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Knowing the Environment

The main user interface of CrazyTalk Animator 2 is divided into 9 parts. Please refer to the links below for more details

about each part.

3 4
r- CrazyTalk Animator 3 - 01_G3 Facial Animation.ctProject B @éﬁ
]_— File Edit Create Animation Control Render View Window Help |
21lpe@E g 86 ||loc|x My P @ o[ [|=m & 4+ O 0. d
5— I gag x|0.0 H Y|0.0 H z|o.0 H w|100.0 H =] H|1{}0.0 H R‘O H Wow o e »
— g 8
Foe = Custom ©
& ] |
T g
| o =l |F'rojectTempIate’ Demo * |
| &
¥ Project Template
B : i
| 5
6—| 3 .
| 01_G3 ...mation
| &= -
H
I E !
7 - E 02_G3 Humans
b
03_G3Animals
@B
i =
@' 04_G3 ...mplate
STAGE MODE || pr——
=| O - I+ L+ J[ + |
® | m—o0 DDHQDHD{}EJ—O m,,e,,a,,age,
L i "y
9
Name Description

1 Main Menu

2 Project Tool
Bar

3 General Tool
Bar

4 Camera Tool

Bar

5 Property Tool
Bar

6 Functional Tool
Bar

7 Preview Win-
dow (Working
Area)

8 Content Man-
ager (F4) and

Scene Manager
(F5)

The main menu contains each command in CrazyTalk Animator.

There are buttons for you to save, open or create a new project, preview an image of the current
frame, or export your project.

The tool bar is able to undo and redo actions, select characters or objects, merge selected props,
duplicate characters or objects, and set flip, link, visible or opacity keys to the selected characters or
objects.

The tool bar contains buttons to switch between Preview Camera Mode and Live Camera Mode,
zoom in and out of the scene, pan or rotate the camera, switch to different view modes of the cam-
era, or enter the 3D mode.

Contains property tools for transforming actors, props, sprites or effects to enhance the details of the
2D/3D animation result.

The left-side tool bar can switch to Composer Mode, create characters and objects, add voice clips
for the characters to generate motions with, modify the text, modify the render style and runtime
setup for the characters, or invoke the Action Menu Editor, Sprite Editor, Puppet Editor, 2D and
3D Motion Key Editor, Layer Editor panels.

The characters and props in the scene as well as the export range bounded in the Safe Area can be
observed in the Preview Window.

The Content Manager keeps embedded and custom content you can apply to your scene, and the
Scene Manager displays all the characters or objects included in the current project.
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9 Play Bar

Main Menu

Stage Mode

The Play Bar contains basic playback tools for previewing actor voice, motions, and project back-
ground music, as well as buttons to bring up the Project Settings and Timeline panels.

The Main Menu contains the main commands grouped in the File, Edit, Create, Animation, Control, Render, View,
Window and Help menus.
File Edit Create Animation Control Render View Window Help

[
1 s

Name
1 File

2 Edit

3 Create

4 Animation

5 Control

6 Render

|
4

| | I |
5 6 7 8

Description

To create an empty project, save or open a CrazyTalk Animator project file (*.ctProject).
To switch to the character or prop Composer Mode.
To convert between props and scene objects.

To import a CrazyTalk Animator model (*.ctActor) or character animation (*,ctMotion, *.ctPer-
form, *.ctFcs, *.ct3DMotion, *.iMotion) or prop motion (*.ctAnim). (Only Pipeline version can
support *.iMotion)

To undo (Ctrl + Z) or redo (Ctrl + Y) the last operation.

To select or duplicate characters, props or objects.
To set flip, link, visible or opacity keys to the selected characters, props or objects.

To perform Timeline commands (loop, speed, break) or set the 3D motion options, align angle,
extend clip length for the selected Motion Clip.

To adjust the 3D motion settings for the selected actor.

Toinvoke the Project Settings and Preference panels.
To create the actor face from an image file (*.jpg, *.png, *.bmp).

To load the media material for props, image layers or background from image files (*.jpg, *.jpeg,
*.bmp, *.gif, *.png, *.tga, *.gif) or video files (*.avi, *.wmv, *.rm, *.rmvb, *.mpeg, *.mpg, *.mpe,
*.mp4, *.asf, *.asx, *.wm, *.flv, *.mov, *.popvideo, *.swf).

To import sounds or background music from an audio file (*.wav, *.mp3).

To create a script for the selected actor by recording voice, Text-to-Speech Editor, loading an
audio file (*.wav, *.mp3) or CrazyTalk script file (*.ctFcs, *.cts, *.clp, *.ct7script, *.ct7motion).

To launch the Render Style and Runtime Composer panels.
To launch the Action Menu, Action Menu Editor, Sprite Editor, or Layer Editor panel for the
selected actor, prop, or object.

To launch the 2D Motion Key Editor, 3D Motion Key Editor, Puppet Editor, Motion Key
Editor, and Lips Editor panels for the selected actor.

To show the Prop Key Editor on the Property Tool Bar for the selected sprite of the prop.
To launch the Text Editor or Sound Modify panel.
To set keys for the selected prop or scene object on the Property Tool Bar.

To add keys on the selected track (Transform, Flip, Facial Layer, Face Motion) (Pipeline and
Pro only), or set a transform key for the object back to the origin size and position (0,0,0) of the
scene.

To align the selected motion clip data (root, head, right/left hand, or right/left leg) to the previous
clip.

Toinsert extra frames to the current project or add flags in the Collect Clip track of Project on
the Timeline. (Pipeline and Pro only)

To remove motion clips of the selected actor or remove all animation data in the current project.
To perform Play Bar commands, playback, pause, stop, or jump to the start, end, previous or
next frame.

To turn on/off the voice or music volume in the current project.

To snap the 3D motion angle to the previous motion clip.

To snap the object movements to the grid line.

To toggle to orthographic camera or enter the camera record mode.

To enter the Camera Record Mode.
To preview the output image of the current frame.

To export the current project as audio, video or image files.
To export one or more objects as a transparent PNG or Animated GIF file into the clipboard.
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7 View « Toshow/hide the on-screen display (FPS, grid line, world axis, stage/composer mode display).
o Toenterthe full screen mode (F11 and F12).
« Full Screen Mode: To enter the full screen mode while showing the safe area.

o Full Screen Mode w/o Safe Area: To enter the full screen mode while hiding the safe
area.

\

« To perform the Camera Tool Bar commands, zoom in/ out of the scene, pan or rotate the cam-
era, switch to the different view modes of the camera, or enter the 3D view mode.

8 Window « Torestore all the tool bars and panels to the default docking places.
« Toshow / hide the tool bars, Timeline, Content Manager and Scene Manager panels.
9 Help « Tolaunch the Help document, go to the official web page for demo videos or tutorials, or view

the product FAQs and get further assistance.
« Tologin with the member account.
« To check for available program updates.
« Toaccess the City Marketplace of CrazyTalk Animator.
« Toget free bonus content or purchase trial content.

« To activate the content you have paid for or verify all of your content in the Template and Cus-
tom libraries.

« Toaccess the home page of Reallusion or CrazyTalk Animator.
« Toshow the product information for CrazyTalk Animator.

Composer Mode

The Menu contains the main commands grouped in File, Edit, Modify, Face Editor, View, Window and Help menus.
File  Edit Modify FaceEditor  iew ‘Window Help

N N I I A
T o R S 5

Name Description
1 File « Toimport a CrazyTalk Animator actor file (*.ctActor) or save the current actor as a CrazyTalk
Animator actor file (*.ctActor).

« Toswitch back to the Stage Mode.

« Toexit CrazyTalk Animator.
2 Edit o Toundo (Ctrl + Z) or redo (Ctrl + Y) the last operation.

« Totoggle the Transform Part tool.

