MARLOWE VMX-02

LIVE VIDEO MIXER SOFTWARE

This is the main help documentation for use with VMX-02.
The first part of this document contains help, the second part contains tutorials.
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COMPUTER REQUIREMENTS

For best performance this application requires 3 screens.

Screen 1 - control window

Screen 2 - TV out (SVideo out recommended)

Screen 3 - Feed preview window

In the event there are only two screens, feed previews will be displayed at the bottom of the control Window.

In the event there is only one screen, the output will be displayed on the control window also, at a reduced size.

On low screen displays, the preview windows may obstruct some labels. These labels described what the various controls do. As a basic rule, the slide bars control the selected effect.

This program also relies heavily on a powerful CPU. In reality the program will run on any Windows compatible computer, but you will need a faster CPU to use this program sensibly.

The program also uses a serious amount of RAM. Without the VCR (Video Clip Recorder) enabled the program will use between 50MB and 300MB depending on the resolution. With the VCR enabled, it will use more RAM depending on how much is set as its buffer size.
If you are running on a low memory computer, please see details on the low memory model below.

INITIALISATION AND SETTINGS

The Width and Height of the image being processed is customisable, it is sometimes refered to as SizeX and SizeY.

In the presence of video feeds, SizeX and SizeY are automatically set to the size of the video feed, and can not be altered. You can only customise SizeX and SizeY if there are no video feeds.

To increase or decrease the size of the video feeds, you can install an additional monitor. There are several techniques for getting a 3rd monitor on your computer. On this monitor, the size of the feeds is half of the width and height of that monitor.

The cards which are stored as bitmaps are loaded into the program at the start. However, if the size has changed since the previous time it was loaded, these bitmaps need to be compressed or expanded. If the size has changed, the original jpegs are loaded onto the screen, and the bitmaps are produced. This can take several seconds, and this delay is the reason that we cache the bitmaps.

If the height is greater than the width, the picture in picture circle will not function correctly. The program will not prevent you from creating tall narrow images, but it may cause unusual effects. If you experience any difficulty with this please email MarloweOS@hotmail.com.

You can also in settings customise the size of the VCR. The VCR stores its frames as uncompressed bitmaps. Therefore, at 25fps, at 640x480 and 24bit, 700Mb can store around 30 seconds. If you do not have sufficient memory, set this number to 10Mb. You do not want to be paging memory on the hard disc.

We recommend at least 1GB of memory to get all the features running. Any more memory will allow you more VCR space.

LOW MEMORY MODEL

If you are using this program on a low memory / low CPU computer, and simply want to try the program out, you can use the low memory model. This version sets the resolution to 320x240, and disables the VCR. This option can be selected from the initial screen. Hold down the SHIFT key while selecting a profile.

Low Memory Model achieves 20fps on an 850MHz PC with 128Mb of RAM.

To further reduce the resolution to 160x120, hold down the CTRL key also.

The compression of cards from their original size will result in loss of quality.

THE FEEDS

This program supports up to 4 video feeds. These feeds come from grabbing the output image from an external application.

The external application must be supported, these are listed in the separate feedsupport.txt file located in the same folder as the program.
These programs (maximum of 4 separate instances) must be running and set up prior to starting VMX.

When VMX starts up, it will arrange the windows automatically, either on a 3rd screen, or along the bottom of the control window.

Setting up VLC Media Player

VLC Media Player can be used as a feed for this program. Since VLC can support playback of video files, network streams and capture devices it is a very versatile piece of software.

In order to use VLC Media Player as a source for VMX, the program must be running in the background with all the settings and files loaded and ready to go.

The output video from VLC must be set up to run in a separate window.

You can change this in preferences (found in the ‘settings’ menu). From the left, select ‘Interface’, ‘Main interfaces’, ‘wxWidgets’.

On that page, ensure that “Embed video in interface” is unchecked.

By default, VMX will only recognise VLC running in DirectX output or OpenGL output. If you wish to use another method, you must perform the following steps.

Adding a new window as a supported feed.

VMX needs to know which windows are feeds and which windows are not. To do this, it has a list of known video feeds.

This list is located in a text file called “feedsupport.txt” located in the main program folder.

