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Welcome to the world of animated movie making.
This instruction manual provides an overview of the
animated movie making sandbox Muvizu.

The manual is split into two sections: Create and
Animate. The Create section gives an overview of all
the elements you can creafe or change in Muvizu.

The Animate section covers making an animated
movie. For more tutorials visit the Muvizu You Tube
channel. For help and advice visit the Muvizu user
forum or the Muvizu Wiki.

Happy animating,

The Team at Muvizu HQ.
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CHAPTER T

This first section goes over some of the basics of
Muvizu and shows how you can create and edit
character, objects, effects and cameras.
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GETTING

After opening Muvizu you will be shown a

STARTED welcome screen. From this screen you can
Cameras al>d watch tutorial videos by clicking the “Watch
e the tutorial videos...” button, or get straight

into the action by clicking Close. Before
closing the screen, you can check the box

MUVlzu “Don’t show the message again” to stop it

e g from showing again.
Developed By Dlglmama
We'va made seme tutorial vicaos to help you get around O ot P

Muvizu. Things lke: how to create characters and sets,
or how o Import voices and make animations.

Hello X

Tnese videos live on our website. Click the button below.
and we'l take you there.

o [ e s o]

After closing the window, you will see the

New scene )
New scene window.

\ | E E E

(Recent)
(Online)

City
Entertainment
Hero and villain lairs
Historical
Home

Lighting
Military
Prison

Sei-fi

Spooky

Stuff
Trainyard

Cancel

A
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BEFORE GOING FURTHER, IT IS WORTH COVERING
SOME OF THE MUVIZU BASICS.

General window controls

New scene

Clicking anywhere in a window's title bar (except the buttons
shown below) will allow you to drag the window around and
place it where you would like it. It can be dragged outside of
the main Muvizu window.

X
1
X

This button will close the selected window.

This toggle button is used to pin a window
to Muvizu.

A window that is pinned will appear within the
Muvizu's main window area - and will move relative
to the main window (should you move it around).

A window that is unpinned will remain stationary
when Muvizu is moved - and can
be outside of the main window.

B

=

This control will appear in the bottom corner of
some windows and is used to re-size the window.

If you make the window too small for all of the
controls to fit on it a scroll bar will be placed on the
window to allow you access to all of the controls.

A Muvizu scroll bar is grey and sits on the left hand
side of windows. These can be used to scroll up and
down through lists and controls on windows.

You can also use your mouse's scroll wheel to
navigate through lists.



ALl Working with content lists P Effects  Cofegories

STARTED 4 Fest Many items such as objects, scenes
In the image below, you can see the New scene window — with Shoes and animations are split into categories
RETURN TO CONTENTS - different areas of the window highlighted. to make it easier to navigate. In cases

where there are a lot of items, it may be
split into subcategories. Categories with
subcategories are shown with arrows

New scene EHX depicting if they are "open” or "closed”.
9 y p
Search bar [Q search | B EE B Where there are no categories for an
item type (such as lights or characters)
Egiﬁi:t)l the categories section will not be present.
City

Entertainment

Hero and villain lairs Content view

Catagories I :_'nsrtr?;‘cal This is the main view for the selected type
ﬁ,{ﬁf@;‘f\f of content (scenes, objects etc). This is
;’Ciiﬁg” presented as a scrolling list. To select an
gfff?ky item, click on it and press OK - or just
Trainyard double-click it.
View type

You can select between the view type
| icons [ (Icon view) [ (Tiles view) El

4 (List view) to change how the content is
presented to the user.

Content view View type

These areas are generic across all of the content pickers. large icon ® @ h




GETTING Displa ems ventar
STARTED il oF men @ A Open a New scene
Astronaut Axe in n Baby A scene in Muvizu is like a virtual film set. You build, dress
helmet the head bennet and light your set, add your actors, dialog and direct the

animations.
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Using the New scene WiﬂdOW, @ Muvizu:Play+ - Untitled*
o 5 Wi e
‘ O] you have closed the New scene i
f .::3:.:tturer - window, you can get it back by Ctrl+0
@ et helmat selecting New from the File cles
ronaul eimet
i menu.
- Axcinthe head = Ctri+Shifess
2 Baby bonnet The example used below is E‘O .
) ions
the "Western street” in the P
Historical category. @ Licence manager
Alt+F4
Search bar

You can filter items by entering characters into the search bar.

United
Create Edit View Prepare Direct Tools Video

™ Ed ol ot e =

The content view will only display items with those letters in the
name. As you type the list will be refined further.

If you want to cancel your search press the cancel button at
the end of the search bar. E
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Moving around

Use the mouse to move around in Muvizu.
The movement controls are:

Left mouse button and movement
Move the view backwards, forwards and rotate
the view from side to side

Right mouse button and movement
Look around in all directions

Both mouse buttons and movement
Move the view vertically and side to side

Muvizu will give hints on the available mouse controls
at the bottom of the screen.

(S Move andsteeqthe, view.
©
5! Move the.View sidewaystand,vertically

You can also use keys to navigate within Muvizu

Move the
view up

Move the
view forward

Move the
view down
Move the view forward,

parallel to the ground

Rotate the view left

Rotate the view
up

U

page
down

BRI

Move the
view left

Move the
view back

Move the
view right

Move the view back,
parallel to the ground

Rotate the view
right

Rotate the
view down

Spend some time exploring the scene you have loaded.
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Selecting Items

Items in Muvizu are selected
by clicking them with the left
mouse button. When an item
is selected it will have a red
box (called a reticule) drawn
around it and its name will
be shown as well.

Multiple items can be selected by pressing the Ctrl key
and clicking on additional objects. Each additional item
selected will also have a reticule drawn around it too so
you can see what's selected.

ungke-plant (small):

Moving items in scenes

All items within a scene, including cameras, objects,
characters and effects, are moved and placed in the same
way. First select the item if it is not selected already, then use
the following mouse controls:

Left mouse button and movement
Move the item forwards, backwards
and side tfo side.

Right mouse button and movement

Rotates the item. Many items can only be rotated left
and right. However some, such as cameras, can be
rotated up and down as well.

Both mouse buttons and movement
Move the item vertically and side to side.

You can use combinations of the movements. For example,
you may select both mouse buttons and raise an object into
the air, then remove the left mouse button and rotate the
object while still in the air. Or remove the right button to move
the object forwards and backwards - this is useful for sitting
an object on top of another object. If you have multiple items
selected, all of the objects will be moved together and will
rotate around the centre point of the group. Get used to using
the controls by selecting individual and multiple objects and
moving them around the scene.
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Al Context menus
STARTED

You can right-click on any items that are selected in Muvizu,
and you will be given a "context menu” for them.

£ Edit... Ctri+E
@ Look at L
Y. Move to M
& Group Ctrl+G
&5 Unagroup Ctrl+5hift+G
& Lock Ctrl+K
a Unlock Ctrl+Shift+K
Prepare
Direct
e Cut Chrl+X
5 Copy Ctrl+C
W Delete Del

The context menu will vary depending on what the

object type is.

Edit...

Look at

Move to

Group

Ungroup

Lock

Unlock

Cut

Copy

Delete

Edits an object’s properties
Look at the object
Move to the object (if it is far away).

Groups objects together as if they
were one object. Characters cannot
be included in groups

Splits a group of objects into their
previous parts

Will lock the object info position -
so that you cannot move them

Unlocks previously locked objects
so you can move them again

Standard functionality for cut/copy
and paste

Standard functionality for cut/copy
and paste

Deletes the selected objects
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Editing objects properties

All objects in Muvizu have properties that can be changed by
the user. Most of these properties can also be animated (more
on this in chapter 15).

You can edit an object's properties in a few ways. You can use
the context menu above to edit the properties, by just double
clicking the object, pressing Ctrl+E or selected Edit... from the
Muvizu's Edit menu. A window with the objects properties will
be shown. These can then be edited as required.

Tea chest

Edit | Favourites

Name: |Tea chest |

4 Properties

Boards: [N
Frame: (I
Visible: ]

P Physics

» scale

} Lighting

Reset || Delete

4

The most common types of properties are shown below.

Colour

soards: [N
Frame: [

A colour property has a label and a colour. The colour will be
a long thin rectangle. To change the selected colour, click on
the coloured rectangle beside the label and a colour picker

will appear.

Colour

old colour: [N
New colour: [N

B g

Hex: [552B10 |

Colour wheel Colour wheel

The colour picker is made from four main sections.

Palette

Values

To use the colour wheel move the small circles in the triangle
and circle to change the colour. The property on the object

should react immediately.
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Colours from the palette can be selected and they will be
applied to the object’s property and the colour wheel will
change to reflect this colour too.

The values section can be used to enter RGB or HSV values.

Finally, the colour dropper can be used to sample a colour
from another window. Simply click and drag the dropper
the colour will update as you move the mouse. To select the
colour, just release the mouse button.

Texture

A texture is simply an image that is mapped onto an object
in the 3D world. A texture can be set to a solid colour. Many
items - such as the sky and ground will start as colours.

Ground texture: .

Similar to the colours, the texture property has a label and a
representation of the texture. The texture is the square next to
the label.

When you click on the texture, you will be shown a Texture
picker window.

Texture

|EEE

(Recent)
(Cameras)

} Backgrounds
Camera overlays

¥ Character
Classroom
Effects
Ground
Hera and villain lairs

Lighting
Signs
Skies
¥ UK political parties

A

This window has two tabs you can switch between, one is
for the colour picker — as detailed above - and the other is
a texture picker. The tab that is shown when the picker is
displayed will reflect the current setting.

The texture picker works as a content list - as discussed
earlier. However, there are a few specialised categories for
textures.

In use Shows textures that are currently being used.
Recent Shows the last 10 textures used.
Cameras  Allows you fo use a view from a camera as a fexture.

As a texture is simply an image. Muvizu allows you to import
any .jpg, .png or .bomp image file to use as a texture. To import
a custom texture click Import in the bottom left hand side of
the Texture window.
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Navigate to where you have saved your custom texture, select
it and click the Open button.

Numeric value

Ground illumination: | || | [ 37.4% %]

A numeric value consists of 3 parts, a label, a slider and a
number control. The value will have a range dictated by the
slider.

You can interact with the slider, moving the dark bar left and
right. Or you can adjust the value by typing a number into the
box, or by using the up and down arrows to nudge the value
up or down.

Choice

Shading mode: [Normal shading -

Toon shading

A choice presents a drop-down list of options you can use.
Click in the box beside the label to see the options.

Check box
ambient occlusion: [
A check box represents a simple on / off choice. Checking the

box will turn the option on, un-checking the box will turn the
option off.



CHAPTER 2

Editing the environment allows you to control the
Sky, Ground, and Lighting of a scene.

RETURN TO CONTENTS



ApIENeREsIas  Start with a blank scene; select the grey thumbnail, for the

To start editing the environment select "Edit environment”
SNNAGIN YN (empty) scene, from the New scene window and click OK.

from the Edit menu, or right click anywhere on the grey
background and select Edit environment.

