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1 Introduction 

Thank you for purchasing our product! 

Your system is completely configured and ready for use. This document provides full information on 

the functionality of this tool for creating television production. 

The Focus virtual studio workflow for television production can be divided into two basic stages: 

preliminary work and camera shooting proper in the LiveAction mode. Typically, the preliminary 

work stage of television production using the Focus virtual studio includes the following steps: 

¶ Developing a scenario for the TV show or a video clip and selecting the necessary video and audio 

materials, design elements, etc. 

¶ Creating and exporting a 3D scene or a set of scenes (the virtual scenery, required animation of 

objects and virtual cameras) via a 3D editor such as 3D Studio Max or Maya. For an example of 

creating and exporting such a scene, see Creating 3D Scenes. Userôs Guide, it being recommended 

that the guide be examined on the whole beforehand. 

¶ Creating a project containing ready 3D scenes in HotActions . The major portion of this document 

covers the HotActions application. 

¶ Creating interface elements for controlling the studio in the LiveAction mode of HotActions. For 

example, animation of the objects or virtual cameras can be executed by pressing the assigned 

buttons or keys. For this purpose a special HotActions script language is used. HotActions itself is 

an environment of interactive control with the ability of flexible configuration. Sections starting 

from 3.1 cover the script language means. The script language is described in a separate document. 

¶ Configuring input and output video and audio parameters. Video and audio settings are described 

in separate corresponding documents. The output video parameters, such as television standard 

(PAL or NTSC) and the output signal type, should be correctly adjusted by each user. If not 

required to change the studio operation mode in the future, usually there is no need to adjust the 

output video parameters again. The adjustment of the input video parameters is usually required 

after changes of the external equipment configuration. Chroma keying (rear projection) parameters 

may need to be adjusted, for example, if the illumination in the shooting studio has changed. 

Examples of configuring the input and output video are covered in Section 2.3. 

Once the projects are ready and the input and output video is adjusted, it is possible to begin the 

performance of the planned TV show scenario. The shooting is performed in the LiveAction mode of 

HotActions. Any necessary action or adjusting parameters can be executed directly during the shooting 

either automatically according to the script, or interactively, under the operatorôs control. The 

LiveAction mode is also used during preparation for television production for the purpose of checking 

the availability of the created virtual scenery control interface. 

Section 2 briefly describes a typical procedure of adjusting the system and gives a short compendium 

and information necessary to start the studio and achieve first results. 

The next Sections include the reference guides for all the software components of the system, which 

fully describe the interfaces and functional features of the current Focus virtual studio version. 

Some typical problems and solutions to them are discussed in Section 10. We also recommend that 

you regularly visit our Web and FTP sites (see Section 10.4), where information about software and 

documentation updates, FAQ and comments are published. 
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2 Checking the Studio Availability 

This Section describes how to check the the Focus virtual studio operability and gives the essential 

principles of working with the HotActions application. The next Sections describe the application in 

detail. The video and audio settings are discussed in separate documents. 

2.1 Switching the Studio Components and Connecting External 
Equipment 

First of all, assemble the studio components in their correct positions. Connect the corresponding 

switching devices to all the input/output FD300 boards, whose connectors are on the studio unit back 

panel. These may be special cable sets or Breakout Boxes described in Section 12.  

Depending on the configuration, the studio unit may have one or more input/output FD300 boards 

installed, but usually one of them only is used to output the 

resultant video and audio. 

In studios that work with HD video signals, an FD300 board 

is only necessary to work with audio signals (adjusting 

parameters). The studio resultant video image is output in 

such configurations through the hardware module DVM62 

(Digital Virtual Machine). In this case, connect the video 

card DVI connector with the module DVI connector, and 

when the computer is on, adjust the second video adapter 

(NVIDIA  GeForce) operation. Adjusting such 

configurations is discussed in Section 11. 

When working with analog video signals (component YUV 

or RGB, S-Video, or composite), video and audio signals are 

supplied from the FD300 board through the cable set or breakout box (see Section 12, Appendix) to a 

TV monitor to output the resultant image. The input video sources such as video cameras and video 

recorders are also connected to the breakout boxes or cables. 

For a studio configured to work with digital signals (SDI), the studio unit back panel must also have 

connectors to switch such signals. 

The computer monitor, keyboard and mouse are connected in a standard way. 

After making sure the connections are correct, you can switch on the computer. 

2.2 Checking the VGA Settings and Launching HotActions 

To work with 3D graphics, the virtual studio must have the anisotropic filtering and graphics card 

antialiasing modes adjusted.  