« Toswitch between the Transform Sprite and Transform Bone tools (G3 or Free Bone Char-
acters).

o Toselect sprites, attach props to sprites.
« Toadd joint masks and switch the color of joint masks (G2 Characters).
« Toshow / hide or snap connecting points. Please refer to the Setting Connection Points section
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3 Modify

4 Face
Editor

5 View

6 Window

7 Help

for more information (G1 and G2 Characters).

To launch the Preference panel.
To load an actor swf file.

To enhance the actor details on sprite layers and joint masks.

To launch the Confirm Multi-angle Settings, Actor Proportion, Render Style and Sprite
Editor panels.

To carry out face or body calibration and launch the Calibration panel.
To load an image file (*.jpg, *.png, *.bmp) to create a new face for the current actor.

To adjust the color of the face image, fine tune the face fitting result and the face angle.

To modify the applied eyes and teeth templates, or customize the eyes and teeth for your actor.
To show / hide the on-screen display (FPS, grid line, world axis, stage / composer mode display).

To perform the Camera Tool Bar commands, zoom in / out of the scene, pan or rotate the cam-
era, switch to the different view modes of the camera.
To restore all the tool bars and panels to the default docking places.

To show / hide the tool bars, Content Manager and Scene Manager panels.
To launch the Help document, go to the official web page for demo videos or tutorials, or view the
product FAQs and get further assistance.

To login with the member account.

To check for available program update.

To access the City Marketplace of CrazyTalk Animator.
To get free bonus content or buy all trial content.

To activate the content you have paid for or verify all of your content in the Template and Custom
libraries.

To access the home page of Reallusion or CrazyTalk Animator.
To show the product information for CrazyTalk Animator.

Composer Mode - Prop

The Menu contains the main commands grouped in File, Edit, Modify, View, Window and Help menus.
File Edit Modify View Window Help

|
10> B3

Name
1 File

2 Edit

3 Modify
4 View

5 Window

6 Help

4

5 6

Description

To import a CrazyTalk Animator prop file (*.ctProp).

To switch back to the Stage Mode.
To undo (Ctrl + Z) or redo (Ctrl + Y) the last operation.

To select props, or attach more props to a prop.
Tolaunch an external editor to modify the selected prop.

To launch the Preference panel.
To launch the Render Style and Sprite Editor panels.
To show/hide the on-screen display (FPS, grid line, world axis, stage/composer mode display).

To perform the Camera Tool Bar commands, zoom in/out of the scene, pan or rotate the camera,
switch to the different view modes of the camera.
To restore all the tool bars and panels to the default docking places.

To show/hide the tool bars, Content Manager and Scene Manager panels.
To launch the Help document, go to the official web page for demo videos or tutorials, or view the
product FAQs and get further assistance.

To login with the member account.

To check for available program update.

To access the City Marketplace of CrazyTalk Animator.
To get free bonus contents or buy all trial contents.

To activate the contents you have paid or verify all of your contents in the Template and Custom
libraries.

To access the home page of Reallusion or CrazyTalk Animator.
To show the product information for CrazyTalk Animator.
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Project Tool Bar

There are buttons for you to save, open, create a new project, preview the image of the current frame, and export the current
project.

Do v 80
e = —

1 2 3 4

Name Description
1 New Project Click this button to create an empty project.
(Ctrl + N)
2 Open Pro-  Click this button to open a CrazyTalk Animator project file (*.ctProject).
ject
(Ctrl+ O)
3 Save As Pro- Click this button to save the current project to a target directory.
ject
(Ctrl + Shift
+8)
4 City Mar- Click this button to search the CrazyTalk Animator2 Marketplace for your desired content items.
ketplace
5 Export Click the Current Frame Preview (F10) button to preview the output image of the current frame; click

the Export button to export your project in different media.
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General Tool Bar

Stage Mode
|oc x D & . @ @ o[ T
= 1 | | | |
1 2 G 5 6 7 8
Name Description
1 Undo / Redo Click these two buttons to undo (Ctrl + Z) or redo (Ctrl + Y) the last operation.
2 Select Activate this button to multi-select characters, or objects, in the working area. It will auto-

matically pop up after the selection is done.

« When this button is activated, you may click on the desired characters or objects to select
them. With the Ctrl key held, you may also multi-select characters or objects.

« Press this button and drag in the working area to do a multiple select.

« With the Shift key held, you may temporarily activate the Multi-Select Mode.
3 Duplicate Click this button (Ctrl + Drag Item) to duplicate the selected object or objects, as well as
motions and animations.
4 Apply Selected Click this button to quickly transfer the predefined Render Style presets to other objects (char-
Render Style acters or props) in the scene.
5 Flip Click this button to set a Flip key to the selected object or objects.
Please refer to the Making a Turn by Flipping Side section for more information.
6 Link/ Unlink Click this button to set a Link / Unlink key for the selected object or objects.
Please refer to the Transporting an Item with Link and Unlink section for more information.
7 Visible / Invis-  Click this button to set a Visible / Invisible key for the selected object or objects.
ible Please refer to the Using the Visible Setting section for more information.
8 Opacity Adjust the value to set an Opacity key for the selected object or objects.
Please refer to the Using the Opacity for Fade In and Fade Out section for more information.

Composer Mode - Character
G1 and G2 Characters

o x s, @

== | |
i 20 3 4

Name Description
1 Undo/Redo Click these two buttons to undo (Ctrl + Z) or redo (Ctrl + Y) the last operation.
2 Select Toggle this button to select sprites or joint masks in the working area.
3 Mirror Click this button to quickly duplicate and copy one side to the other. The mirror creation

method can be applied to individual body parts or to symmetrical facial features.

4 Attach Click this button to attach accessories to the selected actor sprite.

G3 and Free Bone Characters

Name Description

1 Undo / Redo Click these two buttons to undo (Ctrl + Z) or redo (Ctrl + Y) the last operation.
2 Transform Parts Press down this button in order to select a body part, including the bone and the sprite
attached to the bone. Then, you are able to transform this part.
3 Transform Press down this button in order to select a target sprite and transform it. You might frequently
Sprite use this tool and transform a sprite after loading a new sprite image.
4 Transform Bone Press down this button in order to only select and transform the bone.
5 Attach Click this button to attach accessories to the selected actor sprite.
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Composer Mode - Prop

o x @

=T |
i 2 3
Name Description
1 Undo/Redo Click these two buttons to undo (Ctrl + Z) or redo (Ctrl + Y) the last operation.
2 Select Activate this button to select props in the working area.
3 Attach Click this button to attach extra props to the current prop.
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Camera Tool Bar
The buttons in this area control the camera view.
= 2 + O o, a
| | | | | |

1 i 5 4 2 6
Name Description
1 Camera Click this button to switch between Preview Camera Mode and Live Camera Mode.
Record
Mode . . . . .
. Preview Camera Mode: In this mode, you can pan or rotate the camera without adding anim-
(Stage Mode ation keys toit.
only)

Live Camera Mode: In this mode, you can pan or rotate the camera to set animation keys for
the camera. Please refer to the Using Live Camera section for more information.

2 Camera Click to zoom in and out of the scene.
Zoom (2)
3 Camera Pan Click to panthe camera.
(X)
4 Camera Click to rotate the camera.
Rotate (C)
5 Camera Click the triangle button to use the drop-down list to switch to different modes:
View @
i Home

Focus Object

Focus All

« Reset (Home): Click to reset the position and the orientation of the camera.

« Focus Object (F): Click this button so that the camera snaps back to view the selected object in
the current project.

« Focus All: Click this button so that the camera snaps back to view all the objects in the current

project.
6 3D View Click this button to switch to 3D mode. You can then check the Z-depth relationships of each character
(Stage Mode and object inside the working area.

only)

« Draginside the working area with the left-mouse button to view the Z-depth relationships.

« Drag inside the working area with the right-mouse button to move the camera to different angles
inside the working area.

