log thisisatext

log this is a text

logs a local variable or script parameter

Set variablel=50
log variablel

Call renamed items
An item can be called from a script by either its type-ID or its name. Both will be accepted.
Example:

Devicel (a8 Bit Dimmer) was renamed to '‘Dimmer1"

The device can be called by both names:

Dimmerl.Settings.StartAddress.Value = 3
Devicel.Settings.StartAddress.Value = 3

Indexers

In the context of Vertex scripts, indexers refer to a syntax that allows accessing several items at once, e.g.:

Playback[1-2].Play
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Internally this is resolved to several script lines:

Playbackl.Play
Playback2.Play

This feature can be used as a powerful way to remote control multiple items with the touch of one button, for

instance if indexers were used in a Control View script for a button/ slider etc..

Several Indexers can be used together, e.qg.:

Sequence[1-2].ClipContainer[1-2].0pacity.Value = 1

This will be resolved to:

Sequencel.ClipContainerl.Opacity.Value =
Sequence2.ClipContainerl.Opacity.Value
Sequencel.ClipContainer?2.0Opacity.Value
Sequence2.ClipContainer2.0Opacity.Value =

== e

Indexers can be used to access any scriptable objects. Even if a custom name is not specified, the objects are

always accessible by their generic script name appended by their Script Id.

The indexer expression is enclosed in '[]" brackets and appended to the common or generic script name, as in

the examples above.
An indexer expression can consist of several filter expressions, each separated by one or more spaces.

A filter expression can represent either a single value or a value range. To specify a range, concatenate the two

"o

values using "-"as seen in the examples above.

Important: do not add any spaces between the two range
values!

Valid values are either integers for filtering by Id or time codes for filtering Clip Containers by their playback

position.
Value ranges must be of the same type, i.e., combining Id and time filters is not possible.

If the entire indexer expression or a value expression is a valid token expression (e.g. "Variable1.Value"), it will be

evaluated before being further examined.
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Tokens that can be used in this context are:

e Any properties that return a value that can be evaluated here e.g.. 1, "1-2", '3:00:00".
e APlayback for filtering items using the current playback time.

e A Sequence Cue for filtering items using the cue’s position.

Note: Local variables and parameters cannot be used, because
the Indexers are evaluated before actually executing the script, using a common, global

scope.

Each filter expression can optionally start with a prefix that acts as a ,modifier” and impacts how the expression
is evaluated:

Modifier  |Effect Comments

- Exclude value or range Legacy syntax, identical to "I"

/ Exclude value or range

+ Include value or range Legacy syntax, obsolete
> Include values greater than (or equal to)... Not for ranges

< Include values lesser than (or equal to)... Not for ranges

* Include selected items

When using several filter expressions, an object is accepted if it matches at least one inclusive filter and not any

exclusive filters.

Empty Indexer expressions will include all members (with the specified generic script name).
Invalid Indexer expressions will prevent the entire script from executing and throw an exception.

Valid Indexer expressions that yield no results during execution will be logged as a warning.

Notes regarding Clip Container filtering by time:

e Single time values will match if the time is within the Clip Container's range.

e “Greater than” filters will match if the Clip Container starts after the specified time.
e “Lesser than” filters will match if the Clip Container ends before the specified tine.

o A specified time range will match if it overlaps with the Clip Container in any way.
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Examples

Sequencel.ClipContainer([].Opacity.Value=1
Sequencel.ClipContainer[1-5] .0pacity.Value=0.2
Sequencel.ClipContainer[7 9] .0Opacity.Value=0.2
Sequencel.ClipContainer [<5] .Opacity.Value=0.2
Sequencel.ClipContainer[1-2 9-10 4-7 -5-6].0pacity.Value=0.2
Sequencel.ClipContainer[5:0:0] .0pacity.Value=0.2
Sequencel.ClipContainer[-Sequencel.Cue?2] .Opacity.Value=0.2
Sequencel.ClipContainer [Sequencel.Cue2] .Opacity.Value=0.2

Sequencel.ClipContainer[>Playbackl] .Opacity.Value=0.2

Setting new opacity value on selected items:

Sequencel.ClipContainer[*].Opacity.Value=0.1

Setting new opacity value on all clip containers on a specified track.

Sequencel.ClipContainer[Sequencel.Tracks.Track2?2] .0Opacity.Value=0.1

Changing size value of all click buttons on a specified ControlView page.

ControlViewl.Controls.ClickButton[ControlViewl.Pages.Pagel].Settings.S

Changing size value of all click buttons on ControlView pagel and higher.

ControlViewl.Controls.ClickButton[>ControlViewl.Pages.Pagel].Settings.

Changing size value of all click buttons on ControlView pagel and page2. Pages listing separated by space.

ControlViewl.Controls.ClickButton[ControlViewl.Pages.Pagel ControlView
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6.12.2Vertex Script Examples

Find below a list of the most common scripting commands available for VERTEX CORE objects as a reference.

Jump to Categories:
e Top/Root Level

e General Property Scripts
e System

o Systems Manager

e Backup Service

e Clip Container

e Programmer

o PME Playback

e Content

e Webbrowser Content
e Control View

e Devices

Show a list of all available script commands.
VERTEX comes with a dynamic script languages. Script commands are GUl-oriented in
regards to the workflow.
To show a list of all available script commands, just click one of the script fields or
into command section at the bottom and press "CTRL and Space”. A list of all available
commands opens. Select an item from the list and press ENTER.
To show all available commands for the next deeper level, enter a decimal point “."

TOP/ROOT LEVEL

ProjectClose
ProjectLoad
ProjectSave

Vertex User Manual



Advanced Features 634

ProjectSaveBackup
ProjectLoadPreviousBackup
ProjectLoadPreviousAutoSave

ProjectSettings

ViosoCalibrate
ViosoCalibrateAdv
ViosoReCalibrate
ViosoReApply

MainWindowMinimize

MainWindowMaximize

MainWindowEXxit

This will immediately exit & close VERTEX without saving.

Wait
Wait for a specified amout of time. Parameters: seconds (double)

Return

Stop script execution and return the specified result. Parameters: result

Log
Write to the script monitor's output window. Parameters: message

Clear
Clear the script monitor's output window.

WaitAll
Wait for all executing child scripts to finish. Parameters: timeout/seconds (double)

ListAllltems

Return a list of all scriptable (top-level) items.

Cancel

Cancel all running scripts.

Listltems

Returns a list of all items of a specific type.
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Conditional Script Commands

IfEqual

Executes the specified script if a = b. Parameters: a, b, script
IfEqualEqual

Executes the specified script if a= b and ¢ = d. Parameters: a, b, ¢, d, script
IfEqualGreater

Executes the specified script if a= b and ¢ > d. Parameters: a, b, ¢, d, script
IfEqualLesser

Executes the specified script if a = b and ¢ < d. Parameters: a, b, ¢, d, script
IfEqualUnequal

Executes the specified script if a = b and ¢ # d. Parameters: a, b, ¢, d, script

IfExecute

Executes a specified script if a local variable has a Boolean value of 1 or true

IfGoto
Jumps to a tag if the condition - the value of the local variable - is true.

IfGreater

Executes the specified script if a > b. Parameters: a, b, script
IfGreaterGreater

Executes the specified script if a>b and ¢ > d. Parameters: a, b, ¢, d, script
IfGreaterLesser

Executes the specified script if a>b and ¢ < d. Parameters: a, b, ¢, d, script

IfLesser
Executes the specified script if a < b. Parameters: a, b, script
IfLesserLesser

Executes the specified script if a<b and ¢ < d. Parameters: a, b, ¢, d, script

IfUnequal

Executes the specified script if a# b. Parameters: a, b, script
IfUnequalGreater

Executes the specified script if a# b and ¢ > d. Parameters: a, b, ¢, d, script
IfUnequalLesser

Executes the specified script if a# b and c < d. Parameters: a, b, ¢, d, script
IfUnequalUnequal

Executes the specified script if a# b and ¢ # d. Parameters: a, b, ¢, d, script
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PopupNotification

Create a popup notification on top of the user interface. Usage: PopupNotification WarningMessage
PopupNotificationWithClose

Create a popup notification with close button on top of the user interface. Usage: PopupNotificationWithClose

WarningMessage

GENERAL PROPERTY Scripts

ProgValue

Get/set the property's value in the current programmer.

FadeProgValue

Fade the property's value in the current programmer. Parameters: value (double), seconds (double)

SetProgRelative
Add a relative value to the property's value in the current programmer.

Value
Get/set the property's value.

FadeValue
Fade the property's value. Parameters: value (double), seconds (double)

SetRelative
Add a relative value to the property's value.

SYSTEM

EnterFullScreen
LeaveFullScreen
FullScreenToFront
SmpteloSetMode
SmpteloSetTime
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RunProcess
RunProcessArgs
KillProcess
WindowsShutdown
WindowsRestart
ResetVideolnputs
ForceResync
ResetAsioDevice
MouseMove
MouselLeftClick
StartVertex
StopVertex
ReconnectTimeServers
RefreshNetworkAdapterList
Connect

Disconnect

NotchPurgeVRam
RefreshDmxOutputs
GetStatus
LogStatus
WriteToLog

ScriptServerSendMessage
Send message as string. Byte or hex codes can be included like this ({72 107 108 108 1117 32 0x57 0x6f 0x72
0x6¢ 0x64 0x13}}

ScriptServerSendMessageTolp
Send message as string. Byte or hex codes can be included like this {{72 107 108 108 111 32 0x57 0x6f 0x72
0x6¢ 0x64 0x13}}

SYSTEMS MANAGER

GetStatus
AllSessionMembersEnterFullScreen
AllSessionMembersLeaveFullScreen
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BACKUP SERVICE

Reconnect
Separate
TakeOverMasterRole

CLIP CONTAINER

TempPreload
TempUnload

PROGRAMMER

StoreAllData
ClearAllData

PME / PLAYBACK

GotoCue

Transport playback to the specified cue. Parameters: cue number (int)
GotoCuePlay

Transport playback to specified cue and switches to Play. (Useful for Pause Cues)
LoadCue

ReleaseCue

GotoTime

Set Transport playback to the specified time.

GotoFrame

Transport playback to the specified frame.

IgnoreNextCue

EnableAllCues

GotoPrevCue

GotoNextCue
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GotoFirstCue

GotolLastCue
GotoPreviousFrame
GotoNextFrame

Pause

Play

Stop

TogglePlay
GetPlaybackTime
GetPlaybackCurrentCueTime
GetPlaybackRemainingCueTime
GetPlaybackTransport
GetCurrentCue

GetNextCue

FadeToCue
FadeToCueHold
FadeToCueHoldPlay
FadeToCuePlay
FadeToNexCue
FadeToNexCuePlay
FadeToPreviousCue
FadeToPreviousCuePlay
FadeToTime
FadeToTimeHold
FadeToTimeHoldPlay
FadeToTimePlay

CONTENT

SetVersion
SetNextVersion
SetPreviousVersion
SetNextCycleVersion
SetPreviousCycleVersion
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WEBBROWSER CONTENT

NavigateTo

Navigate to new Url.

Back
Navigate back.

Forward
Navigate forward.

Reload
Reload current Url.

ReloadCache
Reload current Url and Cache.

SendKey
Send Key: Left Right Up Down PageUp PageDown.

SendJs
Send JavaScript Code to current page.

CONTROL VIEW

Close

Open
MoveBackward
MoveForward

GotoPage
Navigates to the specified page within the current control view. Parameters: page name (string), transition

duration (seconds, optional)

SetView
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Navigates to the specified view (and page). Parameters: view name (string), page name (string, optional),

transition duration (seconds, optional)

GetPage
GetView

DEVICES

General Device Commands:

Connect

Disconnect

StreamDeck:

SetKeyColor

UDP Sender:

ResetConnection
SendMessage

TCP Client:

ResetConnection
SendMessage

TCP Connection:

ResetConnection

Resets the connection.

SendMessage
Sends a string message to all connected endpoints. Byte or Hex Codes can be included like this {72 107 108
108 111 32 0x57 0x6f 0x72 0x6¢ 0x64 0x13} Use \{ or \} to send curly brackets.
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SendMessageTolp

Sends a string message to a specifc endpoints.