Only the NVIDIA  GeForce graphics video adapter included in the studio configuration provides the 

studio correct operation. To check the video card settings, open the NVIDIA Control Panel dialog box 

using the Start  menu: Start  > Settings  > Control Panel  > NVIDIA Control Panel . 
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Figure 1. Setting the video card modes for working with 3D graphics. 

Select 4x  from the Anisotropic filtering  drop-down list in the Manage 3D Settings  page of the 3D 

Settings  group. Select 16x  from the Antialiasing ï Setting  drop-down list. To make the mode 

available, previously select Override any application setting  from the Antialiasing  ï Mode  drop-

down list. 

After the NVIDIA  settings are verified, proceed to setting video signals in the Virtal Studio.   

2.3 Video Settings 

The video settings are discussed in detail in a special document on setting video and audio (Video and 

Sound Settings). Only the basic adjustment steps are discussed here. 

When working in the Studio with analog or digital (SDI) video signals, previously determine some 

parameters of theirs in the FDConfiguration application (Figure 2). The application is discussed in 

FD300 configuration. Userôs Guide. 
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Figure 2. Presetting video signal parameters in the FDConfiguration application 

For all the FD300 boards indicated under Boards'Indexes  as Fwd 1 , Fwd 2 and so on, select a TV 

standard for the operational signals supplied to the board (PAL, NTSC, or other) from the 

TV Standard  drop-down list on the Format  tab. 

Click the Advancedé button (Figure 2). The Advanced Settings dialog box opens (Figure 3). For 

each board with connected video sources, enable the A/V Capture Filter  option under Use Direct 

Show filters . Since operation with video signals in the Virtual Studio is performed through Direct 

Show filters, it is necessary that their operation be enabled in the settings of the FD300 boards to 

which video signals are supplied.  

 

Figure 3. Enabling work with  video signals on the FD300 board through Direct Show filters. 

To output the video signal of the resultant image, the FD300 board having the largest logical index L is 

used in the Studio. Usually it matches the system index S. For this board, select an analog video signal 

type from the Analog  Video  Output  drop-down list on the Output  tab. Usually, it is Y/C+CVBS (S-

Video signal type) or YUV+CVBS (component). The default is ColorBar+CVBS: color-bar test 

pattern output.  

The TV format of the Studio output video signal is determined by the output board format selected 

from the TV Standard  drop-down list on the Format  tab.  
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Figure 4. Setting the Studio output video signal in the FDConfiguration application. 

If  the Studio video signal output board is to operate as the Genlock option (synchronization of the 

output signal to the external source), select the board line to which the synchronization signal is 

supplied from the Source  drop-down list under Genlock Internal Video : Line A or Line B. The 

indices of the video signals connected to the board are determined in the Input  drop-down list on the 

corresponding tabs Line  A or Line  B of the FDConfiguration application. 

Absent the requirement of synchronization of the output video signal to the external video source, 

select for the output board the mode of its internal synchronization Master  from the Source  drop-

down list under Genlock Internal Video .  

After presetting parameters of the FD300 boards for working with video signals, proceed to mastering 

the main application of the Virtual Studio - HotActions. To launch the application, use the Start  menu 

(Figure 5) or double-click the HotActions   icon on the Windows desktop.  

Before launching the application in an HD studio (Section 11), plug the HASP dongle into the 

computer USB port (to have support for the HASP dongle in the operating system, use the 

HASPUserSetup.exe installer). Otherwise a warning message to have the protection device plugged in 

is displayed when launching the application.        
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Figure 5. Launching the main application of the Virtual Studio. 

The HotActions application is represented by the same-name window to control the studio and the 

Render Output window (Section 7). If  the Render Output window is not displayed on the screen, you 

can open it by using the Render Window  command from the  View  menu (Section 3.2.6). The 

Center  Render  Window  command from the Window  of the HotActions main window locates the 

Render Output window in the center of the main window. 

Setting the input video signals in the HotActions application is performed on the Input Video 

Options  tab of the Video Configure dialog box. To open the dialog box, click the Live Video 

Configure  button of the General toolbar (Section 3.2.3) or  button of the Live Action toolbar 

(Section 3.2.4), or use the Video  Configure...  command from the Tools  menu, or press F9 on the 

keyboard. 
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Figure 6. Dialog box for setting input video signals in the HotActions application. 

From the Stream  drop-down list under Input Source , select a video stream (LIVE_1, LIVE_2, and 

so on) to show the video signal connected to the video source input board. Assign an input device ï 

one of the board channels (FD300 or Aja XENA) from the Device  drop-down list to the selected video 

stream. Since each board has two input channels, there are two options in the drop-down list for each 

board: SLTM DShow Video Capture board 1 and SLTM DShow Video Line B Capture board 1 ï the 

FD300 input channels, or AJA Capture Filter board 0 cannel 1 and AJA Capture Filter board 0 cannel 

2 for Aja XENA. 

