Chapter 1 License Agreement

Software License Agreement

This is a legal agreement between CELSYS, Inc., TRIMEDIA, Inc. (the
"Manufacturer") and you (the "User"), covering your use of the software program.

TITLE

This program is the property of the manufacturer. It is protected by international
copyright laws and treaties. You have only the limited rights granted by this licenses.
You are not the lawful owner of any copy of the program and you may not under any
circumstances distribute copies of the program.

LICENSE

(1) You may use the program on a single machine.

(2) You may not make copies of the program other than for backup purpose.

(3) You may transfer the program and license to another party if the other party
agrees to accept all terms and conditions of this Agreement.

(4) You may not modify the content, the code or the copyright information of the
program.

(5) You may not reproduce the package or the manual, in whole or in part, in any
form or by any means without permission other than for backup purposes.
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TERMINATION

The license will terminate automatically if you discontinue using the program, or
transfer the program and the license, or fail to comply with the limitations described

herein.

On termination, you must destroy all copies of the program and accompanying

documentation.

LIMITATIONS

The manufacturer makes no guarantee of future updates for additional features or
improving performance. In no event will the Manufacture or its dealers be liable to you
for any damages occurring from the use of or inability to use this program.

CELSYS, Inc.

3F Fuji Building 25
Yoyogi 4-27-25, Shibuya
Tokyo0151-0053

JAPAN
http://lwww.celsys.co.jp

TRIMEDIA, Inc.

148 North Le Doux Road
Beverly Hills, CA 90211
USA
http://www.trimediaweb.com
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User Support

User Registration

User registration is very important for us to confirm your purchase of the software. If
you do not register, you may not receive future updates or services we provide.
Please register at RETAS!PRO home page.

RETAS! PRO Home Page

The RETAS! PRO Home Page will give you the latest technical information about
RETAS! PRO series, and allow you to download updates.

RETAS! PRO Home Page

URL: http://www.retas.com

Dongle Replacement

If the dongle of RETAS! PRO is damaged, it can be replaced by your local dealer
free of charge within 90 days of purchase. This free replacement is only provided to
users who have sent in their User Registration Card.

After 90 days, basic costs may apply. For further information, please contact your
dealer.
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CoreRETAS Introduction

1. Main Features

X-sheet User Interface

The user interface of CoreRETAS is based on the exposure sheet used in traditional
animation production.
This gives you a smooth translation from conventional animation production to digital.

Camera Simulation

Animation camera shooting is simulated in the computer.
CoreRETAS allows you to set up camera work which is equivalent to that of traditional
camera shooting.

Keyframe InBetween

Camera and cel coordinates and special effects parameters can be automatically
inbetweened through the use of keyframes.

Graphical Speed Setup

You can use a graph to set up more sophisticated inbetweening speed.

Antialias

Mono traced image can be anti-aliased which will get rid of the rough edged lines and
produce better looking images.

Various Compositing Modes

[Sample compositing modes]
Alpha, Add, Subtract, Lighter, Darker, Difference, Multiply, Screen, Backlight, Gray Mask.

Telecine
X-sheets input in 24 fps can be converted to 30 fps (3:2 pulldown) for video output.

Special Effects

Both traditional animation special effects and new digital special effects.
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Flicker Free

Vertical lines shake (flicker) on a video monitor can be reduced with this feature.

High Speed Recording Onto Digital Disk Recorder (DDR)

A digital disk recorder can be controlled through SCSI or a network (TCP/IP) for high speed
recording.
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2. Changes In New Version

2-1. New X-sheet Interface
For better flexibility, the RETAS! PRO ¥ (Infinity) x-sheet has been redesigned.

Multi-sheet Import
Multiple x-sheets can be opened simultaneously - the number limited only by system
memory.

Sheet Nesting
CelBank can import not only images, but also x-sheets.
Sheet Nesting (sheet-in-sheet) can be used to simplify overlays.

Free Combination of Layer & CelBank
When multiple layers share the same images, they don't need to be imported twice.

"Pegbar” Group
Layers can be grouped by "Pegbar". By moving the pegbar, the movement of all grouped
layers can be synchronized.

"Upper Cel" & "Lower Cel" Layer Structure
"Upper Cel" & "Lower Cel" combined-layers can be treated and controlled as a single layer.

Special Effects Are Plug-ins
All special effects are now plug-ins.
Many new plug-in filters are scheduled to be released in the future.

Effects Layer Structure
Special effects are now layers.
Different from old plug-in filter behavior, filters now are applied to desired layers only.
Filter processing order is also controllable.
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Timing Preview
Previews can be created by layer.
Animation check displays according to the timing in the x-sheet.

Scene Folder System

"Scene Folder System™ has been implanted for management of the scenes.
The Scene folder system provides more effective asset management.

Camera Work's Measurement Settings
Camera Work measurement setup can use "inch" and "mm".

Sheet Marking

Sheet marking allows the user to go to specified markers in an x-sheet.

Z Axis
The cel's "depth" can be controlled through the Z axis.
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2-2. Stage

Easier View
Layers grouped by same pegbar are shown in the same color.

Current Pegbar & Current Layer Switch

A desired pegbar or layer can be selected to avoid confusion with other pegbars and layers.

Precise Unit Control of Pegbar & Layer
Each layer and pegbar has its own offset parameters.

2-3. Rendering

Rendering speed has been increased approximately 200%.

2-4. InBetween

Sophisticated Keyframes
Each parameter, such as the X coordinate or Y coordinate, has its own keyframes.
Both continuous-keyframe and noncontinuous-keyframe can be configured.

Fairing In Follow
Movement fairings have both Ease In and Ease Out settings.

Easier InBetween Dialogue
The "Graph Setup" has been embedded.

Center Point InBetween
Each frame's center point coordinates can be configured and inbetweened.
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2-5. Export
Writing to hard disk and recording to DDR can be performed
simultaneously.

Multiple Export Destinations
Up to 4 disks can be set as export destinations.
If the first disk is full, export will automatically change to the second disk.

DDR Control In Export Dialogue

DDR is controlled by the export dialogue which controls functions such as starting time or
frame jump.

2-6. Special Effects Plug-in

Soft Blur, Focus, Noise, Backlight-1, Backlight-2, Mask Replace, HSV Filter, RGB Filter,
Invert, Mirror, Distort, Alpha, Smoothing, etc.

More plug-in filters are scheduled to be released in the future.

2-7. Shortcut

Function keys allow windows and palettes to be selected with one
touch.

10
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3. Image File Management

Certain rules such as the scene folder structure and file name are established. For detalils,
please see "Technical Information".

4. File Extensions

RETAS! PRO ¥ Mac OS version automatically adds a file extension for compatibility with
Windows.

5. Import & Export Format

Please see "Appendix".

11
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Setup Guide

1. Before Installation

This manual is written in a way which assumes you already have the following knowledge of
basic computer operation:

«Starting and turning off the computer

*Basic use of the mouse (click, double-lick, drag, etc.)

*Basic operation of files (create folder, move a file, copy, delete, etc.)

*Basic knowledge of personal computer (SCSI, hard disk, monitor, sort, etc.)

For basic operation information, please refer to the user's manual that comes with your
computer.

2. Package Verification

Before installation, please verify the contents of CoreRETAS package:

*[RETAS! PRO Infinity] disk (CD-ROM)
*User's Manual (this book)

eHardware Dongle (MicroGuard/HASP)
*Keyboard Shortcut List

e

If anything is missing, please contact your dealer.

13
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3. System Requirements

CoreRETAS has the following system requirements:

PC Compatible

CPU

Clock Speed
Memory

Monitor Resolution
Monitor Color
Hard Disk

(OF]

Other

Macintosh

CPU

Clock Speed
Memory

Monitor Resolution
Monitor Color

(O]

Other

: Pentium, Pentium Pro, Pentium MMX, Pentium II,
Celeron, Pentium lll and compatibles

: 200 MHz or up recommended

: minimum 90 MB, 128 MB or up recommended

: SVGA (800x600 pixel) or higher

: full color (16,7 million) required

: 20 MB or higher available

: Windows 98/NT 4.0 (SP3 or higher)

: printer port required for dongle

QuickTime (3.0 or higher) recommended

: PowerPC 601, 603, 604, G3 (iMac compatible)

: 200 MHz or higher recommended

: minimum 90 MB, 128 MB or higher recommended
: 15 inch (800x600 pixel) or higher

: full color (16,7 million) required

: Mac OS 8 or higher, Mac OS 8.6 compatible

: ADB or USB port required for dongle

QuickTime (3.0 or higher) required

Please confirm the above requirements before use.

14
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4. Dongle Installation

A hardware dongle (MicroGuard/HASP) is required to use RETAS! PRO, .

Before installing the dongle, quit all running applications and turn off the computer.

PC Compatible

Connect the dongle to the printer port.
Make sure it's properly connected and then restart the computer.

Printer port

R
t

Rl !%3 al | &
= |
[ L J |

To use multiple RETAS! PRO applications, multiple dongles need to be placed inline.
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Macintosh (ADB port)
ALB bart

——

ADE dongle
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USE port

e[ -

Note: The USB dongle is for Macintosh only. (As of October 1999)
Third party USB boards on PCI cards are not supported.

:-fa-J:

16



Chapter 4 Setup Guide

Note:

« Do not connect or disconnect the dongle if the computer is turned on. This may damage the
dongle.

» The dongle is sensitive to electronic fields, it needs to be stored under low humidity conditions
when not in use.

« If the dongle is damaged, the software may not launch.

« The dongle has a serial number on it. This number is required in case of repair, so please
record it below.

(Dongle Number Memo)

17
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5. Software Installation

Windows Version Installation

Note:
Windows NT 4.0 requires the user to log on as Administrator before installation.

1. Start The Installer Program
Find the Program/CoreRETAS folder in the CD-ROM and double-click the Setup.exe.
CoreRETAS setup program starts.

2. Installer Option

The following window appears.
Click "Next" to continue. To cancel the installation, click "Cancel".

T i
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Sefup peogram Thic poeg kawn relliva ksl RETASI Pra

== Infisty CoanFETAS 51E on o computer

IEi8 shsargiy reocerrended thal vog saf 8 Windoss: pogra e
befoie [uwang this S pogem

Chiok Carcal i gial 5 atup and then olos e sime prog s pol
b pinieg ok Meesl o ool noes wath e Sefup progian

HAAMREG: The:peogram iz oralacted by cogsspht: v and
ind el il st

Lrew.d howtied repeodki o ion a1 dishibutian of T S pnogl o, oF &y
porkon of 4, resp il i orewrs ol and o nined pereltie, snd
il b pacemray bl b e romimu el Dbl Lndes Lse

The next panel will determine the installation destination of CoreRETAS.
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CoreRETAS will be installed in the following folder.

Sahp rl maiyl AETAS Pra Infieky n B |olamin g bold
Ta iralal ko thiz ok, cick Mard
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Tk

Wi carobd Dee 1ol 10 il ol RETHG Pl nlrdy by chobing
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04 ACekep et AE TS Pro irdinity B |

o e

Note:

If other RETAS! PRO applications need to be installed on the same machine, it is highly
recommended that they be installed in the same folder. If each application is installed in a
different folder, they may not coordinate correctly.

Installing in the default folder is recommended.
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3. Installing

Installation process.

1 o i Care RETAS SR

4. Finish Installation

The following dialogue appears after the installation is complete.

Question |

@ Do pou want to make a shortout ican on the desktnp’u?'

This creates a CoreRETAS shortcut on desktop.

20
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Tep s Diched Copiang Mlas o pour 0o gl

Brmboanpous pow use e progesan. poa) sk jesled Windows ar
i1 COre P,
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CoreRETAS installation is complete.
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Macintosh Version Installation

1. Create A Folder

Create a RETAS! PRO folder on your hard disk.

The location and name of the folder is not important, although it is easier to create a common
folder to share with other RETAS! PRO applications (TraceMan, PaintMan, etc.).

"RETAS! PRO Infinity" folder is created here.

O BETASHD indmaty  H] E
1 itara, 6I5.7 HE wilsbie

on Tl

2. Insert The Disk.
Insert the "RETAS! PRO Infinity" disk in the computer. Find the "Program " folder as shown

below.
O Prosgram HE
5 ilwra, 8172 HE e lukle |
Treceln  Psirtihe [-r-eﬁlfﬂ":
FardarCicg DicH e har |
i | 2

3. Copy Into Folder
Drag the CoreRETAS folder into the "RETAS! PRO Infinity" folder to copy it.

BETAS SR ity

il itgra, 6 i} Sl maliafle

& [ L — ]

Gimwa, 5175 hibwaiiabde

1-[;}1l Pgln ;:
- -1

W | D
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4. Sample Data Installation
Copy the desired sample data from the "Sample Data" folder onto your hard disk.

5. USB Diriver Installation
To use USB dongle, copy the "USBMicroGuardDriver" from the "USB Driver" folder into the

"Extension" folder of your "System Folder".

O oo E1E
1 tham, &1 & Ml w

7 =
L-'&Brncug-w-:l:lr--v

Note:
"USBMicroGuardDriver" will take effect after restarting the computer.

6. Eject The Disk
Eject the "RETAS! PRO Infinity" disk and store it in a safe place.

CoreRETAS installation is complete.

23
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6. Monitor Setup

Before using CoreRETAS, you should set up the monitor and memory (Macintosh).

CoreRETAS takes advantages of full color. Setting the monitor to full color mode is highly
recommended. Other color modes still work, but user will be unable to confirm precise color differences.

Windows

To change the display color settings, find "Display" in the "Control Panels".

Gla Eci Yewn Hel

S5 B

drgesrbdly  teddPewass
Optore Progaame

g = 9

Db Thes Dhrvbons [Cyide]

A & =

Fendr Inenai Famboasd ;l
[ Do il s : i
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Double-click "Display"”, the following window appears.
Select the tab "Settings".

Backiroand] GoreenSover | Appessns | P Sedngs |

Select "True Color (24 bit).
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Macintosh

Find "Monitor & Sound" in the "Control Panels" of the System Folder.

Double-click "Monitor & Sound"”, and the following window appears.
| Ligastnrs ESound =

B @ [ & E

Fardir e Sl ahivil

Cadesr [ jilh Eosesatinn
2 Grays I‘I-* L - Shoe: | Becommended | 2]
® fiihl.l'dl i i ey
Y e T L T
Ll = HED &34 (T4
1O T [T H
Gamma
Lincar rqripd Earerns -
Click "Millions".

Some machines may have different amount of VRAM or video card installed, and may be
unable to display full colors. If this is the case, add more VRAM or purchase a full color video
card.

26



Chapter 4 Setup Guide

7. Memory Setup 3

1. In the Finder, double-click the CoreRETAS icon to highlight it.

|

ToreHETLS ==

Tvhrar, B1 5B FE reslnk

L Fiug=in foliar

2. Use "Get Info" under "File" menu.

Choose "Get Info/Memory" under "File" menu.

|

CoreRETASE.TE Info

E“} [CersRETASE E |

Shoes | Memsery 3|
I il S | i B R
Hermery Exgairemenis
Ixmprh Hom A0 K

Hiniress Hex |=5.|:||:l:||:| K

Prefur real T4 e |E-l:||:l:||:l K

Harie:Tareery raguirersands will iecrass by 751 KiF
WL Meteels b7 e AT

O Lexied

3. Change the "Preferred Size" under "Memory Requirements".

4. Memory size increases dramatically if image files are large. Minimum size should

be 30 MB, 90 MB or more is recommended.

Choose "About This Computer" under the Apple menu to see the current running
application memory usage.
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ASPI Installation s

To use SCSI devices (scanner, DDR) and TraceMan and CoreRETAS on PC compatibles,
the ASPI (SCSI driver) needs to be installed.

RETAS! PRO supports Adaptec SCSI cards and the Adaptec standard ASPI driver.
Third party SCSI cards or ASPI drivers may not work properly with RETAS! PRO, even
though marked "ASPI Standard".

Windows 98 automatically installs an ASPI driver by default. This ASPI driver is an older
version (version 1.0) which contains bugs. RETAS! PRO applications do not work properly with
this old ASPI version. The latest ASPI driver should be installed.

(As of July 15,1999)

Windows NT does not install an ASPI driver by default. An ASPI driver should be installed
after the installation of Windows NT.

An ASPI driver comes with Adaptec SCSI card upon purchase. If you purchase a new
Adaptec SCSI card, the latest ASPI driver should be included.

To learn more about Adaptec products, prices and purchasing information, contact Adaptec,
Inc.

Adaptec, Inc.
http://www.adaptec.com

To learn how to install the SCSI card and ASPI driver, please refer to its manual.
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Quick Guide

Operation Procedure

We will use some sample data to explain CoreRETAS operation procedure.

. Confirm the availability of the animation materials
. Launch CoreRETAS

. Import materials and set up transparency

. Assemble the x-sheet

. Adjust image position

. Export images and recording

. Save the x-sheet

. Quit CoreRETAS

0 N O o0 WN B

All sample data used in this Quick Guide are included in the CD-ROM.
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1. Confirm The Materials

CoreRETAS operation requires painted image data and a paper based x-sheet.

1-1. Painted Images (Stored In Cut Folder)

Also confirm the scene folder structure as well.

CoreRETAS handles cels by folders. If some A level cels are mixed with B level cels, it may
be troublesome to change them later.

We will use the following sample images.
Find "C-2" folder in SampleData/CoreRETAS/Chapter V/Quick Guide.

EIC—2

"-BG" folder has 1 background.

"A' folder has 4 cels.

"B" folder has 35 cels.
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Composited result:

[Figure: Composited result]
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1-2. Paper Based X-sheet With Timing Settings

Used for timing guide in CoreRETAS. This is unnecessary if you prefer to do timing directly in
CoreRETAS.

Back A B C Back A B C

1 1 1 s 1 19

i s : 3 38 E z z

= p 2 = 2 20

4 z : 3 G| E L s

= 3 3 = 3 21

] L 5 3 4 E i L

= 4 4 - 4 22

g z : 2 44 E : z

= 3 5 = 3 23

10 z : 3 45 E 2 z
= p f = 1 24

12 L : 3 45 E 2 :
= 1 7 - 3 25

14 z : 3 =0 E 4 :
= p g = 3 26

16 z : 3 e E 2 £
= 3 g = 1 27

18 L 5 3 = E 2 z
= 4 10 - 3 28

20 z : 3 =6 E 4 L
= 3 11 s 3 29

2d : £ 3 =8 E z £
z z 1z 5 1 30

249 : £ 3 GO E : £
= 1 13 B z 31

26 : £ 3 G E : £
z z 14 5 3 32

28 : £ 3 G E : £
z 3 15 5 4 33

30 : Z 3 G5 E : £
= 4 16 B 3 34

32 : £ 3 Ge E : 2
z 3 17 5 z 35

34 : £ 3 it E : £
z z 15 5 1 1

36 : £ 3 i E z £

[Figure: Paper x-sheet sample]
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2. Launch CoreRETAS

Double-click the CoreRETAS icon.
The splash screen appears upon start-up.

CoreRETAS

Eapyright 1901-2000 CELEYS, (ke All rghls mesered

If the following warning dialogue appears, shut off the system and connect the dongle.
TP TAS [ %]

e [iongh= not conreched, Seve sl Enposl s disbled Comreit the dongles s relsuch sgsidd

LIE

@ Dotigie not cenmected, Save and EXxport are
disabied. Canmpect the dongle and lURch aqam!

[Figure: Error message]
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New X-sheet dialogue appears after start-up.

The sample scene has 3 seconds and is set to 24 fps. Enter "72" frames (24 fps x 3).
Layer number should be "3", camera size is "640 x 480". Then click "OK", and a new x-sheet
window appears.

) T
| (LT L E T (=20
i
e I__ Tran i ]
et B [T58 2yt |3
Lt | AT - B s [ b = i |
Lmrone Heghi E'_ il =
o = ﬂ i | pix=i 1.|
» Thvriee :-— 1™ S an dwrd Fealatban: I?.i' _Il L
w5 o e 2« ]
Shmsl = I 1rem T e =5 el Yiws | Tramie Mamdver =
it Pt P s Arama Far Page: |I+| |
s Ll |' Cmidw Linwe II‘- I
| (L] | Cwrcal I | dascel | !E
Note:

RETAS! PRO version 5 adds a file extension on MAC OS. MAC OS does not require file
extension, but if data transferred to Windows, an error may occur.

3. Material Import & Mode Setup
3-1. Import Into CelBank

Next import the files into a CelBank.
Choose "CelBank" under "Windows" menu and the CelBank palette appears.

1] B IR W] W bt Wcbs Pl e L Pecokiian. -1
Lecutonr Wors fiil.'ii-' |

Select "-BG" from the "CelBank Select Menu" at upper left.
Click "Import", and the file import dialogue appears.
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b [ 5 = tf =l =
——
JE—
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=
)
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Types | &I Image Type
[ Sl Briviei'n

Select the image "BG.tga" in folder "-BG", then click "Open".

CelBank displays image thumbnails, location and size.

| EG B )Faicsd @ impod, WDsse PR Hams B0 -
El5 ] oLl Cik

=l

e
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Next import CelBank "A". Click the right arrow on the "CelBank Select Menu" to switch it to
nAr

Click "Import".
Select the A cel and click "Open", CoreRETAS imports all images in the same folder
automatically.

4 & ik Eifeksd dbwpot BITses  Flablas 4000 TES Sorge B0 "43]  Rasobibon D0 w

Lozatiors E A Earplel mia'CosaFE 43 Chaotas q;:hﬁ' ; TowdCalr 4

) = d

'ﬁj - Ii]!ﬂ.:lmihiv-tiimlrlhh-wwm Ban AWy SE] Pymshdics; D W

Lacwten - Flaoickash M Papiicp Polder £-2: & TedalGaty: &

Same as above, import the B cel into CelBank "B".
CelBank assigns a number for each cel, called the "Cel Number" which is used for
assembling the x-sheet.

A

Besides the CelBank import method, you may also shift-click the "CelBank Select Menu" in
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the x-sheet to import files.

B
"."

BhG
Bl &i

| Cel Humher_

[Figure: Shift-click the CelBank Select Menu]

3-2. Mode Setup

The A cel and B cel are gray-traced, so we will use an Alpha Channel to composite them.
Choose "Layer Setup" under "Windows" menu, and the Layer Setup palette appears.