To add a new window to this list, you must type the name of the window (exactly as it appears in the window title bar) at the bottom of the list.

You may find that some windows have extra menu bars and boxes that are being loaded. Unless you can find a way of hiding these, that program will not be a suitable feed.
SELECTING A CHANNEL

SELECTING A LIVE CHANNEL

To select a channel as the direct 'live' output, select the top radio button of the required channel.

SELECTING A CHANNEL TO EDIT

Select the second radio button down of the required channel.

SELECTING A / B CHANNELS

Most mix effects (on the buffers) require 1 or 2 channels (A and B). These channels are combined in the mixer. To select these channels select them from the 3rd and 4th row.

NAMING CHANNELS

To help distinguish channels, we have provided a small edit box with each channel; this is similar to using 'tape' labels on a desk.

Due to the complex nature of channels, a small star is placed next to any channels that are used in any of the effects to create the LIVE output.

UNDERSTANDING BUFFERS

VMX works entirely on layers. You can have (with in reason) as many layers as you want. A layer and a buffer are practically the same thing. A buffer is the result of a mix. If you mix channel A and channel B with an effect, the result image is stored in the selected buffer. This result can be used as the input in another layer/buffer.

It is therefore possible to create extremely advanced effects which normally, would require either post mixing, or several chained live mixers.

All effects work in the same way. You have a series of buttons / trackbars that control the effect. Each control is labelled to help you.

USING THE CAPTURE SYSTEM

The capture system saves in the form of raw bitmaps. For this reason, the capture length is extremely short (a minute at most) and the amount of memory used is enormous, around 1 Gigabyte.

The Video Clip Recorder records the live output. You can not record a different buffer.

You can pause / play and rewind. You can use the trackbars to seek. You can control the recorder / playback independently.

There is no timing, the sequence records one frame per cycle, and plays at one frame per cycle. Therefore record and playback can have different speeds.

USING PREVIEW WINDOWS

To help set up complicated effects, you can preview any channel as a snapshot. Due to the strain on resources, there may be a momentary pause in the live feed during this snapshot.

You can choose the channel using the left and right arrows, and snapshot by clicking the number.

When a snapshot is taken, the time is stored for you.

In the top preview box (requires resolutions of 1280x1024 or higher) you can select a base colour by clicking on the frame.

This colour can be imported into Matte's and the overlay function.

THE MATTE CHANNEL

There are two Matte channels; these can be any colour that you want. It colours the output a plain rectangle of that colour.

THE BLANK CHANNEL

The blank channel simply colours the screen black.

USING TESTCARDS

If you don't have 4 capture cards, or if you want extra space to put images, you can load any image into the cards.

Cards can be displayed just like any other channel.

You can have as many cards as you like; your only limit is system memory.

Useful filenames are very important. If you are importing files from a camera you will find it essential to rename them first.

USING THE MIX EFFECTS

Most of the effects are obvious how to operate, they simply have one slider that controls the effect. All effects work in the same way. Any exceptions are listed below.
USING THE CHROMA OVERLAYS

There are two test cards included specifically for testing the chroma green screen. These work reasonably well although the images were recorded with a cheap webcam. Most webcams have 'white balance', it is highly recommended that this is disabled before using green screen, as it causes the colours to become distorted.

With our chroma green overlay tool, we give you a slider to control the Threshold. If too much green screen is being displayed move the slider up, if foreground is missing, move the slider down.
USING PICTURE IN PICTURE

There are two modes of picture in picture, scaled and non scaled. In scaled mode, the picture is compressed to fit in the frame. In non scaled mode, the picture simply shows through in it's original position in that frame.

There are two different frames, rectangular and circular. Rectangular mode is always proportional to the width and height of the actual renderer. In circular mode, the image is a circle assuming that the output monitor has proportional sized pixels. If you are running a 16:9 resolution on a 4:3 screen then the circle may appear more like an ellipse.

There are three controls with every picture in picture. Its size, from maximum height, to zero size. And its X and Y position within the master frame. In circular mode, it is not possible to hit the outer margins.

THE CONNECTION MANAGER

All of the effects and controls are all stored as variables. Within the program any effect takes place between 0 and 1000.