ReTURN TO conTenTs | New scene
Prepare  Direct
[ EE i s
Select all Ctrl+A
(Recent) S
S:?t”v""EJ Select none Ctrl+Shift+A
Entertainment
H d villain lai - N
pers o viain e cut Cri+x
Home
Lighti e
iltary Ctri+C
Prison
St Ctrisv
Spooky
Stuff
Trainyard Delete Del
Ctrl+G
Ungroup Ctrl+Shift+G
= ,
4 H Lock Ctrl+K

A blank scene will be created. This is an empty scene for

you to customize. The only item within the scene is a single
virtual camera. The view from this camera will be shown in the
Cameras view window.

File Create Edit View Prepare Direct Tools Video

Edit View Prepare Direct Tools Video

Cameras Wi

Cameras o=
el

| P |




EDITING THE
ENVIRONMENT

The Environment properties window will be shown. The window
is split into six categories. Each category can be expanded
and collapsed by clicking on the small triangle on the left of
the category name.

Environment
4 Ambient light
Lower brightness: [ Il | [ 28.0% %]
Lower colour: | |
Upper brightness: I:- ][ 28.0% %]
Upper colour: | |
4 Sky
Sky illumination: . N 0.0% %]
Skoy texture: I:‘
4 Ground
Ground illumination: . | [ 0.0% %
Ground texture: I:‘
4 Shadow
Shadow mode: [Simple [=]
Ambient shadow in...: [ [ | [ 25.0% %]
4 Ambient occlusion
Ambient occlusion: [
4 Shading
Shading mode: [Normal shading ~]
4

The first category is Ambient light.

In 3D graphics ambient light refers to sources of light that

are applied universally across all objects. Imagine it as being
inside a sphere that is emitting light in all directions. In Muvizu
the top and bottom half of the sphere can be changed
separately.

You can adjust the ambient light to reflect different scenes, for
example, if you were creating a night scene the ambient light
could be from the moon and would be quite dark. If it was a
day scene then the ambient light would be coming from the
sun and would be lighter.

The Lower brightness setting allows you to control light
travelling upwards (from the ground to the sky). In the picture
below the Lower brightness has been set at 100%. This
maximum level of brightness has turned the sky white.

o v s
File Create Edit View Prepare Direct Tools Video

© Move and steer the view. & Look around. © Move the view sideways and vertically.
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To change the lower colour click in the rectangle next to
Lower colour. A Colour picker will appear, use this picker to
select a colour for the lower ambient light.

As you choose a colour the environment will change
accordingly. Close the colour picker when you are
happy with your selection.

The next setting is Upper brightness. This works the same way
as Lower brightness except it controls the light shining down
from the sky. The picture below shows the Upper brightness
set to 100%. This maximum brightness has turned the ground
white along with a portion of the Sky.

The Upper colour setting works the same as the Lower colour
setting. Clicking the rectangle next to Upper colour will display
the Colour pallet and allow you to change the colour.




EDITING THE
ENVIRONMENT
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The colours and brightness set will create a default lighting
environment that will affect all objects and characters within
the Muvizu scene. In the image below, you can see the white
sphere being affected by the ambient lighting.

& laokarina &

The next section of the Environment properties window is Sky.
This section allows you to change the illumination and texture
of the Sky. The Sky illumination value allows you to control how
the sky reacts to lights in the Muvizu scene. When set to 100% the
sky will always be fully illuminated and show the colour or image in
the Sky texture setting - lights in Muvizu will have no effect on the
sky. When it is set to 0% the sky has no self illumination and will

fully react to the lighting in the scene, including the ambient light.
The picture below depicts the setting raised to 100% illumination.

This maximum illumination setting has turned the Sky white.

The next setting is the Sky texture. To edit the Sky texture,
click on the white square next to the text. The Texture window
will now open, as the default sky is a colour, it will be open on
the colour tab.

The picture below shows the Sky texture set as a solid blue colour.

To load a pre-made sky texture select Skies from the texture
categories on the Textures tab. Select a sky texture and the
image will be loaded onto the sky.

The picture below shows a cloudy day texture set as the Sky
texture.
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As with all textures, you can import your own texture, the
picture below shows a custom texture loaded onto the sky.

Once loaded, changing the Sky illumination control will

change how much the texture is affected by the scene's lights.

The Ground setting works the same way as the Sky setting.

Ground illumination controls how the ground reacts to lighting.

The picture below depicts Ground illumination set at 100% -
fully illuminated. This level turns the ground white - the same
as the Ground texture setting.

Clicking on the white square fo the right of Ground texture will
open the Texture picker window.

The picture below shows the Ground texture set as solid green.

To load a pre-made ground texture click the Textures tab in
the Texture window and select the Ground category. Select the
ground texture you would like. This texture will be applied to
the ground in the scene.
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As with all textures, you can load a custom texture on to the
ground. The picture below shows a custom texture loaded
onto the ground of the scene.

The Shadow section in Muvizu allows you to control the type of
shadow and the intensity and sharpness of shadows.
The default mode is Simple.

The picture below shows the ambient shadow of a cylinder
in the scene. The ambient shadow is the grey shadow
around the bottom of the cylinder.

& & Lookaround. &

The Ambient shadow intensity property controls the how
dark the ambient shadows are.

The picture below shows increased ambient shadow intensity.
Notice that the ambient shadow of the cylinder has become
darker.

& & Lok around. &

The Realistic Shadow mode also allows you to adjust Shadow
sharpness.

& & Lok around. &

The Ambient shadow intensity property works in the same
way as the simple mode.



EDITING THE
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Cameras W
N - —

0 & Look around, & vertaly,

The Shadow sharpness setting increases the resolution of
the shadows. The higher the value, the sharper the shadows
will look. However, they also take more system resources

to generate. The default setting is a balance between
performance and visuals. The example below shows the

difference between the default setting and the highest setting.

100% shadow Default shadow

The obvious stepped nature of the shadows is only really
visible when viewed in certain conditions.

The Custom shadow mode allows you to control the Individual
shadow intensity. In Muvizu, by default, shadows from lights
will be assumed to be part of a general lighting environment.
In custom mode, each light has a property that will allow the
light to cast an individual shadow. This setting allows you to
control the darkness of the shadow.

The Ambient occlusion section allows you to turn ambient
occlusion on or off by ticking or un-ticking the check box.

Ambient occlusion is a shading technique, which calculates
how exposed each point in a scene is to the ambient light.
For example inside a tube is more occluded (darker) than the
top of a table. In the image below, you can see that while the
effect is quite subtle, in the image on the right there is more
shadowing under the arch...

With ambient occlusion

No ambient occlusion



SIREIEREEIS There are four setftings that can be used to adjust the ambient
SNNAINYISNAE  occlusion. These four values interact in complicated ways.
Changing any value may require you to adjust the others to
keep things looking natural.

Cameras WX

I I

Environment X

Edit | Favourites

} Ambient light

b Sky .
o ook aruns
} Ground
} Shadow The Favourites tab on the Environment window allows you
4 Amblent occlusion to save the environment you have created, or change the
ity vl 7 environment to a pre-set or previously saved environment.
20 distance scate: [ ¥ 575 To select an item just select it in the list.
Ao power: [ M | [ 12 3] -
Environment XX
A0 scale: [ | [ 4.0 3]
AQ size: | || ][ 15.0 5] Favourites
4 Shading . | | @ .
Shading mode: [Normal shading [~] Y
h@m
_ (Dawn)

(Green =creen)
(White)
Sunny day wi...

The last section of the Environment properties window is
Shading. Clicking the drop down box option allows you to
select Toon shading functions.

(YNNG

Toon shading is designed to make 3D computer graphics
appear to be flat. This gives a comic book effect to objects in
the scene.
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Items within brackets are pre-defined environments.
The environment (Original) is your current setting.

The picture below shows a formerly saved environment
Sunny day with clouds.

Edit View Prepare Direct Tools

QIMCIVoVeleiew e ey e verical

To save an environment that you have created click the Save
button on the bottom right hand corner of the Environment
properties window.

Muvizu will ask you to name your environment. Once named
click Save.

The picture below shows the saving of a custom environment
made with custom fextures.

To use this environment again, open the Environment
properties window. Click the Favourites tab and click on
your custom environment.

D Mot i
File Create Edit View Prepare Direct Tools Video

Environment x cameras

 Move and ster e view & Look around ) Move the vew sdeways and vertcly,
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SN [el 8 Select Characters from the Create menu as shown below. You can select, move and place your character using the
CHARACTER controls outlined in Chapter 1.

The picture below shows a newly created male character.

 Look around. O

© e
|3 e = oWl

The Create window will open with the Characters tab selected.

¢ & Loialind Gl
Create To edit the character right click on the character and select
e o [ reveuries ‘ Edit (or double-click the character).
ﬂ Characters [l objects i1 Backdrops =

B EE

E 2AQ¢
PEBGL
MQ_L

A

ff D :431)

[ i

Select the type of character you would like and click Create,
or double-click the character. Muvizu will spawn a random
character of the type you have selected.



CHARACTER

e SN [el .8 The character properties window will appear.

Patrick

RETURN TO CONTENTS

Name: [Patrick

J|E| Appearance [[R] Body g Decals [[%] Favourites |

Hair

} Face
Neck

» shoulders

¥ Arms
Top
Chest
Back
Waist
Tail
Legs

b Effects

} Feet
Instruments

d I =) (@

To rename the character click in the Name field and type the

character's name.

Test Man
Name: |Test Man| |
[E] Appearance [A] Body [Rf Decals [[k] Favourites |
[@ search - REERE

Hat
Hair

¥ Face
Neck

¥ Shoulders

¥ Arms
Top
Chest
Back
Waist
Tail
Legs
» Effects
» Feet
Instruments

s I = (@

1 B
b < [ o o

L jast BY '@

B %y

v
]

4

The Appearance tab in the character-editing window contains

everything you need fo customize your character.

This includes attachments like hats, gloves and shoes, along

with the ability fo change eye shapes and hairstyles.

Everything within the appearance tab is customizable.
To select an attachment simply click on it. It will automatically
appear on your character. The attachment’s properties window

will also appear.



e TN el The picture below shows the selection of Bunny ears. The second tab in the character's property window is Body.
LTS EEE Once selected the character automatically wears the Bunny The Properties section allows you to change the character'’s
ears and the Bunny ears properties window appears. skin and teeth colour. The Visible check box will turn the
visibility of your character on or off. If you uncheck the box

your character will disappear (it will appear to be a transparent
e = e e—] grey silhouette when selected, but will not appear in any
output.)

RETURN TO CONTENTS

File Create Edit View Prepare Direct Tools Video

Bunny ears WX

The Expressive section controls how expressive the character
is. Breathing controls whether the character is breathing or
not. The Eyes control can be used to turn off the random eye
movements (blinking and eye darts). The Expressive setting
changes how much of the character's mood is displayed.

By default a character's mood is happy, so changing the
Expressive percent controls how happy the character is.

g

The attachment's properties window allows you to edit
the colours, location, rotation, and scale of an attachment. Test Man
The properties will depend on the attachment.