Process Device:

Start Start the process.
Stop Stop the process.

Maximize

Maximize the process main window.

Minimize

Minimize the process main window.

Restore

Restore the process main window.

PPT Device;

ResetConnection
CloseConnection
NextSlide
PreviousSlide
GotoSlide
SetVolume
Launch

Quit
StartPresentation
EndPresentation

OSC Sender:

ResetConnection
Resets the connection.

SendMessage

Sends an Osc message with one or multiple value. Usage: Address,Value,Value,...

SendBundle

Sends an Osc Bundle with one or multiple values. Usage: Address,Value,Value,...
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KNX:

ResetConnection
SendTrue
SendFalse
SendDpt9
SendDpt14

Kiosk Browser:

Start

Stop
Maximize
Minimize
Restore,
NavigateTo
Back
Forward
Home
Reload
ReloadCache

Examples

Start Playback1

Playbackl.Play

Stop Playback 3

Playback2.Stop

Pause Playback3

Playback3.Pause
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Run Script 1

Scriptl

Show the notes of clip container 6 from sequenceT as text of text-content item "Text1"

Textl.Settings.Text.Value = Sequencel.ClipContainer6.UserProperties.No

Fade mix level of playback1 in PME live to full - fade time shall be 2 seconds

pmel.Playbackl.MixLevel.FadeValue 1,5

Set opacity for clip container 1 to value 1

ClipContainerl.Opacity.Value = 1

Set background color of clip container 1 to color red =0.5, blue= 1, green = 1, alpha = 1

Sequencel.ClipContainerl.BackgroundColor.Value = 0.5,1,1,1 //normalize

Fade mix level of playback1 in PME live from to full - fade time should be 2 seconds

PME1l.Playbackl.MixLevel.FadeValue 1,5

Set network adapter for Art-Net™ on system 1 to "ETHERNET2"

Systeml.Settings.ArtNetAdapter.Value = ETHERNETZ2

Reset video inputs of system 2

System2.ResetVideoInputs

Reset video inputs of system 2.

System2.ResetVideoInputs

Change the label text of label T in control view 1.

ControlViewl.Controls.Labell.Settings.Caption.Text.Value = "this is a
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Perform a click on button 1 of control view 1.

ControlViewl.Controls.ClickButtonl.Click

Return the current page that is displayed by control viewer 1.

ControlViewer.GetPage

Switch to page 2 of the current control view. Also works as script for e.g. button in control view editor (run

mode).

ControlViewer.GotoPage Page2

Delete label T on page 1 of control viewT.

ControlViewl.Pages.Pagel.Labell.Delete

Assign content to a clip container:

Playbackl.ClipContainerl.MainContent.Value = Contentl

6.12.3Script Editor and Script Monitor

e VERTEX comes with two powerful tools that let you write and manage scripts.
e Create, write and run scripts in the Script Editor.

e Debug, monitor or log script commands and scripts with help of the Script Monitor.

Script Editor

e This is where you write, test and edit your scripts.

e Letour ScriptWizard guide you through all available script commands.
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Render Editor X n Output Setup *  Content Transfer Monitor * | Sonipt Editor %

/ Scriptl | Fiter B v @ @& c#|ladd: ¢

P

4 2 6

-2 Run 'Scriptl’ ~|| |Parameters: Line: 1 Column: 1 Position: 1

History / Selection Select from a list of scripts or your history and display the script inside

the editor.

Filter Stand-Alone Disabled by default - script code from all elements in VERTEX is shown
Scripts and Script in the list. Read more here. Enable to show only stand-alone scripts.
Languages

Create a Script Select your preferred scripting language from the drop-down menu and

create a new script.

Pin Script for Pins the currently selected script to the Run command button right next

Running to it.

Run Selected Script The currently selected script is started.

Run (with prompt) If there are defined parameters for this script, you can assign values to
them. A pop-up dialogue box will open to set values and optionally

clear the cache.

e Parameters Enter Parameters for a Script. This is an easy way to set custom values

that can be reused. Read more about parameters in the topic Scripts.
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This field is only availabe in stand-alone scripts. When you run a script

with parameters, use the following syntax in the script command field:

ScriptName Parameterl, Parameter?, Parame

e Cursor Orientation This information on the whereabouts of your cursor will come in handy

when writing long scripts.

Sidebar with Script Pull out the Script Monitor for a fast debugging and monitoring of your
Monitor Scripts

put Setup X % ScriptEditor X
Script! - @ @ cf Add ) Vertex -

Script]

+ Run'Scriptl’ ¥ Parameters

Working with the Script Editor

\/ortey [ o
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Render Editor X § Ou Setup Content Trans itor *  Script Editor %

™ Filte H P @ C2 Add: ¢ Vertex -

ified amout of time.
onds (double)

Linez: 1 Column: 1 Position: 1

e The shortcut "CTRL + SPACEBAR" in an empty line opens a list of all available
items and commands

e Navigate through the list with UP/ DOWN ARROW KEYS or your mouse. A tooltip
will pop up showing expected parameters, syntax and range.

e Confirm your selection with ENTER.

Playbackl.MixLevel.

FadeProgValue Fade the property's value
FadeValue Parameters: value (double), seconds (double)
[0-1]

ProgValue

Value

e Enter a decimal point ""to open a list of all available child items and commands on the next

deeper level.

Vertex User Manual



Advanced Features 649

ut Setup X Content Transfer Monitor % |Scnipt Editor *

v fiter Y& ¢ @ @ Cf Add: ¢/ Vertex ~

Value = 1

FadeValue mvval. t+ime
Change Name: "Script1”
Change |d: ‘Script1’
Delete 1 selected item: “Script1®

Copy Script Names

Run
Run {with prompt)

Run line: "Playbackl.MixLevel. FadeValue m..."

Inspect ‘Playback1®

Script Monitor

Paste

-2 Run‘Scriptl’ ~ Parameters: myval, time myval = 0 : 3 Column:

e Right-Click with your Mouse on a line - you directly can inspect the main element.

The selected Element is shown in the Inspector.

. 5 Run a Script with the help of Shortcuts

- O - F5: Run
-

Shift+F5: Run (with prompt)

Show Code From Other Script Command Fields in Script Editor

When the filter symbol inthe menu bar is deactivated, the script editor shows all scripts that have
been created in your project.

This includes the ones that are not stand-alone scripts but connected to other items in your project such es
cues, triggers, scheduled events and timers.

The dropdown list of the script editor is now extending to all other available scripts in your project.

The name of such a script iscomposed of the main and child element - for example: "Sequence’
Cuel Script Code":
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Render Editor * System Output Setup ® Content Transfer Monitor * [Senpt Editor *

< > Sequencel [1] Cuel Script Code * Fitter | T2 | 0 I'I & C* Add: <% Vertex -

> Sariptl ; =
Hide stand-alone scripts.
) Saript?
&2 Scriptd
) Scriptd

Sequencel [1] Cuel Scnpt Code

Likewise, you can show/ hide scripts of all available scripting languages by activating their respective filter

symbols:

Filter: ﬁ

Run Scripts with Prompt

For testing purposes, you can add parameters directly from inside the script editor by using the button: Run
‘Script' with prompt.

A popup window opens, where you can add values for all expected parameters.
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Render Editor = ] tent Transfer Monitor % |Scnipt Editor %

Script4 * Filter: Y2 B @ c* Add

Execute 'Scriptd’

Parameter values and options:

mil

script results in prompt

Log script results

Ok Cancel

2| Run ‘Scriptd’ with prompt  ~ | Parameters: mi1, ml2, time Line: 10 Column: Position

Once parameters are assigned via the prompting window, their values are listed next to the Parameters field:

\/ortoy | lan
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Render Editor = em Output Setup X Content Transfer Monitor X | Senipt Editor =%

T Filter: Té

of Parameter 'ml2'. Use

.FadeValue ml2,time

= Run ‘Script4’ with prompt  ~ |Parameters: mll, ml2, time mil = 0, ml2 = 1, time = 10 Line: 10 Column:

Script Monitor

e all scripts that are currently running can be monitored
e cancel, pause or resume any running script
e aconsole window lists events, status and errors

e alog script command passes values as lines into the script monitor console.

Open the Script Monitor

There are two ways to open a Script Monitor:

1. As an additional window

go to the "Windows" Tab of the main menu on top

open a new Script Monitor Window

2. Pull out as Sidebar in Script Editor

e move the mouse to the right edge of the script editor
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e touch the symbol with the four dots there

e hold the mouse and drag it to the center of the editor

Render Editor % System Output Setup * Content Transfer Monitor * [Script Editor %
/> Scriptl * Fiter Y2 P ¢ cf Ad
1.MixLevel.Value = 1 a0

Script

Scriptl

-2 Run 'Scriptl® * Parameters: myval, time ) i 8 Column:

User Interface
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tup

me

Content Transfer Monitor So Editor Script Monitor X

Line

Scriptl 7.58 min 3 Sequencel.ClipContainer].Opacity.WrongMName > Syntax error: 'WrongName". 8 Executing+Paused

c Script Monitor
Control

e Active Scripts
e Console Control

e Script Console

Vertex User Manual
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Power Button enables/disables script monitor
Cancel script processing /clear monitor
Pause a selected script

Resume a selected script

- lists all active scripts that are running, paused or stopped at an error

- finished scripts are no longer displayed in the list

Power Button - enables the script monitor console
- disable to save processing power

Clear the console and restart with an empty console
Filter information to be logged from the console:
Errors (inred)
Logs (e.g. Script 4@5)
Status (yellow script lines with only information)
With Context (what Script and line)
With Time (show/ hide timestamps)
With level (e.g. warning)

area where script execution info is logged
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ScriptMonitor as a sidebar in ScriptEditor enables youto directly jump to the relevant line ina
script:
1. rightclick on a script monitor or a console entry

2. select 'open in editor”

ut Setup X Content Transfer M or % Script Editor X

P @ ct Add: G ertex ~

l.value = 1 = .
)  Cancel / Clear Pause Resume

tainerl.Op Script

Scriptl
, time

ww Emors v Show s + Show Status v Wit

— Open in editor.., 1

fte; Copy to clipboard

-+ Run'Scriptl® ~* Parameters:

6.12.4Scripts

e Combine any number of script commands into one script.
e Write complex tasks and trigger them by script with only one command.

e Define parameters and run a script with their respective values.

How To Create Scripts In VERTEX

e create a new script via the main menu CREATE tab
or
e openanew Script Editor from main menu WINDOWS tab

e Create a new script by clicking on the "Add" button
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Render Editor X System Output Setup X Content Transfer Monitor X | Senpt Editor

* Fiter Y2 ¢« @ @ C# Add: ¢ Vertex -

ed amout of time.
o 5 (double)

alibrate

3' = Parameters: Linez: 1 Column: 1 Position: 1

You are allowed to rename a script from its default name to a custom name such as PlayAll.

If renamed, you can use either Scriptl or PlayAll to call and run the script.
Script Names

Script names must contain at least one letter. Allowed are letters [a-z], numbers [0-9] and _

Not allowed are mathematical operators like *+,, /

Press Shortcut CTRL+ Space at the start of an empty line to open the ScriptWizard: a list of all available
commands and elements will be displayed.

Enter a dot after to show a list of all available properties or command for this item.

For detailed syntax and structure, please read the topic Vertex Scripting.

Examples

D
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Below you will find examples to help you getting started with scripting.
The prefix // separates comments from script commands.

