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Trackless Studio Software Installation & Virtual
Set Project Recommendations

This Trackless Studio application note covers the following procedures and information:

Software Installation

Virtual Set Project Recommendations

Virtual Set Object Naming Definitions

Preparing Virtual Set Talent Objects for Trackless Studio
Virtual Set Design Recommendations

On Camera Graphics

Virtual Shadows

Software Installation

Use the following procedure to install the Trackless Studio software.

X |If your Trackless purchase is not a turnkey edition, ensure that the USB license dongle is installed in the hardware before

installing the software.

* Trackless Studio is installed on the same server as the XPression software.

1. Once you have obtained the software package, double-click Ross Trackless Studio v1.0.xxx for XPN 6.1.XXxx.exe.

The Trackless Studio - InstallShield Wizard opens.

Welcome to the InstallShield Wizard for
Trackless Studio

trackless

The InstallshieldiR) Wizard will install Trackless Studio on your
computer, To continue, click Next,

WARNING: This program is protected by copyright law and
international treaties,

= Back. I Mexk = I Cancel

Phone: +1 613-652-4886 « Technical Support: +1 613-652-4886 « 3500DR-528-01 « November 23, 2015 © 2015 Ross Video Limited. Ross®, and
any related marks are trademarks or registered trademarks of Ross Video Limited. All other trademarks are the property of their respective
companies. PATENTS ISSUED and PENDING. All rights reserved. No part of this publication may be reproduced, stored in aretrieval system,

or transmitted in any form or by any means, mechanical, photocopying, recording or otherwise, without the prior written permission of Ross
Video. While every precaution has been taken in the preparation of this document, Ross Video assumes no responsibility for errors or omis-
sions. Neither is any liability assumed for damages resulting from the use of the information contained herein.
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2. Click Next.

The License Agreement section opens.

License Agreement

FPlease read the following license agrees

ROSS VIDEO LIMITED

END USER SOFTWARE LICENSE AGREEMENT

This License Agreementis alegal agreement between you (the “Licenses™) and Ross
Wideo Limited ( “Ross Video™ specifiing the terms and conditions of your
installation and use of the software sold and delivered to ywou by Ross Video
concutrently with the delivery to you of this Agreement, as well as all user manuals,;l

" T accept the terms in the license agresment Prink |

' T do not accept the terms in the license agresment

InistallShield

< Back I Iexk = I Cancel |

3. Select | accept the terms in the license agreement.

License Agreement

FPlease read the following license agrees

ROSS VIDEO LIMITED

END USER SOFTWARE LICENSE AGREEMENT

This License Agreementis alegal agreement between you (the “Licenses™) and Ross
Wideo Limited ( “Ross Video™ specifiing the terms and conditions of your
installation and use of the software sold and delivered to ywou by Ross Video
concutrently with the delivery to you of this Agreement, as well as all user manuals,;l

' T accept the terms in the license agresment Prink |

" I do not accept the terms in the license agresment

InistallShield

< Back I Mexk = I Cancel |

4. Click Next.

The Customer Information section opens.

Customer Information

Flease enter your information.

User Marne:

Qrganization:

InistallShield

< Back I Mexk = I Cancel

5. Enter a User Name and Organization as necessary.

www.rossvideo.com
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6. Click Next.

The Ready to Install the Program section opens.

Ready to Install the Program

The wizard is ready to begin installatio

IF wou want to review or change any of your installation settings, click Back, Click Cancel to
exit the wizard,

Current Settings:

Setup Type:
Typical

Destination Folder:
Cii¥PressionAppsiTrackless Studio
User Information:
Mame: msuuronen

Company: Ross Yideo

InistallShield

< Back I Install I Cancel

7. Click Install.
The installation begins.

When the installation has completed, the InstallShield Wizard Complete section opens.

InstallShield Wizard Completed

trackless

The InstallShield Wizard has successfully installed Trackless
Studio. Click Finish ko exit the wizard,

[w Launch the program

= Back. I Finish I Cance

8. Click Finish.

If the Launch the Program check box is selected, the Trackless Studio Settings dialog box will open for initial
configuration.