« Drag the Blue gizmo handle of the select object to change its Z-depth.

Please refer to the Transforming inside the Working Area and Creating a Path Animation sections for
more information.
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Camera Operation with Mouse
In Select Mode, you may use the Alt key to accelerate the camera switch operation.

o Alt + Left Mouse Button: Pan the camera.
« Alt + Both Mouse Button: Zoom the camera.
o Shift + Mouse Wheel: Zoom the camera in 10x.
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Functional Tool Bar

Stage Mode

You may use the features on this bar to create characters and objects, add voice clips for the characters to generate
motions with, and to modify the text.

| ¥ B &% @0 @0 % A %CH =@

| T S T
A B C D

— Name Description
‘Ffa’ 1. Composer Click this button to activate the Composer and create a new character or a prop. Please
refer to the Changing Parts of a Character, Modifying a Prop with the Composer and
Creating Composite Props with the Composer sections for more information.

& Name Description
1. Create G3 Click this button to start to create a free bone character with a custom image from
4 Free Bone  scratch.
Actor
L 2. Create Click this button to convert different media files into props, or an image layer or back-
® Media ground of a project. Please refer to the Creating Props section for more information.
3. Create Click this button to apply a voice to the selected character with recording, text-to-
Script speech technique, importing WAV or loading CTS features. Please refer to the
Adding Voice to a Character section for more information.
4. Text Click this button after a text is selected so that you may modify the text. Please refer to
Editor (T) the Using Text section for more information.
= Name Description
= 1. Render Click this button to launch the Render Style panel and modify the color profile of your
%] Style (R) actor.

2. Runtime  Click this button to launch the Runtime Composer panel. You may then modify the pos-
Composer ition, size or texture image of any face feature or body part, or add a joint mask to any
Ctrl + R) body sprite. (Pipeline and Pro only)
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D.AnimationTools

Name Description
1. 3D Motion Click this button to launch the 3D Motion Key Editor panel. You may then change the
Key Editor  angle and manually move, rotate or scale each sprite to the appropriate position in a 3D

EME view. (Pipeline and Pro only)

2. Sprite Click this button to launch the Sprite Editor panel to generate image switching anim-

Editor (S) ations. Please refer to the Sprite-based Project section for more information.

3. Body Pup- Click this button to launch the Face Puppet Editor (Ctrl + U) or Body Puppet Editor (U)

pet (U) panels. You may then utilize this panel to generate the character's facial expressions or
body movements. Please refer to the Using the Face Puppet Editor Panel and Using the
Body Puppet Editor Panel sections for more information.

4. Face Pup- Click this button to launch the Face Puppet Editor (Ctrl + U) or Body Puppet Editor (U)

pet (Ctrl + U) panels. You may then utilize this panel to generate the character's facial expressions or
body movements. Please refer to the Using the Face Puppet Editor Panel and Using the
Body Puppet Editor Panel sections for more information.

5. 2D Motion Click this button to launch the 2D Motion Key Editor panel. You may then adjust the

Key Editor  actor pose, manually move, rotate or scale each body or face sprite, or freely transform

(K) any body part in an image-based 2D view.

6. Face Key Click this button to launch the Face Key Editor panel. You may then adjust the actor

Editor (Ctrl + expressions, or manually move, rotate or scale each facial feature.

&'l
=

53}

W

OB D A O
(5 -

O @ - &

LY

K)
7. Prop Key Click this button to launch the Prop Key Editor panel. You may then adjust the trans-
Editor (K) formation or deformation keys of a selected prop.

8. Motion Click this button to launch the Motion Key Editor panel. You may then adjust and set the
Key Editor  pose key for the G3 and Free Bone Characters in order to do the key-frame animation.
(K)

9. Layer Click this button to launch the Layer Editor panel. You may then change the layer order of
Editor (L) the selected sprites.

Composer Mode - Actor
You may use the features on this bar to create an actor and modify the face or body sprite of the actor.

G1 and G2 Characters
|9 80 AAr2BGOE B B

[ 1 |
I T
A B C

. Name Description
= 1. Back to Click this button to go back to the Stage Mode.
Stage
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Name Description
1. Load G2 Click this button to load a G2 Actor-based design file as your actor. (Pipeline and Pro
Actor only)
Design Tem-
plate - SWF
Alt + Q)

2. Confirm  Click this button to apply optimized sprite layers and joint mask settings for the actor.
Multi-angle  (Pipeline and Pro only)
Settings

3. Convert Click this button to remap G1 Hand poses for G2 motion. The converted G1 actor can
G1 Hand to then be saved in G2 actor format and can use G2 actor sprite content.

G2 Hand

4. Actor Pro- Click this button to activate the Actor Proportion panel and choose a desired pro-
portion (P)  portion for your actor.

5. Cal- Click this button to activate the Calibration panel and carry out body or face cal-
ibration ibration.

= Name Description

o 1. Mask Click this button to activate the Mask Editor panel to edit the mask of an image-based

G g Editor element in a sprite.

. 2. Facial Click this button to activate the Facial Animation Setup panel. You may use the

(G 3 Animation  panel to setup the transform and deform data of expressions for each facial feature.
Setu This feature only applies to Vecter-based Face.

@ oEm v

BES 2. Sprite Click this button to activate the Sprite Editor panel to replace the texture image of the

° Editor (S) selected sprite in order to fit each angle. (Pipeline and Pro only)

I~ 6

4. Render Click this button to activate the Render Style panel and modify the color profile of your
Style (R) actor.

5. Vector Click this button to activate the Vector Grouping Tool panel and apply a desired
Groupin Render Style for each body part. (Pipeline and Pro only)

Tool

6. Launch Click this button to launch an external editor and modify the created face image of the
External actor.

Image Editor

G3 and Free Bone Characters

|5 28 G0 a8 8

| | ' |
A B C

. Name Description
= 1. Back to  Click this button to go back to the Stage Mode.

Stage
— Name Description
V3 1. Bone Click this button to launch the Bone Editor panel for adding or editing bones of G3 Free

Editor Bone Characters.

: Pipeline
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7 N Name Description
= 1. Mask Click this button to activate the Mask Editor panel to edit the mask of an image-based
G g Editor element in a sprite.
. 2. Facial Click this button to activate the Facial Animation Setup panel. You may use the
O Animation panel to setup the transform and deform data of expressions for each facial feature.
Setu This feature only applies to Vecter-based Face.
4 oo v
g 2. Sprite Click this button to activate the Sprite Editor panel to replace the texture image of the
° Editor (S) selected sprite in order to fit each angle. (Pipeline and Pro only)
i~ 6

4. Render Click this button to activate the Render Style panel and modify the color profile of your
Style (R) actor.

5. Vector Click this button to activate the Vector Grouping Tool panel and apply a desired
Groupin Render Style for each body part. (Pipeline and Pro only)

Tool

6. Launch Click this button to launch an external editor and modify the created face image of the
External actor.

Image Editor

Pro & Pipeline

Composer Mode - Prop
You may use the features on this bar to modify your props.

|8 8o a e 5

[ 1
I
A B

A. Back to Stage Mode

. Name Description
= 1. Back to Click this button to go back to the Stage Mode.

Stage
- Name Description
02 1. Mask Click this button to activate the Mask Editor panel to edit the mask of an image-based
) Editor element in a sprite.
2. Sprite Click this button to activate the Sprite Editor panel to replace the texture image of the
) Editor (S) selected sprite. (Pipeline and Pro only)
= 3. Render Click this button to activate the Render Style panel and modify the color profile of the
5 Style (R) selected prop.
4. Vector Click this button to activate the Vector Grouping Tool panel and apply a desired Render
Grouping Style for the selected prop. (Pipeline and Pro only)
Tool

5. Launch Click this button to launch an external editor and modify the selected image-based sprite.
External
Image Editor
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Property Tool Bar

Stage Mode

If you need to set a transform key with an exact value, then use the Property Tool Bar to move, scale or rotate the
selected objects.