//Assign a new URL to HTML Content 3
Content3.Settings.Url.Value = www.ioversal.com

//Wait 3 Seconds
Wait 3

// Go to Cue 2 in Playbackl and start playback
Playbackl.GotoCuePlay 2

// Set Mixlevel of Playback 2 to 0
Playback2.MixLevel.Value = 0

//Fade out Playbackl with fade time 3 seconds
Playbackl.MixLevel.FadeValue 0,3

//Go to Cue 2 into Playback 2, start Playback and fade in
Playback2.GotoCue 2

Playback2.Play

Playback2.MixLevel.FadeValue 1,3

//Backup Script Example for a Session Member

// Set System2 as Render and Audio Backup for Systeml
Systeml.Settings.RenderSystem.Value = System?2
Systeml.Settings.AudioSystem.Value = System?2

//wait 3 seconds
wait 3

// Lightware Matrix as Device from Library - switch Input 4 to Output
Devicel.Connect
Devicel.RouteInputToOutput 4,2

//Working with tags inside a script and Jjump to tags inside a script

Playbackl.Play

wait 2

//jump to tag start
Goto Start

//tag position3
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:position3

wait 1
Playbackl.GotoCue 3
wait 2

//jump to tag end
Goto End

//tag start

:Start
Playbackl.GotoCue 2
wait 3

Goto position3

//tag end
:End
Playbackl.Stop

The Script Monitor helps you with debugging your scripts and the search for errors.

Run a Script

There are different options how to run scripts in VERTEX suiting your project and workflow:

1. Runa Script directly out of the script editor by pressing the 'Run" button
2. Usethe script's name ineach scripting field in VERTEX
3. Type the script's name into the command line and confirm with ENTER.

Running scripts that have been renamed

If a script has been renamed, use either the default name of the script or its new name.

For example: Scriptl was renamed to PlayAll. To runit, type into a scripting field

or the command line either Scriptl or PlayAll.

Parameters
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e Ifyoudefine one or multiple parameters for a script, you have the option to turn over values
when running a script.

e Parameters can be used with their name as local Variables inside a Script.

Define Parameter Names

x
t1 (Programmerl (PMET))

Main | Settings
nabled

myval, time

*» User Color

48 Run’Seript]’ ~ | Parameters: myval, time myval =0 Line: 1 Column: 1 Position: 1

e Use the Parameters field in the script editor to define the parameters for the selected script.
or

e Select a scriptin the inspector and enter the parameters there.

Define and use
Multiple Parameter names must be separated by a comma followed by a space character.

Parameter names can be used in the same way like local variables inside a Script

Example for Parameters and their use as local Variable inside a Script:

"won

Script 1 has the parameters 'ml1", 'mI2" and "time" assigned

// Set Mixlevel of Playback 2 to value 0
Playback2.MixLevel.Value = 0

//Fade out Playbackl to value of Parameter mll. Use Fadetime of Parame
Playbackl.MixLevel.FadeValue mll, time

//Go to Cue 2 into Playback 2, start Playback and fade to value of Par
PlaybackZ?2.GotoCue 2

Playback2.Play

Playback2.MixLevel.FadeValue mlZ, time
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Run a Script with Parameter Values

When you run a script with parameters, use the following syntax in every script command field:

ScriptName Parameterl, Parameter?, Parameter3

For example the script above with 3 parameters 'ml1, 'mi2"and ‘time":

Scriptl 0,1,5
//Assigns the Values 0 for parameter 'mll', 1 for 'ml2' and 5 for para

/A

', For testing purposes, you can add parameters directly from inside the script
< O - editor by using the button: Run 'Script' with prompt .
- A popup window opens, where you can add values for all expected parameters.

6.12.30ther Scripting Langauges

Here are a few examples on how to work with other scripting languages in VERTEX:

e [ua Scripting
e Python Scripting
e C# Scripting

6.12.5.7 Lua Scripting

Sample Code
-Vertex Lua Sample Code
- Pass input123 parameter to variable

varl = input1

— Run Vertex Script

Script.Run (‘Log Hello Lua’)

— Get a return value from Vertex Scripting
var2 = Script.Run('Return SystemsManager.GetStatus’)

—[[Return a value to Vertex Scripting]]
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return varl

Script.Run lets you interact from Lua with VERTEX scripting.
6.12.5.2 Python Scripting

Sample Code

#Vertex Python Sample Code
#Pass input parameter to variable

my\Var = input1

#Call a Vertex Script from Python script code
Script.Run('Log Hello Python')

myVar2 = 'System Status'

#Get a return value from Vertex Scripting

myVar3 = Script. Run('SystemsManager.GetStatus')

#Use returnValue to return a value to Vertex Scripting
myVard = 12
returnValue = myVar * 2

Script.Run lets you interact from Python with VERTEX scripting.

6.12.5.3 C# Scripting

Sample Code

/Vertex C# Sample Code
'/Pass input parameter to variable

var input = inputT,

for(inti=0;i<10;i++)
{
//Call a Vertex Script from C# script code
Script.Run("Log Hello C# "+ i);
System. Threading. Thread.Sleep(500);
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/Get a return value from Vertex Scripting

var r = Script.Run("Return SystemsManager.GetStatus"),

/Return a value to Vertex Scripting

return "Return from C#"

C# Engine interacts with VERTEX Script commands.

Script.Run lets you interact from C# with VERTEX scripting.

Compiling Script.Run Calls

Script.Run allows the passing of multi line scripts.

previous code:

Script.
Script.
Script.
Script.

new code:

Script.

Run ("Playbackl.Active.Value =
Run ("Playback2.Active.Value
Run ("Playback3.Active.Value
Run ("Playback4d.Active.Value

Run (@"Playbackl.Active
Playback2.Active
Playback3.Active
Playback4.Active

.Value =

.Value
.Value
.Value

true") ;
true") ;
false"
false"

.
4

~ ~—

’

true
true
false
false") ;

The "@" (verbatim string literal) is important for adding multilines inside String-Literals. Alternatively you can

combine them instead of the "@" with "\n".

Script.Run Calls With Parameters

Script.Run has now got its signature changed allowing for optional parameters:

public static object Run(string script, params object]]

previous code:
Script.Run ("Playbackl.FadetoCuePlay " + newMessage.ToString());
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new code:
Script.Run ("Playbackl.FadetoCuePlay", newMessage);

Currently, this just saves the time to concatenate the strings manually. In the future we'll be able to optimize
these calls efficiently.

However, his does not work with multiline scripts.

void Log(text)

The use of Script.Log command is simpler and more efficient than before:

previous code:
Script.Run ("Log Status: "+message);

new code:
Script.Log("Status: "+message) ;

Omit the "Log" before "Status”

void Script.SetVariable(name, value)

previous code:
Script.Run ("Var MyVal.value = My Value");

new code:
Script.SetVariable ("Var MyVal", "My Value");

object Script.GetVariable(name)

T GetVariable<T>(string name, T defaultResult = default)

previous code:

String MyValreturn = Script.Run("return Var MyReturnVal.Value")
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new code:
var MyValreturn = Script.GetVariable<string> ("Var MyReturnvVal");

The generic variant takes over the necessary value conversion (by internal converters).

bool Script. TryGetVariable<T>(name, out T value)

This is another function helping to avoid extensive concatenations of Script.Run strings as well as avoiding
IfExecute from within C#.

It is just way more efficient using C#'s native logic:

previous code:
Script.Run ("IfExecute Var MyVal.Value, Devicel.SendMessage "+messa

new code:
if (Script.GetVariable<bool> ("Var MyVal")) Script.Run("Devicel.Send

6.12.6Variable

e Use avariable for recurring tasks and assign a value to it.

Global variables are listed in the project explorer.

Local variables are only used in a single script.

o Usevariables in script commands instead of fixed numbers.

Global Variables

Creating a Variable:

e Go to MAIN MENU -> CREATE -> Variable
e A new section is created in the project explorer called Variables.

e This is where the newly created variable is listed.
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Project Explorer Library Programmer

w ¥ < > AL > Variables erl PMET1 Live
ALL (x)| 2 (x)
Content

Teres Variable1 Variable?

=
&
-
i
0
&5
2, N

Schedules

78 B i

Clips

] PMEs
Scripts

(x) Variables

D) Visualizers

T4 ControlViews

Assign a Value

The current value of a variable can be assigned in the inspector:
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inspectﬂr X
{x) Variablel (Programmerl{ ~ - = 'ﬁ:)

Main Settings

Variable Changed Script

User Color

Of course, you can assign values to a variable via script commands inany scripting field orinthe
command section of the status bar:

VariableName.Value = ##

Variablel.Value = 10

Use a Variable

Use a variable in script commands instead of the expected value:

Without Variable

Playback?2.MixLevel.FadeValue 1, 10

With Variable

Playback?2.MixLevel.FadeValue 1, Variablel.Value

You are allowed to rename a variable from default name to let's say FadelnTime.

If renamed, you can use either Variablel.Value or FadeInTime.Value inscript commands.
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Local Variables

e [ocal Variables are only valid in a single script.

e You can assign a value to your local variable and use it on different lines in a script.

Create a Variable in a Script Command

o All the information about syntax can be found here: Script Command - Local Variables
e Local variables are only valid in their particular script. Unlike global variables, it is impossible to use
them in other scripts or with other script commands.

e The variable's name is only valid for this particular script.

Script Parameters

e [tis possible assign parameters to a script.
e These parameters can be used as local variables in the script.

e Read more about parameters for scripts: Run a Script with Parameters.
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6.73 Timer

VERTEX's timer function allows the display of running and remaining
time, as well as triggering 4 separate scripts by countdown:

e at the start of a timer
e once the timer is finished
e [fthe timer is set to restart the countdown in a loop

e for when the timer is stopped
An example for a possible application would be a museum setup, where visitors pass a triggering device that

starts the timer prompting a cue or playback. Or a Clip Container's end script can trigger the start of a timer to

tell the audience the time remaining until the next show during an intermission.

How It Works

VERTEX STUDIO SUITE - Timer.vxp M

AL PMEILve - e E Programmerl ~ PMET Live & {5 Timerl (Programmer1 (PM

=l 4

create a timer
om Main Menu

System.OutputL.Surfacel

System1

Timer STARTED
00:00:05.31

incorporate the

source property
into the text

content with {0}

ichedule1 Timer

L R0 me Im@

- PMEIL

this timer's
scripts change
the text content

for example

try starting the this timer's values are being
timer from passed into the text content
command line

The example above explained:
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e Atimer is being created by going to MAIN MENU > CREATE > TIMER.

e Pin the timer to a new Inspector via the context menu (right click on the timer tile in Project Explorer).

o Create a text content (either MAIN MENU > CREATE > CONTENT or context menu on Content in Project
Explorer).

e Go to the timer's Inspector, drag Run Time or Remaining Time and drop it into the text content's
Inspecor Source Property field.

e Drag & Drop the text content into the Sequence and the timer will now be displayed as text content. If you
wish to write additional text, it will override the source property display. Incorporate the value back into the
text body by adding '{0}".

e Create more text content to display all timer states from Started (running) to Stopped.

e Fach timer-script in this example changes the text content of ClipContainer1 so that the displayed text will
reflect the changed timer status (started, finished, etc.):

Start Script: Playbackl.ClipContainerl.MainContent.Value = Contentl
- text content says TIMER STARTED plus time display.
Finished Script: Playbackl.ClipContainerl.MainContent.Value = Content?2
- different text content says TIMER FINISHED plus time display.

e Start the timer with the command line: Timer 1 .Start oruse this script command elsewhere-i.e. in a

Control View Editor on a button.

Settings

Inthe timer's Inspector, the following settings are available:

Vertex User Manual



Advanced Features 670

Acti enables / disables the

E} Timer2 {Programmer1 (P} ~ S =3 '$ ve timer.
chec
Main Settings Al
k
Active " box
Time 00:00:10:00
Tim sets the duration of the
State e countdown with a
Mode double-click on the
digits.
Loop
Start Script Stat | drop-down menu
e automatically updates

the current status of the
timer and allows for
manual changes as
Looped Script well
Possible timer states
are: Running, Paused,
Finished and
Stopped.

Changes in a timer's

Finished Script

status will execute the

timer's scripts.

Mod | has got two possible

e settings: Once (default)
Stopped Script and Loop.

If set to Loop, the timer
will start again after it

has finished counting

down.
Start Time ) 3 16:27:4 Loop sets the number
Loop Time 01/ ¢ ra of times the cycle
Loop Counter 0 restarts.
Run Time 00:00:00.00 Star | is executed at the start
Remaining Time 00:00:00.00 t of the timer.
» User Colo Scri
pt
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Loo is executed at the

ped | beginning of each loop
Scri | cycle.

pt

Fini is executed once the
shed | countdown is finished.
Scri

pt

Stop | is executed when the
ped | timeris stopped.