Without the connection manager every effect has to be controlled using its own track bar.

With the connection manager, effects can be linked. Effects can be controlled by either, other effects, system variables, or the track bars at the base of the screen.

The track bars at the base of the screen also include auto play functions.

The system variables include Sine waves (useful for circles), continuous movement, back and forth movement.

Within the connection manager, you can select effects and effect variables on the left, and select global variables on the right.

To control an effect by another effect, you must select the 'master' tick box. When selected that control will update that variable with its own value.

TUTORIALS

Below is a list of various tutorials explaining how to do many of the features supported. Not every possible thing you want to do is listed, it is expected that some amount of experimentation will be done. As we work through the tutorials, we will become briefer on steps we have already covered in detail. If you are struggling, go back to an earlier tutorial and make sure that you understand it.

TUTORIAL FOR SELECTING A CARD

This tutorial will take you step by step how to select one of the test cards for card 1.

Note, this step is identical for selecting a card into card 2.

Start by selecting the 'edit' radio button for "Card 1". To do this, select the 2nd radio button down (on the edit row) for the column headed "Card 1".

A list box will be displayed showing all of the different cards you have installed.

Select the name of the card you want from that list box.

To view this channel live, select the 'live' radio button for "Card 1". To do this, select the top radio button (on the live row) for the column headed "Card 1".

When you click the live button, a small star will also appear next to that channel to indicate it is live.

For Card 2, do as above but substitute "Card 2" for "Card 1"

TUTORIAL FOR A SINGLE FADE (NAM) EFFECT

This tutorial will take you step by step how to fade from Card1 to Card2.

For the purposes of this tutorial, we will perform the fade on buffer 1. However, all buffers behave identically, and any can be used.

Start by selecting the 'edit' radio button for "Buffer 1". To do this, select the 2nd radio button down (on the edit row) for the column headed "Buffer 1".

A list box will be displayed showing you all of the different effects VMX can do.

Select "Cross Fades" from the list box.

The list box to the right will now display the different methods for doing the effect we have selected.

For the Fade effect, select the "Non additional Mix" method.

We have now specified the effect we will use.

We must now select our inputs.

Most effects mix 2 inputs. These are called Input A and Input B.

For the purposes of this tutorial we are going to select "Card 1" as our Input A, but in reality, you can select *any* channel as the input, even itself.

To select "Card 1" as Input A, select the 'Input A' radio button for "Card 1". To do this, select the 3rd radio button down (on the Input A row) for the column headed "Card 1".

Also for the purposes of this tutorial, Input B will use Card 2.

To select "Card 2" as Input B, select the 'Input B' radio button for "Card 2". To do this, select the 3rd radio button down (on the Input B row) for the column headed "Card 2".

You can adjust (control) the level of fade from the slide bar marked "Fade A to B".

With this effect, either end of the slider represents only A or B. The middle part of the slider represents a portion of A mixed with a portion of B.

Because of the complexity of this system, it is recommended that this buffer is labelled, so that you will know what it does. In the edit box for the column "Buffer 1" you can enter a meaningful reminder of the effect. You have a limited space for a reminder so remember to keep it brief. "NAMC1/C2" could mean 'non additional mix of card 1 and card 2'.

To view this channel live, select the 'live' radio button for "Buffer 1". To do this, select the top radio button (on the live row) for the column headed "Buffer 1".

When you click the live button, a small star will appear next to that channel. Stars will also appear next to the two channels used in that effect. These stars help you to see which feeds are being used.

TUTORIAL FOR SELECTING A MATTE COLOUR

This tutorial will take you step by step how to set the colour of one of the Mattes.

Note, this step is identical for Matte 1 and Matte 2.

Start by selecting the 'edit' radio button for "Matte 1". To do this, select the 2nd radio button down (on the edit row) for the column headed "Matte 1".

You will be presented with two buttons, and a sample colour box.

To select a colour from a palette, select 'choose colour'. A Windows Colour window will appear from which you can select a colour.

This colour is now the colour of that Matte.

To view this channel live, select the 'live' radio button for "Matte1". To do this, select the top radio button (on the live row) for the column headed "Matte 1".