* When launching Trackless from the installer, it is recommended that XPression is running with a Trackless project open if
clicking Save & Launch from the Trackless Studio Settings dialog box.

* When Save & Launch is selected in the Trackless Studio Settings dialog box, a Trackless software configuration file is created
(settings.xml) and stored in C:\XPressionApps\Trackless Studio. Save this configuration file in a safe location and
manually replace it after performing a Trackless Studio upgrade in order to restore previous talent camera orientations, effects,
network settings, and general settings.

www.rossvideo.com
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Virtual Set Project Recommendations

The following settings are recommended as a standard for preparing virtual sets for Trackless Studio. They are not requirements.

» Always set the Depth Sorting in the Rendering tab of the Object Inspector to Manual mode.

Camera

” Transition Logic

[ Scene | Roljcraw | Rendering | Takeltem | Effects | Metadata || Layerorder | Dataingkeys |
Depth Sorting Default Scene Camera Stereoscopic—  Tracking / Global Camera
3 Aukomatic (transparencies) | [ FOV fdegr: [45.000 %~ Walue Mode: | Relative to Project Yalues H Full Scene Lens Distortion
@Ml (i) specti Eve Separation:

<+ Back To Front
£ Fronk Ta Back (optimal speed)

Near: |5.000 =
Far: |4000.000 |*/~

Convergence:

It is recommended that one XPression unit of your virtual set has to be one inch on the real world.

You need to have only one camera on each scene and it has to be a perspective camera set to Active in the Flags section of the

Camera tab in the Object Inspector.
Each perspective camera horizontal FOV has to be a 45°, Near: 4, Far: 4000.

cam Object

[ Continuous Anim. ” Template Links ”

Metadata

-~ Position ~ Direction ~ Pivot ~ Lens Flags
w |-25638 [+, ik 0,000 5. w oo [, Fov (degr.): [45.000 <[« it EE e e @ et Active [ Show Crosshair
["]Enabled "] Enabled
s <T - B o, <[ oo A ) < -
5000 Pan: |-23.000 hd ig1.000 EaEEet _ 1st Order: [0.00000 [*1 Focal Distance: {150,000 [*[+ Tracking / Global Camera
z Rotate: (0,000 (%] Z et 2nd Order: |0,00000 [*|- Focal Width: [s0.000 [<I- [] Enabled
Retation Order: Center Far: [#100.000 2| e s Max CoC: |3.000 [~ o) e Dzeon
defauk_ || ED B e Elli=: 7] isualis Focal width £co e D Offset
. widthy [0.000 ]| Hoffset 0000 <] px Fostion irzistinr]
i -0 jeck
L Height: ID.DDU * v] W Offset: ID.DDD - v] px =5 Biseoreior M| B2 F Fizld

» Recommended floor coordinate position of the virtual set: Y: 0.0.
* Virtual set center position: X:0, Y:0, Z:0.

Virtual Set Object Naming Definitions

In XPression:

 Set your virtual set scene names to: Scenel, Scene2, Scene3, and Scene4 respectively.

« If you only have one scene for your virtual set, duplicate the scene so that you will get two scenes with exactly the same virtual
set and content, but with different names (Scenel and Scene?2). This is useful if you want to do scene (camera) transitions
using the same background scenario.

« Set the name of the perspective camera object on each set to vcam.
» Make your perspective camera object (vcam) last in the Object Manager list (bottom object).

 Set the talent quad object name on each scene with a name starting with the prefix vtalent_, such as vtalent_1, vtalent_2,
vtalent_3, and vtalent 4.

« Set the live source materials name for each live camera input starting with the prefix liveinputcam_, such as
liveinputcam_1, liveinputcam_2, liveinputcam_3, and liveinputcam_4.

« If you want to control video playing on a virtual display from Trackless Studio, you have to set the material of each display
screen with a name starting with the prefix mat_display_.