Star | captures date and time
t when the timer was last
Tim started.

e

Loo captures date and time
p when the last loop cycle
Tim was started.

e

Loo counts the number of
p loop cycles executed.
Cou

nter

Run captures the current
Tim | running /remaining time
e/ which can be

Rem | exported as a value
ainin | inscripts or be simply
g displayed in text

Tim content.

e

User | customizes the timer
Colo | tile's color.

r
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6.174 SMPTE

e joversal's SMPTE Timecode LTC USB Interface is designed to receive or transmit timecode and is

available through our website.

e Synchronize your playback to incoming timecode.
e Generating timecode with SMPTE clip containers out of your sequence has never been easier.
e The acronym SMPTE stands for Society of Motion Picture and Television Engineers and is a common

synonym for timecode.

LTC from "Audio” .WAYV Files

Beware, if you cannot avoid some edge cases that may require working with timecode that comes from a .WAV
file. While it is not impossible synching to LTC that is coming from an audio file and output, caution is well

advised regarding the following:

e Sample rate & format needs to match from source to target. Meaning, if the source system's audio interface is
running with 48kHz/ 16bit, the target system should do the same.

e Moreover, the WAV file that contains LTC should be created in 48kHz/16bit as well.

e When routing LTC to your Windows audio outputs, go to Windows Sound Settings > Device Properties >

Additional Device Properties and make sure to disable the Signal Enhancements of your output device.
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6/4

“« Settings
& Device properties

[ | Windows Audio |-

[] pisable

Spatial sound

Spatial sound format

Select your spatial sound format for an immersive audio experience
that simulates a more realistic environment.

Off ~
Balance
L = 100
R = 100
Related Settings

@ Gethelp

& Give feedback

& Windows Audio Output Prop

General Levels Advanced  Spatial sound

Default Format

Select the sample rate and bit depth to be used when running
in shared mode.

|24 vit, 48000 Hz < [Tt |

Exclusive Mode

E Allow applications to take exclusive control of this device

E Give exclusive mode applications priority

Hardware Acceleration
E Allow hardware acceleration of audio with this device

~ Signal Enhancements

I:‘ Enable audio enhancements

Restore Defaults

Fig. 1 shows what the waveform looks like generated by ioversal's SMPTE Timecode LTC USB Interface.

Fig. 2 shows a waveform from sampled audio input originating from timecode in a .WAV file.

Timecode Generator Waveform vs .WAV File Timecode

Bottom line: the best results in frame-tight accuracy is achieved with a special timecode interface or
generator. Beware of the possible issues when working timecode via audio routes.

Vertex User Manual



Advanced Features 675

6.14.1SMPTE 10 Interface Configuration

ioversal offers a driverless plug and play USB SMPTE interface to
input or output SMPTE timecode:

Purchase a SMPTE LTC USB Interaface

You can buy a SMPTE |0 on www.ioversal.com - or just contact an ioversal partner

e joversal's SMPTE interface needs to be configured before first use.

Channel ID Settings are stored on the USB-Interface. Once configured for a project, the interface can be

plugged and played.

go to Main Menu -> Windows -> SMPTE |0 Configuration
connect the SMPTE |0 interface to one of your local Systems USB ports, this interface should now be listed

select whether you want to send or receive timecode

A oW D =

set an ID for the interface - you will need this ID later to specify which interface sends or receives your
timecode.

When working with more than one SMPTE 10 Interfaces, each interface needs a unique ID.
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Smpte IO Configuration

Senal#

Smptel0-00001

Out_24

Out_25
Out_2997 MDrop
Out_30

Out 2997 Drop

None

6.14.2Receiving Timecode

Synchronize VERTEX to external Timecode with
SMPTE In Chase Lock

e This feature enables VERTEX to continuously chase external SMPTE LTC and lock to it.

e No need to synchronize your system clock to external SMPTE 10 - your system can still sync to your favorite
clock while the playback is synching to external LTC.

e Super efficient and fast when running in session mode - session members will be able to resynchronize to

LTC changes in <1sec.

Important notice when running in session mode:
the SMPTE 10 USB interface receiving external timecode needs to be connected to

(and configured for) the master system.
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VERTEX -

© W B <> AL >PMEs [SPMEL

Let's walk you through accessing the settings for the SMPTE In Chase Lock function in 3 little steps:

1) select your active playback either from Project Explorer -> PMEs or Playback tab next to the playback/

sequence editor

2) go toits Inspector and select the SMPTE settings tab, where you open the parent item SMPTE In Chase

Lock

3) Once you have accessed the SMPTE IN Chase Lock settings in the inspector (step e graphic above), you

can do the follwing adjustments:

enable / disable this feature
select a channel ID corresponding to your interface
set a timeout delay (in milliseconds)

enable auto play/ pause to ensure continuous playback after a jump in SMPTE timecode

For legacy support and in special cases do the following to synch
the entire system to external SMPTE LTC:

1.

SISO

Configure your SMPTE-IO Interface
Set Interface to In, define a Channel ID

Select the System where the SMPTE-IO is plugged in the Inspector
Check if Inspector Property Mode is set to "Advanced"

Go to Settings Tab

Set Sync Clock to 'SMPTE IO LTC"
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Inspector *

% System1 (Progra — -+ {:) T l

Main Audio  Settings Info MNetwork

Sync Clack Smpte lo LTC

Local SMPTE Channel 1D 13
Sync Proxy Files Only
Allow Alt+F4

[hsable Preview In Fullscreen

GPU Sync Interval (ms)
Alphablend RenderTargets

tatus In Fullscreen

Fullscreen To

Go to Project Explorer - navigate to PME Section there

Select a Playback as Child of PME LIVE and show Properties into Inspector

Set Sync Time Mode of this Playback to "Absolute”

Now this Playback is clocked by the Timecode from SMPTE-IO

0. Repeat steps 5-8 for every other Playback you want to lock to the incoming timecode

= O © N O

Vertex User Manual



Advanced Features 679

Inspector X

[»] Playbackl (Prog =6 1 1
Main Settings All

nc Time Mode Absolute
Synic Time Offset 00:00:00:00
Smpte Out Enabled
Smpte Out Channel g

Smpte Qut Mode

Smpte Out Offset 00:00:00:00

Provider Sequencel

Is Master Master

A Playback's Sync Time Mode
The setting to Absolute can come in handy, if the playback needs to be synched to the actual

time of the day.

Temporary Pre-Load

If you need to synchronize VERTEX to a discontinuous or intermittent external timecode that leads to
playback jumps right into clip containers, keep in mind that the clip container's pre-roll time cannot be
executed.

To still ensure that all necessary data is buffered and ready for a smooth playout, create a cue with the script

command TempPrelLoad before the jump. The clip container will be temporarily pre-loaded.
Example:

1. The external timecode pauses at 00:01:00.00 then continues at 00:07:30.00
2. In VERTEX a clip container is lined up to start at 00:07:30.00
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3. Before the pause at 00:07:00.00, you will need to create a cue with the scripted pre-load command:

Playbackl.ClipContainerl.TempPreload

4. VERTEX will load all necessary data from ClipContainer1 at 00:07:00.00 and have it ready for immediate
playback after the jump.

6.14.3Sending Timecode

There are two options to transmit SMPTE timecode from VERTEX:

1. Send timecode out from a playback
2. Generate SMPTE Timecode with a SMPTE clip container

Send SMPTE LTC Out From A Playback

Make sure you have your SMPTE |Q interface configured.

> ALL >PMEs > PME1 PMEILve - = ZZ | lInspector X

[ s m Playback1 (Programmer1 (Pl ~+ - ~ & ‘Q

Sequence1 Programmer1 Main Audio Settings Smpte DMX

» Smpte In Chase Lock

Smpte Out Enabled

Sync to Smpte In

Smpte Out Mode 29.97 Fps
Smpte Out Channe

Smpte Out Offset 00:00:00:00

i Co PMEs
> €2 PME1

1. go to Project Explorer-> PMEs -> PMET and select a - for instance Playback1
2. navigate in the Inspector to the SMPTE tab and enable SMPTE Out

Make sure your frame rate in SMPTE Output Mode matches your sequence's and the SMPTE Out Channel

matches the one from your interface configuration.

Vertex User Manual



Advanced Features 681

Generate Timecode With A SMPTE Clip

Generating custom timecode from within VERTEX is easy. There's no need for a third-party application.

Count: 7 Selected: 0 Filter: Add... Add Cue
Playback Editor X P: < Add Track

Insert Time

¢ [1] Sequencel »| 1| m| 00:00:05:00

Add Softedge Clip
00:00 00:30 01:00 01:30 02:00 02:30 03:00  Solect..

Add Smpte Clip
Add Notes Clip
Cut All Clip Containers

Delete Empty Tracks...

Hide Tracks...

Copy
Create Preset

Refresh Editor

1. Plug in and configure your SMPTE |0 Interface

2. Go to the Sequence Editor an open the context menu with a right-click on a track.
3. Choose Add SMPTE Clip
4

a new clip container will be created
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Programmer] PMET Live

08:30 09:00

1 SmpteQut1

=
09:30

Inspector X
=1 ClipContainer] (Programmer? (PMI

Main

Smpte

E-t'l'lFltE Out Start

< > ClipContainer1 (Programm...

5. select the clip container and go to the SMPTE tab in its inspector

6. set the start time and output mode

7. the output channel needs to match the channel of your SMPTE-IO interface
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6.715 Unreal Engine Plugin

e joversal provides a PluglIn for Epic's Unreal Engine that consists of a Sender and Receiver.

e Youare able to link and control properties in Unreal and VERTEX bidirectionally.

e The Beta Version is available into the Download section into your VERTEX user account: Just log
in on www.ioversal.com or first register there, navigate to "Support” or "My Support"and select

‘Downloads" there

The documentation for the advanced feature-set of VERTEX is in progress and will be updated step by step.
Until then: Please drop us an E-Mail with your "How-to-do-this-in-VERTEX" question to support@ioversal.com
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6.16 Vertex Remote Script API

e the VERTEX Script API allows you to control VERTEX via third party applications or to built your own
service that controls VERTEX

e The APl is based on TCP

e The script server listens to all VERTEX Script Commands

Details and Settings

Protocol: TCP
Port: 50009
IP Address: Every VERTEX System in your Project has his own Script Server. Choose the IP from that System

you want to connect to

Protocol: UDP
Port: 50079
IP Address: Every VERTEX System in your Project has his own Script Server. Choose the IP from that System

you want to connect to

You can use all script commands and send them from external over the APl to VERTEX
Script Commands have to be terminated with a carriage return
VERTEX terminates their answers also with a Carriage return.

Carriage return
Depends on how your external application works and the carriage return is translated.
Could be \r, CR, or ASCI Code 0D (Hex) or 13(Decimal)

Examples

e The VERTEX API ist based on the VERTEX own Script Command Language

e Fach Script Command that exists in your current VERTEX assembly version could be sent via TCP to the
VERTEX API

e Read to_Scripting Topic to learn more about how to write and use VERTEX Script Commands
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Set Parameters

Opacity for Clip Container 1

ClipContainerl.Opacity.Value = 1\r

Mix Level of Playback1 in PME Live from to full - fade time should be 2 seconds

PME1l.Playbackl.MixLevel.FadeValue 1,5\r

Set Network Adapter for Art-Net™ on System 1 to "ETHERNET2"

Systeml.Settings.ArtNetAdapter.Value = ETHERNET2\r

Reset Video Inputs of System 2

System2.ResetVideoInputs\r

Start and stop actions

Start Playback1

Playbackl.Play\r

Stop Playback 3

Playback2.Stop\r

Pause Playback3

Playback3.Pause\r

Run Script 1

Scriptl\r

Return Values

Return current Timecode of Playback 1
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return Playbackl.TimeCode.Value\r

Answer from VERTEX:

{"TimeSpan":"00:00:00","Days":0, "Hours":0, "Minutes":0, "Seconds":0, "Fra

Return a list of all Playbacks in current Project

return ListItems.Playback\r

Answer from VERTEX e.g.:

["Playbackl", "Playback2"]\r

Change Values

Show notes of clip container 6 in sequence 1 as Text of Textcontent item "Text1"

Textl.Settings.Text.Value = Sequencel.ClipContainer6.UserProperties.No

Fade Mix Level of Playback1 in PME Live to full - fade time should be 2 seconds

PMEl.Playbackl.MixLevel.FadevValue 1,5 \r5

Advanced Settings

Script Server Authentication

For each Systems script server, you can activate an authentication by username and passwort
Both can be set for each System in the Inspector.

