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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/ s"

Virtual Set Object Naming Definitions/ &"

Preparing Virtual Set Talent Objects for Trackless Studiol 7"

Virtual Set Design Recommendations/ )

On Camera Graphics[ "

Virtual Shadows| 151

Software Installation

Use the following procedure to install the Trackless Studio software.

* If your Ross Trackless Studio purchase is not a turnkey edition, ensure that the USB license dongle is installed in
the hardware before installing the software.

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

1. Once you have obtained the software package double-click the Ross Trackless Studio.exe file.

The License Agreement page opens.

B4 Ross - Trackless Studio Setup - *

License Agreement —
Please read the following important information before continuing. =y

=

Please read the following License Agreement. You must accept the terms of this agreement before
continuing with the installation.

This End User Software License Agresment is 2 legal agreement between you (the “Licensee”) and
Ross Video Limited (“Ross Video”) specifving the terms and conditions of your installation and use
of the Software and all Diocumentation (as those terms are defined herein).

IMPORTANT:

BY DOWNLOADING, ACCESSING, INSTALLING OR USING THE SOFTWARE AND/OR
DOCUMENTATION LICENSEE AGREES TO THE TERMS OF THIS AGREEMENT AND THE
LICENSE GRANTED HEREUNDER SHALL BE EFFECTIVE AS OF AND FROM SUCH DATE.
IF YOU DO NOT WISH TO ACCEPT THE TERMS AND CONDITIONS OF THIS
AGREEMENT, DO NOT DOWNLOAD, ACCESS, INSTALL, REFER TO OR OTHERWISE USE
THE SOFTWARE AND/OR DOCUMENTATION. v

@I accept the agreement
()1 do not accept the agreement

of their respective companies. PATENTS ISSUED and PENDING. All rights reserved. No part of this publication may be reproduced, stored in a retrieval
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 omissions.
Neither is any liability assumed for damages resulting from the use of the information contained herein.

Phone: +1 613-652-4886 « Technical Support: +1-844-652-0645 (North America) « +800 1005 0100 (International) * 3500DR-528-02 « July 2025 © 2025
Ross Video Limited. Ross® and any related marks are trademarks or registered trademarks of Ross Video Limited. All other trademarks are the property
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2. Select I accept the terms in the license agreement and select Next.

The Select Destination Location page opens.

B2 Ross - Trackless Studic Setup - X

Select Destination Location
Where should Trackless Studio be installed?

Setup will install Trackless Studio into the following folder.

To continue, dick Mext. If you would like to select a different folder, dlick Browse.

C:\ROSSVPression Trackless Studio Browse. ..

Atleast 147.3 MB of free disk space is required.

3. Accept the default location or use the Browse button to navigate to a different location and select Next.

The Select Components page opens.

B2 Ross - Trackless Studic Setup -

Select Components
Which components should be installed?

Select the components you want to install; dear the components you do not want to install. Click Mext
when you are ready to continue.

Default installation ~

4, Select Next to continue with the Default installation.

ROSS
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The Select Additional Tasks page opens.

B2 Ross - Trackless Studic Setup -

Select Additional Tasks
Which additional tasks should be performed?

Select the additional tasks you would ke Setup to perform while instaling Trackless Studio, then dick Next.

Additional shortcuts:
Create a desktop shortcut

5. Select the Create a desktop shortcut checkbox if you want a shortcut icon on your desktop and select Next.

The Ready to Install page opens.

B2 Ross - Trackless Studic Setup -

Ready to Install
Setup is now ready to begin installing Trackless Studio on your computer.

Click Install to continue with the installation, or dick Back if you want to review or change any settings.

Destination location:
C:\ROS5WPression Trackless Studio

Setup type:
Default installation

Selected components:
Trackless Studio

Additional tasks:
Additional shortcuts:
Create a desktop shortcut

Back Install Cancel

6. Select Install.

The installation begins.

www.rossvideo.com 3
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When the installation has completed, the InstallShield Wizard Completed page opens.

B4 Ross - Trackless Studio Setup

Completing the Trackless Studio Setup
Wizard

ROSS 7z
studio

Setup has finished installing Trackless Studio on your computer, The
application may be launched by selecting the installed shortcuts.

Click Finish to exit Setup.