I B8 xloo [ vjoo [ zjeo P wiiwo B e Hliwo B Re B W v ]o
| | |
I

1 2 L - 5

4

ame Description

1 X,Y,Z Enterthese values to decide the location of the character or the prop.

2 W, Enter these values to decide the Width and the Height of the character or the prop. You can click the
Lock / Unlock Ratio ™ button to togale the Keep Aspect Ratio on/ off.

3R Enter a value to determine the orientation of the character or the prop.

4 Curve

/Linear Switch between the Curve ~ and Linear ¥ buttons to change the path from curved to straight.

5 Zero
Key Click the Zero Key L button to set a neutral transform key (0 value) to each numerical field in the panel.

« Inthe 2D Motion Key Editor panel, in addition to adjusting the position, size or orientation of the sprites, you can
also mirror the transform value to the opposite side of the body part or facial feature in a forward or reverse dir-
ection.

gag
288

Composer Mode - Actor
G1 and G2 Characters

Iggg x|7.3 |$| Y|1543 I%{ w|100.0 H = H|100.0 H [ ] Angle Linked [ | Mirror G F @ [f FaceDepm.|1 |v| | Face Preview |
— | | |

3 4 5 6

Name Description

1XY Enter these values to determine the position of the actor.

2 W, H Enter these values to decide the Width and the Height of the actor. You can click the Lock /

Unlock Ratio ® button to togale the Keep Aspect Ratio on/ off.

3 Angle Activate the Angle Linked box to keep a consistent angle.
Linked

4 Mirror Mirror the transform values to the opposite side of the body part or facial feature.

5 Layer Click the buttons to change the layer order for each sprite.

6 Face Depth Choose a depth level from the Face Depth drop-down list, then click the Preview button and
(for face move your mouse. The head will be triggered to move with the mouse cursor for you to observe
only) the face depth.

G3 and Free Bone Characters
A. Transform Part and Bone Mode (Under construction)
B. Transform Sprite Mode.

IU, xloo [ vjoo B wlwoo [ = Hjwoo [ rRjo [H [ Transtormai poses

1 z 3 4
Name Description
1XY Enter these values to decide the position of the prop.
2 W, H Enter these values to decide the Width and the Height of the prop. You can click the Lock /
Unlock Ratio ® button to togale the Keep Aspect Ratio on/ off.
R Enter a value to determine the orientation of the prop.

3
4 Transform Activate this box in order to simultaneously transform all poses in a sprite.
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All Poses

Composer Mode - Prop

B x[7 F] ve [ wlooo [ w nfwo [ Rl [} i L

=

1 2

Name Description
X, Y Enterthese values to decide the position of the prop.
H Enterthese values to decide the Width and the Height of the prop. You can click the Lock / Unlock Ratio

# button to togale the Keep Aspect Ratio on/ off.
R Enter a value to determine the orientation of the prop.
P

ivot Click the Pivot button to show the Object Pivot panel to determine the position of the pivot for each com-
ponent object of the prop.

Object Pivot ®

Please choose area to assign
object pivot.

5 Layer Click the buttons to change the layer order for each sprite.

« Inthe Sprite Editor panel of the Composer Mode, you can also adjust the position, size or orientation of the
sprites.

Iﬂ, xloo [ vjoo [ wlwoo [ = Hl000 [ [ Transform All Poses
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Content Manager and Scene Manager

Content Manager and Scene Manager
1— Content Manager @ -2

Custom @

Project

i | Project Template ¥ Demao * |

K v B

01_G3 ...mation02_G3 Humans 03_G3 Animals

Actor

% - E’l." ﬂ
£l | -
= 04_G3 .. mplated5_G3 .. mplate06_Bon...ntings
o |
R W -
2 O e @
] " i
w
S e I+
BM Scene Manager
Name Description
1 Adjustable Drag the border to adjust the width of the Content Manager so that you may view more content.
Border B CranyTaic Animator 3 - 08_Animated 20 StenestProject - a x

Fie Eot o Aeimton Conbol Render Ww Window Mg

@
Y e B

| Pregee Tomgiate »

: -

==

Ormety( g Dmgty )

Emety | proea

o Sevat
| J . b i
B CraxyTalk Animator 3 - 08 Arimated 20 StenetProject - o ><
Fie £l Creale Anmaton Conrol Render Wiiw  Window il

¥

o Sooms aanger |
Click this button to hide the panel of the Content Manager or Scene Manager. \When they are hid-
den, you can press F4 to show the Content Manager, and F5 to show the Scene Manager.

3 Float Click the button to individually float the Content Manager or Scene Manager. When they are float-
ing, you can double click on the panel name to dock them back.
4 Panel Tabs Click the tabs to switch between the Content Manager and Scene Manager panel.

2 Hide
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Content Manager

The content manager is used for managing the various CrazyTalk Animator files including; characters, animations and
content associated with a project.

Content Manager ®

1

) | Project Template ¥ Demao * |
- T2

Project

* Project Template g

s

01_G3 _..mation

v

d 02_G3Humans

Demo

Actor

Animation

Scene

03_G3Animals

04_G3 . .mplate

L+ [+ ———75

SFX

Name Description
1 Category Tabs Click these tabs to switch to the corresponding category.
2 Template and Each category is divided into two libraries:
Custom
Library o Template Library: Contains embedded template installed along with the main program.
« Custom Library: Contains custom templates you add.
3 Menu Buttons Click this button to show the menu for manipulating the Content Manager, including:
Dok Window

Hide Caontent Manager

Mewe Folder
Cut

Copy

Faste

Delete

Rename

Capture Thumbnail

Load Thumbnail

Change View Mode {Ctrl + 13

Apply

Find File

Show Mavigation Panel

« Show and hide (Shortcut: F4), dock and undock the Content Manager.
« Basic editing for the custom templates (The Paste function is for version l3&&lE only).

« Capture the view of the working area, in the current frame, as the thumbnail for the selected
template in the Custom library.

« Load animage as the thumbnail of the selected custom template.
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« Cycle through the content display options.

-3

Small thumbnail view Large thumbnail view
ffame Size Type Date Modified

Details view

« Apply the selected content to the current project. This does the same as double-clicking the
content thumbnail. Please refer to the Drag and Drop section for more information on apply-
ing methods.

« Browse to find the selected template.

« Show and hide the navigation pane. When the navigation pane is displayed, you can drag
the middle border to adjust its width.

Custom © Custom )

Project
Project

P} | Project Template » Demo * | P} | Project Template » Demo *

: Demo . 9 : u
o o 1 ,
E g E =B
01_G3 ...mation 01_G3 ...mation02_G3 Humans 03_G3 Animals
< - '
_E _E P C —)
| E 2
[ [
= 02_33 Humans = 04_0G3 . mplated5_G3 ...mplate06_Bon...ntings
= ’ = »orm lﬁ o&r
= [ -
g g g "k |
03_G3Animals 07_FFD._..y Prop0&_Ani... Scene 09_G2__ystem
| — - REETTE o | —
A A
- v 1+ ] - v 1+ ]

Show the navigation pane to browse through Hide the navigation pane to view more
all the library folders. content.

4 Templates In the library pane, you may manipulate the templates, including:

« Apply the selected template (by drag-and-drop or click the Apply button).

« Use the right-click menu to do basic editing; renaming or changing the thumbnail of the cus-
tom templates.

5 Applying and . [ ¥ ] Click this button to ?:Pply the selected template. This does the same as double-
Adding Tem- clicking the content thumbnail. Please refer to the Drag and Drop section for more inform-
plates ation on applying methods.

« L+ | Click this button to add the current object in the scene into the Custom library of
the selected Category. If you have selected a template in the Custom Library, then clic
this button to overwrite the selected template.