When enabled, the script server only will execute scripts, when a valid authentication was sent before.

Syntax for Authentication

Authenticate:username, password\r
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e.g.
Authenticate:Admin, 1234 \r

Doublecheck, that there is no blank space between the characters!
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6.7/ VIOSO AutoCal

e VERTEX is shipped with VIOSQ's camera-based calibrator software for projectors
e AVIOSO trial is available for testing in each regular VERTEX version without any additionally license key

e VIOSO AutoCal requires an additionally license per output

Use VIOSO Autocal

%7 FILE EDIT CREATE WIN CLOUD SERVICE [ TOOLS ™ W

Load 5
Explorer Library ogrammer Render Editor

iR oAl ahan ) | Canvas

e Go to TOOLS section into the main menu

e Goto Vioso Calibration and openthe Vioso Calibration Editor
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Vioso Standalone Calibrator

VERTEX comes with a deep integration of VIOSO's camera calibration technology and
passes all relevant parameters for surfaces and canvas to VIOSO's calibrator software.
Warp and blend files and even VIOSO's own calibration files are handled by VERTEX. For
some special needs and projects, it is also possible to start the standalone calibrator. For

this very deep knowledge in VIOSO's technology and file structure is strictly recommended

Vioso Calibration Editor

Select Canvas

Canvas1

Use Advanced

Calibrate

Abort Calibration

e Select a Canvas -all Surfaces of this Canvas are calibrated with Vioso's calibration software

e For calibration follow the step-by-step guide that is linked below

Use Advanced Mode
When this checkbox is enabled, there are more options for manual settings during VIOSO's

step by step calibration process.

Licenses

e Based on VIOSOS's licensing model, AutoCal licenses are counted per output
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e Tobuy a VIOSO license, please contact the_ioversal sales team. Also VIOSO is selling a special
VERTEX edition that already is shipped with an AutoCal license.

Step by step guide

VIOSO AutoCal step by step guide
The guys from VIOSO provide a step by step guide for VERTEX. Please follow_this link to

their helpdesk
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6.78 Webserver

6.18.THTMLS Server Custom Pages

e VERTEX comes up with an integrated local HTMLS webserver that can host a HTML page.
e Integrate HTML5 based control panels and trigger VERTEX with script commands with ease.
e To use the webserver VERTEX has to be started as Windows administrator.

Host Websites with Controls

Index x B = X

<« c @ © @ localhost - o DO0&aMDET =

VERTEX HTML CONTROL

Y —— —

Extensive Mapping
' —— ' l Cuel I . — ' !FileSuppor‘t' ' Warping I

VERTEX comes with a built in webserver that can host HTML5 Content with Javascript and CSS.

With this toolkit on board, you are able to write HTML5 based control panels that can send script commands via
a HTML5 form and the post-method.

With the built in webserver you are able to control e.g. a VERTEX project with an tablet computer into the same

network.

e HTML-Form
e Method: Post
e Action: Empty

e FElement Name = 'Script”

Value ="[ScriptCommand]" eg Value="Playback1.Play"
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Simplified Example

<!DOCTYPE html>

<html>

<head>

<meta charset="utf-8">

</head>

<body>

<form action="/" method="post" target="">
<button name="Script" value="Playbackl.Play">Play</button>
</form>

</body>

</html>

Workflow

1. Start VERTEX as Admin

The integrated webserver is the only functionality that requires that VERTEX as application is started
with administrator rights.
To permanently start as admin, set the check mark for the Vertex.exe as in the picture below.
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W Vertex.exe Properties >
Security Details Previous Wersions
General Compatibility Diigital Signatures

ff this program isn't working comectly on this version of Windows,
try runining the compatibility troubleshooter.

Fun compatibility troubleshooter

How do | choose compatibility settings manually

Compatibility mode
[] Run this program in compatibility mode for;

Windows 8

Settings
Reduced color mode

d-hit (256) color

Run in 640 x 430 screen resalution

[ ] Dizable fullzcreen optimizations

Run this program as an administrataor I

Change high DPI settings

G[hange settings for all users

Corcal | [ ool

2. Set Local Webserver Path for HTML Content

Set the local webserver path into your project and copy your HTML files into this path
or use the standard path VERTEX sets for every project: C:
\Users\Public\Documents\ioversal\Vertex\WebServerData

The webserver path can be changed for a system in the inspector.
Select "All" tab there and scroll to "Local Webserver Path"
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Inspector X

% System1 (Progra — -+ '(:) T l

Main Audio Settings

Live Mute

Live Yolume

L':I i | F' I CL' Bl F'.El ] h |_: :I"._ ic. 'l."_t =il F'.II"t E-t."._t

Local SMPTE Channel 1D
Local Webserver Path
et Adapter

r Loaded Script

Max Parallel Proxy Encoding

Mute Ul in Fullscreen Mode

Password

3. Copy HTML Files into this Path

Copy your HTML files into this path.

4. Test with Local Browser

Enter "Localhost"into the address bar of your local webbrowser.

The HTML content should be loaded.
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Firewall-Settings

If you plan to access the HTML website from another device in the same network, please set
a firewall rule for TCP on port 80.

Inbound data receiving has to be allowed on this port.
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7/  Misc.

e Collection point for helpful topics, additional information and miscellaneous issues

List of Script Commands

A list of all Script Commands

VERTEX Data Formats and File Suffixes

Get an overview of all file formats that are used in or created by VERTEX

Keyboard Shortcuts

Information about access to keyboard shortcuts
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/.17 List of Script Commands

Find below a list of the most common scripting commands available for VERTEX CORE objects as a reference.

Jump to Categories:
e Top/Root Level

e General Property Scripts
e System

o Systems Manager

e Backup Service

e Clip Container

e Programmer

o PME Playback

e Content

e Webbrowser Content
e Control View

e Devices

Show a list of all available script commands.
VERTEX comes with a dynamic script languages. Script commands are GUl-oriented in
regards to the workflow.
To show a list of all available script commands, just click one of the script fields or
into command section at the bottom and press "CTRL and Space”. A list of all available
commands opens. Select an item from the list and press ENTER.
To show all available commands for the next deeper level, enter a decimal point “."

TOP/ROOT LEVEL

ProjectClose
ProjectLoad
ProjectSave

ProjectSaveBackup

ProjectLoadPreviousBackup
ProjectLoadPreviousAutoSave
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ProjectSettings

ViosoCalibrate
ViosoCalibrateAdv
ViosoReCalibrate
ViosoReApply

MainWindowMinimize
MainWindowMaximize

MainWindowEXxit
This will immediately exit & close VERTEX without saving.

Wait
Wait for a specified amout of time. Parameters: seconds (double)

Return

Stop script execution and return the specified result. Parameters: result

Log

Write to the script monitor's output window. Parameters: message

Clear

Clear the script monitor's output window.

WaitAll
Wait for all executing child scripts to finish. Parameters: timeout/seconds (double)

ListAllltems

Return a list of all scriptable (top-level) items.

Cancel
Cancel all running scripts.

Listltems
Returns a list of all items of a specific type.

Conditional Script Commands

IfEqual
Executes the specified script if a = b. Parameters: a, b, script
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IfEqualEqual

Executes the specified script if a=b and ¢ = d. Parameters: a, b, ¢, d, script
IfEqualGreater

Executes the specified script if a = b and ¢ > d. Parameters: a, b, ¢, d, script
IfEquallLesser

Executes the specified script if a= b and c < d. Parameters: a, b, ¢, d, script
IfEqualUnequal

Executes the specified script if a = b and ¢ # d. Parameters: a, b, ¢, d, script

IfExecute
Executes a specified script if a local variable has a Boolean value of 1 or true

IfGoto
Jumps to a tag if the condition - the value of the local variable - is true.

IfGreater

Executes the specified script if a > b. Parameters: a, b, script
IfGreaterGreater

Executes the specified script if a>b and ¢ > d. Parameters: a, b, ¢, d, script
IfGreaterLesser

Executes the specified script if a>b and ¢ < d. Parameters: a, b, ¢, d, script

IfLesser

Executes the specified script if a < b. Parameters: a, b, script
IfLesserLesser

Executes the specified script if a< b and ¢ < d. Parameters: a, b, ¢, d, script

IfUnequal

Executes the specified script if a# b. Parameters: a, b, script
IfUnequalGreater

Executes the specified script if a# b and ¢ > d. Parameters: a, b, ¢, d, script
IfUnequallLesser

Executes the specified script if a# b and c < d. Parameters: a, b, ¢, d, script
IfUnequalUnequal

Executes the specified script if a# b and ¢ # d. Parameters: a, b, ¢, d, script

PopupNotification
Create a popup notification on top of the user interface. Usage: PopupNotification WarningMessage

PopupNotificationWithClose
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Create a popup notification with close button on top of the user interface. Usage: PopupNotificationWithClose

WarningMessage

GENERAL PROPERTY Scripts

ProgValue

Get/set the property's value in the current programmer.

FadeProgValue
Fade the property's value in the current programmer. Parameters: value (double), seconds (double)

SetProgRelative
Add a relative value to the property's value in the current programmer.

Value
Get/set the property's value.

FadeValue
Fade the property's value. Parameters: value (double), seconds (double)

SetRelative
Add a relative value to the property's value.

SYSTEM

EnterFullScreen
LeaveFullScreen
FullScreenToFront
SmpteloSetMode
SmpteloSetTime
RunProcess
RunProcessArgs
KillProcess
WindowsShutdown
WindowsRestart

Vertex User Manual



Misc. 702

ResetVideolnputs
ForceResync
ResetAsioDevice
MouseMove
MouselLeftClick
StartVertex
StopVertex
ReconnectTimeServers
RefreshNetworkAdapterList
Connect

Disconnect

NotchPurgeVRam
RefreshDmxOutputs
GetStatus
LogStatus
WriteToLog

ScriptServerSendMessage
Send message as string. Byte or hex codes can be included like this ({72 107 108 108 1117 32 0x57 0x6f 0x72
0x6¢ 0x64 0x13}}

ScriptServerSendMessageTolp
Send message as string. Byte or hex codes can be included like this ({72 107 108 108 1117 32 0x57 0x6f 0x72
0x6¢ 0x64 0x13}}

SYSTEMS MANAGER

GetStatus
AllSessionMembersEnterFullScreen
AllSessionMemberslLeaveFullScreen

BACKUP SERVICE

Reconnect
Separate
TakeOverMasterRole
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CLIP CONTAINER

TempPreload
TempUnload

PROGRAMMER

StoreAllData
ClearAllData

PME / PLAYBACK

GotoCue

Transport playback to the specified cue. Parameters: cue number (int)
GotoCuePlay

Transport playback to specified cue and switches to Play. (Useful for Pause Cues)
LoadCue

ReleaseCue

GotoTime

Set Transport playback to the specified time.
GotoFrame

Transport playback to the specified frame.
IgnoreNextCue

EnableAllCues

GotoPrevCue

GotoNextCue

GotoFirstCue

GotolLastCue

GotoPreviousFrame

GotoNextFrame

Pause

Play

Stop

TogglePlay
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GetPlaybackTime
GetPlaybackCurrentCueTime
GetPlaybackRemainingCueTime
GetPlaybackTransport
GetCurrentCue

GetNextCue

FadeToCue
FadeToCueHold
FadeToCueHoldPlay
FadeToCuePlay
FadeToNexCue
FadeToNexCuePlay
FadeToPreviousCue
FadeToPreviousCuePlay
FadeToTime
FadeToTimeHold
FadeToTimeHoldPlay
FadeToTimePlay

CONTENT

SetVersion
SetNextVersion
SetPreviousVersion
SetNextCycleVersion
SetPreviousCycleVersion

WEBBROWSER CONTENT

NavigateTo

Navigate to new Url.