« Itis strongly recommended to add your virtual set name as a prefix on any material, object, .jpg file, .obj file, etc. being used by
that specific virtual set. This is highly recommended if you want to mix two or more virtual sets in just one project. For example,
Scenel could be a news virtual set and Scene2 could be a weather virtual set. If materials (or any objects) in both projects have
the same name, the mixed project will not work properly.

www.rossvideo.com
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Preparing Virtual Set Talent Objects for Trackless Studio

Live Source Material

For the live camera input you need to create the required live source material (Iiveinputcam 1 up to liveinputcam_4,
depending on the XPression hardware).

To create the live source material:

1. In XPression, open the Material Manager.

[Faterial Manager x|

1= All Materials (22 items) -

L] Al matersls

Face | material |||

[

Selected Objects: 0

www.rossvideo.com
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2. Inthe Material Manager, either select a material from the list for editing or click Create a new Material.

The Material Editor opens.

- Preview

Hame: [Material2 Dimensions: - % -
Visible [] Mo Depthwirites [ | Ignore Object Alpha  Duration: -

Y

Base Color
~ Channels Adjust Color: Diffuse —

= I | — F HsL -
Diffuse | Ambient
j- . s
S Emissive || Specular L
#
Cu.)

Y

[/ €3 Layerl SpecPuri[50.0 2]

Lighting / Fill
~ Lighting Fill Mode
@ Fer Vertex O Per Pixel @ Solid O Wireframe > Points
[ Double Sided [ Invert Mormals

Blending
Color Channel Output

3. Click the Add a new shader to the current layer list and select Live Source.

A LiveSource shader is added.

- Preview

S S
[V €3 Layerl _

ler i | LiveSaurce

4. Inthe Name box, enter liveinputcam_1.

Mame: [liveinputcam_1 Dimensions: - ¥ -

Wisible [ ] Mo Depthwrites [ ] Ignore Object Alpha  Duration: -
Video

Input Source: [ <nones |.|

Color Blending
Alpha Blending
Texture Coordinates
Chroma Keyer
Mip Mapping
Texture Mapping

Texture Filters

5. Inthe Video section, use the Input Source list to select XMI1O Channel 1.

Hame: Dimensions: 1920 x 1080

Wisible [ ] Mo Depthwrites [ ] Ignore Object Alpha  Duration: -
Video

Input Source: | Input 1: XMIOZ Channel 1 []

Color Blending
Alpha Blending
Texture Coordinates
Chroma Keyer
Mip Mapping
Texture Mapping
Texture Filters

www.rossvideo.com
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6. Inthe Color Blending section, use the Blend Mode list to select Use Current Stage.

Hame: Dimensions: 1920 x 1080

Wisible [ ] Mo Depthwrites [ ] Ignore Object Alpha  Duration: -
Video

Input Source: | Input 1: XMIOZ Channel 1 []

Color Blending

Blend Made: |Use Current Stage ' %

Previous Stage Current Stage
’VModifiar: lNDne H ’VMod\fier: [None |'|
Output Modifier

[mﬂam e ] Clssurae ‘

Texture Filters
Alpha Blending
Texture Mapping

Mip Mapping
Chroma Keyer
Texture Coordinates

7. Inthe Chroma Keyer section, select the Active check box and adjust the chroma key settings as necessary.

Mame: |liveinputcam_1 Dimensions: 1920 x 1080

Wisible [] Mo Depthwrites [] Ignore Object Alpha  Duration: -

=
Texture Filters l:l
Alpha Blending
Texture Mapping
Mip Mapping
Chroma Keyer

- Matte Generation Cukput

Active: [v]
Max, Angle: |16.000 [*|.
Fil m

. Fa Clipping: iakts
cal EdgeHardnessi (00 [-o] || [ sowes |
- Matte Post-Processing Spill Suppression ——————————————
Sharpen Range: Desaturation:
Sharpen:
~Luma lpping ———————————
Clip Lov:
Clip Highs
Clip Softness:

Texture Coordinates i‘:|

* Do not use the Chroma Keying effect in the Keyer list of the Effects window. This could cause depth rendering issues. Always
enable the chroma keyer for the shader inside the Material Editor.