Launch Trackless Studio
[ show Changes

7. Select Finish.

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

KX When launching Ross Trackless Studio from the installer, it is recommended that XPression be running with a
Trackless Studio project open.

X When Save & Launch is selected in the Trackless Studio Settings dialog, 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.

ROSS
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Virtual Set Project Recommendations

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

¢ In the Object Inspector, in the Rendering tab, set Depth Sorting to Manual mode.

|Object Inspector - 2 Box - Scene Cbject OoRx
Scene Transition Logic Roll f Crawl Rendering Take Item MOs Tessera Effects Metadata Layer Order Dataling Keys
~ Depth Sorting - Default Scene Camera ~ St ~T | Global Camera
& Automatic (transparendes) FOV (degr.): [45.000 *lr Value Mode: |Relative to Project Values ! [ Full Scene Lens Distortion
OManual (o) aspect: (1000 [+1-]] | Eye Separaton:

~ Frustum Culling

£+ Back To Front Mear: |5.000 il ] Convergence:
[[] High precision frustum culling (slower)
3 Front To Back (optimal speed) Far: (4000.000 (|-

e You need to have only one camera on each scene and it has to be a perspective camera.

e Set the Lens parameter of each perspective camera as follows: FOV (degr.) = 45°, Near Plane = 4, Far Plane

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

In the Object Inspector, in the Camera tab, in the Flags section, select the Active checkbox.

|Object Inspectar - PerspCameral - Perspective Camera Object O x |
Camera Continuous Anim. Template Links Metadata
- Position - Di d - Pivot - Lens - Flags
%: (980,000 [ Tit: [0.000 = . [0.000 Bl FOV (degr.): |45.000 < Spherical Distortion Depth OfField — Active [ Show Crosshair
* = ["] Enabled ["] Enabled
Y3|40.000 - Pan: [0.000  |+_ 20000 L Aspect:|1.000 = KLi|0.00000  [*I-1] | | Focal Distance: (180,000 [<|-| | | - Tracking / Global Camera
Z: (1400.000 || | Rotate: |0.000 < : |0.000 < Mear Plane: |4.000 5 K2: [0.00000 N Focal Width: [50.000 [=< Rl Ciobal T '
Rotation Order: Gl Far Plane: |4000.000 |«|_ K3: |0.00000 = Max CaC: [3.000 <. — e —
default || [x[r]z] CCD chip Size / Offset [] Visualize Focal Width CCD Size €CD Offset
—— width: [0.000  [<|_|| Hofet: (0000 <[] px — ——
Directiol e ec
! = g Height:[0.000 [+ || voOffset:[0.000 <[] px Lens Distortion [ Depth Of Field

e The recommended floor coordinate position of the virtual set is Y:0.0.

¢ The recommended virtual set center position is X:0, Y:0, Z:0.

WWwWw.rossvideo.com
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Virtual Set Object Naming Definitions

In XPression:

www.rossvideo.com 6

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 scene2). 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).

Start the name of the talent quad object on each scene with the prefix vtalent , such as vtalent 1, vtalent 2,
vtalent 3, and vtalent 4.

Start the live source materials name for each live camera input with the prefix 1iveinputcam , 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 start the material name
of each display screen with the prefix mat display .

It is 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 essential 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.

ROSS
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Preparing Virtual Set Talent Objects for
Trackless Studio

Configure live source materials for the live camera inputs, create talent quads and adjust texture coordinates for the
virtual set.

The following topics are discussed in this section:
Live Source Materiall 7"
Talent Quad[+™

Texture Coordinates! 121

Live Source Material

For the live camera inputs you need to create the required live source material (1iveinputcam 1 up to
liveinputcam 4, depending on the XPression hardware) for each input.

To create the live source material:

1. In XPression, open the Material Manager tab.

[ Material Manager B x|E
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2. In the Material Manager, right-click a material in the list and select Edit.
OR
Right-click in an empty area of the Material Manager and select Add New > Material.

The Material Editor opens.