Name: [Test Man |

You can edit the attachment’s properties in the same way | [ appearence [ sody [R Decals |[&] Favaurites |
as you did for the environment. Properties
Visible: ]
The picture below shows the Ear outer section of the sin:
Bunny ears being changed. Teeth: [ ]
Expressive
Breathing: [Breathe [~]
Testan o S ] Eyes: [Blinking with glances [~]
I Expressive: | W [ =03
Scale
Scale: [ | | | [ z2e6% 3]
Lighting
Colour Casts shadows: ]
Shadow Base adjust: [l [ 20%2

A




CREATING A
CHARACTER
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For example, if the Expressive scale is set to 0% the character
has zero expression and looks neutral.

lew Prepare  Direct Tools Video

Cameras WX

Y

Raising the scale to 100% makes the character very happy.

File Create Edit View Prepare Direct Tools Video

Test Man X Cameras WX

The Scale setting controls the size of the character. The
Lighting section allows you to set whether or not the character
casts a shadow and allows you to adjust the shadow base.

Test Man

Name: [Test Man
(& Appearance ‘m Body ‘@ Decals

Properties
Visible: ]
skin: [ T

Teeth: [ ]

Favourites |

Expressive

Breathing: [Breathe [~]
Eyes: [Blinking with glances [~]
Expressive: | .:I [ 87.0%%]
Scale
Scale: [ | | | [ 28.6% %]
Lighting

Casts shadows: [
Shadow Base Adjust: [- ][

2.0% %|

A4

The shadow base determines how close to the character
or object the shadows start.



e HFAFN[EV ] The third tab in the character-editing window is Decals. The picture below shows a pre-made texture loaded onto

O LTSI A decal is an image or fexture that can be placed onto the back and chest of the character.
the current character's skin. For standard character types,

ReETURN TO cONTENTS — Muvizu allows you fo load decals on the back and chest rT—"
of your character or load a custom texture for the whole Mi — e

v

character's body.

Test Man

Mame: |Test Man \

Appearance [[A] Body [ Decals [ Favourites

Back:

Custom texture:

The Custom texture function allows you to change the entire
texture (or skin) of the character. To load o Custom texture, click
on the square to the right of the text. This will show the Texture
window. When loading or creating a custom texture it is best fo
start with a blank character. To make a blank character, remove
every attachment using the Appearance tab.

Chest:

Texture %

Test Man % Cameras nx

e

CEE]

Get custom template...

4

Clicking on Back or Chest will show the Texture window.
There are a range of pre-made textures to choose.
Or you can import your own by clicking the Import button.
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To load a pre-made custom texture, choose Costumes
from the menu on the left hand side of the Texture window.
All available pre-made custom textures will show as
thumbnails. Each character type has its own subcategory
and you should use textures from the correct category.

To load a texture, simply click it and it will automatically
load onto your character.

Like all textures in Muvizu you also have the option of
importing an image file you have created.

It is best to use a template to help you design a texture
for a character.

A UV map defines how a texture is mapped onto a 3D object.
These will usually be flat representations of the object. For a
Muvizu character the UV map will be the various parts of the
body unwrapped and flattened out. These maps can be used
for templates. An example for the standard man character
can be seen below.

The Muvizu character UV maps are tfransparent image
files (in .png format). All of the white areas are transparent.

The "UV Maps" for Muvizu Characters can be downloaded
from www.muvizu.com/Info/98/Custom-texture.

Click the Get custom template... button on the Decals page
to visit this page.



CREATING A

CHARACTER G TS underneath the template coloured yellow.

The picture below depicts the head section of a layer

RETURN TO CONTENTS ‘beautully explans everyng You can i that weo

% 2
5 8

£

If we load one of the downloaded templates onto
a character all you can see is the guidelines of the
template.

Test Man

To create your own custom texture, load the template
into a 2D art package which has the ability to add
layers. Add a transparent layer under the template
and start to paint on it, using the template as a guide.
It doesn't matter if you go over the lines!



e N[l Before saving as a .png file, delete (or hide) the template layer. ~ When we import the image onto the character you con see

CHARACTER A ) ) llow blob in the left hand that only the head has turned yellow. This is because the
Now the image file looks like o yellow blob in the left han image is tfransparent apart from the area we painted.

corner.
RETURN TO CONTENTS

You can use custom textures to create new clothes and
costumes for your characters.




CREATING A
CHARACTER

This is how the image file looks with the template removed.

RETURN TO CONTENTS

The picture above shows a simple costume created
using the template as a guide. Notice that the head
and hands have not been painted. This means that

the head and hands will be controlled by the Skin colour When we import the custom texture we can see how
setting in the Body tab of the character-editing window. it looks on the character.
Again, before saving the image as a .png you should The next step is to add some hair, eyes and other

delete or hide the layer containing the template. accessories from the Appearance fab.
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Test Man %

Texture

Now that you have completed our character, you can
save it fo the Favourites section of the character
properties window for use in other scenes.

Click the Favourites tab and click Save. Name your

character and click Save.

Test Man

The character is now saved to the Favourites section
and can be reloaded again and again.

& Move and stcer the view. & LooRaround. © Move the vew sideways and vercaly.

The Favourites section also contains a range of pre-made
characters. All of the pre-made characters will have brackets
around the name, for example: (cowboy). Before creating a
new character it is always wise to check the Favourites section
to see if there is already o pre-made character you can use.

@ w et
File Create Edit View Prepare Direct Tools Video

Test Man X Cameras R

3

-

New

é & Lookaround. &



CHAPTER 4

Objects are used to create and decorate your scene.
Muvizu contains a wide selection of pre-made objects
ranging from buildings, walls, sofas and picture frames
to superhero lairs and rocket ships. Muvizu also contains
a set of basic shapes such as cubes and spheres. All of
the objects can be customized.

RETURN TO CONTENTS



Edit  View

Qo]

Prepare  Direct

e[l To create an object click Objects from the Create menu.
AND EDITING

e a—

The Create window open with the Objects tab selected.

You can view all available objects by clicking (All) in
the menu on the left hand side of the window.

Create
[B1 e |
Characters. Objects ] Backdrops
[ | EEE

(Recent)
(online)

» Abstract
Animals
Bar
Cave

¥ City
Construction site
Courtroom
Dojo

» Emergency services
Farm

¥ Furniture
¥ Historical
b Home

_—) =0
O UM »rD
> ao> W

A

As with all of the content browsers, you can search
for an object by typing the name in the search field.

Create

[P efrects

Lights

|m Favourites

Characters Objects

7] Backdrops

[ Arcade]

ol @ EE

(Recent)
(Online)

¥ Abstract
Animals
Bar
Cave

¥ City
Construction site
Courtroom
Dojo

¥ Emergency services
Farm

¥ Furniture
¥ Historical
} Home

As there are a lot of objects, they are split into
categories and sub-categories. You can use this to
help if you are browsing for certain objects.

Create
Effects Lights |E Favourites |
Characters Objects 7] Backdrops
[ | B E E

Construction site
Courtroom

¥ Emergency services
Farm

¥ Furniture

} Historical

4 Home
Bathroom
Bedroom
Dining room

Kitchen

Living room

Study
Haspital

15

A
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To create an object in your scene double click the thumbnail,
or select it then click Create. The object will spawn into your
scene. You can move the object around using the controls in
Chapter 1.

Create Edit View Prepare  Direct Tools Video

& Lookaround. &

To customize an object right click on the object and select
Edit or just double-click the object.

Cube The object’s properties
window will appear. The
HEm - : properties window is
Name: |Cube

split into four sections.
Properties, which controls
the object’s appearance,
Physics which controls

4 Properties

Texture: .

Texture size: | | 50.0% %

Visible: [£]
4 Physics some of the physical
e bzt e (W) properties of the object,
Fris i (1 Scale which allows you
’ sﬁ,:%pumm “ to adjust the size of the

object, and Lighting
which allows you to

change the object’s
shadow options.

G I K
d

4 Lighting
Casts shadows: [/]

shadowBaseadiust: [l ]
4

The Properties that are shown will be different for each object.
The options presented will usually be made up of Colours and
Textures, but other options can be present, such as "opacity”
for glass objects.

If you select multiple objects, properties that are common
across those objects will be shown and can be changed at the
same fime.

All objects have a Visible setting. Un-checking this will make

the object invisible - as with the character it will appear as a

transparent grey silhouette when selected, but will not appear
in any output.



e Z{= (el Once you have customized your object, you can name it by

SO PREDIRINIEE  typing in the Name field. If you have a busy scene this can Cameras o
OIENIASIESE  [elp you find it in the scene window. & T —
RETURN TO CONTENTS ;I ———zan |
Brick Cube ]
| [ =dit [ Faveurites |
Mame: [Brick Cubel
4 Properties — __J
Texture: . —
Texture size: | || IEEEE) All objects in the Muvizu world (characters, objects, effects etc)
Visible: [4] can be copied and pasted. To copy an object, right click the
4 Physics object to get the context menu and select Copy, press Ctrl+C,
Can be stood on: [ or select Copy from the Edit menu.
Floats in the air: [] gy
e m FioCreste Edlt View prepars Direct Tools _Video - x
4 Scale | v |
P [ I | 1.0 %] _&
8 [-ﬁ* .| | 103 m
10+ [ M I | 1.0 4] | ——
4 Lighting
Casts shadows: [/]
Shadow Base Adjust: [. ] 2.0% %]
T
A

Like characters you can save the object as a favourite, so you
can re-use it later. To save the object, click on the Favourites
tab in the properties window and click Save.




e HZAFN[el Then right click anywhere on the environment and Close the error message and zoom out to make more

AOPREDIRIINIER  select Paste, or press Ctrl+V. room for pasting the object.
OBJECTS e
Pl - ... ci iew repre piec Tons o R

[comerss x|
=

 Look araund. & é & Lookaround. ©

e a— L

If you do not have enough room available o paste an Muvizu allows you to stack objects on top of each other.

object your will receive an Error message.

Create Edit View Prepare  Direct Tools Video

Cameras X
g —

¢ & Lookaround. ©
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To group objects together hold down the Ctrl key and select
all the objects you would like to group together.

¢ & Lookaraund. &

Then right click and then select Group from the contfext
menu or press Ctrl+G.

Move and stoer the view. @ Look around. (8 Move the view sideways and vertcally

[ o S o N Be N N

The objects are now all grouped together.

¢ & Lookaround. ©

Now the objects are grouped you can move them all ot the
same fime. You can also set the properties the objects have
in common for the entire group. You edit the properties in the
same way that you would for a single object, right click and
select edit, or double click an item in the group.

To ungroup objects, right click on one of the objects and
select Ungroup, or press Ctrl+Shift+G.

a

¢ & Lookaround. ©




e AFNel To lock an object fo a fixed position right click the object You can delete any objects by right clicking on them and
ANBRIBIRENEN  ond select Lock. selecting Delete or by pressing the delete key — or pressing
OBJECTS i Delete on the object’s properties window.