Back
Navigate back.

Forward
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Navigate forward.

Reload

Reload current Url.

ReloadCache

Reload current Url and Cache.

SendKey
Send Key: Left Right Up Down PageUp PageDown.

SendJs

Send JavaScript Code to current page.

CONTROL VIEW

Close

Open
MoveBackward
MoveForward

GotoPage

Navigates to the specified page within the current control view. Parameters: page name (string), transition
duration (seconds, optional)

SetView

Navigates to the specified view (and page). Parameters: view name (string), page name (string, optional),

transition duration (seconds, optional)

GetPage
GetView

DEVICES
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General Device Commands:

Connect

Disconnect

StreamDeck:

SetKeyColor

UDP Sender:

ResetConnection
SendMessage

TCP Client:

ResetConnection
SendMessage

TCP Connection:

ResetConnection
Resets the connection.

SendMessage
Sends a string message to all connected endpoints. Byte or Hex Codes can be included like this {72 107 108
108 111 32 0x57 0x6f 0x72 0x6¢ 0x64 0x13} Use \{ or \} to send curly brackets.

SendMessageTolp

Sends a string message to a specifc endpoints.

Process Device:

Start Start the process.
Stop Stop the process.

Maximize

Maximize the process main window.
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Minimize

Minimize the process main window.

Restore

Restore the process main window.

PPT Device:

ResetConnection
CloseConnection
NextSlide
PreviousSlide
GotoSlide
SetVolume
Launch

Quit
StartPresentation
EndPresentation

OSC Sender:

ResetConnection
Resets the connection.

SendMessage
Sends an Osc message with one or multiple value. Usage: Address,Value,Value,...

SendBundle
Sends an Osc Bundle with one or multiple values. Usage: Address,Value, Value,...

KNX:

ResetConnection
SendTrue
SendFalse
SendDpt9
SendDpt14

Kiosk Browser:
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Start

Stop
Maximize
Minimize
Restore,
NavigateTo
Back
Forward
Home
Reload
ReloadCache

Examples

Start Playback1

Playbackl.Play

Stop Playback 3

Playback2.Stop

Pause Playback3

Playback3.Pause

Run Script 1

Scriptl

Show the notes of clip container 6 from sequenceT as text of text-content item "Text1"

Textl.Settings.Text.Value = Sequencel.ClipContainer6.UserProperties.No

Fade mix level of playback1 in PME live to full - fade time shall be 2 seconds
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pmel.Playbackl.MixLevel.FadeValue 1,5

Set opacity for clip container 1 to value 1

ClipContainerl.Opacity.Value = 1

Set background color of clip container 1 to color red =0.5, blue= 1, green = 1, alpha = 1

Sequencel.ClipContainerl.BackgroundColor.Value = 0.5,1,1,1 //normalize

Fade mix level of playback1 in PME live from to full - fade time should be 2 seconds

PME1l.Playbackl.MixLevel.FadeValue 1,5

Set network adapter for Art-Net™ on system 1 to "ETHERNET2"

Systeml.Settings.ArtNetAdapter.Value = ETHERNETZ2

Reset video inputs of system 2

System2.ResetVideoInputs

Reset video inputs of system 2.

System2.ResetVideoInputs

Change the label text of label T in control view 1.

ControlViewl.Controls.Labell.Settings.Caption.Text.Value = "this is a

Perform a click on button 1 of control view 1

ControlViewl.Controls.ClickButtonl.Click

Return the current page that is displayed by control viewer 1.

ControlViewer.GetPage
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Switch to page 2 of the current control view. Also works as script for e.g. button in control view editor (run

mode).

ControlViewer.GotoPage Page?2

Delete label T on page 1 of control viewT.

ControlViewl.Pages.Pagel.Labell.Delete

Assign content to a clip container:

Playbackl.ClipContainerl.MainContent.Value = Contentl
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/.2 VERTEX Data Formats and File Suffixes

Quick Overview about the data formats and file extensions that are used in or created by VERTEX:

VXD

vxdi

vxdx

.vas

vwf

.sps

fovi

Vertex User Manual

VERTEX Project
File

VERTEX Device

VERTEX Device
(encrypted)

VERTEX Autosave
File

Vioso Warping
File

Vioso Project File

joversal image
sequence format

Your VERTEX project is saved as Project File by default. This file
includes all of your project data and settings

This file contains all information and possible control settings
about an 3rd Party device, e.g. Matrix switcher, Projectors or DMX

Devices

Same like .vxdi, but encrypted and protected.
Library elements, created by ioversal, that are shipped with

VERTEX are encrypted and protected against Copy.

Project File that is located into subfolder "_bak"into your Project
Folder.

VERTEX autosaves Project Files with this file suffix.To recover a
Project File, rename this File to .vxp again or just open the file with
VERTEX.

This file is exported after a successful processed Vioso
Calibration. It contains all warping information for a Surface. For
each of your selected Surfaces of a Canvas, one of this Vioso
Warping Files should be generated.

The Project file contains all information about displays and
warping of the Vioso Calibration tool. This kind of files could have
file sizes of many Gigabytes because all calibration data is stored
there. For editing or recalibrate an existing calibration, the Vioso
AutoCal Tool will need this kind of files.

Proprietary format for image sequences.Selectable option during
image sequence import. Keeps all data from original file format
but saves the picture information in an optimized internal order to

guaranty the best performance for image sequence playback
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/.3 Keyboard Shortcuts

e There are seperate lists of all available shortcuts for each editor and window in VERTEX.

e To keep the documentation up to date, the shortcut lists are automatically created by the software

itself.
e Just press the F1 Key to open a list of shortcuts corresponding to the current window/ editor in focus.

Sequencel  Sequence2 Surfacet

Surface2 System1
Vertex - 2021.04.23.1221

GPU: 24.0% VRAM: 38.5% CPU: 33.1% RAM: 740% 40 ) 7

Focus Playback Editor and Press F1 Key.
A window with all available shortcuts for your Sequence opens.
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8 VERTEX NDI Streamer

o VERTEX NDI Streamer is amulti source NDI toolkit

o VERTEX NDI Streamer is capable to stream up to 2 desktop regions and 1 live input as a ND/
Stream

e The NDI Streamer is free and fully works without a valid VERTEX license

e In addition, all settings and streams can be controlled remotely out of VERTEX (with a

license)

Start NDI Streamer

e The VERTEX NDI Streamer comes up in a package with the VERTEX installer
e Just download and install an up-to-date Version of VERTEX
e Right-click with your Mouse on the VERTEX Tray Icon on the Windows taskbar

e Start Vertex ND| Streamer

Start Vertex

Stop Vertex

Start Vertex MDI Streamer

Restart Vertex Service

Exit Vertex Service

e When the NDI Streamer is started, a new Icon appears into the windows tray bar

1025

) i 15.04.2021 ES

Vertex User Manual



VERTEX NDI Streamer 715

Set up NDI Streams

e Right-Click on the VERTEX NDI Streamer tray icon in the windows taskbar
e Select "Show Settings”

I Show Settings

Exit Vertex Mdi Streamer

e Now you can enable up to 3 NDI Streams from your PC

Stream 1 + 2

enable you to set up two NDI streams that capture a display (or only a region) of your PC.

() Vertex MDI Streamer >

Stream1  Siream2  Stream3  Seftings

[] Enable NDI Stream 1

Name |

Display 0 =
[] ROI

X 0 =
Y 0 =
Width 1820 =
Height 1080 (=

[] Show Mouse

cu

Name

Name of the stream that is shown for all NDI applications
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Display
Select the display number of your PC that should be sent as NDI stream.

ROI

Region of Interest. Default: disabled

Enable to capture only a region of the selected display as NDI stream

Enter pixel coordinates (starting at top left) and width/height to define the ROl

Show Mouse

Show mouse pointer in NDI stream

Stream 3

Stream 3 differs from the first ones. Here, you are able to send a video source (e.g. a webcam) and audio source
(like a a microphone)

from your Windows PC as NDI stream.

() Vertex MDI Streamer X
Stream1  Stream? Stream3  Settings
[ ] Enable NDI Stream 3
Mame | |
Video |5c:reenCapture w |
LV (Reatek(R) Audio J1Y
Hide Exit

Name

Name of the stream that is shown for all NDI applications
Video

Select from a list of video sources.

Depending on your PC hardware and configuration the list of available sources may vary
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Audio
Select from a list of audio sources.

Depending on your PC hardware and configuration the list of available sources may vary

Settings

(")) Vertex NDI Streamer 4

Stream1  Stream?  Stream3  Settings

[] Auto Start

Tep Port L0014 = R
[ Use Authertication

Mame | |

Passward | |

Status Ok

Hide Exit

Auto Start

Enable to add the NDI Streamer to Microsoft Windows autostart

TCP Port
Change port number for remote controlling the NDI streamer over TCP.

Use the R-Button to restart the TCP Servers after a port change.
R Button

Reset and Restart the TCP Server for all network adapters after you have changed the TCP
Port

Use Authentication

Set User Name and Password for TCP Authentication
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Remote Control out of VERTEX

e Youcanremote control all settings of the VERTEX NDI Streamer on a PC in your network out of
VERTEX

e Justadd a "Vertex NDI Streamer” Device from the_Library into your current project

e Once configured, you have access to all settings of the NDI Streamer application and are able to

automate your NDI workflow

Setup

Project Explorer Library % Programmer

Video Fx ~ Geometry Modifier evices  Filter: ioversal o

ioversal ioversal ioversal ioversal ioversal

ﬂﬂﬂﬂﬁ’

Json Sender Kiosk Browser Ppt Remote Unreal Sender Unreal Receiver

ioversal ﬁ ioversal ﬁ
Add To Project
Add Multiple...
&
Vertex MNdi Strea... . Vertex Script Se

e Openthe_Library

o Select Devices and filter for “ioversal”

e Right-click to the device "Vertex NDI Streamer"

e "Add to project”

e Select the device in the Project Explorer and set the initial properties in the Inspector

e Once the connection is set up, you are able to upload and download all application and stream settings.
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{t=) Vertex NDI Streamer Inspector %

Devicel (Proc ~ = '@
Stream1  Stream2 Stream3  Settings
Settings Al

Enable NDI Stream 1

Display 0 = Hos

ROl IP Port

User Properties

X 24 S MNetwork Adapter
Y 0 = IP Address

Width 1920 =

Height 1080 (=

Show Mouse —_—

Identifier
Hide

Display
Roi

Roi X

Roi Y

Roi Width

Roi Height

* App Setti...

Comparision: All settings from the NDi Streamer application (on the left) you will also find into the Inspector when
selecting the corresponding Device "Vertex NDI Streamer” (on the right)

IP Port

Enter here the same IP Port as set in the ND| Streamer application

Network Adapter

Choose a network adapter from your local VERTEX instance

IP Address
Enter IP address of the PC on that the Vertex NDI Streamer application is running and should be remote

controlled

Upload Settings o
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Upload all current settings from VERTEX to the NDI Streamer application

Download Settings e
Download all current settings from NDI Streamer application to Inspector

Scripting

As with every Device in VERTEX, you can control an NDI Streamer Device with a Script.

For the following examples the NDI-Streamer Device was added as "Devicel"to a project

Enable and disable Stream 1 on the remote PC

Devicel.Settings.Streaml.Enabled.Value = true
Devicel.Settings.Streaml.Enabled.Value false

Show Mouse Cursor in ND| Stream 1

Devicel.Settings.Streaml.ShowMouse.Value = true
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O VERTEX Transcoder

VERTEX comes with a separate application for video transcoding. Here's why:

While similar to _transcoding from within VERTEX, the separate app offers some more options.