Scene Manager

The Scene Manager displays all the objects and characters included in the current project. In Stage Mode; you may
select multiple items, show/hide items, rename them, and lock them from being selected in the working area. In Com-
poser Mode; you can not only see any content item, but also all of the sprites in it.
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Stage Mode
Scene Manager €3]
= 2
14 o o e
Show | Lock| MName
M [0 ¥ Ador
) O Ease Out
M O Easeln
[ 0 Easeln Out
=) O Ease Out In
) [1  + Image Layer
M O Ease Outin
) O Easeln Out
7y o
T
Name Description
1 Searching  Type full or partial titles of objects in the search field to search for desired objects.
Objects
2 Clearing Clear your search and start again.
Search
3 Menu But-  Click this button to show the menu for manipulating the Scene Manager, including:
tons

Undock Window

Hide Scene Manager

Duplicate

Delete

Filter

Sort

Select Inverted
Hide Unselected

Unhide All

Rename

« Show and hide (Shortcut: F5), dock and undock the Scene Manager.
« Duplicate, delete or rename the selected objects.

« Usethe Scene Manager Filter to show objects in specific categories.
Scene Manager Filter €3]

| All || MNone || Invert |

[+ Actor

[+ B3 Actor

[ Prop

[+ Scene

[+ Image Layer
[/ Effect

« Sort selected objects, hide unselected objects or show all objects in the scene.
4 Show/Hide Show or hide the selected item. This status does not affect the export result.
Status
5 Lock Check the box so that the object cannot be picked in the Preview window. Please refer to the
Using Lock and Unlock section for more information.
6 Object List Click on the desired object once to select it, double-click (F2) on its name again to enter the
name-editing mode. You may rename all the items.
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Composer Mode - G1 and G2 Characters

Joint Mask 1

3—4{0\1‘309 |®
+

Show | Lock| MName
[ [ = LowerTorso

=) O * Upper Torso

) O v MNeck
Name Description
1 Tabs Click the tabs to switch between the Body, Face and Joint Mask tab.
2 Sprite Selec- Select the desired body part, facial feature or joint mask under each tab. The selected sprite
tion name will be displayed in the field at the bottom.
3 Searching  Type full or partial titles of sprites in the search field to search for desired sprites.
Sprites
4 Clearing Clear your search and start again.
Search
5 Menu But-  Click this button to show the menu for manipulating the Scene Manager.
tons

Dock Window

Hide Scene Manager

Delete

Sort

Hide Unselected

Unhide All

» Show and hide (Shortcut: F5), dock and undock the Scene Manager.
o Delete the selected sprite.
o Sort the items by name.

« Hide unselected sprite or show all sprite in the scene.
6 Show/Hide Show or hide the selected item. This status does not affect the export result.
Status
7 Lock Check the box so that the sprite cannot be picked in the Preview window. Please refer to the
Using Lock and Unlock section for more information.
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Composer Mode - G3 and Free Bone Characters

Scene Manager ®
—R 2

14'—9\7 ‘®—3

Show | Lock | MName
M [ ¥ Root
M O ¥ Hip
M O ¥ RThigh
M O ¥ RShank
M O ¥ RFoot
M O ¥ RFoot2
M O ¥ RToe
A O RToe_Hub
™ O W LThigh
I O ¥ LShank
M O ¥ LFoot
M O ¥ LFoot2
M O v LToe
|T\/ O LToe_Nub
=
Name Description
1 Searching  Type full or partial titles of sprites in the search field to search for desired sprites.
Sprites
2 Clearing Clear your search and start again.
Search
3 Menu But-  Click this button to show the menu for manipulating the Scene Manager.
tons

Dock Window

Hide Scene Manager

Delete

Sort

Hide Unselected

Unhide All

« Show and hide (Shortcut: F5), dock and undock the Scene Manager.
o Delete the selected sprite.
» Sort the items by name.

« Hide unselected sprite or show all sprite in the scene.
4 Show/Hide Show or hide the selected item. This status does not affect the export result.
Status
5 Lock Check the box so that the sprite cannot be picked in the Preview window. Please refer to the
Using Lock and Unlock section for more information.
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Show the current frame of the project. You may also quickly drag it to any desired frame.

To jump to the cue frame of the playback, or to the start frame of the project.

To jump to the cue-out frame of the playback, or to the end frame of the project.

Play Bar
The Play Bar is used to control scene playbacks in CrazyTalk Animator scenes.

T 2 3 4 5 6 7 8 9 10 T

e S e N I -
ax [T T |

® —-0 bDﬂ«»HDIIIﬁEJ—O|
13 14
Name Description

1 Play Head

2 Mark In/Out of Drag this mark to set the mark in/out frame during playback or export.
Playback/Export
Range

3 Play/Pause To play back current project.
(Space bar)

4 Stop To stop play back.

5 Jumpto Start
Frame

6 Previous Frame To jump one frame backwards.

7 Next Frame To jump one frame forwards.

8 JumptoEnd
Frame

9 Loop On/Off To toggle playback loop on/off.

10 Current Time
11 Project Settings

12 Show Timeline
(F3)

13 Voice Volume

14 Music Volume

To show the current time/frame.

Use the Project Settings panel to set the total length for the current project, select the time unit
and camera mode, zoom in/out of the safe area, and modify the background color or load a back-
ground image.

To bring up the Timeline.

To adjust the volume of the sound effect.
To adjust the volume of the background music.
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Docking and Floating Panels

All the panels in CrazyTalk Animator, such as Tool Bars, Content Manager and Scene Manager and Timeline can be
docked or undocked. By docking the panels, you can quickly access the tools or templates without having to hover the

mouse too far; while by undocking the panels, you can get a wider and clearer working area for better viewing custom pro-
jects. You may double-click the panel zone to dock or to float a panel.

Panels Docked and Undocked

After the panels are docked, the tools on the Tool Bars, the templates in the Content Manager, the objects in the
Scene Manager and the features in the Timeline can be easily accessed.
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When the panels are undocked, they float above the main program and the working area enlarges to present a better
view. You may then move the panels elsewhere to prevent from hindering the working area. If you are using dual-dis-
play environments, then you may move the panels to one display while keeping the main program on the other.
lppE v EE | xae BN GLE%6 0 & |2 (%06 & olmalm [
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Dockable Area for Tool Bars

The tool bars can be docked to the top, bottom, left and right of the main program when you drag and drop it into the
area. You may access the Window commands from the menu to show / hide the tool bars.

Stage Mode

J= =0 & #¥r o omm [ |mL+0a @

I v m - m ] ]

|pem o @ | WG R o e -
Docking Bottom

# =]

g Po+e0|vE N 0rc|
2O

Docking Left. Docklng nght
(File Handles, Camera Tool Bar and Function Bar (File Handles, Camera Tool Bar and Function Bar only)
only)

Composer Mode

-mg--..,: Ly ——

Docking Top.

-mg--..,: Ly ——

| Docking Left.
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e e e s
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Docklng Bottom
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Docking Right. - -
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Dockable Area for Property Bars

The property bars can be docked to the top and bottom of the main program when you drag and drop it into the area. You
may access the Window commands from the menu to show/hide the property bars.

Stage Mode

B Crany o At 1

.
rOmapnc 1 jom J

3 B s | i o e = e v on
Docking Top. Docking Bottom.
Composer Mode
e —— S
| o R e E o o =
Docking Top. Docking Bottom.

Dockable Area for Content Manager and Scene Manager

Content Manager

The Content Manager can be docked to the left and right of the main program when you drag and drop it into the
area. You may use F4 to toggle the visibility of the Content Manager panel.

o pomapwc[ 1 jom J——o

‘Docking Left. Docking Right.
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Scene Manager

The Scene Manager can be docked to the left and right of the main program when you drag and drop it into the area.
You may use F5 to toggle the visibility of the Scene Manager panel.