RETURN TO CONTENTS

L

 Hoidto move, 8 Edt.  Hod o rotate. 5 Hoid o move and .
T

e ——— T

A pad lock will appear above the object next to the objects

name. Now that the object is locked in position all movement You can make scenes very quickly by only using a few objects.
controls for the object are disabled. If you would like to move The Living Room scene below is made from only five objects
the object you will have to Unlock it. and a backdrop.

(o e e I conara M Move e ewsideviaysiand ertcal)
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When you are happy with your scene save it by clicking File
from the top menu and selecting Save as.

@

Create Edit View Prepare Direct Tools Video

). o
3] open ko
W s cos [

|

)] opions.

8 upsrace o Moy

=

i Oz On

~—— ol Sl

Choose a place on your PC to save the scene, name it
and click Save.

Edit View Prepare Direct Tools Video

O et OEn

When opening a new scene, all recently opened scenes will
appear in the (Recent) category of the New scene window.
Alternatively click Open and load your scene. All Muvizu
scenes are saved as a .seft file.

New scene

| H £ E

(Online)
City

Entertainment
Hero and villain lairs
Historical
Home

Lighting
Military

Prison

Seifi

Spooky

Stuff
Trainyard




CHAPTER 5

Backdrops are extremely useful when making a scene in
Muvizu. The most common use of a backdrop is a wall.
However backdrops in Muvizu have very powerful
properties that can be used to create a host of effects.

RETURN TO CONTENTS



e NFNel To create a backdrop click Create from the top menu and
SONPREPIRINIEE  select Backdrops.
BACKDROPS

RETURN TO CONTENTS

G  Look around. &

]

The Create window will appear, opened on the Backdrops
tab. Select the backdrop you would like and click Create.

Create
Effects Lights [ Favourites |
HE Characters Objects 7 sackdrops L
[ Search | & El

Hoummo =

A backdrop will spawn. Edit the backdrop by right clicking on it
and selecting Edit or double-clicking it.

¢ & Lookaround. &




ANgR‘EEDA;::g 4Ax3 X The properties can be changed in the usual way.
BACKDROPS The Backgrounds texture category contains the pre-made
TR T CONTEN T Edit | Favourites textures for backdrops. Click on a thumbnail be applied o the
Name: [2:5 | backdrop. As with all textures, you can import your own image.
4 Properties
Tuminate: [ ][ 0.0% %] it e
S .
visible: [
4 Animation
Angle: . | [ 0.0% %]
Reverse direction: [ ]
speed: [ | [ o0.0%g]
4 Physics
Can be stood on: [] If a texture is part transparent you will be able to see through
Floats in the air: [] the gaps in the texture.
Keep upright: [/ i
4 Scale M ormwe Gt View prepare Olrct _Toos _Wideo
= M | | 1.0 4|
8 [«ﬁ* - |[_to3
0+ [l | | 1.0 9]
4 Lighting
Casts shadows: /]
Shadow Base Adjust: [l [ z0%%]
| Reset ‘ | Delete |
4 g Oliox amsal®

The backdrop properties window is spit into five sections.
Properties controls the illumination, image and visibility;
Animation allows you to scroll and rotate the image; Physics
controls the backdrop's physics; Scale controls the size of the
backdrop; and Lighting allows control of shadows.
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To change the angle of the image, use the slider bar
next fo Angle.

& & Lookaround. &

The Speed slider controls the speed of the image scrolling
across the backdrop. To reverse the direction of the scroll,
click the Reverse direction box.

@ Mot e
File Create Edit View Prepare Direct Tools Video

& Lookaround. &

You can create layers of backdrops by positioning them in
front of each other. Below is a city image loaded onto a
backdrop. The speed is set to 1% so it is scrolling across
the backdrop very slowly.

& & Lok around. &

A second backdrop is positioned in front of it and the speed
is set to 4%. This gives the illusion that the scene is moving.
The city in the background and the trees in the foreground are
moving at a different rate and create a "parallax” effect.

As with all items, you can save them as a favourite for later
use. To save a backdrop click the Favourites tab on the
properties window and click Save.

Edit View Prepare Direct Tools Video

& & Lok around. &




CHAPTER 6

Muvizu contains a number of special effects that
can be used in your movie.

RETURN TO CONTENTS
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AND EDITING
EFFECTS

To create an effect, click Create from the top menu
and select Effects. (The cube in the scene below is
for demonstration purposes.)

 Look around. O

& Move s
e ——

The Create window will appear opened on the Effects tab.

Create X
Characters ‘ Objects |E| Backdrops ‘
™ Effects | Lights | Favourites ‘
[ IEEE

\ ;f@ e
7 “@éf ’*“:‘i

[ |

4

ﬁoogﬁ'@
o
o)

To spawn an effect into a scene click on a thumbnail
and click Create.

NSV o).

N f T =
CD o2 @ r @ ,m\‘\i 159, -.",
/3

é & Look around. &

You can move and position an effect using the
standard controls.

|

¢ & Lookaround. ©




e H{Z APl To edit an effect right click on it and select Edit or Raising the Infensity of the fire effect makes the flame
A RABIRENIEE  double click it stronger and larger. Intensity is a property that is present in a
EFFECTS lot of the effects. Set the intensity to 0% to turn the effect off.

RETURN TO CONTEN

File Create Edit View Prepare Direct Tools Video

You can see in the Cameras view window that the cube looks
like it is on fire.

Create Edit View Prepare Direct Tools Video

1
y v e o
| m L)
O Bl —— Do e |
The effects properties window will appear. The number of
sections and properties available will depend on the type of
effect. The properties for the small fire are shown below. 8 O toziamma O
- In the case of the fire you can set the colour of the flames
Fire (small) (H X and the smoke.
Edit | Favourites
Mame: [Fire (small] |
Intensity: [ | | | [ 33.3% 2]

4 Properties

Flame colour

Flame texture

Smoke colour

-l

-
Smoke texture: I:‘

: O

4 Physics

Full rotation

Reset H Delete
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Some effects, such as explosions, happen when triggered.

Explosion
Edit | Favourites

Name: [Explosion
P Scale
4 Action

Trigger: | Trigger

» Properties

et
By default effects will only rotate left and right. If you check the b Physics

Full rotation property in the Physics section you will be able to Reset | | Delete |
rotate in the effect in all directions. Below the effect has been v
rotated so it appears that the fire is shooting out of the side of
the cube. The Full rotation property exists for all effects.

They will initially trigger when they are spawned into the
scene or if you press the trigger button. The trigger, like most
properties, can be animated so you can time it to appear in
your movie

é & Lookaround. &



CHAPTER 7

As well as the global ambient light, Muvizu allows you
to add extra lights to a scene.

RETURN TO CONTENTS



e N\ el  To create a light, click Create from the top menu and All lights in Muvizu have three common properties.
SOPREDIRINIEN  select Lights.
LIGHTS ] v Colour Allows you to set the colour of the light.

RETURN TO CONTENTS

Point light

The Create window will open on the Lights tab. To create a Brightness Adjusts the brightness of the light —
light click the thumbnail of the light you would like and click a brighter light will have a larger range.
Create.
Create XX
[ charecers Objects |
Effects Lights Favourites
‘ - B EE

& & Look around. &

Flickering  This check box makes the light flicker.
This effect can help to create spooky or
atmospheric lighting (like broken
fluorescent lighting.)




o :FNIN[El The first light [J]is a Point light. A point light radiates light

AN RIBIRENIEH 0 all directions, and has a certain position in the scene. Point Ilght
HIEl B It will light an object depending on the position of the - -
. ) . Edit | Favourites
returN TO conTenTs  object relative to the light. For example:
MName: |::. nt light |

4 Properties

e — Erightness: . ][ 20.0% %]
Colour: | |
Distance: [ | [ 6.9% ¥
-& Flickering: []
4 Shadow
o Casts shadows: [/]
[l
flil
Reset | | Delete
o & Lookarand, & A

Brightness, Colour and Flickering are described above. The
Distance property allows you to set the range of the light.

e e |

é & Lookaround. &

A point light has a range, as objects get further away from & Looksuns
the light, it will have less effect.

To edit a light, like all objects, right click on it and select
Edit (or double-click it). The light's properties window will
appear.



e HFARNEl Unchecking the Casts shadows box turns off any shadows
AND EDITING RIS R 1atNITe]o}A
LIGHTS

Edit  View Prepare

RETURN TO CONTENTS

Point light

& & Lookaround. &

The second type of light is a Directional light ..

A directional light illuminates all objects from the same
direction - as if the rays of light were parallel. These lights
are often used to represent the sun or moon.

The directional light only has the basic light properties.

Directional light XX
Edit | Favourites

Name: |Directicna| light |

4 Properties

grightness: [ L | [ 20.0% %]
Colour: | |
Flickering: []
4 Shad
Casts shadows:
| Reset |[ Delete |
A

The third type of light is a Spotlight [&. A spotlight projects
a bright beam of light onto a particular space. A spotlight
is most commonly used in concerts, musicals or stage
productions, or can even be considered as something like
car headlights.




e H{ZAFNEl  As well as the common lighting controls the spotlight's Dark Point light
AUPREPIRINIEE  properties also allows you to control the Cone angle, Softness T e et
SILUER  and to load an Image onto the light.

RETURN TO CONTENTS

Spotlight XX
Edit | Favourites
Name: |Spct|ight |
4 Properties
Brightness: l:. | [ 200°%%]
Colour: | |
. A . . .
Cone angle: [ |[_155%34] Dark Directional light
pistance: [ J[ 135%53]
Flickering: []
Image:
Softness: [ | [13:5%3]
4 Shad
Casts shadows:
| Reset || Delete |
A

The final three lights are "dark” variants of the point light,
directional light and spotlight. Dark lights work in reverse to
normal lights. Instead of emitting light they "suck” light out
of the scene - effectively darkening the scene instead of
lightening it.

Dark Spotlight
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e N\ el  To create words in Muvizu click Create in the top menu You can move the letters around the scene with the
AN RIBIREINCEN  ond select Words. standard controls.
WORDS

RETURN TO CONTENTS

©. Muvizuois coop | -

© Move and steer the view.  Look around. 3 Move the view sideways an vertcaly.

e a— T

You will be prompted to type the words you would like to To edit the words right click on them and select Edit.

create. When you have finished typing, click Create. The letter’s properties will appear.
Letters grou XX
Create words group
Name: |_i:2£':‘ group |
Text: [Muvizu is cool | 4 Properties
Group: |Group letters together [~] colour: [
Glow: [ | [ o0 32]
4 4 Physics
- Can be stood on: []




e HZAFNEl You can change the colour of the words in the usual way.
AND EDITING
WORDS

RETURN TO CONTENTS

Create words

Text: |Muvizu iz Cool |

Group: |Leave letters ungrouped [+]

£

VIZU IS ¢

It is usually more convenient to have them grouped together.

To edit individual letters in the words click Ungroup from the
Letter's properties window, or press Ctrl+Shift+G.