Material Editor n
~ Preview
Name: | Dimensions: - X -
Visible [] Mo Depthwrites [] Ignore Object Alpha Duration: -
Base Color
~ Channels — - Adjust Color: Diffuse
P Diffuse | Ambient H|0o Bl
.
e 4 S | Emissive || Specular L0 ‘I
£ Layerl Spec Pwr: e
LA s Texture rd
g . -
[sres [-| [#000000
Lighting / Fill
Blending
Color Channel Output
l oK l l Cancel l

3. Right-click Layerl and select Add Shader > Live Source.

A LiveSource shader is added.

~ Preview

S >

£ Layert
O Texture
O LiveSource

ROSS
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4. With the LiveSource selected, in the Name field, enter liveinputcam 1.

Name: [Ii\reinputcam_l ] Dimensions: 728 x 485
Visible [T] Mo Depthwrites [T] Ignore Object Alpha  Duration: -

Video

Input Source: [ <nonex

[] On-Board Scaler
(use On-Board Scaler if available)

Color Blending

[ | i Alpha Blending
£ Layerl Texture Coordinates
O Texture Chroma Keyer
{3 LiveSource Mip Mapping

Texture Mapping
Texture Filters

[ o || co

5. In the Video section, from the Input Source dropdown, select <input 1>.

~ Preview ———————
P e [iveinputeam_t | Dimensions: 728 x 485
Visible [] Mo Depthwrites [] Ignore Cbject Alpha Duration: -
Video
Input Source: | <input 1> o
o ARd
i [ On-Board 5 <input 2> Lind
{use Gn-Boar| <input 3>
<input 4>
<input 5>
= v| 4 <input 6>
<input 7
b Layerl <input &> W
Oh Texture Chroma Keyer
M @ LiveSource Mip Mapping
Texture Mapping
Texture Filters
[ [o]'4 l [ Cancel l
www.rossvideo.com 9 e
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6. In the Color Blending section, from the Blend Mode dropdown, select Use Current Stage.

MName: [Iiveinpuhcam_l ] Dimensions: 728 X 485
Visible [] Mo Depthwrites [] Ignore Object Alpha Duration: -
Video -
Input Source: [<input 1> |-|

[ On-Board Scaler
(use On-Board Scaler if available)

Quad -

i |

Color Blending

S
. 1 - 50 - -
S Layer Blend Mode: | Multiply | o %
v Multiply
O Texture ~ Previous Stad addition Current Stage

S LiveSource

Dot Product 3
— Dutput Modif Blend Alpha
Use Previous Stage

Modifier: Saturate

Texture Filters
Alpha Blending
Texture Mapping

Rlin B anmine

[ o [ o

7. In the Chroma Keyer section, select the Active checkbox and adjust the chroma key settings as necessary.

P

Mame: [Iiveinputcam_l ] Dimensions: - X -
Visible [] Mo Depthwrites [] Ignore Cbject Alpha  Duration: -

Chroma Keyer

~ Matte Generation
Active:
* Max. Angle: [16.000 [«
Edge Width: |2.000 -_
S~ e £ Cliping:
il Col: [#50D655 |  Edge Hardness: [0.0 L
‘D Texture
3 | LiveSource — Matte Post-Processing —— ~ Spill Suppression ————————————————
Soften: |0.000 A Range: [100.0 -]
Desaturation:
Sharpen Range: |0.000 -
Sharpen: (0.000 -_
~ Luma Clipping —————
il
P PP

(0] 4 ] l Cancel

* 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 each additional live source material, entering liveinputcam 2, liveinputcam 3, etc.
for the Name and selecting <input 2>, <input 3>, etc. as the Input Source.

ROSS
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Talent Quad

e 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.

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

¢ In the Object Inspector, in the Transform tab, center your talent quad objects' Position value 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.

Quad Transform Rendering IMaterials Dakaling Texture Coords Lighting Conkinuaus Anim. Termnplate Links 4
~ Position — Rotation ~ Scale — Pivot
% (0000 = wio (o000 [FRI)| o ooas B @Ry % oo

]
w0000 ) || v oo [fl) || v [ooss ) SNenE
]

z [oomo = z [o0.000 [ z. [0 Fl=
gef glze Rokation Order: Center
01 YT H b4 | b | z
0.0 -
& 0,001 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.

ROSS
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Texture Coordinates

e In the Object Inspector, in the Texture Coords tab for the quads, always set the Mode option in the Misc
section to Border.