Select "-BG" from the "Layer Select Button" at the upper left.
Select "Normal" for "Mode" and "Not Transparent" for "Mask".
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I ] =5 -

4 0G|k P Seip | | MEIL = B [Proviow | TSk |

Mede  [Homa =] Whde | Mermal &

Metk:  [Crags =] Mask | dpague 5
[ Srmacthing [ S namnthing

Tiing e TMing CIX ¥

Choose layer "A".
Select "Normal" for "Mode" and "Alpha Channel" for "Mask".

]| = ez g

i & |k Preigss. | Gotup | A& [E][Proview | Sap |

wen  TTERRSSSBN] | | Mode [Narma £

T e — Mask | Alpha Channel £
T Snioclhey ] Smapndthing

Tig: sy g X Y

Set layer "B" to be the same as layer "A".

4. Assemble The X-sheet

Next assemble the x-sheet.
By following the example of the paper based x-sheet, the CoreRETAS x-sheet is easily
created by inputting the cel level data.

4-1. Basic Assemblage
Click the "Sync Button" at the upper left of the x-sheet to turn it on.
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[ | — [ e

[Sync Off] [Sync On]

Next, make sure the "Input Parameter Menu" is set to "Cel Number". If it's not, select "Cel
Number" from this "Input Parameter Menu"

] —> T

Next select the input location. Click a Data Cel in the x-sheet where you want to input a cel
number, and it will be highlighted. This highlighted area is called a "Selection". To select
multiple frames, drag the mouse.

— T L B — R T

e e
C=E ] (Fhsr)

|

P ——
E

3

=

=222

After making a selection, input a "Cel Number". To input a cel number, type "1". The
"Parameter Input Field" at the upper left of the x-sheet displays "1". Then press "Enter" key, the
number is entered, and the selection moves down.

| 1% . .i. i i i (] Te i .F... - =
- ] é

) [P T

- = = s e o

i e e e o

b — —

| E A

If 3 frames are selected, all 3 frames will have the same cel number entered. After the first
number is input, the selection automatically moves to the next section with the same number of
frames. If you want to change the number of frames within a selection, drag the selection to
redefine it.

To make a correction, select the data you want to change and input another cel number to

41



Chapter 5 Quick Guide

correct it. To delete a cel number, enter "0".

4-2. When All Frames Need The Same Cel Number

To select the entire layer, double-click the layer's title bar (such as "-BG" or "A").
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4-3. Constant Number Of Frames
To input a constant number of frames, use "Cel Number Auto Input".
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Make a selection, then choose "Cel Number Auto Input..." under "X-sheet" menu. The
dialogue appears.

e Memmier &win Input

Hewpie i r[l_ Rumber 5w El

= f N
Fianes Ship [0 | Frame Sk |

Evap |7 Fraues=: Every |I !Fr—-rs

Beex 1 Tues Repeat [1 [ Ties

[0 ] Caed | [[Comcet ) [_ox ]

To learn more details, go to "Menu Bar Commands".

This dialogue allows the automatic input of a selected range of cel numbers and frames.
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-BG

L E Lo
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Chapter 5 Quick Guide

5. Change Cel Position
5-1. Render A Frame

After the x-sheet is assembled, confirm the composited image.
Click a frame number to select it, then choose "Render Current Frame" under the "Render"
menu. The rendered result appears in the rendering window.

 Errde |
| Ende Curard Fuarme Cukfi |
v FiA Ve

akhaView

e

Borrad

Lsphre ToCipkoad
Serd ToDOR

Fesdring Sedings -

If a cel or background position is shifted, you can adjust it.
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5-2. Move A Pegbar

Here we will explain how to move the B layer position.

In the Stage window, click "Pegbar" to switch to Pegbar mode.

Fegbar

By default, the "B" layer is linked to pegbar "#02" after creating a new x-sheet.
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Click the "Pegbar/Layer Select Button" to switch to "#02".

In "Stage Area", the current pegbar is shown as a wire frame. To move the pegbar, drag the
wire frame.

To confirm the actual image is correct, choose "Image" under "Stage".
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[Figure: "Image" mode]
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6. Export (To Hard Disk)

The following will explain how to export to a hard disk.
To learn how to record onto a disk recorder, go to "Export..." in "Menu Bar Commands".

6-1. Export

Choose "Export..." under "File" menu.
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[Figure: "Export" dialogue]

The "Export" dialogue appears. Turn on "File Export", leave "DDR Export" off.

|—|- DDA Export —
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Change the File Type to "QuickTime Movie".

Click "Select..." next "Save Location 1" and choose a destination.
Follow the other settings as shown in the figure.

Click "OK" when done.

The "Rendering Settings" panel appears.

Fiemdeing Selings
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- Smootming: | Laver Settings | # |

Greching [ WTCRCIE | 1 Bath Cige Srmoaiking

{ I Both Edoe Snoothing

BRCo: [ |
[ ax ] Cawel |

S

Follow the above settings.
Click "OK" when done.
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The "Compression Settings" dialogue appears, showing QuickTime movie compression

settings.
Corpaesor
| Crepsi 2
T TR - |
Caabty

O e | e SRt
Coifprassnr

| finepak w |
I FAllions of Colors I
Timalaty

i
T OO - S

p—

Follow the above settings.

Click "OK" when done.

CoreRETAS starts to export to a QuickTime movie file.
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7. QuickTime Playback
7-1. Play The QuickTime Movie After Export

Double-click the QuickTime movie file saved on your disk.
The QuickTime Player launches a movie window.

To play the movie, click the Play button or double-click inside the window.
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8. Save X-sheet

To save the x-sheet, choose "Save..." under "File" menu.

The Save dialogue appears. Select a destination and enter a sheet name.

Sasmin: | 402 5 El.l ﬁ]ﬁﬂgj
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The x-sheet should be saved in its own scene folder.
It is recommended that the x-sheet name should be the same as the scene folder.

RETAS! PRO version 5 will also add a file extension on MAC OS.

Click "Save" to save the x-sheet.
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9. Quit CoreRETAS

Choose "Quit" under "File" menu to quit CoreRETAS.
If the x-sheet is not saved, the following dialogue appears, asking you to save or not.

CoreRETAS |
[ Sae channes be C-2AsE7
H Save changes to C-2 ksf? i

| pon't e | | comcer | || Save ||

Mo | Cancel |

Click "Save" to quit CoreRETAS with the x-sheet saved. Click "Don't Save" to quit CoreRETAS
without saving the x-sheet.
If you click "Cancel", CoreRETAS will not quit.

That's the basic operation of CoreRETAS.
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Command References

Symbol
m Windows

MacdS Mac OS

:=E__|._ ___. Ctrl key (Windows), Command key (Mac OS)
Usually, the Windows Ctrl key and Mac OS Command key have
the same function.
TALT I_.:u:;.f'__r Alt key (Windows), Opt key (Mac OS)
Usually, Windows Alt key and Mac OS Opt key have the same
function.

[SHIFT] Shift key

ij_%_l CapsLock key
ESC| Esc key

k TAE Tab key

Return key, Enter key

F5 Function key (Sample: F5 key)

Hold the "Ctrl" key and press the "S" key.

[=]
I.E] EI. [+] ElFi-—T Hold the "Ctrl" & "Shift" keys and press the "S" key.
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Menus & Palettes List

The menu bar and various floating palettes are used throughout all the operations of
CoreRETAS.

HTUEFL #§ R AR D
Bt 3 =
L E 1T
-

FEFEY FEEREE RS EE PR

Windows & Floating Palettes
A. X-sheet Window

- | —m— -

Configure animation timing, composite modes and special effects.
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B. Stage Window  [F5]

T |
[ —

o0 W AAREE b0 L RREEHE |
G e oy |
= ‘- Tl e 8
& -
I =

Control the pegbar's front-back relation.

D. Rendering Window  [F7

i '-l'*—I'IIEIn,! o &I E' m_

4 -

Display rendering results.
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E. CelBank [Fg|

[

LR = T e

Import and manage image files used by the x-sheet.

F. Layer Setup [F9|

Control layer settings.
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Menu Bar Commands
Menu Bar
File Edit Sheet Stage Effectzs Hender “Window Help

The white bar on top of the screen, showing titles like "File", "Edit"... etc.

A. File

File import/export commands.

Ea
Mo elchand . [
Qpan_ Caf0
Qi Gose Balder. DSl
Qe Cirbeiedt
S Coks
Sz CbeSh S
Biral
o |,
Expott.. CukE
Ersbch Encani. CubShieE
oA "
New X-sheet... |CTRL_;'+§'E . 1.8 E
Open... |CTEJ. +| D , :.% + D

Open Scene Folder... | CTRL_J.+L'_?£-I I_Fi |+,E_ -
[E]+[SHIFT}+[Q]

Close | CTRL I+§E§ - @#E

Save |CTFH. |+jd , _E_ +"5—d

Save As... | CTRL |+|_' EHIFi |+ 3 |
[%]+[SHIFT}+[s]

Revert

Save Image...
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Export.. [CTRL}+[E] . [Z]+[E]
Batch Export... [ CTRL|+[SHIFT|+[E]
[2]+[SHIFT]+E]
DDR -> Control...
-> Setup...
Quit [ETRL}+[@] . [E]+[2]
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B. Edit
Editing commands & preferences settings.
£ |
Lindo (W] o
Cy Clie
Cope Cide
Pin Cide
Cebobvn Pt DGy
Irzat b Pazts
=il
Sz 1 20 Cried,
Seer| Copeed Hanpe ChirShiltsd,
Frefersross
T= 1 e |
Undo CTRLI+[[Z] , [ 3B]+Z]

Cut CTRL+[X] , [E]+[X]
Copy [ERL}+ <] , [E]+{c]
Paste CIRL|+[v] , [ZE]+[v]
Selected Paste... @+@+E ,
[2£]+[SHIFT]+[V]

Insert & Paste
Clear

Select All CTRL +E . _éHi]+E

Select Copied Range | ZTRL |+M+E .
[]+[SHIFT]+[A]

Preferences...
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C. X-Sheet

X-sheet control commands.

Payanais Sattngs.. Chi+T

Calf{umbai Suln
Cond oo g

Inpd.. Chisl

Frane
Ly

Pegha
CeBank

Fazt Frags

Ll Fisana
lul? TaFrara.,

Craerd Frawes

A

Cui-=GhitsF

v.v ¥

Colares Sheal
Egpaind Sheet
Sheet Sethruge

Parameter

Settings...

Cel Number Auto Input...

Cel Auto Arrange

Frame

Layer

Pegbar

-> |nsert...
-> Delete...

-> |nsert...

-> Delete

-> Rename...

-> |nsert...
-> Delete

-> Rename...
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CelBank ->Insert...

-> Delete
-> Rename...
Sound ->Import...
->Delete
->Play | CTH._;+E . B +E
->Stop
->Info
Keyframe -> Set Continuous-Keyframe | CTREL _,'I"‘;E

[+

-> Set Noncontinuous-Keyframe| CTE!._J.'+§E ,

-> Unset | CTRL |+[0] .

InBetween-> Apply | CTRi_Ju'+§T§ -

-> Current Parameter Only | CTE!._J.'+|_' SHIFT +[B],

-> Setup... | CTRL l+[¥] .

Follow Setup... | CTE!._J.'+|_' _E_EI_Ei |+;Z ,

Random Input...
Calculation...
Reverse

65



Chapter 6-1 Command References

Center Match

First Frame

Last Frame

Jump To Frame...

Current Frame...

[ALT}+[-] . [SPT+[2]
R0+ E . [FE+E
[CTRL]+[SHIFT)+[F]

Collapse Sheet
Expand Sheet

Sheet Settings

-> General...

-> Info...

-> Memo...

-> In-Point...
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D. Stage
Stage control commands.
B
JEmm i Chsl
| CH+2
Oufre
g bames: F
el Finine=s
Frars=Fsih
S Paghat
Play AbeEhE
Sioey Eac
Zoomin Cli+a
oo CH+d
Basic View |CTEJ._J|'+;i . 1881+
Image | CTE!._J.'+§E :._é=§_|+"I
Outline
All Keyframes  -> Position X, Y
-> Position Z
-> Scale
-> Rotation
-> Center
All Frames
Frame Path
Show Pegbar
Play ._".Ei'—[,"'l EHIFi |+E
[OPT |+[SHIFT] <[>
Stop
Zoom In | CTEl_J:'+i=3; :._ﬁ |+ 34
Zoom Out | CTE!._J.'+E . |08+ 4]
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E. Effects
Special effects control commands.
[ Efinct:
gdd ¥
Dldata
Sahip
Add -> Blur
-> Noise
-> Light
-> Composite
-> Tone
-> Distort
-> Other
Delete
Setup...
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F. Render

Rendering control commands

Berder Cunenk Frame [ A

« FIEE: Yiars
gipha Yiem

2o |n Lk
2o Cirk-
Momesd

Caplum To Clipbad
Sl T RDA..

Aerdern E.ul.lrm

Render Current Frame |.CT Ll+[R] , [E]+[R]

RGB View
Alpha View

Zoom In

[+ ]

=] =

el . T
LB

= =

&

[
T
[+

Zoom Out

:
0]

Normal

Capture To Clipboard
Send To DDR...

Rendering Settings...
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G. Window

Windows control commands.

Berder Cunerk P CiA

« AILE Wiars
gloha Ve

S In L+
xR T Cirb-
Momesd

Caplurm To Clipbad
Sl Ta DA,

Ferdenmy Setinge

X-sheet

Stage
Z View

Rendering Windows

3

Ir
1l
L

i

CelBank

Layer Setup

7

-
L

M [
HE =1 I -]
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Chapter 6-2 Windows & Palettes

Windows & Palettes

X-sheet Window
To configure animation timing, compositing modes, coordinates, etc.

. j k ; 'ri-r vﬁr v&r
e
P e e o )
(e ks |
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Chapter 6-2 Windows & Palettes

X-sheet Concept

The X-sheet organizes cels (layers) in the horizontal rows and time (in frames) in the

vertical columns.
All moving components of CoreRETAS are orchestrated here including cel number,

position, scale, transparency, effect parameters, etc.

A. Frame

mpwmi
=
i
o
(]
{m]

A horizontal row in the sheet is called "frame".

B. Current Frame

"Current Frame" is highlighted and can be edited on the Stage, shown with a wire

frame.
A current frame may be different from that of an input selection.

36000

mpwmi

72



Chapter 6-2 Windows & Palettes

C. Layer

A column in the sheet is called a "layer"”, and represents images in descending order.

It displays as "cam"”, "-BG", "A", "B", "C"... from left to right.

In the composite order, the left layer is the lower, and right layer is the upper. (Except
the camera layer.)

A maximum of 100 cel layers can be created, named by default A to Z, then AAto ZZ.

The different type of layers are as following:
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C-1. Cel Layer

‘i"'
EET)
EEEEE

| LM yrnbes |

To import animation cels.

C-2. Sub-cel Laye

Subordinate to a cel layer.

Mainly used for combining cels.

The left is the "Lower Layer", and the right is the "Upper Layer".

A sub-cel layer cannot contain a parameter other than a cel number, so the "Input
Parameter Select Menu" cannot be used.
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C-3. BG (Background) Layer

R

Only the name is different, all functions are same as other cel layers.
Normally it is set to "Opaque" mask mode.

C-4. Effects Layer

[ Focus
=

)
iG]

The special effects layer is attached to a cel layer or to the camera layer.

75



Chapter 6-2 Windows & Palettes

C-5. Camera Layer
—CaM

T

m

To control the camera work.
It does not contain "cel number" or "Transparency".

C-6. Sound Layer

1]

e S B st i |
e B et i |

To import sound.
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D. Current Layer

A highlighted layer is ready to be edited.

E. Keyframe Area

B NNmEN 5

An area which indicates keyframes can be edited.

The keyframe area can be selected alone. It must be selected with a cel.

F. Cel

An image imported into the x-sheet, shown as a "Cel Number".
"Cel Number" is assigned by CelBank upon import.
To delete a cel in the x-sheet, enter "0" as cel number.

A, e, [
1 I S Z =
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G. Selection

A selected and highlighted area in the x-sheet. Multiple rows or columns can be
selected.

s

o

(ol Hurrkear]

You can input a parameter, apply InBetween, and copy or paste to a selection. To
move a selection, use the arrow keys.
To learn how to make a selection, go to "Selection" in " Commands & Tools".

H. Pegbar

"Pegbar” is used to group layers.

All layers linked to the same pegbar will share the same position, scale, rotation and
center parameter settings. By changing one pegbar's parameters, all linked layers'
movement will be synchronized.

H-1. Camera Pegbar

Camera Pegbar is linked to the camera by default upon creating a new x-sheet.

Besides its name, all functions are same as other pegbars. If no specific reason, link
only the camera layer to the camera pegbar to avoid confusing with other layers.

78



Chapter 6-2 Windows & Palettes

H-2. Current Pegbar

A selected pegbar ready to be edited.
To switch a current pegbar, use the "Pegbar/Layer Select Button" in the stage window.

| v CaM

| IS

#13
| #14

T 1 T T

H-3. Pegbar Parameters (Camera Pegbar Included)

P Position X

P Position Y

P Position Z

P Scale X

P Scale Y

P Rotation

P Center X

P Center Y

Layer Parameters
Cel Number (Note 1)
Position X
Position Y
Scale X
Scale Y
Rotation
Center X
Center Y
Transparency (Note 1)
Motion Blur

(Note 1: camera layer does not contain "Cel Number" or "Transparency".)
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X-sheet

A. X-sheet Name (Title Bar)

Multiple sheets can be opened simultaneously - limited only by memory.

B. Parameter Input Field

Only numbers including decimals can be entered.
After typing a number, press the keypad Enter key to input. Do not use the Return key.

C. Layer Title Bar

CAM —BG

(]| =
4
4
[m]{ ™
41

Displays the layer name.

Click a layer title bar to switch to the Current Layer.
AR —-BG . A E
- L] - L‘E - L] - - [ -
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D. Cel Layer Switch

Click a cel layer (or BG layer) switch to turn a layer ON/OFF for rendering.
Effects layers can also be turned off.

E. Sub-cel Layer Switch

Click to open or close sub-cel layers (Upper Cel & Lower Cel).

1 il:

===
(=TT =T
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F. Effects Layer Switch

Click to open or close the effects layers on the right.
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G. Pegbar Select Menu

A M
-BG

%

#03

To link a layer to a selected Pegbar.
All layers linked to a same pegbar will share the same:

P Position X
P Position Y
P Position Z
P Scale X

P Scale Y

P Rotation
P Center X
P Center Y

In another word, if this pegbar is moved, all its linked layers will follow.
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H. CelBank Select Menu

I:::I
o
n

m

%

—
To link a layer to a selected CelBank.

The "Cel Number" entered in this layer is determined by that of the linked CelBank.

In RETAS! PRO version 4, one celbank could only be used by one layer. If multiple
layers use the same cel, it had to be imported to multiple celbanks.

RETAS! PRO ¥ allows multiple layers to share one celbank.

A J A |

H-1. Empty CelBank
An empty celbank does not contain any images.

= 1

A layer linked with an empty celbank will not be shown on stage, nor will it be
rendered, even if cel numbers have been entered.
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l. Input Parameter Select Menu

(e Himter
P Paron
P Posion
P Paxkon 2
P Eods
P lcala'r

P Ridgiie
F Cartm s

P Dt ™7

Pyl »
Paxkan ¥
0. R
Ecala™
Ridation
Cartm s
L™

TrwepEee
Hahon B

To select a parameter input mode for a pegbar or a layer.

Selectable parameters:

Cel Number (Note 1)
Image numbers imported in a celbank. (Integer)

P Position X
Pegbar's X coordinate.
P Position Y
Pegbar's Y coordinate.
P Position Z
Pegbar's Z coordinate.
P Scale X
Pegbar's enlarge/reduce rate in the X (horizontal) direction.
P Scale Y
Pegbar's enlarge/reduce rate in the Y (vertical) direction.
P Rotation
Pegbar's rotation angle. Positive value is clockwise.
P Center X
Pegbar center's X coordinate.
P Center Y
Pegbar center's Y coordinate.
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Position X

Offset value relative to pegbar's X coordinate
Position Y

Offset value relative to pegbar's Y coordinate
Scale X

Offset value relative to pegbar's enlarge/reduce rate in the X direction.
Scale Y

Offset value relative to pegbar's enlarge/reduce rate in the Y direction.
Rotation

Offset value relative to pegbar's rotation angle. Positive value is clockwise.
Center X

Offset value relative to pegbar center's X coordinate.
Center Y

Offset value relative to pegbar center's Y coordinate.

Transparency (Note 1)
layer's transparency. 0 (transparent) to 100 (opaque).
Motion Blur

Motion Blur's value. 0 (no motion blur) to 100 (strongest)

(Note 1: camera layer does not contain "Cel Number" or "Transparency".)

Effects layers have various parameters depending on their features.
To learn more, see each plug-in filter's guide.

Sub-cel Layer only contains cel numbers, thus does not use "Input Parameter Select
Menu".
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J. Sync Button

e ]

When this button is on, all other layers will follow if one layer's "Input Parameter Select
Menu" is changed.

[ [ | [ e |

[Sync OFF] [Sync ON]

Since the camera layer has no "Cel Number" or "Transparency", it does not sync with
other layers in these 2 modes.
Effects layers don't sync.

K. Previous Value Display Area

If the same value appears in a subsequent cel, the x-sheet displays it as a "-" mark.
Previous Value Display Area displays the value of the cel above the first viewable cel in
the x-sheet.

— AWM

G000

If the x-sheet is scrolled down, and the cels are displayed as "-", you can still see the
value in this area.
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L. Marker Display Area

Displays a marker.
A marker indicates a frame that is bookmarked.

A maximum of 10 markers can be used.

To learn more about markers, go to "Markers" in "Commands & Tools".
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M. Frame Number Display Area

Displays a frame number.

The "Current Frame", ready to edited on stage, is highlighted.

4 types of displays are selectable: "Seconds + Frames", "Feet", "Frame Number" and
"Page & Frame Number".

N. Sound Layer

Imports sound data.
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O. Sound Layer Switch

=

Click to open the sound layer.
Click again to close it.

el s At adn ]
WA An Ayt M ]

The sound layer displays the waveform of an imported sound.
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P. Keyframe Area

Displays keyframes.
It must be selected together with data cels.

Q. Sheet Area
=

All data input area shown as rows and columns.