Letters group 23]

Name: |_

4 Properties

Colour: I
W [ 100.0% 2%

==l

on | ]

Glow:

Visible:

4 Physics

é & Lookaround. & Can be stood on:

By defaulf, words are created with the lefters all grouped Floats in the air:
together. However, the letters can be created as individual 4 Lighting
objects, by changing the Group option on the Create words Casts shadows:

BT E0 ®[]

dialog. Shadow Base Adjust: [ 20m: %

| Reset || Delete |

A




e NN el  Each letter will now appear separated.
AND EDITING
WORDS

RETURN TO CONTENTS

-

& & Lookaround. &

This will allow you to reposition and change the properties
of individual letters.

é & Lookaraund. &

To regroup the letters hold the Ctrl key down whilst clicking
on the individual letters. When they are all selected, right click
and select Group (or press Ctrl+G).

© Move and stoer theview. & Look around. S Move the view sdeways and verical.
-

The letters will now be grouped back together.




CHAPTER 9

In Muvizu cameras are very important. When you make
your animated movie only the view from a camera
(or cameras) will be rendered into the video file.

RETURN TO CONTENTS
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Pre-made Muvizu scenes will already include one or more
cameras. Below is the Western street scene (from the
historical category). As you can see there is already a
camera in the scene. The Cameras window shows the
views from the cameras in the scene.

@ M-
File Create Edit View Prepare Direct Tools Video

To create a new camera start by moving to the area of the
scene you wish to capture. Then click Create from the top
menu and select Camera.

Edit View Prepare Direct Tools

A new camera will appear. You can move and reposition
a camera as required.

File Create Edit View Prepare Direct Tools Video

Notice that now the Cameras view window now shows
the view from both cameras.

Cameras HX

Al | Active

Camera 2

A

In addition to the usual way of selecting a camera, you

can also select the camera by clicking on the image in the
Cameras window. In the cameras window a selected Camera
will have a red border round the image or black if not
selected.



e ARl Right clicking a camera view will show a small context menu, As Cameras are created, they are numbered. Muvizu supports
SOPREPIRINIEN  which will allow you to navigate to or edit the camera. up to 9 cameras in a scene. The cameras are numbered by

CAMERAS _ - their position in the Cameras window. Deleting any camera will
c cause subsequent cameras to be renamed accordingly.

RETURN TO CONTENTS

Cameras

™

Camera 2 Camera 3

All | Active

';.#-

— T

® Camera 1

The Show window will create a popup view of that camera
window, which you can resize to get a clearer view and make
finer adjustments with the position of the window.

e

Camera &

Camera 2

Camera 7 Camera 8 Camera 9

4

You can delete a camera by selecting it, and pressing the
delete key.

To edit the camera either right-click on the view in the
Cameras window or on the camera and select Edit. The
camera properties window allows you to change the settings
of a Muvizu camera to deliver the required effect for your
movie.




CREATING
AND EDITING
CAMERAS

RETURN TO CONTENTS

Camera 1 L]
Edit | Favourites

MName: |Came'a 1 |
Field of view: [ || | [ 50.0% %]
4 Motion blur

Mation blur: [None [~]

4 Depth of field

Depth of field: [Nons [~]
4 Bloom
Bloom: [Nene [~]
4 Colour
Base effect: [None [~]
4 Overlay
Overlay effect: [None =]

4 Adjustment
Final effect: [None [=]

[ ] [t ]

4

The first setting is Field of View (FOV). The field of view
defines how wide the viewing angle of the camera is.

It is the equivalent on a real world camera of a zoom /
wide angle control. If the field of view is small, then it is
the equivalent of a zoom lens. If it is higher, it is the
equivalent of a wide angled lens.

Motion blur can be turned on by selecting it from the drop
down next Motion blur. Motion blur simulates the apparent
streaking of rapidly moving objects. The Motion blur controls
allow you to adjust the amount and velocity.



CREATING
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CAMERAS
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MName: |Came'a 1 |
Field of view: [ || | [ 50.0% %]
4 Motion blur

Mation blur: [Motion blur [~]
Amount: [ || || 8.0 3]
Max velocity: | . [ 1.0 3]

4 Depth of field

Turning on the Bloom settings allows you to create a light

Depth of field: [Nons [~]
4 Bloom bloom effect. This artefact produces fringes of light extending
Sloom: [ions =1 from the borders of an object emulating glare off of an object.
Adjusting the Bloom settings with contribute to the illusion of

&) Gl an extremely bright light. Real cameras often capture these
Base effect: [None [~] types of effects.

4 Overlay

Overlay effect: [None [~] The image below on the left has no bloom. The Image on the

4 Adjustment right does, you can see the effectively "blown out" white at the
Final effect: [None [~] top of the wagon and the glare around it.

| Reset ‘ | Delete | Cameras EX || Cameras EX

The next setting is Depth of field. Depth of field (DOF)
is the distance between the nearest and farthest objects
in a scene that appear acceptably sharp in an image.

No bloom With bloom
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The Colour section of the camera editing window allows you
to choose from several pre-set Base effects. Here is the effect
achieved from selecting Black and White.

The Overlay setting allows you to choose an overlay effect.
This will give the camera an added effect such as making it
appear like CCTV footage, or underwater footage. Here is the
camera with the Old film overlay setfting enabled.

The final section is Adjustment. This setting allows you to
adjust the Brightness, Colour and Contrast of the camera.

Camera 1 LY
Edit | Favourites

Name: |Cams ra 1 |
Field of view: [ || | [ 50.0% %]
4 Motion blur

Mation blur: [None [~]

4 Depth of field

Depth of field: [None =]
4 Bloom
Bloom: [None [~]
4 Colour
Base effect: [None [~]
4 Overlay
Overlay effect: [None [=]

4 Adjustment

Final effect: [Contrast, colour & brightness [~]
Brightness: [ | | | [ 50.0% 3]
Colour: [ [ 100.0%3%]
Contrast: [ | | | [ 50.0% 3]

[ e ] [ ]

A

To save your camera for later use select the Favourites tab
and click Save. Remember to name your camera so you can
remember what setftings it has. For example if you have a
camera with an old film overlay, name it something like "Old
Film Camera”
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CHAPTER 10

MAKING A MOVIE

This section of the instruction manual is a tutorial on
how to create a short movie. There are a few concepts
and conftrols that it's useful to know before starting.

RETURN TO CONTENTS



DIRECTING
CHARACTER
MOVEMENT
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Muvizu animation

Muvizu was designed to be fun to animate with and the

main concept was that you were a puppeteer and controlled
character's behaviour and actions dynamically. Since it would
be too complicated to puppeteer everything at once you can
record each individual part in separate passes. Of course, you
can also redo passes — or take over half way through what
you've recorded if you're not happy with it.

Preparing and directing

Often before animating or directing something, you have to
tell Muvizu that you want to do this. On the main menu you
will see Prepare and Direct options. The prepare camera
movement dialog is shown below. This is typical and applies
to movement and properties for objects, cameras, events
and characters.

Prepare camera movement
Camera: |—I- Camera 1 [+]
Animation: Mot animated -
Directed
Key framed y

In the case of camera movement, it allows you to choose
which cameras are animated and how they are animated. Not
animated means the camera doesn't move. Directed means
that you drive or "puppeteer” the camera, and key framed
allows the more traditional key framing of camera positions.

Once you have selected the animation type, you can switch to
the direct mode and create your animation.

The Timeline
The timeline is central to all animation and playback within
Muvizu. There are various sections to the timeline which are
shown below.

Toggle Snapping  Filtering
Record Play Stop cue point controls controls  Settings
Transport T'/ " / / / \
||f|e||ne I / / \E
controls =
[e [ » T mefllofe][m[fsrener T-]
[EEE@ 00:00.00 [00:05.00 :10. ‘no:ls.tm ‘tm:zo.ou ‘55:25.1
Objects E\:D%:-/ <[ // \\ \\ N2

Start/End
markers

Animation
track

Event
blocks

Play
head

Scroll
bar

Zoom
level

The timeline is required for all animation and playback within
Muvizu. The controls parts of the timeline are described below.

Record
Like a video recorder this starts recording any directed
movement.

Play
Plays back the events on the timeline - starting from
the current play head.

> ]

Stop
Stops recording or playback.




Pl [N [clM Transport controls Settings
LNl The transport controls allow you to move through your

VMEIENEE  animation. Alongside the time/frame number control in o
return o contents - the middle. There are four controls:

-

Switch between frames and time, and turn on all the

filtering options.
H Go to the start of the movie.
Objects
Objects that have animated tracks be shown, each object
H Skip back one event type has an icon to help differentiate what it is — and will be
displayed with the object's name.
H Skip forward one event Characters
[ Go to the end of the movie
Cameras

Zoom level
I ] ) Light

a [ ] a ights

Controls how much of the timeline you can see. If you move !

the slider fo the left it will fit more in, if you move it to the right,

it will zoom in - and give you more granular control. Objects

Scroll bar @
Effects

Moves the viewable portion of the timeline left and right.

4
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Animation tracks

An animation track shows which properties of an object are
animated, and have "blocks” on it. These blocks are animation
events or key frames.

Event blocks

Event blocks show on an animation track and define an
animated property or key frame. They can be repositioned,
deleted and in some cases edited.

The Play head

The play head shows where the play or record position is in
the current movie. The play head can be dragged backwards
and forwards to scrub through the animation.

Start / End markers
These two markers define where the recorded movie starts
and ends. You can move them on the timeline to define the
length of your movie.

Toggle cue point

A cue point is a marker that can be placed on the timeline
and can be used to help line up events, such as sounds and
animations.

Snapping controls

You can enable these settings when editing on the timeline
to make blocks snap to time markers, cue points and other
events.

Filtering controls

This controls what is shown in the timeline. If you have a movie
with a lot of different items being animated the timeline can
become cluttered. The filtering controls allow you to simplify
what is shown.

There are two modes for the timeline in Muvizu. When
directing any animation, the timeline will be in a recording
mode and will only show the items being animated. This
version of the timeline is shown when any of the items in the
Direct menu are selected. The full timeline can be shown by
selecting Timeline from the Tools menu. The full timeline will
allow you to see all items within the scene.

Key-framing

To Key-frame in Muvizu in the prepare dialog for the item,
select Key framed from the drop down list, then press the
Switch to direct... button. The direct object properties window
will appear.

Direct object properties
Object: [®@ Camera 1 =]
Track: | Field of view =]

i [a] =
Current: | . | | 50.0% ¢|
A

The controls on the window will depend on the property being
animated. The commmon controls are:

Adds a key frame at the current time. This button will be
disabled if there is already a key frame at this point.

-+
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Deletes the key frame at the current time. If there is no key
frame at the current time, the button will be disabled.

Sets the key's interpolation type to "stepped”. This means that
it will remain at this value / position until the next key frame.
The visual representation here shows that the item stays in
one position then moves in one key.

u | @

Sets the key's interpolation type to "linear”.
move in a straight line between values.

f il W

il ”W, i

Sefts the key's interpolation type fo be "auto” These keys
will move in a smooth curve between all the values.

r

Linear keys

Use the fimeline skip controls to move back and forwards
between key-frames —and move them on the timeline.

When a key frame is selected on the timeline, any changes to
the position or property will be updated directly. You can then
use the timeline fo play or step through the animation.