For Matte 2, do as above but substitute "Matte 2" for "Matte 1"

Note, the blank card behaves in a similar way to Matte, except its colour is not customisable and is permanently black.

TUTORIAL FOR USING PREVIEW WINDOWS

This tutorial will teach you how to use the preview windows; it will also suggest additional features you can use them for and possible reasons you would use them.

When building advanced effects, you will very likely want to preview the effect, without interfering with what the viewers are seeing. Therefore we have included two preview windows that will show you a single frame, of which ever channel you choose.

To preview a channel (for example Card 1) look underneath Card 1 for its actual channel number. This is the number displayed underneath each channels radio buttons.

For the top preview window, use the '+' button to move through the different channels until you reach that channel number.

Update that preview window by clicking on the number displayed between the "-" and "+" buttons.

A single frame will be loaded of that channel onto that preview window.

As a very advanced feature, you can pick up a colour from that window by clicking the mouse onto the image. This will change the colour of the box above.

This colour can be imported into a Matte and used as the Matte colour. Or it can be imported into an 'overlay by colour' effect. This allows you to colour match.

The bottom preview window behaves in exactly the same way to the top preview window, except it does not support colour importing.

TUTORIAL FOR SETTING UP A MULTI LAYER EFFECT

This tutorial will guide you through setting up a multi layer effect.

When we refer to multi layers, we mean that the Output of one effect is the input of another effect. This can be chained as many times as you want.

In this tutorial, we will show you how to create a 2 layer effect, using two stretches to produce a 4 panel mix.

We are going to be brief in our description, for more detail on setting up mixes, see the tutorial on "SINGLE FADE (NAM) EFFECT"

Select 'edit' for Buffer 2.

Select Stretches from the list of effects.

Select Horizontal (Advanced).

Slide the slider to the approximate middle.

Select Buffer1 as both Input A and Input B.

Select 'edit' for Buffer 1.

Select Stretches from the list of effects.

Select Vertical (Advanced).

Slide the slider to the approximate middle.

Select Card 1 as both Input A and Input B.

Ensure Card 1 has suitable test card selected, a blank or repeated patterned card is not recommended, and an image works best.

View the effect live by selecting Buffer 2 as live.

You will now see 4 copies of your card.

Switch between the Buffer 1 and Buffer 2 edit, and adjust the sliders to see their effect.

If you were selecting multiple channels rather than the same channels, you will see how important the little stars are to help you know which channels are live.

TUTORIAL FOR USING THE CONNECTION MANAGER

The Connection Manager is extremely useful with multi layer effects, especially those effects that are changing.

The connection manager allows you to change many different sliders at one time, by just controlling one slider.

Start by running through the tutorial above. "TUTORIAL FOR SETTING UP A MULTI LAYER EFFECT".

This gives us the basic structure to apply a connection on.

Before you open the connection manager, scroll down this help box such that the next line appears at the top. (This is because you will be unable to scroll this box once the dialogue box has opened).

Open the connection manager by clicking on the 'connection manager' button at the base of the screen.

On the left is a list of the buffers.

Select Buffer 1 from the left list box.

Select 'Stretch Y' from the second list box. (We have now selected the buffer, and the variable we want in its effect).

We now need to link this effect to a global variable. Select Variable 1 from the right hand list box. And click "CONNECT".

From this point onward, the value of 'variable 1' will be copied into 'Stretch Y' each cycle.

Select Buffer 2 from the left list box.

Select 'Stretch X' from the second list box. (We have now selected the buffer, and the variable we want in its effect).

We are now going to link this effect to the same global variable; however, we want this effect to be the 'master'. Select the variable, and tick 'MASTER' and then click connect.

Because the Master was selected, the value of Stretch X will be copied into Variable 1 on each cycle.

Close the connection manager.

What this allows us to do is to copy the value from one effect into another (via a global variable). Because this variable is global, it can be used on as many effects as you want. Of course, only one effect can be the master.

To preview this effect, select Buffer 2 as being live and select buffer 2 to edit.

Slide the slider for Buffer 2, and the effect in Buffer 1 should also react.