FEEL L L LT L L

# 0
0 o ] TR
m—o powapHc[: Jom J—o

Docking Left.

Dockable Area for Timeline

The Timeline can be docked to the top and bottom of the main program when you drag and drop it into the area. You
may use F3 to toggle the visibility of the Timeline panel.

Dockin'g Bottom.
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Drag and Drop
CrazyTalk Animator provides several drag and drop methods to accelerate the building of your scene.

Please refer to the Drag and Drop Table section for more information about the drag and drop behavior in CrazyTalk Anim-
ator.

Adding Objects

Adding objects including; characters, props, image layers, effects, texts and backgrounds, can all be done by drag-and-
dropping from different sources.

A. From the Content Manager Library

Content Manager

O | special FX Template > Text

2Thinking_4 2Whisper_02 2.V

B. From Source Folder
The Supported file types:

« Image: BMP, JPG, TGA, PNG, Gif, SWF.
« Video: AVI, WMV, RM, RMVB, MP4 for PC, Mpeg, ASF, ASX, MOV, FLV.
« Others (Transparent Videos): iWidget, popVideo.

e B8 hew Faortes Tok ™ QF

i d

§)

[ Thuis. &

Dragging for applying
Character in Stage Mode

You are able to drag and drop any template from the Animation libraries (Motion, Face, Perform and Action
Menu) to any character instead of selecting the template and clicking the Apply button.

Content Manage

Drag and drop a motion template onto  The character will start the motion.
the

character.

Note: You may also drag and drop from a folder to have the same results.
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Character in Composer Mode

When you select a character and switch to the Composer mode, then you can drag and drop any props onto any
body parts. CrazyTalk Animator will automatically attach the prop to the body part.

Goatee Hair Band

b Monol

0 - - Monocle
Drag and drop a prop onto the char- The prop instantly attaches to the body
acter. part.

Note: You may also drag and drop from a folder to have the same result.

Assets Collection

You can drag and drop one or more assets, from the Content Manager, into your desired folder to create your a custom
library collection.

Custom (=)

) |PropT..» Park® Flora® ij

Favortes  Took * Y

X

Trea_0Z_Velow.ctprop  Tres_03_Green.ctprop  [s

Drag and drop assets from Build a custom library collection.
CrazyTalk Animator to a folder.

Advanced Usage

CrazyTalk Animator also provides a feature for you to create props with compound elements. You may also convert
multiple images into target object elements.

Creating a Prop with Multiple Media

1. Select multiple media file(s) in the source folder.

e OZpE  Thumbss
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2. Dragand drop into the working area of CrazyTalk Animator.
Im

hmw—mmr«m'

3l 4

[ Thuis. &

3. Click the Prop button to create a new prop with these media.

Hpmann  Hyoraed 01 | (Hedaol g2

Appending Media to a Sprite

1. Select a character or a prop. Switch to the Composer mode.

2. Select a single or multiple media files in the source folder.

I=J I:\images\CTA_Images L._]L_I:IJN

© File Edit view Favorites Tools a'

1]

Bone.png ‘Wrench.png

Waves,png
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3. Drag and drop onto the target sprite in the working area of CrazyTalk Animator.

[T r— =g
[ e e v oot e ™ R
£

—
4. Pic_l; the sprite and click the W Sprite Editor button. All the media will be converted into the elements of the
sprite.
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Drag and Drop Table
Stage Mode
Item File Format Drag and Drop Target
Actor Props Text Effect Same item Applying
selected
Project .ctProject N/A N/A N/A N/A Replace Cur- Replace Cur-
rent Project rent Project
Character  .ctActor Replace N/A N/A N/A Replace Add new
character
Head .ctHead Replace  N/A N/A N/A Replace Head N/A
Head
Body .ctBody Replace N/A N/A N/A Replace Body N/A
Body
Perform .ctPerform Apply N/A N/A N/A Apply Perform N/A
Perform
Face .ctFCS Apply N/A N/A N/A Apply Facial ~ N/A
Facial Motion
Motion
Motion .ctMotion Apply N/A N/A N/A Apply Body N/A
Body Motion
Motion
3D Motion .ctMotion Apply 3D N/A N/A N/A Apply 3D Body N/A
Body Motion
Motion
Action .ctAction Apply N/A N/A N/A Apply Action  N/A
Menu Action Menu
Menu
Scene .ctScene N/A Replaceall N/A N/A Replace all Replace all
Props under Props under  Props under
Scene Cat- Scene Cat- Scene Cat-
egory egory egory
Image Layer .ctLayer N/A N/A N/A N/A Add new Add new
Image Layer  Image Layer
Props .ctProp N/A Add new N/A N/A Add new Prop Add new
Prop Prop
Back- .Jpg N/A N/A N/A N/A Add new Prop Replace cur-
ground or Image rent back-
Layer, or ground
replace current
background
Text .ctText N/A N/A N/A N/A Add new Text Add new
Text
Effect .cteffect N/A N/A N/A N/A Add new Add new
Object Effect Object Effect
Object
Sound WAV, .MP3 Add Voice Add Sound AddSound AddSound AddSound Add Sound
Effect or Effect or Effect or Effect or Back- Effect or
Background Background Background ground Music Background
Music Music Music Music
CTS .cts Apply N/A N/A N/A N/A N/A
Voice and
Facial
Motion
Motion Clip .clp Apply N/A N/A N/A N/A N/A
Facial
Motion
iClone .iMotion (Pipeline Apply N/A N/A N/A N/A N/A
Motion only) Body
Motion
CT™M .ctm Addnew N/A N/A N/A N/A N/A
Character
with Head
Only
Video AVI, WMV, RM, N/A N/A N/A N/A N/A Add Prop,
RMVB, MP4 for Image Layer
PC, Mpeg, ASF, or Back-
ASX, MOV, FLV, ground
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popVideo, SWF

Image BMP, JPG, GIF, N/A
PNG, SWF, TGA

Multiple Image/Video N/A

Media

Prop Anim- .ctAnim N/A

ation

Composer Mode
Composer Mode - Character

N/A N/A N/A N/A Add Prop,
Image Layer
or Back-
ground

Add Prop,
Image Layer
or Back-
ground
Apply Prop  N/A N/A N/A N/A
Animation

N/A N/A N/A N/A

Drag and Drop Target
Applying
(No Body Part Selected)
Replace Current Actor

Actor Body Parts

Replace Current Actor

Item File Format
Actor .ctActor
Head .ctHead
Body .ctBody
Upper + Neck + Arm + .ctUpper
ForeArm

Lower + Thigh + Shank .ctLower
Hand .ctHand
Foot .ctShoes
Rabbit Ear .ctHdress
Tail .ctTail
Face .ctFace
Eye .CtEye
Nose .ctNose
Mouth .ctMouth
Ear .CtEar
Brow .ctBrow
HairFront + HairBack .ctHair
Headdress .ctHdress
Tail .ctTail
Shoes .ctShoes
Prop .ctProp
Multiple Media Image/Video

Composer Mode - Prop

Replace Replace

Replace Replace

Replace Replace

Replace Replace

Replace Replace

Replace Replace

Attach to Head Attach to Head
Attach to Lower Torso Attach to Lower Torso
Replace Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace

Add or Replace Add or Replace
Attach to the Body Part Accessories, Glasses, Caps and Hats

Body Part

Composer Mode

attach to the Head

Common Props attach to the Lower Torso
Add more Elements tothe N/A

Item File Format Drag and Drop Target
Prop Applying
(No Sprite Selected)
Prop .ctProp Replace Current Sprite Add Sprite
Multiple Media Image/Video Add more Elements to the Prop Sprite N/A
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Composer User Interface Introduction — Actor

The composer user interface for actors is divided into 9 parts. Please refer to the sections below for more details about each
part.