R. Data Cel

[T ]

A single data input box is called "Data Cel".
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S. Information Area

1/48 Frame I nitz: pisel
Displays x-sheet information.

S-1. Current Frame Info

Sample: 20/90 Frame
It indicates the current frame is the 20th frame out of 90 frames.

S-2. Units Info

Sample: Units: pixel The current parameter unit shown in the x-sheet is "pixels".

93



Chapter 6-2 Windows & Palettes

Stage Window

B C-1.tef (16

Peghe | Lo |

{0 ITEREOEC e A A R
s o mom |y 2a0m £ Emo .| =

B oo |y Qoo +-moe- &

L3 00 | -
Bl & Room |y 240m -

1 @ 10

The Stage window is where to do compositing, position and scale change of current
frame or the camera. The intersection of the vertical line and the horizontal line is the
Stage's starting point.

A. Pegbar/Layer Switch Tab
Pegbar I Layer !
Click to select either "Pegbar" or "Layer" to edit.
RETAS! PRO version 5 uses the "Pegbar" concept to easily group layers (cels).

Always select "Pegbar" to set up camera work unless there is a specific reason not to.

"Layer" is used to set an offset for a layer when you want to shift its position
independently from its pegbar.

Do not use "Layer" tab unless offset is required.
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B. Pegbar/Layer Select Button
4 #1 »

Click the "Pegbar/Layer Switch Tab" and select "Pegbar" or "Layer" mode.

Click this button, a popup menu appears. Select a layer.
If the name is in bold, it means that this layer is linked to the current pegbar.
"Sub-cel Layer" and "Effects Layer" have no offset, thus cannot be selected here.

C. Color Select Box ("Pegbar" Only)

L]

This box changes the wire frame color of the layers linked to the current pegbar.
Click the Color Select Box and choose a color from the Color Picker.
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D. Setup Mode Select Button

Select a mode and use the mouse to change the settings.

SHHUOER ® o

D-1. Position Setup

To set up pegbar or layer position.

D-2. Scale Setup &

To set up pegbar or layer scale.

D-3. Rotation Setup R

To set up pegbar or layer rotation.

D-4. Center Setup H]

To set up pegbar or layer center point.

"Center" is the starting point for "Rotation" and "Scale" of a pegbar or a layer.

D-5. Zoom Tool g]

To zoom in/out the stage view.

Click where you want to zoom in.
To zoom out, hold Alt/Opt key and click.
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E. Keyframe Set Button
E-1. Continuous-Keyframe Set Button

Sets a current frame to "Continuous-Keyframe".
When the data input area of a frame is highlighted, click this button to set it as a
"Continuous-Keyframe".

If there are other keyframes before and after this "Continuous-Keyframe", it becomes
the "center point" on InBetween.

To learn more, go to "Keyframe Settings" in "Commands & Tools".
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E-2. Noncontinuous-Keyframe Set Button
Sets a current frame to "Noncontinuous-Keyframe".
When the data input area of a frame is highlighted, click this button to set it as a
"Noncontinuous-Keyframe".

Even if there are other keyframes before and after this "Noncontinuous-Keyframe", it
still has its own InBetween depending on its "start point" & "end point".

In other words, if there is a Noncontinuous-Keyframe in the middle of other keyframes, it
breaks the InBetween continuity. Other keyframes before or after it will have independent
inbetweens.

To learn more, go to "Keyframe Settings" in "Commands & Tools".

E-3. Keyframe Unset Button ='Z

Sets a current keyframe back to a normal frame.

E-4. About Keyframe Set/Unset
A single click will set (or unset) the keyframe in both X and Y values.
Shift-click will set (or unset) the keyframe only in the current mode.
In other words, to "set keyframe for X value only", use shift-click.
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F. Auto InBetween Mode Button E

If this button is ON, the stage will be in "Auto InBetween Mode".
To learn more about "Auto InBetween Mode", go to "Auto InBetween" in "Commands &
Tools".

G. Display Mode Select Button 2 & 024204

G-1. Basic View
3

| e Cid42
Ouine

Esprasax ]
£l Fryinnsh

Fiarm Fath

Shom Peche

- ) ARihiter
1=

Zaomin  Ched
Zoom D Cli4d

CTRLj+[1] , [El+[]

| — 5 = —

When selected, the current frame displays in color wire frame on stage.
No other information is displayed.

—

G-2.Image & [CTRL]+[Z] . [2E]+[2]

When turned on, all layer images are shown on stage.

Note:
In sheet nesting mode, the nested sheet does not display any image.
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G-3. Outline _&J

When turned on, characters are shown in outlines.

G-1 to G-3 display modes cannot be turned on at the same time.

G-4. All Keyframes [
-> Position X, Y
-> Position Z
-> Scale
-> Rotation
-> Center

When turned on, all keyframes of the current pegbar/layer are shown on stage.

G-5. All Frames E

When turned on, all frames of the current pegbar/layer are shown on stage.

G-4 and G-5 cannot be turned on at the same time.

G-6. Frame Path E

When turned on, the path of the current pegbar/layer is shown on stage.
This frame path represents the center point path of the current pegbar/layer.
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G-7. Show Pegbar ™

When it is on, the tab marker of the current pegbar/layer is shown on stage to indicates
its top-bottom orientation.

[Pegbar OFF] [Pegbar ON]

H. Data Input Area

I
® X P |y PP

O K o

= 1

The current pegbar or layer's position (X, Y, Z), scale (X, Y), rotation and center
parameters can be input numerically in these boxes.

To input, click a box to highlight it, type a value, then press the Enter key.
Press Tab to move to the next field. Shift-Tab to move back to the previous field.
The box to the left of the input field is the Keyframe Box.

A keyframe box cannot be selected directly.
To select a keyframe, click its data input field to its right, and use Keyframe Set Button.
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|. Frame Control Panel
_
4+ <10 0= #
g
[ |

Controls the current frame.

The frame number of the current frame is indicated here.

Click to enter another frame number, and press the Enter key.

If "64" is entered, it moves to frame 64.
If "5+10" is entered, it moves to 5 second 10 frame (when in "Seconds + Frames"
mode).
To the first frame
To previous frame
To next frame

To the last frame

Play

| I

Stop

J. Frame Slider

1 [ - 48

Continuously controls the current frame.

Drag the slider to move to any desired frame.
Drag the slider to the far left to move to the first frame.
Drag the slider to the far right to move to the last frame.
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K. Stage Area

Displays pegbars and layers.

Layers (images) are shown in colored rectangle wire frames.
To change the color of the wire frame, click the "Color Select Box".

K-1. "Pegbar" Selected

All layers linked to the same pegbar are shown in same frame color.
All layers linked to the current pegbar are shown in bold frames.
Other layers not linked to the current pegbar are shown in dimmed frames.

K-2. "Layer" Selected

All layers linked to the same pegbar are shown in same frame color.
The current layer is shown in bold frame.
Other layers are shown dimmed.

The center of the camera/cel is a "+" mark.
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L. Hand Scroll

Control-drag to scroll the stage display area.
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Z View Window

S |
[ R T e ¥

e @] i e B
[ 3
L -
T o "Wl =
hH  noe L j
-Ba oD L)
=h Lol n) L} ;I

CoreRETAS version 5 has added a Z value (P Position Z).

The Z value can only be controlled in "Pegbar" mode. "Layer" does not have a Z value.
When creating a new x-sheet, the camera pegbar's Z value is set to "500" by default,
other pegbars are set to "0".

To change a layer's Z depth, link it to a pegbar first.

The stacking order at layers linked to the same frame is determined by the x-sheet.

The stacking order of pegbars with the same Z value is determined by the layer's
stacking order.

If a pegbar's Z value is larger than that of the camera, it will not be rendered.

Sample:

Layer [ A ] [ B ] [ C ] [ D]

Pegbar [ #01 ] [ #02 ] [ #01 ] [ #02 ]

P Position Z [ 0.00 ] [ 0.00] [ 0.00] [ 0.00]
<- Lower Upper ->

Order [ A1 [ B1 [ C1 I D]
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Now change pegbar #02's Z value to "1.00".

Layer [ A ] [ B ] [ C 1] [ D]
Pegbar [ #01 ] [ #02 ] [ #01 ] [ #02 ]
P Position Z [ 0.00] [ 1.00] [ 0.00] [ 1.00]
<- Lower Upper ->
Order [ A ] [ C ] [ B ] [ D]

Furthermore, the Z value might not be the only element determining the order.
If the other two pegbars' Z values are set to "0.00" & "1.00", it will have the same result
if the Z values were set to "0.00" & "5.00".

Sample:

Layer [ A ] [ B ]

Pegbar [ #01 ] [ #02 ]

P Position Z [ 0.00 ] [ 1.00 ]
<- Lower Upper ->

Order [ A ] [ B ]

Now change pegbar #02's Z value to "5.00".

Layer [ A] [ B ]
Pegbar [ #01 ] [ #02 ]
P Position Z [ 0.00 ] [ 5.00 ]

<- Lower Upper ->
Order [ A ] [ B ]
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Rendering Window

@ c-1.TSF (1:1)
= R B B A x ¥

Esol+-=Rle®m § & & &5 & o

] i

Displays the current frames' rendered result. Also displays the rendering process on
"Export..." or "Batch Export".

Click inside the window to zoom in. Alt/Opt-click to zoom out. Control-drag to scroll the
image.

A. Render Button g

Renders the current frame.
Same as "Render Current Frame" command.

B. RGB View Button E

Displays RGB image.
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C. Alpha View Button @]

Displays the Alpha channel.
Note: In the BG layer, Alpha channel is usually displayed in white because the entire
camera has been covered by the background.

D. Zoom In Button ﬂ

Enlarges the image.

E. Zoom Out Button j

Reduces the image.

F. Normal Size Button ﬂ

Returns to normal size.

G. Save Image Button

Saves the current image to disk.
Click this button to bring up the Save dialogue and choose a destination.

H. Capture Button |

Captures the current image and copies it into Clipboard.
Same as "Copy" command.
Use this to copy and paste the image to other applications.

|. DDR Button @

Sends the current image to a DDR as one frame.
Use this to confirm the image color on a video monitor.
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J. Information Display Area
Displays pixel information that the cursor points to.

R G B A b i
24 65 45 25 BG3 1

R, G,B : RGB value of the pixel under the cursor.
A : Alpha value of the pixel under the cursor.
X, Y : X, Y coordinates of the pixel under the cursor.

K. Image Display Area

Displays a rendered image.
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CelBank

A 4 [k RiRsced gt BITEe Fle Hews ADN, TG

Sew LEH"EH  Famor 00 *
i_gmstiors 1A unk; By D444 Totd i 57
1 . i 1 F T a ] n
: =]
1 1% 13 1d 15 1§ 13 19 14 ] o
A

palette that imports images for layers, and displays image thurﬁbnails.
To show/hide it, choose "CelBank" under "Window" menu.

A. CelBank Select Button 4| & |»

Click the celbank layer name popup menu to select a celbank layer.
Alternately click the left or the right arrow to switch layers.

The difference from CoreRETAS version 4: if you change a celbank layer, the x-sheet
layer does not follow.

Similarly, the layer in the "Stage Window" or "Layer Setup Palette" does not follow.

A-1. Current CelBank

A currently selected celbank is called "Current CelBank".

B. Reload Button #jgead

Refreshes the images already imported into a celbank.

While using CoreRETAS, you can launch PaintMan to modify some images, and then
press this button to reload modified images.

C. Import Button @ mpart. |

Imports images into the current celbank.

In RETAS! PRO version 4, only one celbank can be used by one layer. If multiple
layers used the same cel, it had to be imported to multiple celbanks.

RETAS! PRO ¥ allows multiple layers to share one celbank.
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Cel import dialogue:
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I Galect Orm
C-1. Cancel

Cancels the import and closes the dialogue.

C-2. Open

Imports all images in the same folder into the celbank.

C-3. Select One

Imports only one selected image into the celbank.

C-4. Create/Update [[IT1

Creates or updates the image preview.

C-5. Preview m /Show Preview m

Shows or hides the preview.

C-6. Image Format Popup Menu
Selects the file format for import.
The file list only displays files of the selected format.
For a list of compatible formats, go to "Appendix".

CelBank can also import x-sheets, instead of images.

Importing an x-sheet into the celbank is called "Nesting", and is used for complicated camera
work compositing.

To learn more about Nesting, go to "Nesting" in "Commands & Tools".
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C-7. All Image Type

Images created on other platforms may not appear in the Open dialogue. In this case,
choose "All Image Format" to see all files.
In order for this to work correctly, file extension must be present.

D. Delete Button @ielte

Deletes the images in the current celbank.

E. Thumbnail Display Area

Displays the thumbnails of the images already imported to the celbank. The cel
Number is indicated under each thumbnail.

The Cel Number is unrelated to the original file name, and only indicates its order inside
a folder.

Click a thumbnail to select it. A selected thumbnail is surrounded by a red frame, and
the information is displayed.

F. File Name Display Area Fils Name: A0001. TG4

Displays a selected file's name.

G. Image Size Display Area Size 978 * 6496

Displays a selected image's size. (Unit: pixel)

H. Resolution Display Area Fezalution: 720

Displays a selected image's resolution. (Unit: DPI)

l. File Path Display Area iazatiar: DDk GuideiCT sy

Displays a selected file's path.
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J. Total Cels Number Display Area TatalCels 57

Displays the total number of cels in the current celbank.

K. View Switch Button |

Click to collapse the celbank window. Thumbnail Display Area will hide.
Click again to expand the celbank window back to normal view.
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Layer Setup

Layer Setup Palette displays layer preview and configures layer mode.
i Mew X-chesti kol

= s i Prewien - 5ot |

Meda [ Herrred =]

Henh: |'-.-Hs Tiers etenk j
I Smocieg

g W

A. Layer Select Button 4 [ & |»

Click the layer name popup menu to select a layer to edit.
Alternately click the left or the right arrow to switch layers.

B. Preview/Setup Switch Tab

Switches between "Preview" and "Setup".
To preview a layer, select the "Preview" tab.
To configure the layer mode, select the "Setup" tab.

Previews  Seiup

B-1. Preview
Preview I Setupl
A0 [
> i
AN
7 Sl
=R
+ Main | -
= Upper i, P
0 Lower
1

Confirms a layer's animation settings.
If a soundtrack is imported into the sound layer, the sound can be checked as well.
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B-2. Frame Control Panel

40 O

To next frame
To previous frame

Play
If a soundtrack is imported in the sound layer, the sound is played as well.

Stop

TR

Refresh layer preview memory
Use this in the following cases:
» Sheet timing has changed
 Layer images have changed

B-3. Display Select Button
¥ Main
" Upper
= Lower
Selects a layer to be previewed.

Select "Main" to preview the "Cel Layer".
Select "Upper" to preview the "Upper Sub-cel" layer.
Select "Lower" to preview the "Lower Sub-cel" layer.
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B-4. Preview Area

Displays the preview image.

B-5. Frame Number
1

Displays the frame number.

C. Setup
Preview  Setup l
Mode: INnrmaI _j
b sk IWhite Tranzparent _'_i
[T Smoathing
Tiling: . m
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C-1. Compositing Mode Menu

I Marmal

iM arrm al

Subtract
Difference
kA Liltipl
Screen

B acklight
Gray Mazk
Alpha Magk,

Configures a layer's compositing mode.
Available compositing modes:

Normal
Add
Lighter
Darker
Subtract
Difference
Multiply
Screen
Backlight
Gray Mask
Alpha Mask

To learn more about compositing modes, go to "Composite Modes" in "Commands &
Tools".

A compositing mode cannot be used between a sub-cel layer and its main cel layer.
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C-3. Mask Mode Menu

:-i

Ipha Channel
Alpha Channel [lrvert]
Qpague

Configures a layer's transparency mask type.
Available masks:

White Transparent
The white (RGB = 255, 255, 255) portion becomes transparent.
Mainly used with mono-traced images.

Alpha Channel
The transparent portion is determined by Alpha channel.
(White = opaque. Black = transparent)
Used with gray-traced images, overlays, 3D images.

Alpha Channel (Invert)
The transparent portion is determined by Alpha channel.
(White = transparent. Black = opaque)
Used with gray-traced images, overlays, 3D images.

Opaque
Primarily used with backgrounds.

C-4. Smoothing [~ Smaathing

Applies smoothing (antialiasing) to a layer when it is turned on.

C-5. Tiling Tiling F® ¥

Repeats an image in X or Y direction when it is turned on.
Used for creating a pattern.
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B— |

—_—
Status Palette L Mac0s$|

Displays the progress of celbank import, effects processing and other functions that
may take some time.

The upper part displays the name of the function, and the lower part displays a
progress bar.

- [Focus
&

[Figure: Displaying focus progress]
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Menu Bar Commands

File Menu
[ Eie |

Hewichesi..
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Dpen = cone Foldal .
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Cl+kit+d

L+
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Cli+E
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New X-sheet...

Creates a new exposure sheet.

T - |
Seshest farws: < Malatanill 1
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| CTRL
AL
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CoreRETAS version 5 can open multiple sheets simultaneously.
An version 4 x-sheet saved by version 5 cannot be read again by version 4.

A. X-sheet Name

#-zheet Name:

Enter a name for the x-sheet.

IHEW F-zheet0] kst

RETAS! PRO version 5 adds a file extension by default even it is on Mac OS.
Unless necessary, do not delete the extension.

B. Frame

Frames:
From 4 to 6000 frames.

[18
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C. Layers

Layers:
From 1 to 100 layers.

D. Camera Width/Height
Camera "idth: .

Camera Height:

[+

720

540

Minimum size is 60 x 60 pixels.
Maximum size is 8000 x 8000 pixels.

E. Camera Size Template

! Custom _‘ﬂ

{Custor

01: 320 = 240
02: 640 " 430
03: 642 486
04 720 * 480
05 720 " 486
06 720 = 540
07 : 720 * 57k
08 ¥6E " 576
03:1024 = 768
10: 1280 =720
11: 1280 * 360
12:1320 1080
13 2048 * 1536

Select a standard camera size from this popup menu.

Menu
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F. Units

pixel _:_l

s
rnm
itich

Select the units for CoreRETAS.

"pixel": position information in x-sheet will be shown in pixels.

"mm": position information in x-sheet will be shown in millimeters.

"inch": position information in x-sheet will be shown in inches.

These settings can be changed any time after the sheet is created by choosing "Sheet -
> Sheet Settings -> General" command.

G. Standard Resolution
Standard Besolution: I?E CFl

Standard resolution for a 100Frame. (Units: DPI)

CoreRETAS calculates mm (or inches) per pixel based on the camera size and
standard resolution.

To learn more about standard resolution, go to "Standard Resolution" in "Technical
Information"”.

H. FPS

FPS: [24

Frames per second.
When exporting to a QuickTime or AVI movie, playback speed is based on this setting.

|. Sheet View
Frame Mumber j

i{Seconds + Frames ;
Feet

Frame Mumber
Fage + Frarme Murnber
Select a sheet view mode.

Seconds + Frames
Displays seconds and frames.
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Feet
Displays in feet.

Frame Number
Displays frame number order.

Page + Frame + Number
Displays page number and frame number.
Maximum number of frames per page is set by "Frames Per Page".

J. Frames Per Page

Frames Per Page: i1 44

Maximum number of frames per page

K. Guide Line

Guide Line; iE

For easier viewing, guide lines can be added.
Enter "6" for a guide line every 6 frames.

L. Cancel

Cancel

Cancels the settings and closes the dialogue without creating a new x-sheet.

M. OK
OF.

Click to create a new x-sheet.
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Frmn 1. = =1 =y
Open... [CTRL}+[O] . [E]+[O]
Opens an x-sheet (file extension: tsf) previously saved on a disk.

Savehs )
T =] £ &= ml
ja. B

—l -t
|Bock1

_IBocks
—1Brek
18 ook

Flapaw o1t | s |

Sevmurbmm b 714 _,'_1 Carcel |

Note: X-sheets created by version 4 can be read, but the "Link Layer" information will

be lost.

Open Scene Folder...[CT

Opens a scene folder previously saved on a disk.
The following dialogue appears:

Select a scene folder and click "Select".

Note:
If multiple x-sheets exist in the scene folder, CoreRETAS opens the first x-sheet found.
If you want to open other x-sheets in this folder, use "Open..." command.

To learn more about scene folder, go to "Reading A Scene Folder" in "Commands &
Tools".
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i —

Close [CTRL]+[w] , [2E]+[W]

Closes the active window.
The save dialogue may appear if the x-sheet is not saved.

CoreRETAS E3

i@ Save changes to o1 . taf?
Mo I Eanu:eli

Save [CTRL}+[5] . [E]+[5]

Saves the active x-sheet.

It will overwrite the x-sheet with the same name inside a folder.

The save dialogue may appear if it is a new x-sheet.

SRR -3 ik Gusd = @ =] [cc m|
B | ]|
1C2
i e
fCA
T TepE—T [ sewe ]

Sum arbppm [+ dused 7 1] d Carcal |
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Save As... [CTRL|+[SHIFT|+[[5 | , []+[SHIFT|+[5]

............... [Er=tet=m e [t

Saves the active x-sheet with another name.
The save dialogue appears asking for a name and save destination.

G | 3 Uik G =] | e
o

Ic2
i3

[net ]

il oy b1 | Exva I
Sewe st [+ chasl [ 1] = Carvoed |

Revert

Reverts the x-sheet to its last saved version. If you made mistakes, use this to cancel
all changes.

Copr=FE TAS

;{) lopiirs -l chenie o 1hm i-shioet and ievant 1o s o s4ved version

ECH N
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Save Image...

Saves the image in the rendering window as a file.
The save dialogue appears asking for a name and save destination.

e EE = m| =] = il
by

_ J ekl

B

S B

Eeaakd

e
Cren az popa |ra-;|.:|-m| :J Cancal |

Note: Saving in 32 bit format is recommended.

129



Chapter 6-3 Menu Bar

Export...

Exports the x-sheet to DDR and/or HDD.

[ETRLI+[E] .

The "Export" dialogue appears.

F FeEmai
Fia L [Tags =] Fldsp. | Geke |
Sy Locason] DATEMF Babst_ |
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[ EpotShat ok [0 | Frame

A. File Export
Exports to HDD if turned on.

A-1. File Type

' Shay Herdemyg Seting Caslagus

e

Targa

‘T arga

BMP
FICT
QuickTime Mowvie
Raw File
SOFTIMAGE

TIFF

Yideo faor Windows
LN

Select an export file type.
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A-2. File Setup...