A texture's key type can only be stepped.
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Animation tutorial
Chapter 10
Directing Character Movement (Locomotion)

Muvizu uses a mouse-based system to move characters
from A to B. This type of movement, in Muvizu, is called
Locomotion.

Open the Western street scene and create a character using
the cowboy favourite. Position the view so you can fully see the
area the character will be moving around in.

Click Direct from the top menu and select Character
movement.

The Direct character movement window will appear along with
the Timeline. The Direct character movement window allows
you to choose how you would like the character to move.

mm

LT Jl [o]+T=]

5
_

The drop down Character box allows you to choose which
character you would like to direct. This is important when
creating an animation with multiple characters.

The images next to Movement speed are the different
locomotion modes. The first mode is Normal, in this mode the
character will switch between the walk and run depending on
the speed of your mouse movement. If the mouse movement
is fast the character will start to run.

Direct character movement

Character: [ (Cowboy) [+]

povement spess: - - -

Move on the spot: [ ]




pllzEe el The second mode is Walk. No matter how fast you move the When you are ready, click the record button on the timeline.

e NSV eI Al mouse the character will always walk. A three second countdown will begin.
MOVEMENT

revmoconens | pijrect character movement

Character: [ (Cowboy) [=]

od] - |ad

Movement speed:

Mowve on the spot: []

The third mode is Run. No matter how fast you move the
mouse the character will always run.

(&) seect 5 e

After the countdown a movement dial will appear at the feet
of the character. This dial allows you to control the path of the
movement by clicking and dragging the mouse.

Direct character movement

Character: [1_(Cowboy) [=]

2 & |

Movement speed:

Mowve on the spot: []

Clicking the Move on the spot box will stick the character to
the spot whilst moving. Much like walking or running on the
spot. This is a handy function to use with a scrolling backdrop.

Direct character movement

Character: [1_(Cowboy) [=]

" [lead

Movement speed:

Mowve on the spot: [




plls{aepliel The controls of the dial are shown below.
CHARACTER

Edit View Prepare Direct Tools Video

Timeline [
[>T = Jrefo]fs]a] — 7 oL
1 step backwards CYCY R CICT il SR s il il i

MOVEMENT

RETURN TO CONTENTS

Turn
180°
! Sr:z :i;‘efp Alternatively you can make the character walk in a straight
line by simply double clicking on the area you would like the
character to go to. You can also click on any of the buttons on
the movement dial, and the character will perform that action.
Turn 45° Turn 45° When the character has reached the end of the movement
left right path, click the stop icon on the timeline.
‘ - o
1 step forward

(B > T s JT<TTollsTw] [B[]
|CCY SR CICT il ol ¢ it il i

s ——=] L

gy

Click the dial and then drag it (by keeping the left mouse
button down as you move the mouse). As you drag the mouse,
draw the path that you would like your character to move. You
will see a green arrow to show you the direction and pink spots
depicting the characters path. In this case, draw the character
walking fowards you.
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The character's Movement is now saved and will show as a
block on the timeline.

Timeline
[e ][ »

[ & J[e]l[o]+][=]

Qaf————a [\

Watch your animated movie by skipping to the beginning of
the timeline and clicking the play icon.

Edit View Prepare Direct Tools Video

Direct character movement X,

File u‘ §
m mEioso) 8]
e e 1

i

You can reposition the movement by dragging the light

blue movement event block to the desired position on the
timeline. Below the movement has been repositioned to the
beginning of the timeline. The small white diamond indicates
the end your animated movie. You can use the end marker to

decrease or extend the length of the movie when you come to

turn the animation into a video.

Timeline
[e ] »

4 2 (Cowboy)

af———a [

In some cases an object may be in the way of the movement.
The character will appear to walk through the object. This
happens when the object's property Can be stood on is
disabled.

File Create Edit View Prepare Direct Tools Video e ?

Direct character movement X Timeline 50

Lo > T s TellolsT=] [O[]
B LI T S el el wowl el
e

To change the Can be stood on property, right click the
object and select Edit.

Timeline o)
R L]

= TTeT[o]l+[aT
S it
femna——y



Direct Tools  Video

ﬁ

The character will now walk up onto the object and back
down again.

e Edit View Prepare Direct Tools Video

Direct character movement %X,

“Timeline

I > u el ]=]
oo [2]w) el
pRass

If you have closed the Timeline window you can recall it by
clicking Tools from the top menu and selecting Timeline.

Edit View Prepare Direct

The Show all drop down allows you to view all elements in your
animated movie or just the element that has been selected. It
is usually best to select show all as it gives a complete picture
of all the elements in your animation. If your animation is very
complex, then you can choose the Show selected option to
show just the selected items.

Timeline

(e[ » [[m [[o][[o]¢][s[]fsroua
[ 14 [0 00000 3] o1 [ ) 22592 :05. 10,

Movement 3

ag———a [[in

To save your animation click File from the top menu and
select Save or Save as.

Edit View Prepare Direct Tools Video

fioe _____ ww|

S 311 3 e 10}

OO ™ G et el ee vl |
E—



CHAPTER 11

Muvizu has a large selection of pre-made actions for
your character. These actions revolve around the mood
of a character and are split further into types.

RETURN TO CONTENTS
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To prepare character actions click Prepare from the
top menu and select Character actions.

—
e

=5

-

&l seect 8 Ean

The Prepare character actions window allows you to
build a pallet of actions to use in your animated movie.

The Character drop down allows you to choose which
character you are preparing actions for.

You can have up to 5 pages of actions fo define your pallet.
Use the left and right arrows at the fop to move between the
pages.

The default palette sets the basics for each mood, and
allows a random selection of the animations in each one. The
coloured text box is the character mood and underneath is
the type of the action.

Each of the nine boxes can be customised. To start creating
a pallet, click on the first box.

Prepare character actions

Character: |2 (Cowboy) [~]
Actions: | = | [ Paget ]| = |
[ Hevey ||| rapo || || ropey |

Pose Subtle Strong
=

Arms out Idle

Pose Subtle Strong
Initial mood: [ | Happy [~]
Initial state: [[Jln| Stand [~]




PREPARING

ANl HaeiNel  The Action window will appear. This is a database of all There are other additional categories that contain animations
oINSl octions available for your character. The categories on the left that are not based on moods, but are situation or category
SISO IER allow you to select actions of a particular mood. instead. These are categories such as Dancing, Biker and
RETURN TO CONTENTS Sci-Fi. These actions are just presented as a list and are not
Action

subcategorised.

e Cecgon L bood For our scene, we want the cowboy fo have a conversation
(Random) Pose Hapay whilst he is moving so selected Conversational 1 from the
Arms out Pose Ha . . . . . .
ol 1 o — happy category. Clicking on an action will automatically trigger
Comersatoral2 roe ooy a preview of the action on your character. This way you can
ard I ose appy
Hand right Pose Hapoy check the action before adding it to your pallet.
Hand to mouth Pose Happy
e Pose Hapey
Object Pose Happy Action
» [ wobbly Point forward Pose Happy
» Guitar Point left Pose Happy [ 1
b BEe Bass Point right Pose Happy [ Name [ Category [ Mood
» Keyboard Thumbs up Pose Happy Posture Tl stand Posture
4 Drums Two hands back Pose Happy » [+ T osit Posture
» Singing Two hands forward Pose Happy » S::nv 0 e Idle Happy
» e ;]ker Two hands left Pose Happy » .cmgrvd [ (Random) Pose Happy
[0 Boardroom Two hands right Pose Happy » = s::re Arms out Pose Happy
[T oancing (e e
T w.‘mmv Convarsational 2 Pose Happy.
T b e —
= N Keyboard Hand to mouth Pose Happy.
» IS8 Drums Me Fose Happy
R . . ) » Singing Object Pose Happy
Each mood is broken into four different action types: LB o Point forward Pose Hapoy
) Biker Point left Pose Happy.
Boardroom Point right Pose Happy
Idle This is the default idling animation. 5 Do e
Pose These actions will hold their last animation Lo ] -m4
frame until another animation is selected.
When you are happy with the action you have selected,
Subtle These are subtle animations. These animations click OK.
will return fo the idle animation aofter they have

completed.

Strong These are more dynamic than the subtle animations.



PREPARING

A\ [pislizienpiNel  Conversational 1 action is now the first action box Repeat the process to build a pallet of all the actions
O TN of the pallet. you would like in your animation.
ACTIONS
| Prepare character actions Prepare character actions
Character: [T (Cowbay) [+] Character: |1 (Cowboy) [~]
Actions: | = | [ Page1 || = | Actions: | = | [ Page1 || > |
= ] [ [
Convers Convers Convers Hand to
ational 1 Subtle Strong ational 1 ational 2 mouth
Happy Happy - Happy Happy Happy
Arms out Idle Arms out | | Point left
[anary ]| [nary | |[ v | Loy ]| |[ropey ]| | opor |
Paoint Point Thumbs
Pose Subtle Strong right forward up
Initial mood: [[_] Happy [-] Initial mood: [ ] Happy [~]
Initial state: [[fln| Stand [~] Initial state: [[[lg| Stand [~]
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Changing the Initial mood drop down of the prepare
character actions window will change your characters
mood. As well as happy the available moods are:

RETURN TO CONTENTS




PREPARING

AND DIRECTING
CHARACTER
ACTIONS

RETURN TO CONTENTS

There are some special moods based on To start recording actions onto your character click the record
playing instruments. icon in the timeline. The three second countdown will begin.

The initial state of can be set to either Stand or Sit. If you When you want the character to perform an action click it
are creating an animated movie where the character is in the pallet. In our case we want to select Conversation 1,
sitting down, select Sit from the drop down menu. Conversational 2, Arms Out and then idle.

Once you have all the actions you need in the pallet The actions will be recorded to the timeline.
click Switch to direct. The Timeline will appear.




PREPARING

A\ [pieliziaenplel] You can reposition the actions by dragging their rectangles to Save your animation by clicking File from the top menu
o eIl the desired position on the timeline. Below the actions have and selecting Save or Save as.

SEHeNEE  been repositioned to start af the beginning of the animated
RETURN TO CONTENTS mOVIe
Timeline

Ce [ > o JEIGIT

=T

<

Show the full fimeline by clicking Tools from the fop menu =
and selecting Timeline.

el ot o

Now the timeline shows the actions and the original
movement elements. You can play back your animated
movie by using the video controls in the timeline.

Timeline
[o [ » T m Je[[[e] [-]
[ ] ] erooon 21 m [ 222020 Joo:

< |[m] | [show =i
[00:05.00_[00:10.00




CHAPTER 12

Now we have recorded movement and added
actions onto the character we will record head
and eye movement.

RETURN TO CONTENTS
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If you haven't already, load the set you saved in chapter 11.

Click Direct from the top menu and select Character
eyes and head.

t‘i?fr—qu

i © e © MEol T Ses

The Direct character eyes and head window will appear along
with the timeline. The Direct character eyes and head window
will open on the Eyes tab.