G1 and G2 Characters

3 4
Bl CrazyTalk Animator 3 - 08_Animated 2D Scene.ctProjedt = [u] *x
1 frte € ucot FaceEator View wingow Hen)
- BN I |[2 + 0o
5+I +f snowsons [ 8oy~ | coior: [ | see:[20 [5] opacn: [100 | I’sc ] g
—_— Content Manages @
= a3
|| , BTN e o 1o
= 4| » E 3| Aetor Tomptate » 1_G3 Human®
& \-—?/ | =, = =
- a.f, agy a
H t 1 {
A Caeman  Elash.e 01F Eash_e 018
& 8 8 a:
Elast. e 02 F (Elash e 028 Elss o 00F
- 8; | 8p| 8
. $ { f f

Elast. e 035 Elast. e 01F East e 018

- s -

L2l =

81— :
COMPOSER MODE m i

Name Description
1 Menu The menu contains each command in the Composer Mode.
2 General Tool Bar The tool baris able to undo and redo actions, select sprites, attach props to sprites, show /
hide connect points, or modify joint masks.
3 Create Face Bar The tool bar can load an image to create a new face for the current actor, or customize the
eyes and teeth of your actor.
4 Camera Tool Bar The tool bar contains buttons to zoom in and out, pan or rotate the camera, or switch to dif-
ferent view modes.
5 Property Tool Bar Property tools for transforming the selected sprites to enhance the details of the 2D / 3D
animation result.
6 Bone Tool Bar The tool bar can show / hide face or body bones, or change the color, size and opacity of
bones.
7 Functional Tool The left-side tool bar can bring you back to the Stage Mode, load an actor swf file, optimize
Bar the actor details, change the actor proportion and render style, and invoke the Vector Group-

ing Tool, Calibration, Validate Multi-angle Setup and Sprite Editor panels.
8 Preview Window  The modification to the actor can be observed in the Preview Window. You may select the

(Working Area) angle switch to view and adjust the sprite in each angle.

Y « Click the left / right arrows to switch to the 0, 45, 90, 135, 180, 225, 270

and 315-degree view.
4 [ Front ] |y o Click the up / down arrows to switch to the front, back, top and bottom
\ 4 view.
v
9 Content Manager The Content Manager contains embedded and custom templates, and the Scene Manager

(F4)and displays all the sprites included in the current actor.
Scene Manager
(F5)
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G3 and Free Bone Characters

N

w

2 General Tool Bar

3 Create Face Bar

4 Camera Tool Bar

5 Property Tool Bar

6 Bone Tool Bar

7 Functional Tool
Bar

8 Preview Window
(Working Area)

9 Content Manager
(F4)and

Scene Manager
(F5)

3 4
B CrazyTalk Animator 3 - 08_Animated 2D ScenectProjedt = o x
THFle Em ot FaceEctor View Wingow Heig]
| ERRENTY] | g2 +0e)
+I o snowsons | Boar = | coior: [ | Sze:[20 [3] ovac: [100 | [I B8 xfoo [ v[ee ] =76
[ Content Manager @
& oy |, W o © 39
A ! 2 [ Actor Tampiate ]
= !
@ 1_GIHumaa 2_GIAnimals 3_G3Spine
& . \
" H
4_.GIWings  5_GIFres Bont G2
] e _ (|
COMPQOSER MODE m e Wiabiar: || Lajos dogor
Name Description
1 Menu The menu contains each command in the Composer Mode.

The tool bar is able to undo and redo actions, select sprites, attach props to sprites, show /
hide connect points, or modify joint masks.

The tool bar can load an image to create a new face for the current actor, or customize the
eyes and teeth of your actor.

The tool bar contains buttons to zoom in and out, pan or rotate the camera, or switch to dif-
ferent view modes.

Property tools for transforming the selected sprites to enhance the details of the 2D anim-
ation result.

The tool bar can show / hide face or body bones, or change the color, size and opacity of
bones.

The left-side tool bar can bring you back to the Stage Mode, load an actor image file, optim-
ize the actor details, change the actor proportion and render style, and invoke the Bone
Editor, Mask Editor , Facial Animation Setup, Render Style, Vector Grouping Tool and
Sprite Editor panels.

The modification to the actor can be observed in the Preview Window. You may select the
angle switch to view and adjust the sprite in each angle.

Click the left / right arrows to switch to the 0, 45, 90, 135, 180, 225, 270 and 315-degree view.
The Content Manager contains embedded and custom templates, and the Scene Manager
displays all the sprites included in the current actor.
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Composer User Interface Introduction — Prop
The composer user interface for props is divided into 7 parts. Please refer to the links below for more details about each

part.
3
B CrazyTalk Animator 3 - 08_Animated 20 ScerfectProject = o x
1 Heie £ ucay view window Heip
2= =~ 2|2 + O %
4.|Iﬁxno .-:E\':'no 5 w00 ::_uuason ';:fnn 3 | Pwat e re
— 1 ‘Conteat Manager (=]
s . T o 47
g :mmnmlaiu'
=]
& ) Comenandal Conf Roomn  G2Ank_ Props
E—
Mask Ofce Outdoor Scane
»
6 1 o v_ Ten Bussle Tal
[+
COMPOSER MODE m pow
Name Description
1 Menu The menu contains each command in the Composer Mode.

2 General Tool Bar
3 Camera Tool Bar

4 Property Tool Bar

5 Functional Tool Bar

6 Preview Window
(Working Area)

7 Content Manager
(F4) and

Scene Manager (F5)

The tool bar is able to undo and redo actions, select props, or attach more props to another prop.
The tool bar contains buttons to zoom in and out, pan or rotate the camera, or switch to different
view modes of the camera.

Property tools for transforming the selected props to enhance the details of the 2D/3D animation
result.

The left-side tool bar can bring you back to the Stage Mode, and launch the Render Style,
Vector Grouping Tool and Sprite Editor panels.

The modification to the props can be observed in the Preview Window.

The Content Manager contains embedded and custom templates, and the Scene Manager dis-
plays all the attached props included in the current prop.
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Concept of Sprite Animation

Most CrazyTalk Animator projects are sprite-based. The characters, the faces of characters and the props are all com-
posited by one or more sprites.

« Sprite Concept
« Sprite, Poses and Angles

» Preparing a Custom Sprite

« Transforming Sprite Elements

» Modifying the Textures of Body Parts
« Modifying the Textures of Props

« Sprite Switch Animations

» Releasing Sprite Switches
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Sprite Concept

What is a Sprite?

A Sprite can be best understood as a group that consists of lots different media files. Though it can have multiple ele-
ments, it only shows one of them at a time. Sort of like a slide show.

The elements of a sprite can be media files with different formats:

« Image: *.jpg, *.jpeg, *.bmp, *.gif, *.png, *.tga.
« Video: *.swf, *.avi, *.wmv, *.mpg, *.mpeg, *.mpe, *.flv, *.rm, *.rmvb, *.mp4, *.asf, *.asx, *.wm
« Reallusion Specific Format: *.popVideo

What can Sprites do in CrazyTalk Animator?

In CrazyTalk Animator, a character is composed of different body parts, and each body part is a sprite. The facial fea-
tures of a composed head are sprites, too.

Also, each prop can be formed by one or more sprites.

Composing Objects

By composing different sprites together, you are able to create custom characters, faces and props.

b

-~

The sprites that compose a head

The sprites that mpose a prop
Since the facial-fitted head of a character has different structures, then it does not support the usage of sprites.
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Multiple Angles Animations for Characters @&

In CrazyTalk Animator, the character is capable of performing dimensional motions and expressions, which is gen-
erated by displaying different components within sprites that compose the character's body and face.

Please refer to the Sprite, Poses and Angles section for more information.