¢ In the Object Inspector, in the Texture Coords tab for the quads, always center the Pivot by setting X to 0.500
and Y to 0.500.

e 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. Setting X and Y to 0.990 should be more than enough.

Quad TransFarm Rendering IMaterials Dataling Texrture Coords Lighting Conkinuous Anim. Template Links 4
~ Position ~ Rotation ~Scale ———— - Pivot ~ Misc
wloooo L) | [oooo L) m[ossn R @ w (o5 [+ Mode: [Border [+
v [ooon <L v (000 [ & Mene A ETEE

ROSS
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Virtual Set Design Recommendations

e 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.

e 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.

e For continuous animated backgrounds or textures, we strongly recommend using render view based materials other
than videos.

e Try not to apply XPression Effects on the scene such as DepthOfField.

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

e Try not to use thin lines and small objects. It will require higher anti-aliasing to appear properly.
e Always delete unused materials in your projects.

¢ Use 3D models that are less than 200.000 polygons.

ROSS
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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:

set it as a child of the vcam object.

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

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

Quad Transform Rendering IMaterials Dataling Texture Coords Lighting Conkinuous Anim, Template Links 4
~ Position ~ Rotation ~ Scale ~ Pivot
% [pooo = wi(oooo Sl | we ooss B @R % [pooo -

]
v (0o ) || ow (000 Bl L] v ooes e MR
]

z: Do [ z [o0.0m0 [+ - (CTIBBCE
Step Si
@er DIZE Raotation Qrder: Center
0 xYZ ' % | b | z
0.
| Lock Positi
< 0,001 ock Pasition
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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:

e copy and paste the talent quad object, adding a suffix shadow_ to its name.

e position the new quad as a child of the talent quad object in the Object Manager.

LR AN NN

Ohject @| F‘I‘ﬂjﬂ Alpha | %-Pos | ¥-Pos | Z-Pos

—F |_ DEIICL_LIAFLAT \.{]U\El o, = Th- 0 ) S =14F00 [El
L |: BASICL_DISPLAY F@ @ 100.0 0,00 0.00 0.00
—-_|: wtalent_1 _Qﬁ) a 100.0 -582.30 -1.00 20.30
l'. l" Y
Lt |: shadow_vtalent_1 <3 ) 100.0 0.00 0.00 0.00
E, veam ‘@ -25.64 6,00 92,21
- [5d Background1 @ 100.0 960,00 540,00 0.00
| = B ]
[«] > [4] ] 03

e rotate the new quad to floor level, using a plain color material (such as red) for fine tuning.

¢ duplicate the liveinputcam material, adding a suffix shadow_ to its name.

¢ in the Material Editor for the material layer, in the Base Color section, set the Diffuse channel to black (H:O0,

S:0, L:0).
¢ in the Material Editor for the material layer, in the Base Color section, set the Alpha value to 10.
~ Preview —
Name: [shadou\'_liveinputcam_l ] Dimensions: - X -
’ [w] Visible [] Mo Depthwrites [] Ignore Object Alpha  Duration: -
Base Color
R — — Channels -~ Adjust Color: Diffuse
S —
L ~ Diffuse | Ambient H|0 ~_
6 h v| Emissive || Specular Lo ‘I
[ & Layer1 SpecPwr:|50.0 [ .
L[ 9 LiveSource *
Alpha: 10.0 |+|_ I il
Lighting / Fill
Blending
Color Channel Output
’ oK ” Cancel l
www.rossvideo.com 15
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¢ in the Material Editor for the material layer, in the Blending section, from the Blending Mode dropdown, select

Multiply.
~ Preview
Mame: [shadow_liveinputcam_l ] Dimensions: - X -
Visible [] Mo Depthwrites [] Ignore Object Alpha  Duration: -
- Channels ~ Adjust Color: Diffuse ga |
- o
Diffuse H|0 “I_
[ - O
OGN
ube Sphere = = Lo _
S srue(s5 -
£ layerl V4
I— O LiveSource Far [
s -] [#000000 ]
Lighting / Fill
Blending
Blending Mode: [Multiply |'|
final cofor = {Source * source fBcior) blend operation (dest = dest factor)
Blend Operation: |ADD H E

o || el |

X Be aware that virtual shadows can affect the XPression machine performance depending on the virtual set project

you are currently using.

WWwWw.rossvideo.com
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