File Setup... I

File type options.

A-3. Setup...

Setup... |

Export options, regardless of file type.

Export Stills I

[ Mo Multiple Frame Copies

Starting File Mumber; I1
aE. l Cancel |

[ Mo Multiple Frame Copies
[ Create Preview Icon

[ Add File Extension

Starting File Number:

Cancel |

[Figure: Still image options]

* No Multiple Frame Copies
Frames containing the same image will not be exported when turned on.

« Create Preview Icon m

Creates a preview icon for each file when turned on.

« Add File Extension m

Adds a file extension if when turned on.
Unless there is a specific need, always turn this on.
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« Starting File Number

Starting frame number is added to the first frame.

Default is 1.

Unless necessary, it is recommended that you do not change it.

* Export Sound
If a sound has been imported in the sound layer, it can be exported with a movie file.

Export Movie E3 [

Qg I Cancel |

[Figure: QuickTime movie option selected]

A-4. Save Location 1

* Select...
Click to select a destination to save the files.
Lot Folder:
ik puiee-handpul
E= dt = Sadst
B e |
=1 Carcal |
BT

ke

[ twmar = pee |

* Folder Path Display Area
Save Location]: D:Auick GuidesC-150utPut

Displays the folder path where the files will be saved.
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Note:

If no destination is selected for "Save Location 1", the "OK" button of Export dialogue
will be dimmed.

If the "DDR Export" check box is turned on, the "OK" button will be on even if no
destination is selected for "Save Location 1"

In this case, files are exported to DDR only, not to HDD.

A-5. Save Location 2 ~ 4
Same as "Save Location 1".

If "Location 1" disk is full, CoreRETAS automatically writes to "Location 2", or
subsequent disks.

A-6. Size

Size: Cument 142 vy 540 H I4ED
e Current

Exports in the current camera size.

1/2
Reduces to 1/2 size.

* W/H
Enter any value in width /height for a customized size.
Standard sizes can be selected from the popup menu.

B. DDR export
1 DDR Export

Exports images to DDR if it is turned on.

B-1. Record In-Point

Record In-Point: @ [H:M:5:F] IE—IEI_I-E_I‘ lﬂ_

*H:M:S:F

Enter time code in hours, minutes, seconds and frames as the recording start point.

* Sheet Settings
Follows the "Sheet Settings -> In-Point" in an x-sheet.
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B-2. DDR Control Button
<< | @OTO| 32|  controls a DDR if connected.

45 I To preview frame
E0TO I Brings up the time code input dialogue

Enter the time code setting you wish to jump to.

o I To next frame

B-3. Still Frames

Still Framesz [Starting/Ending]: Il:l IEI

« Starting
Repeats the first frame at the start.

* Ending

Repeats the last frame at the end.
Used for creating still images at the start and end of a scene.

C. Range

Bange: © All Frames i= i'l TDIWE E\-‘E[_'.-'h Frames

Selects the export range
"Range" controls both "File Export" and "DDR Export".

C-1. All Frames
All frames in the x-sheet will be exported.

C-2. Range
Only a selected range will be exported.

e?t0?

Enter starting and ending frame numbers.
Only indicated portion will be exported.
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* Every ? Frames
Skips a specified number of frames.
"Every 1 Frames" exports all frames without skipping.
"Every 3 Frames" skips 2 frames out of every 3 frames.

Use this option to reduce rendering time when previewing camera work.
Difference from CoreRETAS version 4: even if this option is used on QuickTime
movie export, camera work can still be checked with the correct timing as configured in

the x-sheet.

D. Export Sheet Info
[T Export Sheet Info: |3D Frames

"Sheet Settings -> Info" contents will be exported as still frames before actual
rendering.

E. Show Rendering Settings Dialogue

W Show Fendering Settings Dialogue
Brings up "Rendering Settings" dialogue before starting.
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Batch Export...

Exports multiple x-sheets saved on a disk.

Choose "Batch Export..." under "File" menu. The following dialogue appears:

Ok Wbk Bkl [ =] Lk 1
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A. File Select List (Left)

B
5 Dbl
=1
| Bookd
|-BG
| Bk
|5 Bk

| Book3
e

Select x-sheets to be exported.
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B. Batch Export List (Right)
B

A list of x-sheets to be exported.

C. "Add" Button sad |
Select an x-sheet in "File Select List", then click "Add" to add it to the "Batch Export
List".
Alternately, double-click an x-sheet icon in "File Select List" to add.

D. "Add All" Button fdd A |

Click "Add All" to add all x-sheets found in the "File Select List" to the "Batch Export
List".

E. "Delete" Button Delete

To delete an x-sheet in the "Batch Export List", select it first, then click the "Delete”
button.
Alternately, double-click an x-sheet in the "Batch Export List" to delete it.

F. "Export" Button E xport I
Click "Export" if "Batch Export List" is completed. The "Export" dialogue appears.

To learn about the "Export" dialogue, go to the "Export..." command explanations.
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DDR
-> Control
fhccom WD Coneal _______________
[Maad] el ol @ | m | W [ Bz b]aal
| R

_ o |

[Figure: DDR Control Dialogue (Sample: Accom WSD)]

Controls a digital disk recorder (DDR) if connected.

‘ =10 Reverse playback 10x speed
4 w2 Reverse playback 2x speed
‘ w1 Reverse playback 1x speed

"I Reverse

| Stop

I" Forward
w ] } Forward playback 1x speed
w P } Forward playback 2x speed
=10 } Forward playback 10x speed
et Enter a frame to jump to

Sample: 01:20:01 1 minute 20 seconds 1 frame
14:06 14 seconds 06 frames
9204 9204 frames
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-> Setup...
Choose "DDR Setup...", and the following dialogue appears:
Depending on the type of DDR connected, the dialogue contents may differ.

Fcomm W5 L

FE TAR Py Anood 'WEL Phugn
Wi 1107

Copeysglt (11333 CELEYE. Ine 2 S pierend

e WSl ek
iegece - T A081  Eifanad
oo FORTEC  PAL

Eadberz [0 [0 U 0
&hml:lhm-]
e

[Figure: DDR Setup Dialogue (Sample: Accom WSD)]

A. Interface
Select whether it is connected via SCSI or Ethernet.

B. Size
Select NTSC or PAL depending on your needs.

C. IP Address

Configure an IP Address if connected via Ethernet.

D. Advanced Setup...

DDR control additional options.
Note: It is recommended that the default settings not be changed only if necessary.

Trarcim Dinkey

il [ Erems I

Hede & o unmscaziay o changa
Hespe e isjicnl

||:||:.| Carcal |

To learn more about the settings, consult your DDR documentation.
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Quit
Quits CoreRETAS.
The save dialogue may appear if x-sheet is not saved.

CoreRETAS
o
A ? Save changes to -1 ksf?

Mo i Cancel i
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Edit Menu

Lnda CrleZ
Cad el
Comy b
Prasie Chlay
Scwacitn Pasda . ColeShiky
|rezemed & Fagls
Cl=ar
Sedard ol ket
Select Coped Hangs ChkShikd
Fra ki e irz..

Undo [CTRL}+[Z] . [E]+[Z]

Cancels last change and returns the x-sheet to its previous state.
Note: does not apply to all operations.

Cut [CTRL}+[ X |, [EE]+[X]

Cuts off selected data in the x-sheet and stores it in the clipboard.

C—

Copy [CTRL|+[C] , [E]+[C

Copies selected data and stores it in the cllpboard.
Difference from "Cut": does not remove data.

Paste [CTRL)+[V] , [ZE]+[V]

Pastes the data stored in the clipboard into a selection.

"Cut" & "Copy" will copy all parameters from a layer (and linked pegbar) to clipboard.
"Paste" will overwrite all parameters in a layer (and linked pegbar).

To learn more, go to "About Cut & Paste" in "Technical Information”.
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Selective Paste...  [CTRL}+[SHIFT|+[V] . [E]+[SHIFT|+[

Pastes only selected parameters.
Choose "Selective Paste...", the following dialogue appears:

Paste Cordenis

Evnben

F Foebons, I~ Ftion 'y T Fodin ©

e [ s’y

[ Aok

[ Canter’ I Cordm Y

LAaFs

[ Poson [ Popstin

[~ Zcala I Hcslay

I Ankatian

[ Gantorid [ Carm

i iy = m 14 I HotkBls
| ak | EA-'MI]

Select the check box of the desired parameter(s), then click "OK".

Insert & Paste

Inserts a frame and pastes the data.

Clear

Erases the contents of a selection and does not store data in clipboard.
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Select Al [CTRL)+[[A] , [E]+[A]

Selects all data cels.
This function varies depending on the current existing selection.

A. Current Selection In "Camera Layer"
Selects all frames (all data cels) in the camera layer.

B. Current Selection In "Cel Layer"

Selects all frames (all data cels) in all cel layers.
Sub-cel layers are excluded.

C. Current Selection In "Sub-cel Layer"
Selects all frames (all data cels) in the current sub-cel layer.

D. Current Selection In "Effect Layer"
Selects all frames (all data cels) in the current effects layer.

Select Copied Range

Selects the same range stored in the clipboard.

The range starts from the first (upper left) data cel selected.
The first data cel selected is the only one not highlighted within a selection.
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Preferences...

CoreRETAS preferences settings.

Gearmwrad | Eupoat | Fin | -chwat | St | DDA |

Flugrin Foider Loz skon

[ Progaars Fia® ek 'FE TAS Fro inkntp

Hela chengar vl iaka slisc] sl
Bppkoak el

T

A. Preferences Setting Options Menu
6 options are available:

* General
* Export
* File

* X-sheet
 Stage

* DDR

Click the left or right arrow to switch between the options. m
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A-1. General
ol | Epost | Fila | Wabumt | Siage | DOF |

Ehugn Folde Locskon
0 Propuars Fiss' el HETAS Fia nfrdb

Helr: changas vall inkow sflect afle
BppRCAR WEHE.

Click "Select..." button to select a plug-in folder.

Unless necessary, do not change the default plug-in folder.

If the plug-in folder location is changed, it will not reload until the next time you launch
the application.
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A-2. Export

Gurmd Ewort |Fla | ahumt| Siage | COR |

™ Bwsmnre Fiad 0n 15 Pulicosn Change
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« Reverse Field On 3:2 Pulldown Change
Even and odd field will be reversed when the 3:2 pulldown change function (Change
3:2 Pulldown 24 -> 30) inserts fields on export.
3:2 pulldown change function adds frames by inserting fields. The fields will be
reversed when writing to DDR, which may cause image shift.
If this is the case, check this option.

* File Number Digit
Configures how many digits will be used in the file number.
Default setting is 4 digits.

» Export Completion Sound

Off
No chime sound when export is complete.

Standard Sound
Uses CoreRETAS standard chime sound when export is complete.

External Sound
Uses a user-selected sound when export is complete.
The compatible sound format is "wav".

Click "Play" to confirm the sound.
Click "Select" to choose a sound file.
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A-3. File

el | Evpost Pl (advont | Srage 1 0DR |

b Lo Thasrdsrasis in Coulfl ik
F Cissel Syes T
I Comstm Thasrbrssls Frors jfosa Fls

F Baes Dullng

« Load Thumbnails In CelBank
Loads thumbnails when importing images into a celbank.

 Create & Save Thumbnails
If thumbnails do not exist when importing images into a celbank, this option will
automatically create and save them.

 Create Thumbnails From Movie File
This option will automatically create thumbnails when importing a movie into a
celbank.

« Save Outline
Saves outline data when choosing "Outline" mode on stage.
The second time you choose "Outline” mode on stage, the playback speed becomes
much faster.
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A-4. X-sheet
Banaral| B | Al ¥shest | Siaga | ODA |

' Pach El.rﬁ.rn
W et Poxibon In [ enber Mode

* Paste With Keyframes
Keyframes will also be pasted when pasting parameters when this is turned on.

* Adjust Position In Center Mode
When activated, if you change a "pegbar center" or "layer center", the image does
not move - position is adjusted according to the center change.
When off, if you change a "pegbar center" or "layer center”, the image moves -
position not adjusted according to the center change.
Default setting is "ON".
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A-5. Stage

el | Evpoit] Fie st Stooe | ooR |

S EREDE

=L S [

[ Fardar 5 pocial ENect: On Sage

Ftags B Dok -

* Size (W, H)
Stage size settings.

* Center (X, Y)
Stage center's coordinates.
"Stage Center" is the upper left point.
(It is unrelated to "pegbar center” or "layer center".)

* Render Special Effects On Stage
Renders special effects on the stage if "Image" mode is selected.
This sometimes requires a long time. If confirming special effects on stage is not
really necessary, turn this off.

« Stage BG Color
Click the color box to choose a background color for the stage.
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A-6. DDR
Ganersl | Expost | Fin | ahunt| i O0R1 |
Hactra  EEESGEA |
* Machine

Select the disk recorder (DDR) type connected to your computer.
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Sheet Menu
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Parameter Settings...[CTRL|+[T] . [E]+[T]

Settings of various parameters for a pegbar and layer.

| [ F
=

A. Pegbar

Enter pegbar parameters and set keyframes.

A-1. Parameter Check Box

Turn on the check box and enter designed parameters.

A-2. Keyframe Area.

Sets a keyframe.

Click to toggle between "Continuous Keyframe" -> "Continuous Keyframe" ->
"Keyframe Off".

The keyframe area in an x-sheet cannot be selected.

A-3. Parameter Area |—30Z.00

Enter the desired parameter here.
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A-4. Position Information Select Menu
Pazition Infa

Abzalute ll

zalute
Relative
Scale Relative
* Absolute

Inputs the entered parameters into the x-sheet as absolute values.

* Relative
Adds the entered parameters to the current values in x-sheet.
Negative values are OK.

* Scale Relative
Adds the entered parameters into the current values in the x-sheet depending on the frame's
scaling. If a cel size is enlarged, the added value will be greater by the same amount. If a cel
size is reduced, added value will be smaller by the same amount.

B. Layer
Lot
I | Paiian ™ Parlan 'y
T o I Ccaa't
T Rolstion I Foalton rda
L Atecdir =
™ ot I~ Caim

Settings are same as Pegbar.
If no cel number is registered in the x-sheet, "Layer" settings cannot be used.

C. Others

" Trerepaeror, | I Watwn B

Enter a desired value in "Transparency" or "Mation Blur".
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Cel Number Auto Input... [CTRL}+

Automatically input cel numbers into a selection.

B T |
El-\-|‘_

bbb 5hip o
Io |-"
Frarm ki N

O

1]

Game [1 | Tams

[ o | Coen

A. From
Starting cel number.

B. To

Ending cel number.

C. Number Skip

If set to 0, no cel number will be skipped.

D. Frame Skip

If set to 0, no frame will be skipped.

E. Every ? Frames
Number of frames to be repeated.

F. Repeat ? Times
Number of times to be repeated.

Click "OK" to input the cel numbers into a selection.

154



Chapter 6-3 Menu Bar

Sample 1:
From 1
Number Skip 0
To 5
Frame Skip 0
Every 2 Frames
Repeat i Times

1 ()} 1 + 1 ™ 1 () I i
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Sample 2:
From 1
Number Skip 0
To 5
Frame Skip 0
Every 2 Frames
Repeat 2 Times

LI L B T - T O O el A R AT I N T I e O
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Sample 3:
From 1
Number Skip 1
To 5
Frame Skip 0
Every 2 Frames
Repeat 2 Times

1 L4 B I ™ 1 =Y 1 o 1 ™ I i
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Sample 4:
From 1
Number Skip 0
To 5
Frame Skip 2
Every i Frames
Repeat 2 Times
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Cel Auto Arrange [ETRL]+[[L] . [B8]+[L]

Uses the frame number found in a file name and automatically arranges it when
copying from celbank to x-sheet.

If you have files exported by CoreRETAS, you can re-import them by using this
convenient feature.

This feature requires a frame number attached to a file name.

Sample: AO0001.TGA Automatically arranges at frame 1
AO00015.TGA Automatically arranges at frame 15
A00024.TGA Automatically arranges at frame 24

CoreRETAS searches for a number in the right of a file name (extension excluded) and
uses this number as the frame number.

Sample: ABCO001.TGA Automatically arranges at frame 1
12A064.TGA Automatically arranges at frame 64
A1-038.TGA Automatically arranges at frame 38

If the "No Multiple Frame Copies" option is check upon export, files can still be
arranged upon re-import.

As long as your files contain frame numbers in the name, they can always be
automatically arranged even if not created by RETAS! PRO version 5.
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Frame

-> |nsert...
Insert frames into the x-sheet.
The following dialogue appears.

|rcai Fiarsar

O [
™ fikm

T

Camend Fugss

A. Insert ? Frames
Enter the number of frames to be inserted.

B. Before/After Current Frame
Select one of these options.

Total number of frames in the x-sheet is also increased.
Parameters in newly inserted frames are reset to default.

-> Delete...

Deletes frames.
"Frame Delete" dialogue appears. Enter a number of frames to be deleted.

[rieda }'_ Frosries

(5] o

Click "OK" to delete the selected frames starting from the current frame.
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After deletion, the equivalent number of frames at the end of x-sheet become empty.
Parameters in these empty frames are reset to default.
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Layer
-> [nsert... [CTRL +| |

Inserts a layer into the x-sheet.
The following dialogue appears.

[e=a Ly Flwre

o

N

Enter a layer name and click "OK".

The last available pegbar is linked to the inserted layer by default.
The last available celbank is linked to the inserted layer by default.

-> Delete
Click a layer title bar to select it then choose this command to delete it.
The camera layer cannot be deleted.

-> Rename...
Renames a new layer.
The following dialogue appears.
Lopes Rename |
HeesLaves Hornes
P

PR SR

Enter a name no longer than 10 characters.
Click "OK" to rename.
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Pegbar

-> |nsert...

Inserts a new pegbar.
The following dialogue appears.

Huwe Paphas Horm

The newly inserted pegbar is not linked to any layer.

A. New Pegbar Name
Enter a name for the new pegbar.

B. Before/After Current Pegbar

Choose a location, either before or after the current pegbar.

C. Pegbar Frame Color
Choose a frame color for the new pegbar.

Click the color box and select a color from the Color Picker.

-> Delete
Deletes the current pegbar.

If a layer is linked to the pegbar, a dialogue may appear for confirmation.

Click "OK" to delete the pegbar.

The linked layer automatically reconnects itself to the last available pegbar.

It is recommended that you always disconnect all linked layers before deleting a

pegbar.
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-> Rename...

Renames the current pegbar.
The following dialogue appears.

Bl Paghar blarm
[RE

A ST

Enter a name no longer than 10 characters.
Click "OK" to rename the pegbar.
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CelBank

-> |nsert...

Inserts a new celbank.
The following dialogue appears.

TR b
T ]
[T ] Careed |

The newly inserted celbank is not linked to any layer.

A. New CelBank Name
Enter a name for the new celbank.

B. Before/After Current CelBank
Select a location, either before or after the current celbank.

-> Delete
Deletes the current celbank.

If a layer is linked to the celbank, a dialogue may appear for confirmation.
Click "OK" to delete the celbank.
The linked layer automatically reconnects itself to the last available celbank.

It is recommended that you always disconnect all linked layers before deleting a
celbank.
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-> Rename...
Renames the current celbank.
The following dialogue appears.

Enter a name no longer than 10 characters.
Click "OK" to rename the celbank.
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Sound

-> Import...

Imports a sound file into the sound layer.
A sound file must be in AIFF or WAV format.

-> Delete
Deletes an imported sound file from the sound layer.

J—

> Play [CTRLI+[G] , [E]+{G]

Plays the sound file in the sound layer.

To play a portion of the sound, make a frame selection in the x-sheet first then choose
this command.

(Note : RenderDog can only play all frames.)

-> Stop
Stops sound playback.

-> Info...
Displays the sound file information:
* File name
« File location
« Play time
e Format
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Set Continuous-Keyframe[CTRL+[3 ] ., [E]+[8]

Sets a selected frame in x-sheet as a continuous-keyframe.

=] —> @]

The difference from "Continuous-Keyframe Set Button" on the Stage: multiple
keyframes can be set at one time.

| G657
| 11514
& 14271
| 17228
200285 | 20025

"X only" or Y only" keyframe settings cannot be done in the x-sheet.

If you wish to do so, use "Continuous-keyframe Set Button" on the Stage.

To learn more about "Continuous-Keyframe", go to "Keyframe Settings" in "Commands
& Tools".

| —

Set Noncontinuous-Keyframe [CIRLI+[3 | , [E]+[3

Sets a selected frame in x-sheet as a noncontinuous-keyframe.
[ [ 8657 — (%] 3657

The difference from "Noncontinuous-Keyframe Set Button" on the Stage: multiple
keyframes can be set at one time.

8657
11514
14371
17228
20085

17

wLdbld b ldnldnls

200585

"X only" or "Y only" keyframe settings cannot be done in the x-sheet.

If you wish to do so, use "Noncontinuous-keyframe Set Button" on the Stage.

To learn more about "Noncontinuous-Keyframe", go to "Keyframe Settings" in
"Commands & Tools".
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[P—

Unset [CTRL}+[0] , [E]+[o]

Unsets a keyframe in x-sheet.

RIEEET] = [I] 5857 |

The difference from "Keyframe Unset Button" on the Stage: multiple keyframes can be
unset at one time.

@ 5657 8657
& 11514 115.14
& 142 142.71
172.28
200.85

"X only" or "Y only" keyframe unset cannot be done in the x-sheet.
If you wish to do so, use "keyframe Unset Button" on the Stage.
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InBetween
-> Apply [CTRL}+[B] . [E]+[E]

Inbetweens frames according to the settings.

1. Select a frame range for inbetweening.
2. Choose "InBetween -> Apply".

The Inbetween command applies when at least 2 keyframes are selected.
| 32000 |

[Figure: First and last frames are keyframes]

[Figure: No keyframes selected]
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[T =z0.00

* -

[Figure: Keyframes included within a selection]
X, Y and Z values will be inbetweened.

If you want only one parameter to be inbetweened such as "X only" or Y only", choose
"InBetween -> Current Parameter Only".
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-> Setup... [Ctrl+Y]

Brings up InBetween Setup dialogue.
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To learn more about InBetween settings, go to "About InBetween" in "Technical
Information”.