8. Repeat steps 2 to 7 for the each additional live source material, entering 1iveinputcam_2 for the Name and selecting XMI1O
Channel 2 as the Input Source.

Talent Quad

» Create required quad objects for the talent/anchor video input, if not already created. Each quad object has to be 1920 pixels
width by 1080 pixels height. Do not change the pixel size of the quad. If you want to adjust it to your virtual set, modify the
Scale value in the Transform tab of the Object Inspector for each quad object.

« If your camera is physically vertical (rotated 90 degrees to the right), set the Z axis Rotation value in the Transform tab of the
Object Inspector for quad objects to 90.

 Verify that the Pivot value in the Transform tab of the Object Inspector for each of the talent quad objects is set to X:0, Y:0,
Z:0. In XPression virtual sets, normally one XPression unit will be one inch, so you may need to scale the quads to
approximately 0.043 (between 0.036 and 0.05). Keep the aspect ratio, so the scale is exactly the same value on each axis (X and
Y).

www.rossvideo.com
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» Center your talent quads Position value in the Transform tab of the Object Inspector where you prefer. The position will be
fixed, only the rotation will change automatically on runtime depending on the live camera position and rotation. It is
recommended to start with X:0, Y:0, Z:0 and then adjust by fine tuning the positions.

Object Inspector - vialent_1 - Quad Objeck

Quad Transform [ Rendering " Materials H DataLing ” Texture Coords " Lighting ” Continuous Anir. ” Template Links ] lz\z

Position Rotation Scale Pivolt

w (oo FEl| | wofoooe PR | o [omss Rl @Er %

oo =) | v ooon FR) | v fposs sl SHeE

7 [noo0 FEI| | 2z oo 51 z
gesnge Rotation Order:
2o =z H
8 Egél Lock Position

X It is normal if you do not see the talent quad looking at the camera while designing in XPression Studio Layout mode. Trackless
Studio will adjust this automatically when running. Of course, you can rotate the corresponding axis for testing while editing:
rotate the Y axis if you are using a physical vertically rotated camera and rotate the X axis if you are using a standard horizontal
physical camera setup with no rotation.

Texture Coordinates
 In the Texture Coords tab of the Object Inspector for the quads, always set the Mode option in the Misc section to Border.
« In the Texture Coords tab of the Object Inspector for the quads, always center the Pivot by setting X to 0.500 and Y to 0.500.

» Sometimes a line border can appear in your input video. Remove it by scaling the quads in the Scale section of the Texture
Coords tab of the Object Inspector. Setting X and Y to 0.990 should be more than enough.

Object Inspector - vtalent_1 - Quad Object

[ Quad “ Transform “ Rendering “ Materials H Dataling } Texture Coords I Lighting ” Conkinuous Anim. ” Template Links ] lI‘I
Position Rotation Scale Pivot Misc
wfoooo L) f [ [pooo B e o [FL] @Ry w0500 =] | | Mode: [Borcer [-]

Virtual Set Design Recommendations

» Always try to keep the XPression performance indicator (Perf) below 50%. Always test your virtual set project using a 1080i
29.97 output format with a Matrox XMIO SDI output card. That specific configuration is the one that currently requires more
processing, so if your virtual set works fine on that resolution, it will most likely work on other lower configurations. Testing
your virtual set in a virtual output is a not real benchmarking option.

» Try not to use video files inside your virtual set as materials (none, if possible). If you are using video files inside your virtual
set, remember to always use the XPression Codec and also be sure to use exactly the same frame rate and format for your video
as your XPression virtual set project settings.

 For continuous animated backgrounds or textures, we strongly recommend using render view based materials other than videos.
» Try not to apply XPression Effects on the scene such as DepthOfField.

» Be careful when using advanced materials and textures such as Reflection Map, this can lead to stuttering when moving the
camera around.