TUTORIAL FOR USING THE ADVANCED FEATURES OF THE CONNECTION MANAGER

There are a number of advanced features on the connection manager.

In the list of variables, if you scroll down, you will find a number of named variables. These variables are system variables, and are controlled and updated by the system each cycle.

None of these effects can have a Master. (See previous tutorial).

Most of these system variables have phased delays, so the same system variable can be used, but slightly out of sync with another.

Some of the variables are listed more than once to account for different speeds.

These system variables have the following groups.

Sine Waves - these variables constantly change based on SINE ( TIME * 2 * PI ). Where Time is a decimal value that turns from 0.00 to 1.00 each second. Different speeds are produced by dividing TIME by 4.

Continuous - these variables constantly change based on TIME. The value simply starts at 0 and increases to 1 each second.

Manual Start Autobar - At the lower part of the screen are 4 mini slide bars. Each slide bar controls each of the 4 listed Autobars. Each autobar features a 'play backward' a 'pause' and a 'play forward' button. With these buttons you can make the slider slide slowly from one side to the other. Having the obvious effect on the variable it hosts.

If you map an effect to use one of these variables, you will be able to achieve some very useful effects.

We will now illustrate how to use the Sine waves to make a picture in picture circle run around the screen in circles.

Select Buffer 1 to edit.

Choose Picture In Picture from the effects list box, and choose 'Circular scaled' as our option.

Set the size at about one quarter.

Choose a sensible card for Inputs A and B.

For tutorial purposes you may find it easier to select the effect as live during the set up stage, however, in a live performance, you would be recommended to use the preview windows.

Open the connection manager.

Select Buffer 1 from the left list box, and then select Position X from the middle list box. Scroll down and select Sine, 4 second, phase 0 from the variables list box. Connect them.

Select Position Y from the middle list box. Scroll down and select Sine, 4 second, phase 0.5 from the variables list box. Connect them.

Close the connection manager.

Select Buffer 1 as live.

The circle should move around the screen one rotation every 4 seconds.

TUTORIAL FOR USING THE VIDEO CAPTURE FEATURE

Note, there is no control over the fps in this feature. Therefore record and playback speed may differ.

The Video Capture always captures the LIVE output.

For the tutorial purposes we suggest setting up the previous tutorial first.

Select edit for the Capture.

The top row on the edit page gives you control over the Recorder. The bottom row gives you control over playback.
Because record and playback run independently, you can do time slip.

We will start by recording the current live feed. Click RECORD.

The button will change to STOP while it is recording, and the track bar below will slowly move along.

Click the ‘Play and go live’ button. The Live / Output channel will switch to channel 22 (Capture) and it will begin to play.

You can REWIND either the recorder or the playback using the REWIND on the correct row. When the recording is at the start, the REWIND will not appear.

In pause mode, you can drag the sliders below. For this reason you can choose the record or play position.

THE DEMO PROFILE

You may find the demo profile useful when you first start using this program.

The demo profile is packed full of effects and combinations to show you what this software can do in real time.

We have deliberately packed this demo, and for this reason you will experience a low frames per second reading.

The lower buffers have much simpler effects, the upper buffers use mixes of the lower buffers and are thus slower.

The demo profile uses the Cards only, and does not use live video feeds, however you can make whatever changes you want.

Note, the demo profile is read only.

PROBLEMS OR FEEDBACK

Please send any feedback to MarloweOS@hotmail.com

We will always reply, and will aim to help you in anyway we can.

This program has been fully tested; it has also been tested for memory leaks, and left running for days at a time. It is regarded as being stable and free from any serious bugs. I personally would trust it in a live situation.

However, as a precaution, I would recommend a plain non offensive Windows backdrop incise you have to close and re-open this application while live.

If this program crashes, please email MarloweOS@hotmail.com and send the last profile you were working on. This profile will contain all of the information we will need to isolate what was going on, isolate the problem, and hopefully fix it. It is very important that this program is 100% stable, so if there are any problems, please do contact us so we can repair them.

The profiles are a fairly large file. But do not contain any images; it simply contains all of the control information.

I do not know of anyone who uses Video mixers and does not enjoy it, so have fun!