Follow Setup...

Configures individual frame move distance and angle of camera or cel.
Select a frame range in the x-sheet, regardless of the input mode of the x-sheet.

"Follow Setup" target is "P Position X" and "P Position Y".
"Follow" is unrelated to rotation. To set up a rotation, use "T Rotation" mode.

The following dialogue appears.
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Deterce: 000 | fnge pm
I Frarmae ﬁ [ Fuarsar:
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A. Distance

Enter a individual frame move distance.
A negative value is OK.
Units can be configured in "Sheet Settings -> General".

The movement starts from the first frame in a selection.

B. Angle

Enter an angle for move direction (up to 3 decimals).
Angle starts from 0° in a clockwise direction.

0° Right
90° Down
180° Left
270° Up

To move to lower-right 10°, set the angle to 10°.
To move to upper-right 10°, set the angle to 350°.

C. In Frames
Number of frames for acceleration at the start.

D. Out Frames
Number of frames for deceleration at the end.
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Random Input...

Inputs irregular parameters into a selection.
The following dialogue appears.
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A. Plus/Minus Range

Enter a number for maximum range.

Sample 1 : Plus Range =10
Minus Range = 10

The parameter randomly changes between "10" ~ "-10".

Sample 2 : Plus Range =5
Minus Range =1

The parameter randomly changes between "5" ~ "-1".

Values at the "Start" and "End" can be configured separately.
To set up camera work such as "shake decreases" or "shake increases", use this

feature.
Sample 3: Start End
Plus Range = 10 Plus Range =0
Minus Range = 10 Minus Range = 0
The parameter randomly changes between "10" ~ "-10 at the beginning, then down to
"0".
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B. Relative Value

The parameter will be added to an existing one if it is turned on.
If turned off, the new parameter will replace an existing one.

C. Plus/Minus Value Alternation

The Plus and the Minus value will be randomized.

D. Integer Only

No decimals.

E. Same Value For Same Cel.

The same cel number uses a same value.

Calculation...

Performs a calculation on an existing value.
The following dialogue appears.

I Dpade

Ll
7 Euiract

| o | Cncal |

Enter a value, up to 3 decimals, and choose a mode among Multiply, Divide, Add, and
Subtract.

Multiply existing value x entered value = new value
Divide existing value + entered value = new value
Add existing value + entered value = new value
Subtract existing value - entered value = new value
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Reverse

Reverses the parameters within a selection in descending order.
Keyframes will be reversed as well.

& 5500 &[ 20055

8657 17228

11514 14371

14371 - 11514

172.28 8657

&| 20055 & 5500
First Frame ALT |+« | , [OPT}+[<]

Goes to the first frame.

— — e

Last Frame JALTI+{ = | . [OPT|+[-

Goes to the last frame.

Jump To Frame... LCTRL|+[[F 1 , [ SB1+[F

The following dialogue appears.

Sl To Fiommn

LS [E
Lo |

Enter a frame number and click "OK" to jump to that frame.
"5+10" can also be entered if the "Sheet View" is changed to "Second + Frame" mode.

Sample: 2+5 2 seconds 5 frames
5+10 5 seconds 10 frames
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Current Frame [CTRL}+[SHIFT}+[F] . [ZE]+[SHIFT}+[F]

If the current frame is not visible, choose this command to bring it up.

-. I L -.1-_ |17 | !E qr.-_
c— o=y R
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i, T e | : b T Y |

[Figure: Current frame not visible -> bring to center]
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Collapse Sheet

Closes "sub-cel layer", "effects layer" and "sound layer".
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Expand Sheet

Opens "sub-cel layer", "effects layer" and "sound layer".
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Sheet Settings...

Configures various settings of the x-sheet.

-> General...
General settings.

Fogheet e W]1i
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A. X-sheet Name
For confirmation only, cannot be modified.

B. Frames
Length (total time) of an x-sheet.
If you increase the number of frames, new frames will be added to the end of the x-

sheet.
Parameters in the newly added frames are set to default.

If you decrease the number of frames, frames will be deleted from the end of the x-
sheet.

C. Layers
Total number of layers in an x-sheet.
Camera layer is excluded.
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If you enter "4", there will be 4 layers: "-BG", "A", "B" and "C" plus the camera layer.

If you increase the number of layers, new layers will be added to the right of the x-
sheet.
Parameters in the newly added layers are set to default.

If you decrease the number of layers, layers will be deleted from the left of the x-sheet.

D. Camera Width/Height
Enter a camera size here.

E. Camera Size Template Popup Menu
Select a standard camera size here.

F. Units
Select the units to be used by CoreRETAS.

G. Standard Resolution
Standard resolution for a 100Frame. (Units: DPI)
CoreRETAS calculates mm (or inches) per pixel based on the camera size and
standard resolution.
To learn more about standard resolution, go to "Standard Resolution" in "Technical
Information"”.

H. FPS
Frames per second.
When exporting to a QuickTime or AVI movie, movie playback speed is based on this
setting.

I. Sheet View
Select a sheet view mode.

* Seconds + Frames
Displays in seconds and frames.

* Feet
Displays in feet.
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*Frame Number
Displays in frame number order.

*Page + Frame + Number
Displays in page number and frame number.
Maximum number of frames per page is set by "Frames Per Page".

J. Frames Per Page

Maximum number of frames per page

K. Guide Line

For clearer sheet view, guide lines can be added.
Enter "6" to have a guide line every 6 frames.

L. Cancel

Cancels the above settings and closes the dialogue.

M. OK

Click to accept the changes.
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-> Information... [CTRL}+[u] . [E]+[u]
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Stores sheet information such as title, episode number, ... etc. This information can be
exported during recording by turning on the "Export Sheet Info" option.

This information cannot be displayed in an x-sheet and is for recording purpose only.

A. Title
Enter a title.
Previously entered titles can be selected from the popup menu on the right.
A maximum of 10 titles can be stored in this menu.

B. Episode
Enter an episode number.

Previously entered episode numbers can be selected from the popup menu on the
right.
A maximum of 10 episode numbers can be stored in this menu.

C. Sequence
Enter a sequence number.

D. Scene
Enter a scene number.
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E. Seconds
Enter the scene duration in seconds.

F. Frames
Enter the total number of frames.

G. Take
Enter the take number.

H. Memo
Enter a memo.
A short note for communication with others.

Previously entered memos can be selected from the popup menu on the right.
A maximum of 10 memos can be stored in this menu.
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-> Memo...

| oK I Canoe

An x-sheet memo.

This "Memo" will pop up if you double-click an x-sheet or choose "Open" under "File"
menu.
For sending work note to others, such as a note on camera work.
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-> |n-Point...
T - |

Eimoeard i rePeand |H - W2 5 F

o Bk B &
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Recording start point when exporting to DDR (digital disk recorder).

Enter a time code in "Hours : Minutes : Seconds : Frames".

This In-Point is used for "Export -> DDR Export -> Record In-Point -> Sheet Settings".

If a new In-Point is configured in "Export" dialogue, this In-Point will be ignored.
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Stage Menu
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Image display mode settings in the "Stage Area".
Same as "Display Mode Select Button" in the stage window.
This menu is dimmed if no stage window is present.
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Basic View [CTRL]+[1] , [&®]+[1]
When selected, a current frame displays in color wire frame on stage. No other
information is displayed.

Although image contents can also be viewed, this mode allows higher speed playback
for position confirmation.
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Image [CTRL+[2] | [E]+[z

All layer images are shown on stage.

[Figure: "Image" mode]

188



Chapter 6-3 Menu Bar

Outline

Elements are shown in outlines.

[Figure: "Outline" mode]
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All Keyframes

All keyframes in the current pegbar or layer are shown on stage.

Select from one of the following sub-commands to view keyframes only:
-> Position X, Y
-> Position Z
-> Scale
-> Rotation
-> Center

[Figure: "All Keyframes" mode]
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All Frames

All frames of the current pegbar/layer are shown on stage.

[Figure: "All Frames" mode]

191



Chapter 6-3 Menu Bar

Frame Path

The path of the current pegbar/layer is shown on stage.
This frame path represents the center point path of the current pegbar/layer.

+
[Figure: "Frame Path" mode]
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Show Pegbar

The tab marker of the current pegbar/layer is shown on stage to indicates its
orientation.

[Pegbar OFF] [Pegbar ON]

Play ALT +[SHIFT]+>
Animation playback on stage.

Playback speed depends on your computer processor speed, not the x-sheet setting
speed.

Stop

Stops the playback.

Zoom In [CTRL|+[3] , [E]+[3

Enlarges the stage.
Zoom ratio is between 1/1 ~ 1/8.

Zoom Out [CIRL)+[4] . [E]+[4
Reduces the stage.
Zoom ratio is between 1/1 ~ 1/8.
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Effects Menu

Controls an Effects Layer for adding special effects to a cel layer or the camera layer.

An effects layer cannot be used separately with a sub-cel layer.

Add...

Adds an effects layer to a current layer.
To learn more about the effects layer, go to "About Effects Layers" in "Commands &
Tools".

Delete

Deletes an effects layer.
A confirmation dialogue will appear.

Another way to delete an effects layer is to drag an effects layer out of the x-sheet
window.

Setup...

Settings of an effects layer.
To learn about effects settings, please refer to each plug-in filter's guide.

Shift-click an effects layer's title bar also brings up the settings dialogue.
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Render Menu

Controls rendering and related settings.
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Render Current Frame

[CTRL}+[R] , [E]+[R]

Renders and displays the current frame in the rendering window.

[Figure: Rendering result]

Used for confirming a single frame.

Double-clicking a frame number in x-sheet also renders it.
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RGB View

Displays the RGB plane.

[Figure: RGB plane view]
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Alpha View

Displays the Alpha plane.

[Figure: Alpha plane view]

Note:
In the BG layer, the Alpha channel is usually displayed in white because the entire
camera has been covered by the background.
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Zoom In

Enlarges the image.

Zoom Out TR+ =1, [E]+

Reduces the image.

Normal

Returns to normal size.

Capture To Clipboard

Captures the current image and copies it to the Clipboard.
Same as the "Copy" command.
Use this to copy and paste the image to other applications.

Send To DDR

Sends the current image to DDR as a single frame.
Use this to confirm the image colors on a video monitor.
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Rendering Settings...

Configures rendering options.
The following dialogue appears.
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A. Change 3:2 Pulldown 24->30

Converts 24 fps x-sheet to 30 fps movie by automatically inserting fields.

B. Rendering Window
Rendering quality settings.
B-1. Resolution
* Lowest
Lowest image quality, highest rendering speed.
Good for quickly confirming camera work.

e Low
Low image quality, high rendering speed.

* Mid
Medium quality.
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* Good
Standard quality by default.
Good enough for most purposes.

* Highest
Finest quality. But longest rendering time.

B-2. Threads m

Multi-threaded rendering.

For best performance, set the number of threads to the same as the number of CPUs
installed. For example, 1 thread for 1 CPU, 2 threads for 2 CPUs, and so on.

If you select 2 or 4 threads for a 1 CPU PC, rendering speed will not be increased.

Threads setting is only available for Windows NT.

C. Stage

Stage image rendering quality settings.
C-1. Quality

* Low

Lower image quality, higher rendering speed.

» Mid
Medium image quality.

» Good
Standard quality.
Good enough for most purposes.

C-2. Threads m

Multi-threaded rendering.

For best performance, set the number of threads to the same as the number of CPUs
installed. For example, 1 thread for 1 CPU, 2 threads for 2 CPUs, and so on.

If you select 2 or 4 threads for a 1 CPU PC, rendering speed will not be increased.

Threads setting is only available for Windows NT.
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D. Smoothing

Smoothing settings

D-1. Layer Settings
Follows the settings in the Layer Setup palette.

D-2. Auto
Automatically detects and applies smoothing for finer quality when cels are scaled.

D-3. All
Force smoothing on all layers.
"Layer Setup" settings are ignored.

D-4. Off
No smoothing for any layers.
"Layer Setup" settings are ignored.

E. Both Edge Smoothing

CoreRETAS version 5 renders all images in 32 bit with an Alpha channel.
Normally, the RGB plane is not smoothed on export.

If "Both Edge Smoothing" is turned on, RGB plane is smoothed on export.
If you don't need this option, leave it off.

E. BG Color

Sets a background color.

This "BG" is not the "-BG" layer but behind it, in monochrome.

Click the color box and choose a color from the Color Picker to change the background
color.
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Windows Menu

Shows or hides windows and floating palettes.
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X-sheet

Brings an x-sheet to the front as the active one.

Stage [F5]

If the stage window is closed, opens it.
If the stage window is open but not active, makes it active.
If the stage window is open and active, closes it.

Z View [F&|

If the Z view window is closed, opens it.
If the Z view window is open but not active, makes it active.
If the Z view window is open and active, closes it.

.

Rendering Window  [f7|

If the rendering window is closed, opens it.
If the rendering window is open but not active, makes it active.
If the rendering window is open and active, closes it.
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CelBank [Fg]

If the celbank is closed, opens it.
If the celbank is open, closes it.

Layer Setup =

If the layer setup palette is closed, opens it.
If the layer setup palette is open, closes it.
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Help Menu o
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A. Version Info
CoreRETAS Yerzion 5.1.0

View the current CoreRETAS version information.
This information will be required if you need to call technical support.

B. RETAS! PRO Home Page

hittp: v, ret ag. com

Goes to the RETAS! PRO home page if you have internet access.
View the latest information and download updates from the home page.
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Help Menu [m3
| Help |

About Balloon Help...

Show Balloons
RETAS! PRO Home Page

A. RETAS! PRO Home Page

Goes to the RETAS! PRO home page if you have internet access.
View the latest information and download updates from the home page.
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Apple Menu 3

p;
About CoreRETAS...

& Apple System Profiler
& Apple Video Player

m~

About CoreRETAS...

View the current CoreRETAS version information.
This information will be required if you need to call technical support.

i

CoreRETAS

Copyright 1901 -2000 CELEYS, ire. &l rgglvls mese rveeo.
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Commands & Tools

Making A Selection

Click or drag to make a selection in the x-sheet. Parameters entered in the Input Field can be
registered in a selection.

Click a data cel to select one frame. Drag a range of frames and/or layers to make a larger
selection.

Shift-click also selects a range of selection.

Press an arrow key to move a selection. After each input, the selection also moves down
automatically.
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If you click a layer title bar, it becomes the current layer but the selection does not follow the
current layer.

If a selection is in an "effects layer" or a "sub-cel layer" when you collapse the sheet, the
selection moves to the cel layer.

A selection cannot come between different types of layers (cel layer, sub-cel layer, camera
layer or effects layer).

Also, a selection cannot be cross between 2 effects layers.

Keyframe Settings
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CoreRETAS manages the various parameters in an x-sheet frame by frame.

Parameters can be input frame by frame. Except for the "cel number", you can set only some
key point frames, then CoreRETAS automatically creates the rest of the parameters in other
frames.

These key point frames are called "Keyframes".

Creating parameters between the keyframes is called "InBetweening".

There are 2 kinds of keyframes: "Continuous-Keyframe" & "Noncontinuous-Keyframe"

1. Continuous-Keyframe
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"Continuous-Keyframe" creates a continuity between itself and other previous or following
keyframes.

It becomes a "center point" for InBetweening.

Sample: Continuous-Keyframe Setting

1-1. Create a new x-sheet with 60 frames and 4 layers.

1-2. Make sure the Auto InBetween switch E is on.

Set InBetween speed to "Uniform".

Set view mode to "All Frames" [}, and turn on "Frame Path" E..

1-3. Set Frame 1 To Keyframe

Click position button and then move the "CAM" pegbar.

1-4. Set Frame 60 To Keyframe

Click position button and then move the "CAM" pegbar.
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1-5. Set Frame 30 To Keyframe

Click position button and then move the "CAM" pegbar.

"Auto InBetween" has created a smooth curve on the frame path between "frame 1", "frame
30" and "frame 60".

2. Noncontinuous-Keyframe

"Noncontinuous-Keyframe" does not create a continuity between itself and other previous or
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following keyframes.

It becomes a regular "starting point" or "ending point".

Sample: Noncontinuous-Keyframe Setting

2-1. Create a new x-sheet with 60 frames and 4 layers.

2-2. Make sure the Auto InBetween switch E is on.

Set InBetween speed to "Uniform".

Set view mode to "All Frames" .I , and turn on "Frame Path" ...

2-3. Set Frame 1 To Keyframe

Click position button and then move the "CAM" pegbar.

2-4. Set Frame 60 To Keyframe

Click position button and then move the "CAM" pegbar.
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2-5. Set Frame 20 To Keyframe

Click position button and then move the "CAM" pegbar.
Now, Alt/Opt-drag the "CAM" pegbar to move it.

Alt/Opt-drag sets a "Noncontinuous-Keyframe".

"Auto InBetween" has created a sharp angle on the frame path between "frame 1", "frame
20" and "frame 60".

3. Continuous-Keyframes & Noncontinuous-Keyframe Mixed
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Repeat step "2. Noncontinuous-Keyframe".

3-1. Set Frame 40 To Keyframe.

Click position button and then move the "CAM" pegbar.

Frame 40 is now set to Continuous-Keyframe.

When CoreRETAS inbetweens the 4 keyframes "frame 1, 20, 40 and 60", since "frame 20" is
a "Noncontinuous-Keyframe", no matter where you move "frame 40", "frame 1 and 20" are not
effected.
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InBetween

1. InBetween Settings Dialogue

Choose "Sheet -> InBetween -> Setup...".
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A. Speed
Speed options.

A-1. Accelerate
To increase the speed gradually.
Mostly used for camera/cel fairing at the start of a move.

A-2. Decelerate.
To decrease the speed gradually.
Mostly used for camera/cel fairing upon stop.

A-3.A>>D
To accelerate, then decelerate
Mostly used for pans.
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A-4.D>>A
To decelerate, then accelerate.
Mostly used for changing transparency rather than for camera works.

A-5. Uniform
Always the same speed.

A-6. Graph Setup
Setting of speed using a graphical editor.

A-7. Graph Area
Edit the graph in this area. Horizontal lines indicate the time, vertical lines indicate the speed.
The default (reset) graph is a straight line, indicating "Uniform" speed.

A-8. Graph Settings
Click anywhere to add a control point.

Drag the control point to edit the curve.

With 1 control point, if the curve expends downwards, it indicates "Acceleration”. The more
the curve deviates, the faster the acceleration.

/]
/

5__"#—#‘————_"‘}{
[,

With 1 control point, if the curve expends upwards, it indicates "Deceleration”. The more the
curve deviates, the faster the deceleration.

The maximum number of control points can be added is 2.
Click somewhere else to add the second control point.
With 2 control points, complicated settings can be achieved.
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The above figure demonstrates an acceleration and a deceleration.

Move a control point again to modify the curve.

* Load...
Loads a saved "Graph Setting" file. (File extension *.ibf)

* Save...
Saves the current setting as a file. (File extension *.ibf)

* Revert
Reverts the current curve.
If the current curve is an acceleration, it becomes a deceleration.

* Reset
Deletes all control points and resets to uniform speed.

* Cancel
Ignores the setting and closes the dialogue.

* OK
Proceeds with the current setting.
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» Speed Confirmation Bar

o R TTTTIT T

An easy view of the current speed setting.

A-9. Spline
Inbetweens multiple keyframes with spline.
To learn about this option, go to "Notes About InBetweening" in "Commands & Tools".

A-10. Integer Only For Position InBetweening

Position InBetweening value becomes integer only.

Since the Position InBetweening does not calculate decimals, rendering time can be
reduced.

A high speed movement has no visual problems even if the decimals are not calculated.

A-11. InBetween Same Cel Number
Usually this option is on.
When activated, the same cel numbers are inbetweened.

If you don't want a character's foot to slide during a walk or run, turn off this option.
When it is off, the same cel numbers will have the same position value.

A-12. Match Position And Speed InBetweening On Stage
To learn about this option, go to "Notes About InBetweening" in "Commands & Tools".
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Notes About InBetweening

A. Position InBetween

A-1. If "Spline" Is Not Selected

There are 2 elements in Position InBetweening. One is the path, the other is the speed.

With both elements satisfied, the following situations may appear.

A-la. If multiple keyframes exist, the middle one's position may be adjusted.
The original position will remain somewhere on the path.

Uniform speed
B O Key Frame

7 Frame

1 Frame

The above uniform speed path with 7 frames and 3 keyframes becomes the path below if set

to "Accelerate".

Accelerate Speed
a4 O Key Frame

7 Frame

1 Frame
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A-1b. When "Match Position And Speed InBetweening On Stage" is checked, if you

move the middle keyframe among 3 keyframes, its position will be adjusted
automatically.

A-2.If"Spline" Is Selected

The middle keyframe's original position will remain unadjusted.

220



Chapter 6-4 Commands & Tools

B. Other InBetweens

B-1. If "Spline" Is Selected"

Multiple keyframes will be inbetweened using "Spline" method.

"Spline" will treat all the "continuous-keyframes" within a selection as a whole and separate
the "noncontinuous-keyframes".

[One selection]

|- |
L [ L L 2 iy A}
|-l I-| = e

Furthermore, "Spline" will not automatically adjust the keyframes positions.

B-2. If "Spline" Is Not Selected

If there are 3 or more keyframes within a selection, CoreRETAS will treat each keyframe
separately according to the settings.
Sample: When "Accelerate" is selected

[One selection]
[ |
$ . 4 L 4 +
| | - | - -

Accelerate  Accelerate Accelerate

If all the above "continuous-keyframes" are changed to "noncontinuous-keyframes", the
result will be the same.

[One selection]

| |
L 1y Ay 1
| -I—I-| o - | - I-|
Accelerate Accelerate Accelerate

This could also prevent the keyframes from being modified.
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About Reading A Scene Folder

To open a "scene folder", choose "Open Scene Folder...".
If no "Management File" (extension *.mng, created by TraceMan) is found in the folder, an
error message appears.

If no management file is found, look for an "x-sheet" file (extension *.tsf) in the same folder.
If an x-sheet file is found, open it.

If no x-sheet has been created yet, the management file will create a new one automatically.

A. X-sheet

A name is automatically created by the "management file".

B. Frames

The number of frames is automatically created based on the settings when created by
TraceMan.

C. Layers

The number of layers is automatically created based on the settings when created by
TraceMan.