Also, at times when VERTEX itself is using most systems resources for complex tasks, it can be
beneficial to outsource transcoding large chunks of video to another app or system.

Transcoder is located in VERTEX program folder. The installer creates a shortcut of the
Transcoder app and places it in the desktop folder.

transcode to various HAP and Pro Res codecs (HAP, HAP Q, HAP Alpha, Pro Res 422 including LT
& HQ)

Ease Of Use

Open VERTEX Transcoder from your desktop. And just drag and drop video files into VERTEX Transcoder,
choose the transcoding preset from the drop-down menu and click START.

7 Vertex Transcoder - O X
TR ET
Source Target
SynchTest25fps-HD 108... H.264 1920x1080 00:00:10:00
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A click on the gear icon on the top bar reveals additional settings:

¥ Vertex Transcoder — O =

Hap Alpha

Hap Q@

Pro Res 422 1T
Pro Res 422
Pro Res 422 HO

e Hap Chunk Count: When chopping each frame of the movie into separate chunks, please keep in mind that
the number of chunks should not exceed the number of the rendering system's processor cores.
e Parallel Encode: less parallel threads lead to lesser latency, but performance will suffer slightly and vice

versa.
e Image Seq Fps: set the frames per second when transcoding an image sequence

e Qutput Path: choose the target directory

A green progressive status bar accompanies the transcoding process:
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& Vertex Transcoder - O X
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3DS 238
.FBX 238
dovi 233
.mov 223
.pptx 193,476
.psd 246
.vas 288

wxdi 173,410, 456
.wxdx 173,410, 456

_bak 288

-1-

10 Bit 233
10Bit Playback 223
16 Bit 233

-3-

3D Object 128
3D Objects 238
3DS 238

-6 -

64 Bit 23

-8-

8 Bit 233

-A-

about Vertex 9
Absolute Keyframe
Access a Script 655

Active Values 405, 413

Add Content 213

Add Devices 173,456

Add Live Input 246
Add Output 330
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145

add surface 70

Add Surfaceto Canvas 69
Add Track 122

Adobe Photoshop 246
Advanced 392

Advanced Mode 367,583
Advanced Scalling Settings
Adveanced Mode 392
AJA 246

All Output 80

AMD Eyefinity 23

APl 684

Application Programing Interface

Areas 269,270
ArtNet 321, 496

Art-Net 181, 185, 464, 468, 496, 509, 542

ASIO 96,169, 354

ASIO Audio 96, 354

ASIO Output Channel Count
ASIO Thread Priority Highest
Assembly Version 292

Audio 104,223,238, 334,354

Audio Channel Map 122
Audio Channel Mapping 96
Audio Channel Routing 96
Audio Clip 128

Audio Clock 96

Audio Extraction 287
Audio Import 238

Audio Offset 113,152,169
Audio Output 96

Audio Output Channels 96
Audio Outputs 69

Audio Playback 334,353
Audio Preview 96

Audio Routing 169

Audio System 96, 104, 169
Authentication 684
Authorization 15

Auto Content Sync 311
Auto Fade 113

Auto Start Settings 419
Auto Suggestion 655
AutoCal 84,688

AutoCal Plus 688
Autoconnect 293
AutoFade 145

Autosave 288

Autosave Interval 288
Auto-Star File 419
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Autostart 206,419,489,714
Auto-Start Folder 419
Auxiliary textures 239
Available Systems 293

-B-

Background 444
Background Service 26
Backup 20,292,322
Backup Group 292,322
Backup Master 322
Backup Mode 322
Backup Service 633,698
Backup Sync Clock Source System 307
Backup System Clock 322
Basics 14,67

Bezier 145

Blackmagic Design 246
blend file 69, 84, 88,688
Bluefish444 246
Blueprint 683

BMP 233,238
Bookmarks 274
brightness 421

Browser 260

Button 444

Buttons 15, 444

Buy Licenses 33

-C-

C++ Redistributables 26
Cached Image Sequence 233
Calculation 563

Calender 616

Camera 246,377

Camera Calibration 688
Cancel 645

Canvas 67,69,88,102,104,113,128,377
Canvas Model 104

Canvas Offset 69, 88,104
Canvas Size 104

Canvas Space 67,69,102,104
Canvas View 377

Capture Cards 246

Carriage Return 684

ChamSys 425,509

Change Version 280
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Changelog 62

Channel Map 169, 425,509
Channel Routing 96

Clear Log 645
Clear Programmer
Client 19

413

Clip 128,152,166,383

Clip Conatiner 42

Clip Container 113,122,128, 145,166, 168, 169,
185, 239, 270,277,383, 468, 542, 583, 633, 698

5,509

Clip Container Icons 128

Clip Container Settings

Clip Target 128

ClipContainer 633,698

Codecs 223

Collections 214,269, 274,369

color correction 421

color temperature
Colors 619

Command Systax
Composite 604

Composite Node 559,583, 604

Compositing 113
Compressed Cache

423

619

233

Condition 556,559,583

Conditions 619
Condtitions 595

Configuration 675

Configure AutoFade
Configure Outputs
Connect 293

145
69

Connecta Node 583

Connectto IP 293

Connected Input 583,595

Connection 583
Connection line 5
Connectivity 173,
Console 645

83
456

128

Console Layer 128,425,509

Consolelayer 496

Content 166,214,223, 280,282,311, 369,633,698

Content Encryption

223

Content Management 280

Content Sharing 3

Content Sync 20, 292, 311

11

Content Transfer Monitor
Content Types 213

Content Versioning 269, 280
Control Panel 444

Control View 633,

698

311
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Control Viewer 367,444
Control with DMX-512 509
ControlView 444
ControlView Editor 444
ControlViewer 444

Copy 383

Core Elements 369
Count 578

CPU 23,563

CPUload 367

Create a Node 583
Create Content 214
Create Group 277
Create Nested Sequence Content 113
Cue 149,152,166, 383
CuelD 149

Custom Name 270
Custom Nodes 583

-D-

Damping 551

DANTE 96

Data Formats 711

Data Monitoring 570
Data Routing 20,292,321
Data Sync 20, 266, 292, 306
Data Sync Adapter 266,306
Datapath 246

Date 616

Deactivate 583
Deactivation 33

Debug Script Commands 645
Decimal 496

Decompose 604

Default Canvas 113,152
Default Datasync Aadapter 293
Default Workspace 358
Delay 152

Delete Outputs 330
DeltaCast 246

Deltacast FLEX 246
Desktop Capture 246

Device 128,173,181,193, 200,410,456, 464,476,

483,509
Device Path 173,410, 456

Devices 173,185, 206,277,321, 410, 456, 468, 489,

542,563,583,633,698,714
Digital Rights Management 223
Dimmer 185,468,542
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DirectX 11 23

Disconnecta Node 583
Display Surface 67,69
Dissconnect 293

DMX 496

DMX 512 181,464,496,509
DMX Channels 425,509
DMX Control 509

DMX Devices 185,410,468,542
DMXIn 507

DMX Input 181,425,464, 496, 509
DMX Input enabled 509
DMX Interface 496,507
DMX 10 507

DMX Mode 425,509

DMX Out 185,468,507,542
DMX Output 496

DMX over Ethernet 496

DMX over Network 496

DMX Patch 496

DMX Routing 185, 468, 542

DMX Routing Editor 181, 464, 496, 509

DMX Start Address 509
DMX Universe 509

DMX-512 185,321, 425, 468, 496, 509, 542

DMX-512 Input 509

DMX-512: Control a Console Layer
DMX-512: Control a Playback 509
DMX-512: Control a Surface 509
DMX-512: Control a System 509
DMX-Input-Device 509

DMX-IO 496,507

DMX-10 Configuration 507
DMX-Routing 496, 509
DMX-Routing-Editor 496
Dongle 15,33,223

Donglelock 15

Dongle Offline Activation 33
Download 683

DPI Scaling 330

DPX 233

Drag & Drop 214

DRM 223

-E-

E.131 496
Edge Blending 69, 88
Edge Blending Parameters 88

509



/28

Edit 444

Editions 15

Editors 358

Effects 128

Element Tree 369

Elgato Stream Deck 200, 483

Elgato Stream Deck mini 200, 483
Elgato Stream Deck XL 200, 483

Embedded Audio 223
Emergency License Reset 33
Emergeny License Reset 33
Encoding Setiings 223
Encrypt File 223
Encryption 223
Encryption settings 223
Enter Fullscreen 342,367
Epic Games 683

Error 578

Error log 578

Ethernet 496

Event 616
Examples for a Script 655
Execute a Script 655
Expiry Date 15,223
Export 223

Expression 551

External Processing 223
Eyefinity 23

-F-

F1 712

Fadeln 152

Fade Out 152
FadeProgValue 619
FadeValue 619
Favorite Folders 269, 274, 369
FBX 238

FFD 84,410

FFDs 167

FFmpeg 238

File formats 711
FileID 214,425,509
File Suffix 711

Filter Espressions 619
Firewall 691

First Project 266
Floating Windows 358
Focus Tracking 392
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Folder 214

Folder ID 214,425,509

FontSize 264

Force 24-Bit Caching 233

Force 48-Bit Caching 233

FPS 113,152

Frame Blending 223

Framerate for Image Sequence 233
Frames per Second 113

Free Form Deformers 167

Freerun 152

Full Screen 444

Full Screen on Startup 444
Fullscreen 19,342

Fullscreen Renderer 334,342
Fullscreen Renderer and User Interface
FX 128,168,425,509

-G -

Generate SMPTE 673
generating timecode 680
Generative Content 128
Generative Textures 254
Generic devices 410
Geometry 238

Geometry Modifier 69,410
Geometry Modifiers 167
Geometry Objects 238
Getting Started 65

GIF 238

Global Offset 113

Global Position Offset 113,152
Global Position Scale 152
Global Scale Offset 113
Global Value 185, 468,542
Global Values 413
Global Variable 664
Gobo 425,509

GoTo 655

GPU 23

GPUload 367

GPU Sync 354

Gradient 254

Group 277

Groups 185,269, 277,468, 542
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Installer 15, 26,444

H Instance 128
Interaction 551,556

Interactive 551

H.264 223

Hap 223,722 Interactivity 444
HAP Alpha 223 Interal Sound Card 96
HAPQ 223 ioversal 193,476
HAP-Q 223 ioversal AutoCal 688

HAP-Q Alpha 223 IP Adress 362

Hardware 23 Iris 425,509
Hardwarelock 15
Hardware Requirements 23 - j -
Hardware usage 367
Help 62,362 Javascript 260
Hexadecimal 496 JPEG 233,238
Host System 181,464,509 JumpCount 149
HTML 260, 691 JumpToCue 149
HTML5 260 JumpToTime 149
HTML Buttons 691
HTML Content 128 - K -
HTML-Comtent 260
hue 421 Key 223
Keyboard Shortcuts 697,712
-] - Keyframe 145,185,239, 413, 468, 542
Kiosk Browser 633,698
Icons 128 KNX 633,698
ID 269,270,425,509,578
Image Formats 238 - L -

Image Sequence 214,233
Image Sequence Dirextory 233
Import 214

Import Content 213, 282
Import Content Diretory 213

Leave Fullscreen 342

LED 246

Length 113,152

Library 167,168,173,185,193, 206,410, 456, 468,

Import Directory 214 476,489,542,714
ImportFile 214 Library Editor 173,410,456
Import Image Sequence 214 License 15,33,223,292
Import new Version 280 License Handling 362
Indexers 619 License List 223

Inpoint 128 License Menu 362

Input 181,464,509, 556,578 License Menue 33

Input Cards 246 License Model 15

Input DMX-512 496 License Status 33,362
Insert 583 License Update 33
Insert Track 122 Licenses and Editions 15

Inspector  88,104,122,149,167, 168, 282,392,413,  |jghting Control 496

444,551, 583, 664 Lighting Desk 425, 509

Inspector Mode 367 Limitations of Trial Version 32

install 26 Link 128

Installation 26 List of Script Commands 633, 697, 698
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Literal Value 583,595
Live 102,334,340, 383
Live Audio 96,169, 353
Live Input 246