» Try not to use thin lines and small objects. It will require higher anti-aliasing to appear properly.
» Always delete unused materials in your projects.
 Less than 200.000 polygon 3D models.

www.rossvideo.com
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On Camera Graphics

If you want to add some GUI fixed position graphics following your cam view on top of all the graphics on your virtual set, do not
use the camera layer object in XPression. It is recommend to use quads or any other object as a child of the camera.

For example, if you want to add a “raining” video on top of all your graphics, create a quad object with a size covering all your
output (for example, 1920 x 1080). Add the raining video material onto the quad.

To create an on camera graphic:

 setitas a child of the vcam object.

* set the Rotation settings in the Transform tab of the Object Inspector to X:0, Y:0, Z:0.

« set the Position settings in the Transform tab of the Object Inspector to X:0, Y:0, and Z:-50

« adjust the Scale settings in the Transform tab of the Object Inspector to cover all your camera view (0.015, for example).

Object Inspector - Quadi - Quad Object

Transform [ Rendering " Materials H Dataling ” Texkure Coords " Lighting ” Continuous Anim. ” Template Links ] lz\z

Position Rotation Scale Pivot

wo(noon  FEI O [pooo BRI [oois FRI] @R P

wfooon =L | v fooon FR) || v foos =) SR

z [soon0 FL) | 2 fooo 5] z
(SQEEIF S‘ZE Rotation Order:
5ot
g ggél Lock Position

Virtual Shadows

You can create a virtual shadow for the talent. It will be useful only if the talent does not move from the center position of the quad
and does not move their legs much.

To create a virtual shadow:

» copy and paste the talent quad object, adding a suffix shadow_ to its name.
* position the new quad as a child of the talent quad object in the Object Manager.

% &% E ||y

Obiject @ % Alpha | #-Pos ‘ %¥-Pos Z-Pos |
= BASICL_DISPCAT QU T 000 =g i ra Gz
¢ '|j BASICL_DISPLAY_F G2 Q 100.0 0.00 0.00 0.00
— Tj wtalent_1 @ o 100.0 -62.30 -1.00 20,30
r—:.-w ﬁ = 1
L T shadow vtakert 1 @ 4 100.0 0.00 0.00 0.00
) Do _r|
a veam | -25.64 6,00 92.21 |ﬁ
- ~ 4 - - y
{54 Background1 | 100.0 960,00 540,00 oon
= ! A |
(1] L 3K F 1»]

« rotate the new quad to floor level. Use a plain color material (such as red) for fine tuning.
* duplicate the liveinputcam material, adding a suffix shadow_ to its name.
* in the Base Color section of the Material Editor for the material Layer, set the Diffuse channel to black (H:0, S:0, L:0).

www.rossvideo.com
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« in the Base Color section of the Material Editor for the material Layer, set the Alpha value to 10.

- Preview

MName: [shadow_liveinputcam_1 Dimensions: - ¥ -

Wisible [ | Mo Depthwrites [ ] Ignore Object Alpha  Duration: -

Base Color -
Channels

Diffuse | Ambient

Cube Sphere = - -
(SR 4 | + ¥ Erissive || Specular
£ Layerl Spec Pwr:
LA O Livesource alphs:

| Lighting / Fill |

Adiust Color: Diffuse ——————————————

HSL it

njo [T
s
L

|| Blending | [v|

« in the Blending section of the Material Editor for the material Layer, set the Blending Mode to Multiply.

- Preview
MName: [shadow_liveinputcam_1 Dimensions: - ¥ -
Wisible [ | Mo Depthwrites [ ] Ignore Object Alpha  Duration: -
| Lighting / Fill [I6a]
Blending
Blending Mode: -]
. _ o ’ o 5
finad color = {Fowrce * source Factor) blend aperation (dest * dest Factor)
ol s s | o
e Layerl Source Factar: |DESTCOLOR H
L[ 9 Livesource Destination Factor: (22RO
R
| Color Channel Dutput I v

* Be aware that this effect can affect the XPression machine performance depending on the virtual set project you are currently
using.

www.rossvideo.com
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