 

  

Figure 7. Drop-down list of the connected video signal input devices. 

There are only the input channels for the Aja XENA boards (HD stream input devices) in the drop-

down list.  

When an input channel for the video stream is selected, you can change the field order for the video 

signal (when necessary) in the Field s drop-down list. Or you can change the video signal. To do so, 
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click the Options  button. The Properties  dialog box opens. Select another video signal index from 

the Input  drop-down list on the Input  tab.  

Use the  area to set the frame cropping values when displaying ï the nondisplayed offsets: top, 

bottom, left and right offsets respectively. The Feather  parameter value determines the smoothness of 

transition from nondisplayed parts of the frame to displayed. ʦʧʨʝʜʝʣʷʝʪ ʧʣʘʚʥʦʩʪʴ ʧʝʨʝʭʦʜʘ ʦʪ 

ʥʝʦʪʦʙʨʘʞʘʝʤʳʭ ʦʙʣʘʩʪʝʡ ʢʘʜʨʘ ʢ ʦʪʦʙʨʘʞʘʝʤʳʤ. The Corners  parameter value determines the 

corner cropping. Clicking Auto  enables the cropping offsets self-adjustment. Checking  

enables the area settings; unchecking the checkbox disables all the frame croppings. 

To set the input video signal chroma key (rear projection) parameters, check the  

check box. When the background quality is good, lighting being enough, automatically setting this 

area parameters usually gives good results.  

The dialog box parameters are described in detail in Video and Sound Settings.      

Setting the resultant image video signal output is performed in the Render Options  dialog box 

(Figure 8). The dialog box is described in detail in Section 8. To open the dialog box, press F11 or 

select the Render  command in the Options menu of the Render Output window. When rendering 

video image by the FD300 board, select from the Output  Device  drop-down list under General  the 

FD300 board with the number matching the logical index L specified in the FDConfiguration 

application (Figure 4). 

When working with HD video signals (Section 11), select the output Display2: DVM62 (as the video 

signal output device) from the Output Device  drop-down list in the Render Options  dialog box.  

 

Figure 8. The Studio resultant video image output settings dialog box. 

2.4 Audio Settings  

External audio equipment is connected to the FD300 board connectors via a special cable set 

(Section 12.1) or breakout box (Sections 12.2, 12.3, 12.4). All  the audio played in HotActions, e.g. 

various WAV or MP3 files started by the script commands are output via the sound card which is set 

in the operating system as default. To combine the audio stream with audio from a microphone or 
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other sources connected to the switching devices, select one of the FD300 audio channels as the output 

device in the operating system settings (Start  -> Settings -> Control Panel  -> Sounds and 

Audio Devices  -> Audio , Default d evice  drop-down list under Sound playback ). Usually it is an 

output device of the output board with the largest logical index L in the FD300 Configuration 

application (Figure 4). The Disable audio devices  option on the Sound  tab in the FDConfiguration 

application must be previously unchecked. 

 

Figure 9. The tab for setting sound on the output board in the FDConfiguration application. 

The required mode of sound mixing in the Studio (the HotActions application) is set in the 

Sound  Configure  dialog box. To open the dialog box, click  or , or use the 

Sound  Configure  command from the Toolsé menu (see also Sound Configure. Userôs Guide). 

2.5 Working with Sample Projects 

When all required input and output video settings are adjusted, you can proceed to further 

acquaintance with the Studio capabilities.  

This Section covers a sequence of operations when working with the virtual studio project files. 

Select the Open  Projecté command in the File menu of the HotActions main window. The Open 

dialog box opens. Select one of the sample projects. Most often the sample projects folder is 

D:\ Focus \ VS_Samples .  

After the first run, the project name is added to the context menu of the Recent  Projects  command. 

You can use the menu to reopen the project. 

Let us select a Sport project located on D:\ Focus \ VS_Samples \ Sport \ Sport.vsp . 

When loading a project, the arrangement of windows corresponding to the documents attached to the 

project is restored. 

The list of the project documents sorted into groups is displayed in the project window named in this 

instance Sport.vsp (Figure 10). For more details about projects, see Section 3.1.2. 

The information about the open scene: the number of mesh objects, polygons, textures, and video 

adapter memory value occupied by them is displayed in the Debug Output window (Section 6)when 

loading a project. 

The window titled Sport.hot is used to directly control the scene. It is the Hotset containing HotBars ï 

floating toolbars. Creating such toolbars and working with them are discussed in more detail in 

Sections 3.1.5 and 3.6. 








































































































