L =2 gz_;g DsEm

Dragging the pupils around the window will move the
character's pupils. For rapid eye movement click on the part of
the eye you want the pupil to move to, or use the numbers on
the numeric keypad to control the eyes - 5 on the keypad is
looking straight ahead.

The head tab allows you to control the head movement by
dragging the small black dot around the white circle. This
head movement will be overlaid onto any other animations
that are playing in the background. Clicking the Release
button will set the position back to looking forward and allow
any underlying animations to control the head position.

The Look at speed allows you to adjust how quickly the head
moves.
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The Eye size tab allows you to control how big the character's
eyes appear. This is a great effect to add a look of surprise
(wide) or suspicion (squinting) to your character.

File Create Edit View Prepare Direct Tools Video

Direct character eyes and head X
e

[ T ]
el mC 9

For this animation we want the cowboy to be looking around
as he is moving and end by looking to the left. Select the
Head tab and click record on the fimeline. The three second
countdown will begin.

(&1 Move/na st ne view, ] Look around. )] Move e vew sice sy

As the character is walking move the head control around,
remember to look to the character’s left at the end.

Direct Tools Video

it View Prepare

) Lo o ove e v c -

When finished click the stop icon on the timeline. The head
movement is represented as a red event block on the fimeline.

File Create Edit View Prepare Direct Tools Video

] birect character eyes and head !

e
o [ T e]

Click the rewind to start button on the timeline, then to record
eye movement select the Eyes tab and click the record icon
on the timeline. The three second count down will begin. Then
drag the pupils to the position you would like them in during
the section of the animation.
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@ w .
File Create Edit View Prepare Direct Tools Video

M pirect character eyes and head

5 (8] LooK aroind/ 8]

When finished click the stop icon in the timeline.

The Eyes movement will be saved onto the fimeline.

@ —
File Create Edit View Prepare Direct Tools Video

Direct character eyes and head X Timeline
I >

@ w

File Create Edit View Prepare Direct

5 (8] LooK aroind/ 8]

As the character animates we want him to be surprised as he
looks to his left, so make the eye size larger as he does so.

reate Edit View Prepare Direct Tools

Direct character eyes and head X Timeline
I >

I e =
==

Bring up the full timeline by clicking Tools from the top menu
and selecting Timeline. Now our timeline contains Actions,
Movement, Eye movement, Eye size, and Head movement. Play
back the animation using the video controls in the timeline.

Timeline nX
[ [ »

1

Save your animation by clicking File from the top menu and
selecting Save or Save as.

@ e 2
Create Edit View Prepare Direct Tools Video
| D anen

wol _______ ms]
1 aivs -ulﬂﬂﬂlﬂlﬂﬂ!m‘
i T e e T |
| ovrons
6] vpirsce coravssine

= (&l select 3] ot —



CHAPTER 13

Now that we have recorded the character animation
let's make him talk by preparing and directing audio
and dialogue.

RETURN TO CONTENTS
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AN paeliziEepltel If it isn't already loaded, load the set you saved in chapter 12. A blank audio track will appear. Click Edit.

AUDIO AND
Click Prepare from the top menu and select Audio. Prepare audio

DIALOGUE
MNames

RETURN TO CONTENTS

(8] LooK aroind/ 8]

The Prepare audio window will appear. Click New to create
a new audio track.

New.. || Delete | [ Edit..

Prepare audio

You can import pre-recorded audio by clicking Import. To
record your own from your PC's microphone click Record.

Audio

There are no audio tracks.
‘ Choose... || Import... || Record...

Click the 'New' button below to create one.
Name: | ‘

velume: | .
ey |
0.00 0.00

New.. || Delete | [ Edit..




PREPARING

AN prpliziEe el The Record from microphone window will appear. Click the The audio will now be saved to the Prepare audio window.
A\Ipl[elN DN record icon to start recording and click the stop icon when

PUARCICUISE  you have finished. You can play back the audio by clicking the Prepare audio
reTUrRN O contents  Play icon. When you are satisfied with what you have recorded,

click OK.
MName
Record from microphone

[®] (][] HpHe-Towh-foibee pitbstsbarb|

0.00 18.24

| oK || Cancel |

The recorded audio will now appear in the Audio window.

Click OK.
Audio New.. || Delete | [ Edit..
A
| Choose... || Import... H Record... | Empty |
Name: [Recorded sound ] The next stage is to use the audio track as dialogue. Click

vl | ] Prepare and select Dialogue.
] W] DR tipaBobotp=i]

0.00 18.39

o (8] Loox around! )
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The Prepare dialogue box will appear. The Character drop
down allows you to choose which character you are preparing
dialogue for.

Prepare dialogue
Character: [T (Cowboy) [+]
Lipsyne to: [None [~]

Initial talking: @

The Lipsync to drop down box allows you fo choose the audio
track the character will lip sync to. Select the audio track you
have just recorded. The Initial talking boxes can be set fo talk
or shush. The "shush” setting stops the character lip-syncing
at the start of the audio.

Prepare dialogue
Character: |1 (Cowboy) [~]
Lipsync to: [(Unnamed) [~]

Clicking Switch to direct will show the timeline and prepare for
recording the dialog. Notice that the audio has been loaded
into the timeline.

To record the audio and lip-syncing to the timeline click the record
icon on the timeline. The three second countdown will begin.

Sit back and watch as the character runs through its actions and
movements whilst lip-syncing to the audio track. If there are parts
of the track that you do not wish the character to lip sync to click

the shush box. To turn lip-syncing back on, click the talk box.




PREPARING

AN psliziEe el When finished click the stop icon on the timeline. Save your set by selecting Save or Save as from
AUDIO AND the File menu.
DIALOGUE

RETURN TO CONTENTS

0 Moy - Uniie
File Create Edit View Prepare Direct Tools Video

Create Edit View _Prepare Direct Tools Video

Show the full timeline by clicking Tools and selecting Timeline.

The timeline now includes a lip synced audio track, character
actions, character movement and head and eye movement.

Timeline
[e ] »

Play back your animation using the video controls in
the timeline.

. ~
File Create Edit View Prepire Direct Tools Video




CHAPTER 14

Muvizu contains a wide range of pre-made sound
effects to add to your animated movie.

RETURN TO CONTENTS



The sound effects Audio window will appear. To choose
another sound effect click Choose.

PREPARING
AND DIRECTING
SOUND EFECTS

If it's not already loaded, load the set from Chapter 13.

Click Prepare from the top menu and select Sound effects.

RETURN TO CONTENTS Audio
‘ Choose... || Import... || Record...

Name: |Doorbell ‘

Volume: | .
>} [m] F"""—n = 1

6.41

5 (8] LooK aroind/ 8]

The Audio selection window will appear containing all
available sound effects. To add the sound of our cowboy
walking | have chosen Gravel step 1. When you have selected
the sound effect click OK.

The prepare sound effects window will appear. This is a pallet
of sound effects you wish to use in your animated movie,
similar to the one for animation. To change one of the sound
effects click on the box.

Audio
Prepare sound e...
[a search B
All [ Name [ Duration |
[¥ Character | [e¥) Conc.. 0.26
E {j:} {‘13 SE;‘,S e} Conc.. 0.25
Slid ‘EffBEEtS joy] Grass.. 0.47
Doorbell Horn 2 ae ubbles @ Grass. 046
Whistle 4 o o
Grass... 0.43
Electricity
Impacts m Grass... 0.59
@ E & Instruments
¥ Sei-f
ggm'w fos] Grav.. 0.49
Zap 3 Hand Large = —
Blaster 5 | | Explosion [] ] = ~h— ]
0.00 0.32
s N S P O ¥
4
Door Metal Alien
Knock Door O... Talk 01



2NN el The sound effect you have chosen will now replace the effect
N eieliaeiNel  you originally clicked. A collection of sound effects is called e

SOlUNRAZAS ST o soundboard. When you have made your soundboard, click HE] T —

return To contenTs - Switch to direct.

Prepare sound e...

EE:; Ell Horn 2 wl?ilsl.glee 4 B
To add a sound effect to the timeline, click on its box at the

{;1:} Q} Q} right time (or press the appropriate key on the numeric key

Hand Large pad). In the screenshot below, | have added the gravel step
Zap 3 Blaster 5 | | Explosion sound effects when the cowboy is walking. Once your cowboy
Q‘} Q} Q} has stopped walking, click the stop button.
Door Metal Alien -
Knock Door O... Talk 01

The timeline will appear. To start recording the sound effects
click the record icon on the timeline. The three second
countdown will begin.

T~
S

Show the full timeline by clicking Tools and selecting Timeline.
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Now we have sound effects, a lip-synced audio track,
character actions, character movement and head and eye
movement saved fo the timeline. Play back your animation
using the video controls in the timeline.

Timeline

[e [ » [ m [[ef[[o][¢]=][lswna

[EE RS E@ 00:00.00 :02. [00:04.00

B (unnamed)
4 & (Cowboy)

Save your animation by clicking File from the tfop menu and
selecting Save or Save as.

dit  View Prepare Direct Tools Video
cren

cuko [mE

) oot
[ —

an




CHAPTER 15

Special effects are a great addition to your animated
movie. Muvizu contains both world effects and
character effects.

RETURN TO CONTENTS
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AND DIRECTING
S2=el\EE  Start by loading your scene from Chapter 14.

EFFECTS AND
PROPERTIES

TURN TO CONTENTS

S Et

Environment effects
Click Create from the top menu and select Effects.

For this scene we want to create a fire. Once you have
selected the effect click Create.

Create
[@a [Ee] objects Backdrops |
J Effects Gl tens Faveurites |
- I EEE
XY
3% O @j@@
Fg, F o
W‘
AP LOF
=1
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S22l NN Move the effect to the area in the scene where you would

Aggaer s NNl ike it. For this scene we want to start a fire in between the
PROPERTIES [NViile[fatstH
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A

With the effect selected click Prepare and select Object
properties.

&) seect 8 Ean N

The Prepare object properties window will appear.

Prepare object properties
Object: [ _Fire (large) [~]
Track: [Intensity [~]

Animation: [Don't animate [~]

A

Clicking the drop down Track menu will allow you to view what
properties of the object you can prepare and direct. | want the
fire to start small and then grow as the cowboy walks tfowards
it. So | have selected Intensity.

&) seect 3 e N

Now | have selected Directed from the animation setting. This
will allow me to animate the intensity of the fire and add it to
the timeline. You could also key-frame the values too (see the
beginning of Section 2 for more information on this).
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Prepare object properties
Object: r! Fire (large) [~]
Track: [ Intensity [~]

Animation: [ Directed [~]
Initial: [ || | [ 33.3% 3]

4

Start with the Initial slider at zero.

Position yourself so you can see the effect and the character
and click Switch to Direct.

The timeline will appear.

To start animating the effect and recording it to the timeline
click the record icon. The three second countdown will begin.
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As the character walks towards the fire, increase the intensity
by moving the slider.

&= - L]
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As the character turns his head, increase the infensity to
100%. Once finished, click the stop button on the timeline.
The effect's intensity animation is now saved and shown on
the fimeline as a yellow event block.