D. Camera Size

The camera size is automatically created based on the settings when created by TraceMan.

E. Standard Resolution (DPI)

The standard resolution (DPI) is automatically created based on the settings when created by
TraceMan.
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F. "Information"

The following info can be viewed by choosing "Sheet -> Information".
« Title

 Episode Number
» Sequence Number
» Scene Number

The above 4 items are automatically created based on the settings when it was created by
TraceMan.

G. CelBank Auto Import

Automatically imports all cel folders from the scene folder to the celbank.

H. Layer Auto Setup

Automatically sets "Mono Trace" layers to "White Transparent”, and "Gray Trace" layers to
"Alpha Channel".

|. Layer Auto Link

Automatically links celbank "A" to layer "A", and celbank "B" to layer "B".
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About Markers

"Marker" is a newly added feature in CoreRETAS version 5.
A marker is a bookmark on the x-sheet.
A marker is used for instantly calling up a frame, and/or making a selection.

1. Make A Marker
1-1. Click a frame number.

1-2. Hold Alt/Opt key and press a number key between "1" ~ "10".

@ottst B

b -BG
= - E -
[ CaM J|l___-BG |
[ b | |[P Position ¥ {[_Cel Mumber |
»_ 320.00 1 i;

el L 8 [ [ ™ N 0 o 6 S LR [

|2 | = |—

14176 Frame itz pixel i i i i
[Figure: Make a maker / "1" is pressed]
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2. Call A Marker

Sample: To call up marker "1".

2-1. Hold Shift key and press "1".

2-2. Marker "1" appears in the x-sheet window center.
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Note:
When you call a marker, the current frame does not follow.

If you want to call up the current frame, use "Current Frame" command.
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3. Use Markers To Make A Selection

Sample: To make a selection between marker "2" and "3".

3-1. Hold Shift key and press "2" and "3" simultaneously. (Shift + 2 + 3)
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About Compositing Modes

1. Normal

Each pixel of the current layer reflects its original RGB value, no changes.
2. Add

Adds the RGB value of each pixel to the layer below.
3. Lighter

Lighter pixels are shown based on a comparison with the layer below.

4. Darker

Darker pixels are shown based on a comparison with the layer below.
5. Subtract

Subtracts the RGB value of each pixel from the layer below.
6. Difference

Absolute value of the difference in RGB based on a comparison with the layer below.
7. Multiply

Multiplies the RGB value with the layer below, then divides by 255.
8. Screen

Inverses the RGB value of both layers, multiplies them, then inverses again.
9. Backlight

Adds a backlight mask. To learn more, go to "Add & Backlight" in "Commands & Tools".
10. Gray Mask

Makes the layer as Gray Mask. To learn more, go to "About Masking" in "Commands &
Tools".

11. Alpha Mask

Uses the layer as Alpha Mask. To learn more, go to "About Masking" in "Commands &
Tools".
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About Effects layers

An Effects layer allow you to add special effect plug-in filters.

Select a special effect from the sub-menu under "Effects" menu to add it.
A new effects layer is added to the right of a cel layer.
An additional effects layer is always added to the very right.

Smoothing

12

Cel Murnber

14

15

16

To learn about special effects, go to "Standard Plug-in Filters" in "Commands & Tools".

A
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[ Smoothing | Focus
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16 -+
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Effects layers are processed in left-to-right order.

To change the order, drag and drop the effects layer.
Click an effects layer title bar.

Smoothing | Facus
(] (]
¥ 0.00

Sroothing | Focus
(] (]
oy ooo |
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Drag the layer to left or right, the cursor changes to a double-arrow, a red marker appears indicating
an insertion location.

A
Iil.,[} F
¥01

E
Yurmber |

cus

When the red marker indicates your desired location, release the mouse button to drop the
effects layer.

To copy an effects layer, Alt/Opt-drag and drop
HE: A
=¥

] C
G | &
iImber [ Cel Mumber
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To delete an effects layer, drag it out of the x-sheet window.

! =

i Smoothing Smoothing |
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[Figure: Drag an effects layer out of window]
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Effects Order

If effects layers executed in different order, the results will be different.

Sample 1: Focus (Lens = 5) -> Noise (Intensity = 50)

: o -
[Figure: 400% enlarged]

Focus effect first, then Noise effect.

Sample 2: Noise (Intensity = 50) -> Focus (Lens = 5)

— c

[Figure: 400% enlarged]

Noise effect first, then Focus effect. Noise effect becomes weaker than sample 1.
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Standard Plug-in Filters

CoreRETAS version 5 standard plug-in filter list and explanations.

Terms
CelBank : required or not
Parameters : selectable parameter type
Settings : options in "Setup..."
1. Soft Blur
Applies soft-blur to a layer.
Soft Blur ]|

RETASIPra Saft Blur Plug-in
Werzion 1.0.1

Copyright [C] 1933 CELSY'S, Inc. Al ights reserved.

— Soft Blur Setup

Repeat : I Timesz

K, Cancel
CelBank : Not required
Parameters : None
Settings : Soft Blur Setup

* Repeat ? Times
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2. Focus

Applies out focus (strong blur) to a layer.

Focus E3 |

RETASIPra Focus Plug-in
Yerzion 1.001

Copyright [C] 1333 CELSYS, Inc. Al rights reserved.

CelBank : Not required
Parameters . Lens
Settings : None
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3. Smoothing

Simulates camera focus by application of a strong blur to a layer.
Same as "Smoothing" in "Layer Setup".

Smoothing | x| |

RETASIPra Smaathing Plug-in
Verzion 1.0.1

Copyright [C] 1999 CELSYS, Inc. All rights reserved.

— Smoothing Setup

[ dnterior-E dge Smoothing Ol

(]8 Cancel
CelBank : Not required
Parameters : None
Settings : Smoothing Setup

« Interior-Edge Smoothing Only on/off

W (9
| { - II,-'
,—3)'5:’4 -\

A e r ~ 2
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4. Noise

Adds noise to a layer.

RETAEIFIn Moda Fiugdn

‘Weraion 1.01

Coppmahi (G 1290 CELSYS, Iro Al nghis reserved
[ Moza Sehp -
% EaEHoss

£ HEY b

ey 0P
| 2R +

CelBank : Not required
Parameters . Intensity
Settings : Noise Setup
* RGB Noise
* HSV Noise
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5. Invert

Inverts a layer.
Same as a negative-positive inversion.

Invert E2 |

RETASIPr Invert Plug-in
Werzion 1.0.1

Copyright [C] 1933 CELSY'S, Inc. Al ights reserved.

CelBank : Not required
Parameters - None
Settings : None
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6. Alpha

Converts a layer to Alpha mask.
Alpha |

RETASIPm Alpha Flug-in
Yerzion 1.0.0

Copyright [C] 1333 CELSYS, Inc. Al rights reserved.

— fAlpha Setup
I nvert
(] Cancel
CelBank : Not required
Parameters : None
Settings : Alpha Setup

¢ Invert on/off
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7. Backlight

Converts a layer to a Backlight Mask.
Backlight ]|

RETAS!Pro Backlight Plug-in
Werzion 1.0.1

Copyright [C] 1933 CELSY'S, Inc. Al ights reserved.

—Backlight Setup

Baze: - Hilite ; I:I

] Cancel
CelBank : Not required
Parameters : Intensity
Settings : Backlight Setup

Base Color, Hilite Color

-

To learn more, go to "About Backlight" in "Commands & Tools".
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8. Backlight2

Converts a layer to Backlight Mask.
Difference from "Backlight": no need to blur the mask.

AET&5IFm Backigh? Fhain
Warzoh 1.0.1

Copgaight |C] 1353 CELSYS. Inc &liights imemved

Etzcpighld Sahup

Eau:- HIIn:l:l

[ o | Cacel |

CelBank : Not required
Parameters . Intensity, Spillover
Settings : Backlight Setup

Base Color, Hilite Color

To learn more, go to "About Backlight" in "Commands & Tools".
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9. Mask Replace

Adds an additional mask layer.

Maszk Replace E |

RETASIFo Mazk Replace Plug-in

Werzion 1.0.1

Copyright [C] 1933 CELSY'S, Inc. All nghts reserved.

—Mazk Replace Setup

WV Driginal bask W Use RGE Mask

o

[ Irnwert b ask

0k, Cancel
CelBank : Required
Parameters : Mask number
Settings : Mask Setup

« Original Mask  on/off
* Use RGB Mask on/off
* Invert Mask on/off

To learn more, go to "About Mask Replace" in "Commands & Tools".
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10. RGB Filter

Adds an RGB filter to a layer.

AETHE P o REE Fiks Pluckn

versan 1 L1

Copsriphd (C11 328 CELSYS. Ine. Al nghis masrved.

- AGH Filler Sebp
Aed: I!'_
T = x|
Gre=n. [ﬁ'"
2l i X
Bz o
A = e
CelBank : Not required
Parameters : R Filter
G Filter
B Filter
Settings :RGB Filter Setup

Red, Green, Blue
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11. HSV Filter

Changes the color tone of a layer.

RETASIF HEW Flbsl Plugpin
Wemaan 1,001

Copight [T 1993 CELS4. Inc. &1 vights mamrveed

~H3Y Fitm Sehun

m
xf
e
X
m
|

sl L o =
E

[ ok |  caes |

CelBank : Not required
Parameters : H Filter

S Filter

V Filter
Settings : HSV Filter Setup

Hue Angle, Saturation, Value
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12. Mirror

Reverses a layer's images either horizontally or vertically.

Mirror |

RETASIPra Mirrar Plug-in
Yerzion 1.001

Copyright [C] 1333 CELSYS, Inc. Al rights reserved.

— Mirrar Setup
' Horizontal
T Yertical
] Cancel
CelBank : Not required
Parameters : Apply (0 = on, 1 = off)
Settings : Mirror Setup

Horizontal, Vertical
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13. Distort

Uses a mask layer to distort a cel layer's images.

Distort E |

RETASIPra Diztart Plug-in

Wersion 1.0.1

Copyright [C] 1933 CELSY'S, Inc. Al ights reserved.

CelBank : Required
Parameters : Mask Number, Intensity
Settings : None

To learn more, go to "Nesting" in "Commands & Tools".
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About Backlight

CoreRETAS uses backlight mask images (grayscale) to determine backlighting.

How To Use "Backlight" Filter

Sample images

("1 Backlight
—E3-BG

LM eGiga

—BA

=1 AdOD 1ga

1. Create a new x-sheet.

2. Import images to celbank "-BG" & "A".

w

. Link layer "-BG" to celbank "-BG", and layer "A" to celbank "A".

N

. Set Layer Setup palette.
-BG : Opaque
A : Backlight
5. Select cel layer "A" and add "Backlight" filter.

6. Enter a value for "Intensity". (For example: "1.2")

7. Choose "Setup..." under "Effect” to set up "Base" & "Hilite" colors.
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"Hilite" color is the light source, "Base" is the overlapping color that surrounds it.
In the following sample, "Hilite" is set to white (RGB = 255, 255, 255), "Base" is set to red
(RGB = 255, 0, 0).

If you use another compositing mode instead of "Backlight", such as "Add" or "Screen", the
result will be different.
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Backlight & Parameters

Backlight masks are 0 ~ 255 grayscale images.

In the following mask, the back portion (RGB = 0, 0, 0) is for the "Hilite" color, the
surrounding gray portion is for the "Base" color.

The white portion (RGB = 255, 255, 255) does not reflect any color no matter how strong the
parameter is set to.

If the "Intensity” is set to 0, no backlight will be produced. The greater value the parameter is
set to, the lighter the "Hilite" color will be, in relation to the "Base" color. But if the parameter is
too strong, "Hilite" color will start leaking out from "Base" color.

The "Backlight” filter requires an image to be blurred around the edge in order to express
spillover of light. The "Backlight2" filter has an "Spillover" control, so it does not require the
mask to be blurred.

[Figure: Mask]

We will use the above image (mask) to create backlights.
Set the layer compositing mode to "Backlight".
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Set both "Base" & "Hilite" to white.

If the parameter is set to too strong, it all becomes "Hilite" color.

Set "Hilite" to black and "Base" to white.
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Set "Hilite" to white and "Base" to black.

Set both to black.

Try different settings with other colors and parameters. If you can master the various
combinations, you will be able to create effects like "shining objects" or "darkness spreading".

Note:
To express a "dark light", use "Backlight" mode.
Principally, "Add" and "Screen" mode cannot express a "dark light" effect.
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BG Backlight

CoreRETAS backlight expression is different from the "Backlight” in traditional film. Only
layer below the backlighting effect are effected. Other layers besides the backlight layer are not
effected.

For example, if you want the "BG Layer" to be the backlight source and set it to backlight
mode, no light will come out from a cel above it, but only a flat background because it is the
lowest level.

In this case, create a backlight mask as in the following sample, attach it as a layer above the
cels, and set it to backlight mode.
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About Focus

Cel Focus & Camera Focus

There 2 types of focus: "cel focus" & "camera focus".
"Cel focus" means to add a "Focus Filer" to a layer and blurs it.
This is used for creating multiplane camera effects.

[Figure: Layer focus]

It applies focus (blur) to a cel layer before it is composited with other layers.
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A "camera focus" applies focus after all cel layers are composited.

[Figure: Camera focus]
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Focus & Scale Value Relationship

An out-of-focus result is affected by a layer's scale value.
If focus is applied after a scale change, the blur effect may disappear.

f"BIur" =3, scale = 30]

In other words, a smaller scale weakens a focus effect. In this case, set the focus value
greater depending on the scale value.
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About Motion Blur Effect

A high speed train passing, a quick camera pan. These kind of scenes are often seen in a
film or video. Some of the images are blurry. This blurry effect is produce by a fast movement
with a slow shutter speed because a clear image could not be captured.

"Motion Blur" is to simulate this fast motion blurry effect.

What Is Motion Blur Effect Suitable For?

The "Motion Blur" effect can be configured in the camera layer and all cel layers.
If the camera layer is configured for motion blur, all cel layers will be effected.

Intensity of a motion blur (blur level) depends on its value in x-sheet (0 ~ 100), frames
moving speed and rotation angles.

254



Chapter 6-4 Commands & Tools

Note About Motion Blur

How blurry a "Motion Blur" is depend on the speed of the movement of a camera or a cel.
If the camera or a cel does not move, no motion blur effect will be produced no matter how
great the parameter is set to.

[Figure: Motion blur applies to a fixed cut]

255



Chapter 6-4 Commands & Tools

About Masking

A mask allows control over the visibility of the lower and the upper layers.
There are 2 types of mask: "Gray Mask " and "Alpha Mask".

Gray Mask

A "Gray Mask" can be either a 24 or 32 bit image.

(In both 24 bit and 32 bit images, the RGB plane will be converted to grayscale for use as a
gray mask.)
The Alpha channel of an image, if any, will not be used.

Black (RGB = 255, 255, 255) pixels in the mask image will make the lower layer visible.
Here, "lower layer" means the composited results of all layers below the "Gray Mask" layer.

White (RGB =0, 0, 0) pixels in the mask image will make the upper layer visible.
Here, "upper layer" means the layer directly above the "Gray Mask" layer.

Please note this "upper layer" is different from that in CoreRETAS version 4.

The darkness of a pixel in the grayscale mask determines the transparency of the mask.
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A Layer

kask

B Ly

[Figure: Composited layers]

[Figure: from left -> BG layer/mask image (RGB plane)/A layer]

[Gray Mask composited result]
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Alpha Mask

An "Alpha Mask" must be a 32 bit image because the Alpha channel of the image is used as
mask. A RGB image cannot be used as an Alpha Mask.
Otherwise, the function of an Alpha Mask is the same as a Gray Mask.

If you want to use a 24 bhit image as an Alpha Mask, set it to "Alpha Channel" mask mode in
order to create an alpha channel, then use this alpha channel as a mask.

Black (RGB = 255, 255, 255) pixels in the alpha channel will make the lower layer visible.
Here, "lower layer" means the composited result of all layers below the "Alpha Mask" layer.

White (RGB = 0, 0, 0) pixels in the alpha channel will make the upper layer visible.
Here, "upper layer" means the layer directly above the "Alpha Mask" layer.

Please note this "upper layer" is different from that in RETAS! PRO version 4.

The darkness of a pixel in the alpha mask determines the transparency of the mask.
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About Mask Replace

How To Use The "Mask Replace" Plug-in Filter

"Mask Replace" uses a new layer as a mask rather than the original cel layer's alpha
channel.

Sample Sheet
Set "-BG" & "A" layer to "Opaque".

B3 A
vlilv vlilv[).
[ B )|I[_#02 ] m
[ -BG |l A 1 mask |

[ Cel Murber )| Cel Murnber | [ Mazk Mo, |

1 1 1
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Material CelBank "-BG"

Material CelBank "A"

1 & EFphad e B0l Pl R A0000 TE
s [N T Friles kvt o] sbca\ FE TS Y 1 Sandeids

e . 1 - -

CelBank "A" image contains the following alpha channel.
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Material CelBank "Mask" (24 bit)

.Lﬁ' el T J
i ok 0 RoRelisd ok TEss P Hrer nark s

mnmmmmiiri'ﬂd‘ Ei
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Sample 1:Original Mask Off
Use RGB Mask On
Invert Mask Off
A cel

Alpha channel created by Mask Replace filter

Composited result
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Sample 2:Original Mask On
Use RGB Mask On
Invert Mask Off
A cel

Composited result
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Sample 3:Original Mask
Use RGB Mask
Invert Mask

A cel

a
.'\-_-"'

Alpha channel created by Mask Replace filter

Composited result

On
On
On
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About Smoothing

"Smoothing" is to smooth out "rough” or "ragged" lines. This is normally called "antialiasing"
and the ragged, stair step edges are "aliased".

CoreRETAS can automatically find lines and adjust only the aliased portion.

It may sound like a Blur, but is completely different.

A "Blur" softens the entire image and decreases the contrast.

"Smoothing" does not change the contrast and only revises the aliased portion of the line to
make it smooth.
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There are 2 types of smoothing: "cel smoothing” & "camera smoothing".

"Camera smoothing" smooths the final result after all layers are composited.
To use it, select the camera layer in "Layer Setup” palette and click the check box.

"Cel smoothing" smooths a cel layer before it is scaled and composited.
To use it, select a cel layer in "Layer Setup" palette and click its check box.

"Camera smoothing" is not effective on a mono-traced cel layer when it is scaled and
focused. Use "Cel smoothing" instead.

Normally, when "Auto" is set in the "Smoothing" option of the "Rendering Settings",
CoreRETAS will automatically determine the amount of layer smoothing necessary. It is
recommended that the default setting be used.
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Alpha Channel Compositing

Alpha CHANNEL COMPOSITING is used for compositing images created by 3D programs.

For highest quality results, 3D software applies antialiasing to rendered images, so the
boundary line (edge) may look dirty when composited in White Transparent mode with
CoreRETAS.

In this situation, use alpha channel mode instead.

Export the images from the 3D software in 32 bit mode, import them in CoreRETAS, and set
"Mask" mode to "Alpha Channel" in the "Layer Setup" palette.
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Color Para / Para Overlay

There is a technique called "Color Para" or "Para Overlay" in traditional cel animation.
This technique places a colored paraffin paper in front of camera lens to create a colored shadow.
CoreRETAS can create this "Color Para" effect by using the alpha channel compositing.

Below, the RGB channel is all back and the alpha channel has a black-and-white silhouette
"para”, then is blurred.

[RGB plane]

[Alpha plane] [Alpha plane (blurred)]
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Composited result.

In this sample, the "para” layer was set to 80% transparency in order to adjust its darkness.
If desired, you can invert the black-and-white image.
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Advantages Of Add

Here we detail the advantages of "Add" mode versus the "Backlight" mode.

Similar to "Backlight", "Add" is also used for simulating light.

"Add" is to add up the pixel values of 2 layers. The result is same as a double-exposure as
traditional film.

Add is performed in the RGB channel, 255 is the maximum the value can reach.

Since this is the same as a double-exposure, please note the following:

1. Do not use a bright background.

Lit material will not be seen on a bright background.

2. Lower material should not be too bright.

A material that is too bright will exceed 255 after it is added and will become completely
white.
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-BG layer

A layer

B layer (Add mode)
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[Figure: Composited result]

In the above sample, after the text is added to the white portion of the character cel, it
becomes completely white (it has exceeded 255).
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Add And Backlight

Here we describe the difference between Add and Backlight.

On the left is the "Add" result with transparency changes, on the right is the "Backlight" result
with intensity changes.

[Add] [Backlight]

In "Backlight" mode, the flare spreads less when light intensity is low. In "Add" mode, the
flare depends on the material.

In "Backlight" mode, the background becomes invisible when the light becomes stronger. As
in "Add" mode, the background is always visible.
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Also, in "Add" mode, the triangle shape has collapsed when the light gets too strong.

Since the Add mode easily affects the background, it is more suitable for simulating weaker
light.

Sample: A flare material used in Add to create a soft light.
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About Exposure Effects

CoreRETAS uses "RGB Filter" to create exposure effects as in traditional film.

Fade In & Fade Out

Sample: To create a fade-in in the first 18 frames.

®ctest 0 ®
CaM ; Eook] Book?

mlv v&lilﬁvv vlllild{vc v%{v v%v
[ caM )| BG [ #:0 | #o2 )| #O03 |
[ BG_ [ Bookl | Bockz ||l B |

[P Position % ) |[_Cel Mumber ]|[ Cel Mumber ]|[_ Cel Mumber ]| P Position 3 |

=
ks [T Ly
=t I oD 100 =] B (O] | Jiad [P L

2000 1 1 1 237.00 [

e
[5]

—
.

Fararl
[y |

S
Log]

L
-]

—
]

L
(W]

[
Lo

I
i

[0
[

]
L]

£
NE

1/176 Frame [nits: pixel < | | ﬂ
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We will use a RGB filter in the camera layer.

Select the camera layer, then choose "Effect -> Add... -> Tone -> RGB Filter".

Select "R Filter" from the "Input Parameter Select Menu" of the "RGB Filter".
The "R Filter" is shown 0(%) by default.

CAM

I | RGE Filter
m

[P Position ] [ R Filter |

220.00 (L0

We will set the fade-in starting frame at frame 1 and the ending frame at "frame 18" as

keyframes in order to do auto inbetweening.