Live Video Sources 246
Live Volume 96

Load 288

Load Project 293
Load Recent 288
Local Project Path 311
Local Variable 664
Local Variables 655
Location 444
Locktotime 128
locking 412

Log 619,645
Loke to track 128
LTC 354,673,675
LUT 423

LUTs 423

-M -

Magewell 246

Main Menu 214,362
MainContent 633,698
Manage Content 269
MaNet 496

MA-Net 181, 464,509
Mapping 84,167
Mask 128

Master 20,292, 293,306,307,311, 321, 322, 362,

583
Mathematical Expressions 392
Metadata 270
Microsoft Office 239
Microsoft Powerpoint
Misc 697
miscellaneous 697
334, 340
334,403

193,239,476

Mix Level
Mixing Level
Mode 551
Modifier 84,377
Modulator 595
Monitor 578
Mosaic 23
Move 377
MP3 238
MPEG 223
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Multi Clip 152

Multi GPU 23

Multi Selection 392
Multi-Channel Audio 223
Multiple Editors of the same type 358
Multiple Projectors 88
Multiple Systems 246,292,583
Multi-System 20, 321
Multi-Systemes 306
Multi-User 292,306

Mute Live Audio 96

Mute Preview Audio 367

-N -

Name 269,270

NDI 206,246,347,489,714

NDI Qutput Stream 347

206, 489, 714
Nested Sequence 113

Nested Sequence Content 113
Nesting 113

Network 311

Newtec NDI 206,489,714

Newtek NDI 246, 347

Node 559,563,570,578,583, 604
Node Editors 559

Node System 559, 563,570,578, 583
Node System Basics 559

Node System Editor 559,570, 583, 604
Node System Monitor 559,578
Node Types 559

Normal 145

Notch 239

Notch Blocks 239

Notch Playback 239

NotchLC 223

Notes 152,269,270

Notifications 367

Nowpointer 383, 405

NVidia Mosaic 23

NVidia Quadro 23

NVMe 23

-0-

Offline Activation 33
Online Account 33
Online Activation 33

NDI Streamer
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optimization 57

57

Optimized Cached Format
Optimized File 223
Optimized File Format
Optimized Video 287
OSC Sender 633,698
Osprey 246
Outpoint 128
Output 67,69, 80, 84,88,128,330,377,688
Output DMX-512 496

Output Position 69

Output Reference 69

Output Settings 330

Output Setup 80, 330

optimize
233

287

Output Space 67,69

Output Streams 347

Page 444

Parameter 559

Parameters 583,595, 655, 664

Partial Backup 292,322

Paste 383

Pause 149,645
PCLicense 33
Performance 57,563
Performance Monitor 367
Photoshop 246
Photoshop Layers 246
Pin to Inspector 392
Plaback Provider Time 113

Playback 102,106, 152,166, 307, 334, 340, 354, 403,
509, 633,673,680, 698

Playback Dashboard 254

Playback Editor 106, 145, 149, 152, 166, 340, 383,
583

Playback Mixing Engine
Playback Mode 403
Playback Order 106
Playback Provider 106,113,128, 152
Playback Speed 403

Playback Sync 20, 292, 307
Playbacks 403
Playbacks Window
Playhead 383
Playlist 102,106,152, 166, 282
Plugin for Unreal 683

PME 102, 334,340,633,673,698

102, 334,340,673

106
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PME Live

334,342

PME Preview 334

PNG
Poll

233
563

,238

Polling 559,563,570
Port80 691

Postroll

Powerpoin
PowerPoin
PPT 239
PPT Device

PPT Remote

pptx 193
Preroll 1
Presets

128
t 193,239,476
tRemote 193,476

633,698

193,476
,239,476
28

223
preventtion

412

Prevew 334

Preview
Preview Au

Preview Outputs
Preview Volume

principles

Pro Res 422

Procedural

Process Device

102, 334,340, 383
dio 96,169,353
80
96
9
722
Content 128,254

633,698

Process Polling 563

Process Pu
Process Pu
Programer

Programmer
Programmer Mode
Programmer Values

ProgValue

Il 563

sh 563

Mode 145

392,405,413,633,698

367,392, 405, 413
405

619

Project auto loading 419

Project Explorer

166,214,223, 269, 270, 277, 282,

369, 425, 509, 604, 664

Project File 223,288
Project Folder 288
Project Path 266

Project Settings

Projection
Promt

ProRes 2
Protocol
Provider

96,214,238,287,288,307
Mapping 84,88

655
Property Value

583,595
23
173,456,496
128

Proxy Encoding 214

Proxy File Settings

Proxy Files
PSD-File

223
223,233,287
246
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Pull 559,563,570
Pulsating 570
Pulse 559,563
Pulses 570

Push 559,563,570

quick start guide 9

QuickBlend 88
Quicktime 223

-R-

RAM 23

Rate 551
recommendations 57
Reconnect 173,456
Recover File 288
Redundant Backup 292,322
Refresh Video Source 246
Release Notes 62
Releative Keyframe 145
remote 26

remote deploy 26

Remove Output Reference 69
Remove Surface from Canvas 69
Render Editor 80, 104, 167, 340,377
RenderTraget Size 69
Reset Connection 173,456
Reset Outputs 330

Reset System to Virtual 293
Reset Video Source 246
Restart 26

RGB 421,619

RGBA 619

Role 293,362

Rotate 377

Run 444,645

Run (with Promt) 655
Run a Script 655

Run with Parameters 655

SACN 181,185,321, 464,468, 496, 509, 542

saturation 421
Save 288

Vertex User Manual

Save on Local System 293
Save on Master 293

Save Project 293

Save Project Copy 288
Save Project Fileonly 288
Scale 377

Schedule 616

Schedule Editor 616
Scheduler 616

Screen Scaling 330

Script 583,595, 645, 655, 664
Script Code 149

Script Command 149, 152, 444, 556, 583, 595, 616,
645

Script Commands 173, 444,456,618,619, 633, 664,
684, 698

Script Editor 618, 645, 655
Script Examples 619, 655, 684
Script Monitor 618, 645

Script Parameters 655

Script Reference 618

Script Referenece 633,698
Script Server 684

Script Server Authentication 684
Script Syntax 618,619

Scripting 181, 322,464,509, 551,618,619, 664
Scripts 645

Search 392

Selection 604

Send DMX 185, 468,542

send timecode 680

sending timecode 680

sequence 102,106,113,122,128, 149, 282,383,
673,680

Session 20,292,293, 306,307,311, 321,583
Session Management 293

Session Member 20, 292, 293, 306, 307,311, 321,
322,354,362,559, 583

Session Mode 20

Session Status 362

Set DataSync Adapter 293

Set Fullscreen Mode 347

Set Outputs of a System 330

Set Streaming Mode 347

Settings 392,444,619

Shader 254

Shaders 168

Shaper 425,509

Shared Device Group 277

Shortcut 214

Shortcuts 113, 383,697,712
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shortkeys 392

Show Context 645

Show Status 645

Single Clip 152

Size 444

Slider 444

Sliders 15,444

Slides 239

Smart Dongle 33

Smart Dongle License 33
SMPTE 321,354,673
SMPTE Chase Lock 676
SMPTE Clip 128,673
SMPTE clip container 680
SMPTE Input 673,676
SMPTEIO 673
SMPTE IO Interface 675
SMPTE out 680
SMPTE Out Channel 680
SMPTE Output 673
SMPTE Output Mode 680
Softedge 88

Softedge Blending 69, 88
Softedge Projection 88
Solid Color 254

Source 551,556
SourceA 551

Spout 246

Standard 392

Standard Audio 96, 169, 354
Standard Mode 367,392
Start Channel 181, 464,509
Start Vertex Service 26
Startup 266

Startup Page 266, 293, 444
Status Bar 358,367,413
Status LED 507

Stop 149

Stop Vertex Service 26
Storage 23

Stream Deck 200, 483
Stream Deck mini 200, 483
Stream Deck XL 200, 483
Stream Identifier 347
Streamdeck 200, 483,633,698
Streamlabs 246
Structure 619
Sub-Composition 113,604
Subnet 496
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Surface 67,69, 80, 84,88,102,104,128, 168, 330,

347,377,509, 688
Swap to Liveon Mix 334
Switch 145

Switch between Value and Programmer Mode

sync 676

Sync Clock 96,307, 354,673,676

Sync Clock Source 287

Sync Clock Source System 307
Sync Proxy files only. 311
synch 676

synchronize 676

Syntax 618

413

System 80, 88, 169, 246, 293, 322, 347,354,377,

444, 509, 559, 563,583, 633,673,676, 698

System Basics 14

System Clock 307,354,362
System License 33

System Output Setup 69, 330
System Role 362

System Status 362

System View 377

Systems 369

Systems Manager 633,698

-T-

Tag 270,655

Tags 269,270

Target 128,551,583
Target System 583
Target Systems 269,311, 583
Targets for Content Items 269
TCP 321,684,691

TCP Client 633,698
TCP Connection 633,698
Template 166
Template Clip 122, 166
Template Name 166
temporary pre-load 676
TempPreload 676
Test-Pattern 254

Text 264

Text Container 264
Text Content 264
Texture 168

Texture Size 264
Textures 254

TGA 233

Throttle 563
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Throttling 563

TIFF 233,238

Timecode 354,383,673,675
Timeline 113

Timestamp 578

Tool Tip Monitoring 570

Top Bar 362

Top Left Coordinates 287
Touch Interface 444
Touchscreen Interfaces 15, 444
Track 113,122,128,152,383
Track Clip Mode 152

Track Settings 122

Transcode 223,722
Transcoder 722

Transcoding 223,722

Transfer 311

transmitting timecode 680
Transport Mode 152

Traylcon 26

Trial 26,32

Trial Version 32

Trigger 152,181,464,509, 551, 556
Trigger by date 616

trigger Editor 181, 464,509, 551
Triggering 509, 556

-U-

uUbp 321

UDP Sender 633, 698

Ul 383

Ul on Primary 330

unintentional changes 412
Universe 181, 464,496,507,509
Universe Numbering 496

Unlink 128

Unreal Engine 683

Update Playlist 282

Update Sequence 282

Use Track Channel Map 169
User Account 683

User Color 122,269,270

User Interface 19, 358, 369, 383
User Interface and Fullscreen Renderer
User Properties 269, 270
UV-Pattern 254
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-V -

Validate 595

Validate Inputs 595

Validate This Node 595
Validation 595

Validity 15

Value 619

Value Mode 145,367,392, 405,413
Variable 618,664

Versioning 223,269, 280
Vertex Autostart on Windows 419
Vertex background Service 293
Vertex Background Services 26
VERTEX Data Formats and File Suffixes
Vertex Edit 15

Vertex NDI Streamer 206, 489,714
Vertex Play 15

Vertex Project 306

Vertex Service 26

Vertex Suite 15

VERTEX Touch 15, 444

VERTEX Vioso 688

Vertices 84,167,377

Video 223

Video Capture Cards 246
Video Codecs 223

Video Containers 223

Video Encryption 223

Video FX 168,410

View 340

Views 358

Viioso Blend File 84

Vioso 69, 88,688

Vioso AutoCal 84, 88, 688
Vioso Blend File 88

Vioso License 688

Vioso Warp File 84,88

Virtual Machines 23

Virtual System 293

Visualize Pulses 570

Volume 169

vxdi 173,410, 456

vxdx 173,410,456

-W -

Wait 149
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WaitTime 149

warp file 69, 84, 88,688
Warping 69, 84,167
Watchfolder 166,214, 269, 282,419
WAV 238

Webbrowser Content 633, 698
Webcam 246

Webcontrol 691

Webserver 691

Weiterfiihrende Info 246

Wheel 392

white balance 421

Window 358

Window Docking 358

Window Undocking 358
Windows 10 23

Windows 10 Desktop Setting 330
Windows 8.1 23

Windows Autostart 419
Windows Startup 419

Windows Volume 96, 169
Wiring 181, 392,464,509, 551
Wiring Editor 181, 464,509, 551
Workflow 67,559

Workspace 340,358
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