Show the full timeline by selecting Timeline from the Tools
menu. You will see it now includes all the elements of the
audio, character animation and effect animation.

Timeline

[e ] »

Character effects
To add a character effect as a reaction to looking at the fire,
right click on the character and select Edit.

The character-editing window will appear. All available
character effects can be viewed by clicking the Effects
category on the left hand menu of the character properties
window. The effects are categorized further into different
body parts. For the effect we want, select steam in the ears
category.
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File Create Edit View Prepare Direct Tools Video

Turn the Intensity to zero.

Steam
intensity: [l | [ o002
Properties
Steam colour: | |
Steam texture: I:‘
Location
20 | || | [ 0.0 %]
«0= | | I [ 0.0 %]
104 | | | [oog]
Rotation
3y | | | | 0.0 3]
= || [ 004
~= || | | 0.0 %]
Scale
@ | || | )
2 |:<-ﬁ-r [ || ] [ 1.0 3
3+ | || I [ 1.0 3]

A

To prepare the character effect for animation, click Prepare
and select Character properties.

Create  Edit  View Direct  Tools Video

e — 'l
o (8] Loox around )

You can prepare and animate most properties of a character.
Effects are found in the Attachment drop down.

Prepare character properties
Character: [ (Cowboy) =]
Attachment: [1(Cowboy) =]

Track: [Back ~]
Animation: [Den't animate ]
4

Select the effect from the Attachment menu.

it View Prepare Direct Tools Video

Prepare c

racter properties WX/
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Select Intensity from the Track menu and Directed from the
Animation menu. Now click Switch to direct.

Prepare character properties
ch : [ (Cowboy) [~]
Attachment: [ Steam [~]
Track: [ Intensity [~]
Animation: [ Directed [+]
nitial: [l | [ 0.0%3]

|

The timeline will appear.

< gi
Make sure the timeline is set back to the beginning of the
animation or to the point you want the effect to animate. Click
the record icon on the timeline. The three second count down
will begin.

o
P
&l move and st &l Lookaround 21

At the right moment raise the intensity of the effect by sliding
the bar up, then back down to give the effect of a short sharp
blast of steam coming out of the Cowboy's ears.

When finished click the stop icon from the timeline. The
Steam effect animation is now saved and will appear on
timeline in the character's section.
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Timeline
s > ===

Sound effects
(Unnamed)
4 2 (Cowboy)

Actions

Movement
Eyes look at
Eye size
Head look at
Steam: Intensity
4 @ Fire (large)
Intensity

Save your animation by clicking File from the top menu and
selecting Save or Save as.




CHAPTER 16

Now we have completed the character movement,
character actions, dialogue, sound effects and special
effects, its time to start adding cameras to the scene.

RETURN TO CONTENTS
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N\l lzienpl el Cameras are extremely important. When you come to output
(e VI3RS your animated movie, Muvizu will make a video from the views
ARV ISNRES  of the cameras in your scene.

RETURN TO CONTENTS

Load your scene click Create and select Camera.

Adjust the camera position until you have the correct shot.

Cameras

Make sure that the Show cameras and Show camera window All [T

are enabled. These settings can be found in View from the
top menu.

Prepare  Direct Tools Video

@® Camera 1

For this scene | want the first camera to capture the cowboy
walking tfowards it. Using the timeline skip to the correct
position of your animation and position the camera so that
the character can be seen in the Cameras view window.




PREPARING
N\ el [={Zeg Vel We also want to capture the fire effect, so place a second

e \V3/NeUR s camera pointing at the fire effect. This new camera is
ARV ISR displayed as Camera 2 in the Cameras view window.
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We also want to capture the cowboy's reaction to the fire.
Using the timeline to find the correct part of the animation
and create a third camera pointing at the character's face ot
the time of the reaction. This is represented as Camera 3 in
the Cameras view window.

Camera 1 captures the cowboy walking across the scene.
Camera 2 captures the fire effect. Camera 3 captures the
cowboy's reaction.

Cameras X
Al [ Adive

4

Playing back through the animation using the timeline will
let you check that the cameras are in the correct position.

o <
T <
«

Now it is tfime to Prepare camera cuts. Camera cuts will allow
you to change which camera is being viewed during your
animated movie. For this scene we will start with the cowboy
walking across the scene, cut to a view of the fire, cut back to
a view of the cowboy walking, cut back to the view of the fire,
cut to the view of the cowboy's reaction.
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So the camera cut sequence is;
Camera 1, Camera 2, Camera 1, Camera 2, Camera 3.

Click Prepare and select Camera cuts.
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« E Q) &l Lookaraund 1)

The Prepare camera cuts window will appear. The Initial drop
down allows you to select which camera you start with.

Prepare camera cuts

Initial: [8 Camera 1 [~]

| Switch to direct... |

Clicking the Active tab on the Cameras window allows you to
view the active camera. As our Initial camera is camera 1 the
view in the Active section of the Cameras window is the view
from Camera 1.

Cameras EHX

All | Active

@® Camera 1

4

To start Directing the camera cuts click Switch to direct on the
Prepare camera cuts window. The Direct camera cuts window
and the timeline will appear.

To record the camera cuts to the timeline click the record icon
on the timeline. The three second countdown will begin.
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When you want to cut to a different camera click the camera
view in the Direct camera cuts window. The active camera is
indicated by a little red circle under the camera view in the
Direct camera cuts window. When you are finished, click the
stop icon on the timeline. If the timing of the camera cuts

is not right, you can adjust them by dragging them in the
timeline.

Qur timeline now contains all the elements of the animation
and the camera cuts.

Timeline X
[e ] »

]

b Comera cuts
Sound effects
(Unnamed)

4 @ Fire (large)
Intensity

You can also animate a camera’s movement. This could be a
camera panning around the scene, or following a character as
they walk. For this scene | want to have the camera follow the
character as he walks forward. Start by positioning a camera
in front of the character.

Edit View Prepare Direct Tools Video
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The new camera is camera 4.

Click Prepare from the top menu and select Camera
movement.

The Prepare camera movement window will appear. The
sliders allow you to control Movement speed, Rotation speed,
Smoothness, and Roll.

Set the camera's Animation type to be directed. Notice that
now the camera has pink cross, this is the camera's rotation
(or pivot) point. You can select this and move it away from the
camera. When you rotate the cameraq, it rotates around this
cross.

Prepare camera movement EX
C [® Camera1 [~]

[ Directed [=]

Movement speed: | Il [ 100.0% %]
speed: | | | ][ s0.0% 3]

t [ | | | [_50.0% 3]

roll: [ 1C__o.0°2]

4|

You can move the camera to set its default position in
the usual way.

After you've made your final adjustments click Switch to
direct. For this scene | have set the Movement speed to 100%.
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Direct  Tools  Video

[

When ready click the record icon from the timeline.
The three second count down will begin.

View Prepare Direct Tools Video

|

To animate the camera's position, you can move the
director around as you would normally. Or you can
use the movement keys described in chapter 1.

When finished click the stop icon. The camera
movement is saved to the timeline. To add this
camera to your animated movie go back to direct
camera cuts and cut to the camera at the
required time.

it View Prepare Direct Tools Video

Play back and watch your animation using the video
controls on the fimeline.

Timeline
[o [ » [ m Jlef[[o][¢][m[[[srener [
e [ooros 00

Somisiees
(Unnamed)

22 (Cowbov)

‘actions

foo:10.00 [o0:15.00

a1

Movement &
2 6 Fire (targe)

QaF———a [« >4

To save your animation click file from the top menu
and select save or save as.

Create _dit View _Prepare Direct Tools Video
)] opiens

[ —

5 oo




CHAPTER 17

Now that we have finished our animated movie, it's time
to turn it into a video. The Make video process will create
25 images for each second of animation and join them

together in a video file.

RETURN TO CONTENTS



NN el If it's not already loaded, load the set you saved in However, it's easier to set the start and end positions
LWUIbIA6N  Chapter 16. using the timeline. Just drag the markers to define
where the movie starts and ends.

Click Video on the top menu and select Make video.

Timeline EX
[e [ » T = J[eff[o]le][=][fsrevsr T
(] s s ) [oo:05.00 o000 015,00 02000

. Camers ats
2 Sound effects
8 rnamed)
72 (Cowboy)

Cameez i Camers 3

oot o

P o b e b

Eresae
Head look at
Steam: intensity

28 Cameras
Movement

26 rire (large)
Intensity & L ] [ ]

P =

s —————— Once we have the values set correctly, the warning
The Make video window will appear. If the Start and symbols will be gone.

End times are not set, they will have a warning and
you will need to set the start and end position for your
animation. You can adjust the start and end fields by
clicking the small up and down triangles in the fields.
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{51 Move and stssfhe view, ) LooK artnd.

Make video

Make video

£

Mewvizel

Options | Advanced | Preview

start: [00:00.000 ¢ Frame size: [450 x 360 =]
End: [00:19.054 & Remove watermark: []

Duration: [00:19.054

Optiens | Advanced | Preview

Start: [00:00.000@ Frame size: [250 x 360 = [Caose |
4
End: [00:00. 0000 % Remove watermark: []

Duration: [00: 00.000

A




AN el Frame size is the resolution of the final video. Full The Advanced tab allows you to select the Output type and
LOIbIael HD is 1920x1080. The larger the Frame size the set any parameters for the output.
longer the video file will take to make.

Make video

RETURN TO EN

Make video

Options | Advanced | Preview

Options | Advanced | Preview

Output type: [Videoe  [~] e e
Start: [00:00.000 % Frame size: [1920 x 1080 |~ Video options
End: [00:19.054 % Remave watermark: [] Codec: [Uncompressed -]

Duration: [00:15.054

_ As well as Video you can also output your animation as an

To remove the Muvizu watermark click Remove watermark. Image sequence. Each frame from the animation is saved as
an image. The sequence can be saved in PNG or TGA format.

A4

Make video

Make video

Optiens | Advanced | Preview

Start: Frame size: [1920x 1080 [+] NN Advanced [EEEERES
End: [00:15.054 % Remove watermark: [/] Output type: [Image sequence [ ] Anti-aliasing: [4]
Duration: [00:19.054 ~ Image options

Depth pass: [] Flatten layers: 4]
Cutout occluders: []




A dlel When saving as a Video, Muvizu will output the video as a Make video
SWIbIaeR Microsoft .avi file. The Codec option determines how the video
will be compressed. Muvizu will only output a file under 2GB
in size. If your animation is very long, try rendering sections
of the video individually and put them together using Muvizu's
video joiner function.

Make video

Options | Advanced | Preview

SC|

15.80 19.05

4|

Options | Advanced | Preview

Name your video and select a place to save it on your

Cutput type: Anti-aliasing: [Z] .
vi ; PC. Then click Save.
ideo options
Codec:

A

The Preview fab allows you to view your movie. When
you are happy with it, click Make video.




\IANSNel The movie file will then be generated. Once completed, you will receive a Recording complete

A VIDEO - message. If you have a number of videos to join together click
Make video Video joiner if not click OK. Your finished video will be located
where you chose fo save it on your PC.
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