Select frame 1, type "-100" and press the Enter key. Then choose "Set Continuous-

Keyframe" command.

| BGB Filter
L]

0.00
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Select frame 18, type "0" and press the Enter key. Then choose the "Set Continuous-
Keyframe" command.
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[ BGE Filter |
(m]
= | 10000
0.00

58 3

Set both the "G Filter" and "B Filter" of frame 1 to "-100".
Set both the "G Filter" and "B Filter" of frame 18 to "0".
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| BGB Filter | [ RGB Filter |
(=] (]

[ GFiter J| [__B Filter |

| -100.00 | -100.00
0.00 0.00

B B —

Next the InBetweening.

If you set the inbetween speed to "Uniform", the fade-in will seen too short. To make it look
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more natural, We will set the speed to "D >> A".

Choose "Sheet -> InBetween -> Setup..." to bring up the dialogue.

Click the "D >> A" speed option, then click "OK".

Drag the mouse between the 2 keyframes to select, then choose "InBetween" command.

That's how to create a fade-in.
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: —

-

-100.00

-89.23

-80.30

-72.95

-66.34

-£2.04

-5y 39

-54.55

-51.48

-48.52

0.00

-42 01

-37.96

-33.05

2

-19.70

-10.77

02

(.00

[Figure: Fade-in sheet]

To create a fade-out, reverse the RGB filter value from 0% to -100%.

To create a white-in or white-out effect, use a positive value (100%) instead of a negative (-

100%).

Nesting
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CoreRETAS version 5 can import x-sheets into a celbank as well.

This figure demonstrates that an x-sheet is imported into celbank "A".

" ¢

File Mame: kask.tsf

[Figure: File type in this celbank is "*.tsf".
This sheet-in-sheet feature is called "Nesting".

Sheet nesting allows real time editing/confirmation of an x-sheet. This requires the sheet to
be pre-exported in CoreRETAS version 4.

Also, nesting gives you more control over complicated special effects.

Note:
A nested sheet does not display images on the stage even though it is in "Image" mode.

Nesting Sample
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Here we will see how to add an image distortion (ripple glass) effect by using sheet nesting.
Sample data can be found on the RETAS! PRO CD-ROM.

A nest sheet and a nested sheet need to be created first.

1. Create a nest sheet
Choose "New X-sheet" and create a sheet with 150 frames and 1 layer.

Mew X-sheet |

er-sheet Mame: i}i-sheet hiezting. taf

Erames: 150

Layers: !1

Camera \Width: iE*’rD
Carmera Height: !489

Uniks: i pinel - I
Standard Besolution: l?z 5]
FPS: [24

02 : 640 = 480

Frame Mumber _"'_I

Sheet Wiew:

Frames Per Page: 144

Guide Line: iE

] Cancel

2. Import an image and assemble the sheet
Import an image "-BG" in celbank "-BG".
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18 -Bi; URskosd @ivgos. BTsere Pl forse BTG Sorsc 4D ED)  Faokdon D] =
Tathlh i sl B, Ll 1

Set the "-BG" layer to "Normal" and "Opaque" in the Layer Setup palette.

& C-2.tst ]|
1| BG_|» Preview  Setup |
Mode:  [Nomnal |
Mask:  |Opaque =]

™ Smaathing

Tilirg: o m

Double-click the "-BG" layer title bar to select the entire "-BG" layer, then enter "1" as the cel
number.
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‘B X-sheet nesting_tsf *

LAk -BG
I

[ caM ) BG |

[P Position 4 ||[_Cel Humber |
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n

2o
{ug]

i
]

i
mu]

i
[ ]

-0
[}

M-
S

[~
[~

[~
[5]

-
15

)
[y |

[+
o

-0
-]

[0
[wa]

-2
[da]

Al
]

14150 Frame | ritz: piwel

Save the sheet as "SheetNest.tsf".
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Save As
Save i I _ 4 #-zheet nesting
| 1-bg
| Imask
File name: iH-sheet nezting Save
Save az lupe: Ix-sheet [# t=f) j Carcel
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3. Create a nested sheet

Choose "New X-sheet" and create a sheet with 150 frames and 1 layer.

Mew X-sheet |

#-sheet Marne: ima&k. taf

Frames: !1 a0

Layers: !1
Camera Width: i54|:| 02 - 640 * 430
Camera Height: !435

Lnits: i pixel - I

Standard Besolution: |72 DF
24

FPS: !
Sheet Yiews; ! Frame Murnber _"_I
Frames Per Page: 144

Guide Line:

-

Qk Cancel

287



Chapter 6-4 Commands & Tools

Choose "Sheet -> Layer -> Rename..." and change the "-BG" layer name to "mask".
Choose "Sheet -> Pegbar -> Rename..." and change the "-BG" pegbar name to "mask".

Choose "Sheet -> CelBank -> Rename..." and change the "-BG" celbank name to "mask".

CaM mask |
- E -

[ mask )| mask |

[ P Pozition ¢ ]|[_Cel Mumber |
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I
e

-2
[~

-2
[N ]

-2
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-2
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-

[
{n]

g
[da]

'I

1/150 Frame itz pisel ;I &
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=]
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4. Import an image and assemble the sheet

Import the "mask" file into celbank "mask".

* mmp | ¢ EiAsked @ bpoi. W0skis Fs W WMASE TR Gy 1230 "800 Apsokition 10 -«
Lo 2 NG panple st ah Dore ET 65 T haphs BTt sl G M EE Y TolmCel ]

Set the "mask" layer to "Normal" and "Opaque" in the Layer Setup palette.
Turn on Tiling "X".

B mask_tsf |
4| mask | ¥ Preview  Setup l
M ode: INDrmaI j
Mazk: leaque _'_i
[ Smocthing

Tiling: e [
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Double-click the "mask" layer title bar to select the entire "mask” layer, then enter "1" as the

cel number.
[ Illlilﬂ.ﬁk_
- -
[ mask )| mask |

[P Position 3 ]|[_Cel Humber |

320.00

,— .
=
]
— o oo oo 1= b lon e fe e |
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(e
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5. Camera work
Open the stage window, and select "CAM" by clicking the "Pegbar Select Button".
@ mask tsf (1:8)
Pegbar ] Laver ] .
WS UEG * 2% 3 ABRBO
0 |y 24000 | z[ [500.00 [ 1 ]

¢l [ooo | * <00 %

Iyl P
150
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Here We will slide the "mask" cel to create a moving mask.

Make sure frame 1 is the current frame.
If not, use the stage control panel to move to frame 1.

1
& <10 0= #
=

Click the "Pegbar Select Button" on stage and select "mask".
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Click the "P Position X" field on stage to select it.
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When the field is highlighted, click the Continuous-Keyframe button to set it as a keyframe.
'@ mask_tsf [1:8) f
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Next, use the stage control panel to move to the last frame (frame 150).

160
* <10 00 %
-

Click the "P Position X" field on stage to select it.
'ﬁ mazk._tsf [1:8]
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Type "-2000" in the "P Position X" field and press the Enter key to confirm it.
@ mask_tsf [1:8)
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While the "P Position Y" field becomes highlighted, click the Continuous-Keyframe button to
set this frame as a keyframe.

'ﬁ maszk.tsf [1:8]
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Select "P Position X" from the Input Parameter Select Menu under "mask" layer.
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Double-click the "mask" layer title bar to select all frames.
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Choose " Sheet -> InBetween -> "Setup..." to bring up the dialogue.
Select "Uniform" and then click "Apply".
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Save the sheet as "mask.tsf".
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6. Sheet nesting
Open "SheetNest.tsf" saved in step 2.
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Select "-BG" as current layer.
Choose "Effects -> Add -> Distort -> Distort".
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Choose "Sheet -> CelBank -> Insert..." to add a celbank "mask".

Bl e i 0l
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Import "mask.tsf" saved in step 5 into celbank "mask".
In the celbank import dialogue, select "X-sheet" as the file type and then double-click
"mask.tsf" to import it.
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The difference from importing image files: a nested x-sheet does not display thumbnails.
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In the effects layer "Distort", change the CelBank Select Menu from "=" to "mask".
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Make sure the Input Parameter Menu is in "Mask No." mode.
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Choose "Sheet -> Cel Number Auto Input".
Follow the figure below and then click "OK".

Cel Humber Auto Input |
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Select "Intensity" from the Input Parameter Menu.
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Double-click the effects layer "Distort" title bar to select all frames, then enter "50".
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Double-click frame number 1 to render the frame.

& %-sheet nesting._tsf [1:2) Ed
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To check the animation, export it to a QuickTime movie.
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About RLA Files

CoreRETAS version 5.1 is able to import RLA files using the RLA plug-in.

The RLA file is created by 3D Studio MAX and contains various options.

The RLA plug-in must be installed in order to read the RLA files.

The RLA plug-in for RETAS! PRO is able to read "Object ID" and "Z Depth" options.

Sample of Using An RLA File

Click the "Import" button in the celbank palette and the Open dialogue appears. Select an

RLA file and then click "Open".
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"3D Studio MAX RLA Setup" dialogue appears.
Turn on the "Preview" button to see the image in the preview area.

The "3D Studio MAX RLA Setup" dialogue has 3 options: "Ignore Options", "Z Depth" and
"Object ID".

A. "lgnore Options"

This will ignore all options in the RLA file and import it as a regular still image, which is similar
as reading a Targa or other 2D image files.

313



Chapter 6-4 Commands & Tools

B. "Z Depth" Option

This will import the "Z Depth" information in the RLA file and then you can use the "P Position
Z" to define the number of pixels in Z depth to be visible.
CoreREAS can control the transparency/opaque by pixels.

The pixels deeper than the Z depth value of "P Position Z" will become "transparent (RGB:
255, 255, 255)".

P Position Z =-280

P Position Z = -1000
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BG ("Ignore Options™) A cel B cel (P Position Z = 280)

Composited result
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By controlling B cel's "P Position Z", the 2D character can enter in-between the 3D objects.

P Position Z = -280.0

P Position Z = -265.32

P Position Z = -257.02

P Position Z = -250

Please note that the transparency/opaque control through "P Position Z" is only effective
when the RLA files have been imported with "Z Depth" option.
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In order to use the "Z Depth" option, the "Z Depth" and "Z Coverage" options must be turned
on when exporting RLA files from 3D Studio MAX.

For details about "Z Depth”, please see the 3D Studio MAX manual.
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C. "Object ID" Option * Object ID

The RLA plug-in is able to identify each individual object by its original ID stored in the RLA
file and import the desired object by its ID into the celbank.

Sample of Objects

L ==

ObjectID =1 ObjectID =7

| 7

Object ID =2 Object ID =9
‘F
ObjectID =3 Object ID = 10
b
Object ID =4

(Note: Objects of ID = 5, 6, 8 are abandoned.)
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In order to use the "Object ID" option, the "Object" and "Z Coverage" options must be turned
on when exporting RLA files from 3D Studio MAX.

For details about "Object", please see the 3D Studio MAX manual.
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Technical Information

Notes About Cut And Paste

1. "Cut" and "Copy" will transfer all parameters to buffer no matter what is selected in
the x-sheet's "Input Parameter Select Menu".

"All parameters" means all selectable parameters in "Input Parameter Select Menu" listed
below.

Parameters transferred to buffer by "Cut" and "Copy":

Cel Number (Note 1)
P Position X

P Position Y

P Position Z

P Scale X

P Scale Y

P Rotation

P Center X

P Center Y

Position X

Position Y

Scale X

Scale Y

Rotation

Center X

Center Y
Transparency(Note 1)
Motion Blur

(Note 1: camera layer does not have "Cel Number" or "Transparency".)

"Cut" and "Copy" cannot transfer only a selected parameter .
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2. "Paste" will transfer all parameters that have been copied.

To paste only selected parameters, use "Selective Paste" command.
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About Edge Smoothing

CoreRETAS version 5 always exports images in 32 bit file format containing an alpha
channel.

(Thus the "Add Alpha" check box in "Layer Setup" palette no longer exists.)

The Edge Smoothing (antialiasing) target is the alpha channel, not the RGB plane.

If there is no image below a cel (either mono or gray-traced), you will not see any edge
smoothing (antialiasing) in the RGB plane in the rendered result. Instead, you will see edge
smoothing (antialiasing) in the alpha channel, which is good for compositing with other images

in other programs.

[Rendering Window]

@ .

[With background] [Without background]
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100Frame & Standard Resolution

RETAS! PRO ¥ system has implanted the concepts of "100Frame" & "Standard Resolution".
This makes it easier to calculate the resolution and easier to understand.

"100frame" is a popular term in the Japanese animation industry. A fixed camera scene is
considered a "100frame". (Traditionally, it was equivalent to 9.5 field.)

18
an

1]

To indicate a track in or track back, you can use terms like "TU to a 50frame" and "TB to a
150frame".

The concept of a "100frame" in RETAS! PRO is based on X, Y coordinates according to a
fixed "100frame". A "100frame" is a "frame at 100% size" and its half size in both width & height
is called a "50frame". Its double size in both width & height is called a "200frame'.

"Standard Resolution" indicates the size (X, Y coordinates) of a 100frame, scan resolution
(DPI) and number of pixels in the X and Y directions.

In older versions of RETAS! PRO resolution was based on "DPI".

Not only is the DPI based resolution hard to understand but also it does not provide enough
information for real production. Very often, the formula "1 pixel = ? mm" or "1 pixel = ? inch" is
used to calculate the distance (number of pixels) of a movement.

CoreRETAS version 5 uses pixels as the basic measurement to indicate the coordinate
parameters, and "mm" or "inch" unit if desired.
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About PaintMan Layer Structure

PaintMan uses more than one layer to store images.
The structures of mono-traced images and gray-traced images by TraceMan are slightly
different.

Layer Structure Of A Mono-Traced Image

A mono-traced image has 2 layers: the "Line Layer" and the Color Layer". As shown below,
"Line Layer" holds the black outlines, "Color Layer" holds color-traced lines and paint colors.

[Figure: Layer structure of mono-traced image]
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Layer Structure Of A Gray-Traced Image

A gray-traced image has 2 layers: the "Gray Layer" and the "Color Layer".

The "Gray Layer" holds the black pencil lines with their grayscale information.

When you paint a gray-traced image, it looks like you are painting around the grayscale lines,
but actually you are painting in the color layer and what you are seeing is the composited result
of the painted color layer and the gray layer. If you see a line gap in the color layer, it has
nothing to do with the grayscale lines.

i

L V)

[Figure: Layer structure of gray-traced image]

Otherwise, painting a gray-traced images is the same as painting a mono-traced image.
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About Color Configuration

Computer Color Configuration

A computer has 2 ways to express colors: RGB and HSV.

CoreRETAS can use both methods. Here we will explain the basic method of RGB.

"Color" on computer is the mixture of 3 primary light sources: red (R), green (G) and blue (B).

Full color mode can handle 256 grades of scale from 0 ~ 255 in each channel of Red, Green
and Blue. For example, a 50% gray is a mixture of RGB = 128, 128, 128.

The system Color Picker gives you 256 grades, sampled as below.

(Sample)
Skin R: 252 G: 199 B: 146
Skin (shadow) R: 140 G: 62 B: 35
Skin (highlight) R: 255 G: 232 B: 217
Hair R: 252 G: 199 B: 146
Hair (shadow) R: 157 G: 62 B: 13

About Display Device Color

The colors are configured on a computer display but most projects are usually output to video
or film.

The color display of a video monitor or film may be slightly different from that of a computer
display, so the output color should always be checked on the final output device.
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Exchanging Data With Other Software

Save Format

RETAS! PRO saves images in multi-layer format, which is specially designed for animation
painting. When TraceMan traces an image, it automatically puts the black pencil lines data in a
line layer and the colored lines (RGB) in a color layer.

Outline data is usually not used by other software, so it is stored at the end of the image file.

Image data Image data
Alpha chonnel Alpha channel
Layer data i

[Figure: Layer information stored at the end of an image file]

If an image file traced by TraceMan is opened and re-saved by an application program other
than PaintMan, the layer information will be lost.
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Mono-traced image opened by other applications
[Opened by PaintMan] [Opened by other retouch software]

Gray-traced image opened by other applications
[Opened by PaintMan] [Opened by other retouch software]
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If the images are mono-traced, one of the following methods can be used to separate the
layers again.

(1). Use PaintMan's "Separate” function in the Batch palette to separate the outlines.
(2). Use TraceMan to trace again.
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Compatibility With Other Software

When using other graphics software to open RETAS! PRO traced images, the layer
information at the end of the file may be treated as "incorrect information”. Sometimes it may
not be opened.

(Such as with Photoshop 4.0 or 5.0 Windows version)

Compatibility Of Gray-Traced Images (PaintMan)

An image gray-traced by version 5 no longer contains the "line layer", but can still be
exchanged with version 4.
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Scene Folder System

Animation production requires a great deal of cooperation when working with large amounts
of image files. If any person names the files and folders in his own way, the file names and
contents may become confusing to others, making subcontracting impossible.

In order to build an effective system of managing large amount of files, RETAS! PRO
manages files by folders.

RETAS! PRO ¥ version 5 uses a new standard file management system. This new file
management system is called the "Scene Folder System".

By using this "Scene Folder System", data can be smoothly exchanged even between
different productions.

The scene folder system keeps all necessary data of a scene stored in its "Scene Folder".
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Scene Folder
A "scene folder" contains the following folders and files.

C1C-16

t BK1E1 152
7 BK1E-7 134

— Em A
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1] AD0oz.19a
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] A 1o
1 A L

— B
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7 B0 o8

| B0 tga
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% Bi06.ga

L Bap+
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T B2 g
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t_’: BN b
B s

— [ C-16.mng
— [MC-16.ts

[Figure: A scene folder sample]

1. Cel Folder
BG (background), A cels, B cels, C cels are kept in individual cel folders.
A folder should be named the same as the layer name.
A layer cels should be placed in the "A" folder, B layer cels in the "B" folder, and so on.
When CoreRETAS reads a "scene folder", if it finds any sub-folders with same name as the

layer folders (-BG, A ~ Z...), and treats them as "cel folders".
CoreRETAS imports the "cel folder" into a celbank and then links it to a cel layer with the

same name.

BG and overlay folders should be named "-BG", "-BK" or "-BOOK", with a hyphen (-) or

underscore (_) inserted at the beginning.
Folders with a "hyphen (-)" and "underscore ()" at the beginning are ignored by TraceMan's

Batch process.
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2. Sub-cel Folder

Another new concept in RETAS! PRO version 5 is the "sub-cel layer".
There are 2 types of sub-cel layers attached to a cel layer: upper cel and lower cel.
Mainly used for "motion combining". If possible, always use the "lower cel" first.

CoreRETAS automatically searches for cel folders inside a "scene folder", imports them to
celbanks and then sets up their layer mode. If sub-cel folders exist, celbank import will follow
the order shown below.

:—E:IH
ol

[] Boo0.ega
1] B0 )@
{] D000k s
L] BOODM. s

tq B+, g
B-+O0E 1
— e

t:] R ERTE
L] B 18

[Figure: cel folder with sub-layers]

If a sub-folder inside a cel folder has the same name as the cel folder (-BG, A ~ Z...), it will be
imported into a celbank and linked to a cel layer with the same name.

If a sub-folder inside a cel folder has a name like ["(layer) folder name" + "+"] or ["(layer)
folder name" + "-"], it will be imported into a celbank and linked to a sub-cel layer (upper or

lower) of the cel layer.

Other files or folders will not be imported by CoreRETAS automatically.
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3. Image Files

Images files are stored in cel folders.
The scene folder system names a file as follows.

Layer name + (4 digit) image number + extension
The "layer name" should be a letter indicating A, B cel, etc.

The "number” should be a digit (hormally 4 digits).
Numbering starts from "1" not from "0".

An "extension" should be attached unless there is some reason not to.

Sample: A cel folder
A0001.tga
A0002.tga
A0003.tga
A0004.tga

Incorrect values:

A0000.tga the number starts from "0".

the number must starts from "1".
Al.tga the number does not have enough digit.
A0002 no extension

Except for the extension, other portions must follow the naming rules in order to be used with
the RETAS! PRO system. RETAS! PRO manages image files in numerical order so the number
must be in proper ascending order.

To learn more about this, go to "RETAS! PRO File Numbering".

4. X-sheet Files (Extension *.tsf)
An exposure sheet file created by CoreRETAS.
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5. Management Files (Extension *.mng)

These files contain various data required by the applications of RETAS! PRO series.

Only when a management file is in a scene folder will RETAS! PRO be able to recognize it
and perform automatic operations.

The management file can only be created automatically by TraceMan when it creates a "New
Scene Folder". You cannot make this file on your own.

RETAS! PRO applications write necessary data to this management file, and require it to
perform automatic operations.
Please do not move, delete or modify the management file.

If the "management file" has been moved, deleted or modified, an existing x-sheet may
become corrupted, and then you will have to manually modify it.

6. File Management By Folders

RETAS! PRO manages large amounts of files by folders. Please note the following when
managing your folders.

6-1. Moving, copying or deleting must be performed by folders.

RETAS! PRO reads files by the folders. If one file is moved out of a folder, the x-sheet will
lose its overall order.

Even if you only have one image file, always place it in a folder.

6-2. Do not place unnecessary files in a folder.

As above, if you place unnecessary files in a folder, the File Previewer (PaintMan) and
CelBank (CoreRETAS) will lose the numeral order (see "RETAS! PRO File Numbering).
Additional files should be placed in new folders.

6-3. Folders that you do not want to be batch processed
To exclude a folder from Batch processing, insert a "- (hyphen" or "_ (underscore)" at the
beginning of the folder name such as "-BG" or "_temp".
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7. Scene Folder Name Format

Scene folder names are recommended to be in the following format.

Sample: scene number 12
S-012

If the scene is a part of a sequence:

Sample: sequence 07 scene number 20
S-07-20

If it is a shared scene, use comma to separate the scene numbers.
Sample: scene 17, 19, 22 sharing
S-017,019,022
Files scanned with fixed frame for camera work can be placed in a folder named -FRAME (or
-FIELD).
Sample:

-FRAME
-FIELD
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8. RETAS! PRO File Numbering

RETAS! PRO's cel order is not directly linked to a file number.

When RETAS! PRO imports image files from a folder to a celbank, it numbers the cels in the
order imported.

Beginning from 1, it follows the file name sorting order.

Because of this, sometimes the cel numbers in File Previewer (PaintMan) and CelBank
(CoreRETAS) may be different from the file numbers.

. [Fis Fresewes KA |
e
I_ E B0 1,194 i
: BOMI g8 ———
! Bviekg. t
! ammgg E"‘“\‘*ﬁ-...
=

[Figure: Missing number]

In the above sample, A0002.tga is missing, so the cel numbers registered in File Previewer and
CelBank are different from the file numbers.

To avoid this, use the following methods to make RETAS! PRO operation smoother.
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8-1. When an image is missing (deleted)

When an image file has been deleted, the cel numbers in the File Previewer and CelBank are
shifted from the file numbers. This can be corrected by inserting a dummy file.

|
Bk 14
BiHERZ 104
BuHEEE. 104
BiHEEL A
BHHEET. 104

A1\

[Fi Preenss |
e =l

L

* |

[Figure: Insert a dummy file (A0002.tga)]

The dummy file should be pure white (RGB = 255, 255, 255), so it will be complete

transparent in the CoreRETAS x-sheet.
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8-2. When adding an image
For example, you can add a new image between the 2nd (A0002.tga) and the 3rd
(A0003.tga).

Normally, it will be added as "A0002a.tag". But if imported into CoreRETAS, the cel numbers
will be shifted.
;

D BBI]-I]-IH.iga "//

BHMZ g ——
BMIZa, I8

BMI3.Iga

B, ifja

[Figure: "A0002a.tag" is added]

To avoid this, you can give it a larger number so it will appear at the end.

For example, if you name it "A1002a.tga". It will make it easier to recognize the added image since
the number is very obvious.

I_ DEB{H]-IH.tga

B2 138
BAHMI 14
BUHHM, 14
BAMMIS 14
B2 18

WA

[Figure: "A1002a.tag" is added]
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Directory Arrangement

An animation production creates a very large amount of files. If the file names and locations
are not properly determined, other operators may not know where to find data, which will cause

confusion.

Proper control is very necessary to manage RETAS! PRO image data.

The following directory arrangement is recommended for efficient management.
This directory structure is easy to understand and allows error-free file management.

A large system should use a file server as its center, with client machines around it.

File server

TraceMan

PaintMan

CoreRETAS

RenderDog

The following directory structure should be created on the disk of the file server.

TITLE
EPISODE
scan
trace
paint
camera
output

title

story number and sub-title
scanned scene folder (cels & BG)
traced scene folder (before paint)

painted scene folder
completed camera work scene folder

output folder
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Srene folders should residein 'scan ~camera.

Ea(TITLE)
- (EPISODE)
- 1scan

E3c01 00
Bac-01 00;
Bac0s 02
Eac-o5-00

- Ctrace

EIc-0z01¢
Bac-oz01
¢ -04-00¢
EaC0s00;

- Fpaint
- Dcamera
- Doutput

a4z
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The Tllowing directory structure should be creaed on the local disk of a client
rmachine,

"Tracehtan
TITLE title
EFI1Z2DE story nurnber and su b tite
SCan seanned scene lder [cels & BG)
trace traced scene older [before paind

EI(TITLE)
TE(EF’ISODE)

C1scan
CItrace
TPainthdan
TITLE title
EFI1Z20DE story nurnber and su b tite
SCAn seanned scene lder [cels & BG)
trace traced scene folder [before paind
[Fecsim t painted scens lder

EI(TITLE)
—-CI1(EPISODE)
- Escan

- Citrace
| | rEpaint
.+ “Cdecamera
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"CoreBETAS T BenderDog

TITLE title
EFI1=0DE story nurnber and su btite
trace ™1 traced scene folder [before paind
[eain t painted scene folder
canmera com pleted camera work scene foder
Coutput ot t folder

F1: mosty not used]

Ea(TITLE)
-C1(EPISODE)

- scan

- Ctrace

- Epaint

- CJcamera
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Work Flow: from opening a scene folder, initial scanning to
complete movie export

[For Cels]

Cperation Steps Sawe Location

Szene contents amive

Begn scan scan [Tracehan)

TraceMan —

LTITLE

ERISODE
':Elscan -

trace

Scan complete == =can [server]

TraceMan —

LTITLE
EPISODE

File server —

LTITLE
ERISODE

£ scan
trace

_l:j:lscan

trace

Coapny to client

TraceMan —

LTITLE
EPISODE
':Iﬁ@:an

trace

-==scan [Tracehtan)

p—

File zerver —

TITLE
EFISODE
Cascan
trace

EET
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Begn Trace == trace [Tracehtan)
TraceMan — Traceban —
LTITLE LTITLE
EFISQDE ..* EPISCDE
gscan Eascan
trace Eatrace
Trace com dete -= frace [server]
TraceMan — File zermer —
LTITLE LTITLE
EFISCDE EFISQODE
Blscan Clscan
Cltrace BEatrace
A i ;I
Ciopy to client -= paint [Painthdan)
Eegin Paint
PantMan — File server —
FTITLE LTITLE
EFISODE EFISODE
Bascan Eascan
CJtrace Lrace
o |
L1 tlﬁ\l__'_'_,_,_,—'—'_'_ |
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Paint corm plete

Panthan —

TITLE
EPISCODE
Eascan
[Jtracs
B paint
e

[
o -

Ciopy to client

Core RETAS —

LTITLE

L EPISODE

Fascan

Eatrace

Ol paint
camera

CJoutpud

Begn carera work

Core RETAS ——

L TITLE

L EPISODE
Eascan
Batrace
Clpaint
Clcamera
Cloutpud

-= paint [gerver]
File server —

LTITLE

EPISODE
Bas=can
[Jtrace

Eapaint

-=camera [CoreBETAS)

- File s2rver —

LTITLE

ERISODE
Brscan

Batrace
paint

-= camera [GoreBETAS)

Mote: &l of thiz iz in the same folder
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Export

Core RETAS ——

LTITLE
- EPISODE
Eascan

Lt piLt

Carnera work complets

Core RETAS —

L TITLE

L ERPISODE
Eascan
Eatrace
Cl paint
Eacamera
Elcuutﬁlm—

Sawe output files
Core RETAS ——

L TITLE

L EFISODE
Eascan
Batrace
Clpaint
Bacamera

CJoutpud
' e

-= DOR ar
-= output [Core RET &5

Eatrace =
Cl pairt: ;
gcamera- m . * |

File zerver —

DDR

-= camera [Server]

L TITLE
ERISODE
Fscan
Batrace
Clpaint
Fcamera

-

-= output [server)

File server —

L TITLE
—ERISODE
Fascan
Bitrace
Clpaint:
Clcamera
CJ ot
i

—_
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Technical Information

[Faor B
Operation Steps Sawe Location
B amives
Begn =zcan scan [Tracehtan)
TraceMa —
LTITLE
EFISODE
Bscan o
trace | —
Szan complete == zcan [server)
TraceMa — File server —
LTITLE LTITLE
EFISODE EFISODE
£ scan SCan
trace “}Ftrace
Copy to client -= camera -]
Photoshop — File server —
LTITLE LTITLE
EFISODE EFISODE
Bscan scan
Eatrace Trace
Eapairnt = Clpaint
Bycameral "] Clcamera
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Fetouch zornbine -= camera [server]

Fhotoshop  —— File serwver —
LTITLE LTITLE
- EFIS0 DE EFISO DE
Cscan ascan
Catrace Eitrace
S1paint Bapaint
Eacame Came it
0 ut - -_1'-—i-'.'r__|
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Exchanging Data Between Different Platforms

File Names

To avoid trouble when exchanging data between different platforms, be careful with the file
naming.

1. Do not use the following characters in a file name.
[0, 13, 21, 49, 0, (<], [>T or (11

2. Do not exceed 32 characters.
3. Do not use 2-byte characters

4. Do not use any special characters available only on
certain platform.

5. Always use a file name extension.

About Extensions

Windows recognizes a file by the extension.

The Mac OS does not require an extension, so when it sends files to Windows, Windows
cannot recognize the files.

To avoid this, RETAS! PRO ¥ automatically adds an extension.
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Troubleshooting

Before Contacting Support

Before contacting user support, please carefully review this list of frequently asked
guestions, to see if your question has already been answered.

1. Is your question is answered in the troubleshooting section?

2. Is your system configuration according to the guidelines?
RETAS! PRO requires certain hardware and system software.
Read the "Setup Guide" and double check your system.

3. Is RETAS! PRO correctly installed?
Read the "setup Guide" about installation.

4. 1s your copy of RETAS! PRO the most recent version?

New updates correct bugs and incompatibilities. An updated version will show a newer
version number.

Updates can be downloaded from the RETAS! PRO home page at
<http:www.retas.com>.

If your problem is still not solved after the above checks, please contact your dealer.

To ensure smooth support, please provide the following information when you contact
your dealer.

1. Your computer type?

2. Your OS version?
Please provide the exact version number.

3. Your RETAS! PRO version?
Please provide the exact version number.

4. Any error message?
If an error message appears, what is it?
Take note of the error message, it will help us to determine the cause of the problem.

353



Chapter 8 Troubleshooting

5. What were you doing when the error occurred?

The more detail the better, including "which command was executed?", "which button
was clicked?", etc.

6. Frequency of the error?
Does a specific operation always produce the same error?

How consistent is the error?

For user support, please contact your dealer.
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Q1. CoreRETAS does not launch.

Al. (1) Does your computer meet the correct system requirements?
CoreRETAS has certain CPU, OS and memory requirements.
Double check your computer to make sure it meets the requirements.

(2) The CoreRETAS application may be corrupted.

An error may damage the CoreRETAS application. Reinstalling CoreRETAS
may solve the problem.

Q2. CoreRETAS freezes.
I reinstalled CoreRETAS, but the problem is still not
fixed.

A2. (1) Is there any nonstandard software installed on your system?
Nonstandard "device drivers", "extensions" or "control panels" may be
incompatible with CoreRETAS.
Reinstall the standard OS, and see if the problem happens again.

(2) The preferences file may be corrupted.
CoreRETAS' preferences file may be corrupted.

Deleting the preference file only resets CoreRETAS to default settings, it does
not hurt CoreRETAS operation.

* Resetting the preferences file

Windows|

Double-click the CoreRETAS icon to launch it, and immediately press the Shift
key.

[H

Double-click the CoreRETAS icon to launch it, and immediately press the Shift
key.

Or
1. Open the "Preferences"” folder in the "System Folder".
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2. Drag "CoreRETAS Pref" to the trash can.

Q3. Display color is strange.
A3. (1) Is the monitor set to full color mode?

The monitor must be set to full color mode.
To learn how to set up the monitor, see "Setup Guide".

(2) The display is not correctly adjusted.
Each display's color may be slightly different. Adjust the brightness, contrast
and other settings. To learn how to adjust these, see the manufacture's manual.

Q4. Error messages appear: "Not enough memory for UNDO

or "Not enough memory to execute this command".

A4. (1) Is there another application running?
CoreRETAS requires a lot of memory. Quit other applications to free more
memory and restart CoreRETAS.

(2) Is CoreRETAS given enough memory?

If you're using the Mac OS, go to "About This Macintosh" under the Apple
menu to check the memory usage. If you have an unused memory block, give
CoreRETAS a larger memory size.

If not enough unused memory block can be given to CoreRETAS, adding more
system memory is recommended. Insufficient memory not only limits your file
size, but also may cause problems.

You can temporarily turn on "Virtual Memory" if absolutely necessary. Virtual
memory is very slow and adding memory is recommended for the long run.

Q5. The Open dialogue does not show my image files.
Image files created by other applications cannot be read

by RETAS! PRO.
A5. Double check the file format.
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CoreRETAS version 5 readable file formats are listed in the "A. Image File" in the
"Appendix".

On Windows, file extension must be correct.
On the Mac OS, use a utility such as File Buddy to check a file format.

Q6. PICT files saved by Photoshop (Macintosh version) have

noise.
AG6. Is the PICT file JPEG compressed?
Some graphic applications can use JPEG compression in QuickTime to compress
PICT files.
JPEG compressed images contains noise. Please do not use JPEG compression.

Q7. Cannot save files to disk.

A7. Does the disk have enough available space?
If there is not enough available disk space, images cannot be saved, the OS may
also become unstable. If possible, always make sure there is a minimum of 200 ~
300 MB available disk space.

Q8. | deleted a file by mistake.
A8. Use a file utility to unerase it.
Use SYMANTEC's Norton Utilities or similar disk tools to unerase the deleted file.
This method does not guarantee the file will be 100% recovered. So be very careful
when deleting files.
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If a file has been overwritten, there is no way to recover it.
Always make backups.

Q9. When using an x-sheet, registered cels cannot be imported.
An "Unable to find the images in CelBank" error

appears.
A9. Did you follow the scene folder rules?
The RETAS! PRO scene folder system manages files by folders.
(1) After files are registered in a celbank, did you move, rename or delete
any of them?
If you move, rename or delete a file, its link with the x-sheet will be broken.
If you recently added an extension to a file, it will also be considered as "file
rename”.

(2) Did you move the x-sheet to another location?
Is the x-sheet not inside the scene folder?
If you move the x-sheet, its link with files will be broken.

(3) Did you import files from outside the scene folder?
Do not import files from outside the scene folder, because it often creates
problems.
Always place the image files in the same scene folder as the x-sheet.

Q10. Cannot input parameters such as transparency.
After inputting a parameter into a data cel, it is not

visible.
A10. (1) Did you input cel numbers?
If no cel numbers are registered in the x-sheet, the parameters cannot be
entered.
A data cel with a registered cel number will become a colored cel.
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(2) Did you input 2-byte numbers?
Did you press the Enter key after typing the numbers?
If you use 2-byte language input, do not use the number keys on the main
keyboard. Instead, use the number keys on the keypad.
CoreRETAS can only accept 1-byte numbers.
You must press the Enter key after typing the numbers.

Q11. When | paste, all other parameters are also pasted.

All. Did you use the "Selective Paste"?
The "Cut" and "Copy" commands copy all parameters to the clipboard.
The "Paste" command pastes all parameters.
If you want only a certain parameter to be pasted, use "Selective Paste"
command.

Q12. When | apply InBetweening, the parameters in the x-

sheet are not inbetweened.

Al12. Did you set up keyframes?
"InBewteen" only applies to a selection with 2 or more keyframes. Selections
with only one keyframe or no keyframes cannot be inbetweened.

Q13. When | InBetween multiple keyframes, the middle one's
position becomes shifted.
When I move one frame on stage, the current frame also

moves.
A13. Is the "Match Position And Speed InBetween On Stage" option turned on

in "InBetween Setup"?
For details, see "Notes About InBetweening" in "Commands & Tools".
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Q14. | wanted a strong shake and entered a large random

parameter, but the shake is not strong.
Al4. The parameter in "Random Input" only determines the maximum value of
a shake, it does not mean that the actual shake will be that great.

Q15. When | overlap layers, the background can be seen through

them sometimes.
A15. Layer transparency is the combination ratio of 2 layers lying one on top of
another.

If layer A and B are overlapping and layer A's transparency range is set to 100%
~ 0% and layer B's transparency range is set to 0% ~ 100%, the background would
be seen through during the overlap. 50% transparency of A + 50% transparency of
B does not equal 100% opaque. In this case, set only layer B's transparency to 0%
~ 100%.

Q16. When | apply camera work to a scaled cel, the
movement looks unnatural.
Al6. You may have selected an incorrect speed option for the inbetweening of

the scale and position parameters.
Go back to InBetween Setup and try another speed option.

Q17. 1 applied "Uniform" speed to inbetween a TU/TB, but it

seems to accelerate.
Al7. The scale parameter changes the percentage of one side of a cel or the
camera. TU/TB follows the ratio of both sides.
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If you set the speed to "Uniform", it will be correctly doubled.

Q18. The size of an imported cel cannot fit onto the stage.
A18. Choose "Preferences" under the "Edit" menu to make the stage size larger than

the cel.
The maximum stage size is limited by the available memory.
If you use large cels, give CoreRETAS more memory.

Q19. Smoothing did not make my lines cleaner.

A19. Is the "Smoothing" option in "Rendering Setup..." correctly configured?
If you change the scale or focus of a mono-traced cel, pixels will be
interpenetrated, and the "Smoothing" function no longer works well. In this case,
apply smoothing first before changing scale or focus.
Normally, if you set the smoothing option to "Auto" in "Rendering Setup...", this
problem will not occur.

Q20. When exporting, the white part in the BG layer becomes

black.
A21. Is that part of the BG set to pure white (RGB = 255, 255, 255)?
Completely white parts (RGB = 255, 255, 255) become transparent in rendering,
so the real background (behind BG layer) will be visible.
In this case, change the BG layer mode to "Opaque”.

Q21. | added an effects layer, but the filter does not work.
A21. (1) Is the effects layer turned off?
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(2) Are the parameter and other settings correctly configured?
An effects layer usually requires the configuration of the "parameters" or
"settings".
For details, see each plug-in filter's guide.

Q22. Backlight does not look like light.
A22. The mask used for the "Backlight" filter must be blurred in order to

correctly produce the lighting spillover.
"Backlight2" does not require a blurry mask. You can use its light spillover
control instead.

Q23. | put a backlight in but no light was produced.
A23. "Backlight" does not affect the layer above it.
No matter how strong you set the parameters, no light will be visible on layers
above the backlight.
To create a backlight behind a character, the backlight mask should be placed
above the character layer.

Q24. 1 applied a "Focus" filter but it does not blur.

A24. Has the scale changed?

If you change the scale of a cel, "Focus" may become less effective.

When rendering, CoreRETAS changes the scale first, then changes the focus
value. For example, if the focus is set to 3 and the scale is set to 50%, the final
rendering result will only be blurred 1.5.

If you change both scale and focus, adjust the focus value according to the scale
change.

For details, see "About Focus" in "Commands & Tools".

Q24. No motion blur is visible.
A24. Motion Blur is only visible when there is a "camera/cel movement",

"camera/cel scale change" or "camera/cel rotation".
If there is no movement visible to the camera, no motion blur will be created.
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Q25. When | use Photoshop to open the files exported from

CoreRETAS, sometimes the colors appear to be wrong.

A25. Are you using Photoshop v5.0?
Photoshop v5.0 converts colors to SRGB upon opening an image and sometimes
the colors may become slightly strange.
Photoshop v5.0.2 has fixed this problem, so please update to the newer version.
To update, go to the Adobe home page at <http://www.adobe.com>.

Q26. When reading an x-sheet created by version 4, the "Link
Layer" information is lost.

A26. Version 5 no longer has the "Link Layer" function, thus the "Link Layer"
information will be lost.
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Appendix

File Extensions List
A. Image Files

Name I;xtension TraceMan| PaintMan CoreRETAS RenderDogi Note |
TGA *tga R/IW R/W R/W R/W
PICT *.pct R/W R/W R/W R/W QuickTime 3 required on Windows
BMP *.bmp R/W R/W R/W R/W
TIFF * tif R/W R/IW R/W R/W LZW compression unsupported
Raw File *.raw -IW -/- -IW -/W
Softimage *.pic R/W R/W R/W R/W
RLA *.rla -/- -/- R/- R/-
YUV *.yuv -/- -/- -/W -/W
Photoshop *.psd -/- -/- R/- R/-
QuickTime *.mov -/- -/- R/W R/W QuickTime required
AVI *.avi -/- -/- -IW -IW Windows only
B. RETAS! PRO Special Files
Name Extension | TraceMan | PaintMan| CoreRETAS| RenderDogd Note |
Mono Trace Settings *.t2f +
Gray Trace Settings *.tgf +
Tone Curve *.tcf +
Color Chart *.ccf +
Color Replace Settings] *.crf +
Color Palette *.cpf +
Airbrush Effect *.abf +
X-sheet *.tsf +
InBetween Settings *.ibf
Management File *.mng +
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Field-to-Pixel Sample Chart

"1 field = 1 inch, DPI = dot (pixel) per inch."
Field-to-pixel conversion: Field x DPI = Pixel (Width).

Field] Resolution Pixel| Height] Height| Height] 100Frame (%) 100Frame (%)

(Inches) (DPI = 72)| (Width) (4:3)] (16:9) (9:5)1 (If = 16 Field)l (If =12 Field)

16 72| 1152 864 648 640 100% 133%

15 72| 1080 810 608 600 94% 125%

14 72| 1008 756 567 560 88% 117%

13 72 936 702 527 520 81% 108%
12 72 864 648 486 480 75% 100%

11 72 792 594 446 440 69% 92%

10 72 720 540 405 400 63% 83%

9 72 648 486 365 360 56% 75%

8 72 576 432 324 320 50% 67%

7 72 504 378 284 280 44% 58%

6 72 432 324 243 240 38% 50%

Field| Resolution Pixel| Height] Height]| Height| 100Frame (%) 100Frame (%)

(Inches) | (DPI = 144)| (Width) (4:3)] (16:9) (9:5)1 (If = 16 Field)l (If =12 Field)

16 144)| 2304 1728| 1296 1280 100% 133%

15 144] 2160] 1620 1215| 1200 94% 125%

14 144 2016] 1512 1134 1120 88% 117%

13 144 1872| 1404] 1053 1040 81% 108%
12 144| 1728 1296 972 960 75% 100%

11 144| 1584| 1188 891 880 69% 92%

10 144) 1440] 1080 810 800 63% 83%

9 144] 1296 972 729 720 56% 75%

8 144 1152 864 648 640 50% 67%

7 144 1008 756 567 560 44% 58%

6 144 864 648 486 480 38% 50%

Field] Resolution Pixel| Height] Height| Height] 100Frame (%) 100Frame (%)

(Inches) | (DPI = 300)| (Width) (4:3)] (16:9) (9:5)1 (If = 16 Field)l (If =12 Field)

16 300/ 4800| 3600| 2700| 2667 100% 133%

15 300f 4500f 3375] 2531] 2500 94% 125%

14 300] 4200] 3150 2363| 2333 88% 117%

13 300] 3900 2925 2194| 2167 81% 108%
12 300/ 3600f 2700| 2025| 2000 75% 100%

11 300/ 3300f| 2475| 1856| 1833 69% 92%

10 300/ 3000f 2250| 1688 1667 63% 83%

9 300f 2700 2025| 1519] 1500 56% 75%

8 300/ 2400f 1800] 1350] 1333 50% 67%

7 300 2100] 1575 1181| 1167 44% 58%

6 300 1800 1350/ 1013| 1000 38% 50%
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