The sprites on the bones changes in accordance with the angles in order to generate the dimensional anim-
ations of the character.
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Sprite, Poses and Angles

A sprite can have multiple elements. These elements can be images or videos and are divided into two types according to
the target the sprite is applied to. The targets can be Props, G1 Characters and G2 Characters.

Sprites of Props

The images or videos in a sprite that builds up a prop are named Elements, as the vintage name in CrazyTalk Anim-
ator 1.

The prop is composed of single sprite with three Elements.

Sprites of Character

Each CrazyTalk Animator character is composed of sprites stuck to the bones of body parts; every sprite can have
one or more poses for creating sprite animations.

Poses in Sprite

The images or videos in a sprite that builds up a character are called Pose, no matter if the character is G1 or G2
ones.

The upper body is composed of a sprite with multiple  Change to d|fferent poses for creating sprite switch
Poses. animation.

Angles in Poses

However, for G2 characters that are able to perform dimensional motions, the poses must contain more media rep-
resent the pose from different 10 perspective views, and these media are thus called Angles. The angles from 10
perspectives are views from top, bottom, 0, 45, 90, 135, 180, 225, 270, and 315 degrees. With these Angles, char-
acter are able to perform not only the 2D flat motions, but also 3D dimensional motions.

=eF

A

K ﬂ
EAAAA IIIQI
AAMoo LSS

The poses of a G2 character have their own Angle components for correctly performing all 3D motions.
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Preparing a Custom Sprite

You can load different types of media, videos orimages to create a sprite. When a sprite contains a series of image or
videos, then you may create Image Replacement Animations in Stage mode with setting keys.
*Please note that this feature is for the Pipeline and Pro versions only.

Loading Media to Form a New Sprite
Prop

1. In Stage Mode, click the % Create Media button on the Function Bar.
2. Click the Prop button in the Create Media panel.

Create Media ®

Flease choose an import option :

‘ Q Frop ‘

‘ |i| Image layer ‘

‘ @ Background ‘

3. Load multiple media files. A sprite with multiple media files will be created afterward.

Wl V_2 Il
I_2 empky

Two More Methods to Create a Sprite or to Add More Media to a Sprite

If you want to create a sprite, or append more media onto an existing sprite, then you may use the two methods below:

« Sprite Editor in actor or Composer mode.
« Drag and Drop from media source folders.

The added media in the sprite are named Poses. Any sprite can have multiple poses so that you can use these pose to
generate Sprite Animations.

Using the Sprite Editor EEIIE

A. Character
1. Select an existing character.
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2. Click the Re Composer button on the Function Bar.
3. Select abody part (sprite).

4. click the o Sprite Editor button on the Function Bar. The Sprite Editor panel shows.

Sprite Editor - L Forearm - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(8] [@}] [BF [8H | [#] [@]

SIAYEAY

L Forearm 01 L Forearm 02

Empty

« You may click another body part without closing the Sprite Editor.
5. Click the Add New Sprite [2l+/ button. Load one or more media files.
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6. This body part is now a sprite with multiple poses. All the poses are now listed in the panel.
Sprite Editor - L Forearm - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(8] [@}] [BF [8H | [#] [@]

\NEA

i LForearm 01 L Forearm 02

R |

Bone Wrench Waves

Empty

The possible look of the body part

Note:

If you want to create a character that is able to perform 3D dimensional motions, then you need to
add up to 10 angles for the poses. Please refer to the sections below for more information:

» Sprite, Poses and Angles

« Using Sprite Angle Panel
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B. Prop
1. Select an existing prop.

2. Click the Re Composer button on the Function Bar.

—
3. Click the ¥ Sprite Editor button on the Functional Tool Bar. The Sprite Editor panel shows.
Sprite Editor - Hydrant ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

3

Hydrant Empty

4. Click the Add New Sprite button in the Sprite Editor panel. Load one or more media files.
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5. This sprite is now appended with multiple media files. All the media files are now listed in the panel.
Sprite Editor - Hydrant ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

[B][@] 0] [A]|[=] 2]

 SlE

Hydrant Hydrant_01

Different possibilities for a prop

Note:

« The elements of a sprite can be media files in different formats:
- Image: *.jpg, *.bmp, *.gif, *.png, *.tga.

o Video: *.avi, *.wmyv, *.rm, *.rmvb, *.mpg, *.mpeg, *.mpe, *.mp4, *.asf, *.asx, *.wm,
* flv, *.mov, *.swf

« Reallusion Specific Format: *.iWidget, *.popVideo
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« You may select a video file and click the Preview button to preview the results.

o Select an element thumbnail in the list. Click the Replace Current Sprite button to load
a new file that will replace the selected one.

» Select an element thumbnail in the list and press the Delete key to remove the element from
the list.

» No matter which media file is selected from the list in the Composer Mode, the sprite will
always shows the first one in the Stage Mode.
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Drag and Drop from Media Source Folders

A. Creating a Prop with Multiple Media
1. Select multiple media files from the source folder in Stage Mode.
r@ I:\images\CTA_Images [;]LI;IJN

¢ File Edit Wiew Favorites  Tools 7 -‘z"

: 3l

Hydrant.png Hydrant_01.png

3. A new sprite prop containing several media files is generated.

Hpwant  Hyoaet_01 | (Hedand 02)

o | e

B. Appending Media to a Sprite
1. Select a character or a prop. Switch to the Composer mode.
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2. Select single or multiple image files in the source folder.
I=J I:\images\CTA_Images g@

¢ File Edit Wiew Favorites  Tools 7 -:,'

[»]

) -
Bone.png ‘Wrench.png

Waves.png el

Drag and drop onto the target sprite in the working area of CrazyTalk Animator.

| gt T _images M=% )

|~.m\n—fw:n|e¢"l"

I8IR

(o]

—
4. Pick the sprite and click the Sprite Editor button. The media will then be converted into the poses

of the sprite.
W\

Note:

If you want to create a character that is able to perform 3D dimensional motions, then you need to
add up to 10 angles for the poses. Please refer to the sections below for more information:

» Sprite, Poses and Angles
» Using Sprite Angle Panel
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Replacing an Existing Pose or Element in Sprite

When you want to replace poses (of a character's facial features or body parts) or elements (of props) with prepared
image-based or vector-based files by using the buttons at the bottom of the Sprite Editor panel, you may need to follow
the steps below.

Prop's Element and Character's Single Angle of Pose @

This method replaces only one element in the sprite of a prop; and a single angle pose for a character's facial fea-
tures or body parts.

1. Select an object (prop or character) and enter the Composer Mode.

COMPOSER MODE COMPOSER MODE

Prop in Composer Mode Character in Composer Mode

3. Select the element (for prop) or one of the poses (if there are multiple poses for the character).

2. Pick a sprite and open the Sprite Editor.

Sprite Editor - Tulip_Sprout ® Sprite Editor - Upper Torso - 0 ®
Flease click the parts to replace. Flease click the parts to replace.
You may import new images or replace the ones you picked You may import new images or replace the ones you picked
=[] [} [B] | [=] [@]
Empty
The element of the prop is selected The pose of a character's body part is selected

4. Click the Replace Current Sprite button (for prop) or the down arrow >> Replace Current Angle (for char-
acter) at the bottom of the panel.

(B |[eL|[BF B | ] B BE|OL | 1@ (%

Replace Full Angle Cirl+R

Replace Current Angle Cirl+Shift+R

Click the Replace Current Click the down arrow besides the Replace Current Angle (for characters)
Angle button (for props) and select the Replace Current Angle command
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5. Load a prepared file to replace the current one.

n

Note:

For the character, you are able to open the Angle Table, where you'll be able to see that only the content in
the current angle slot has been replaced.

= N —
ﬁ || N
1

| | | I

] 45 90 135

—— S I}‘\: -——

| N

| | (= |

180 225 270 315
Bottam Tap

Complete Character Angle Profile Replacement &
Use this method to replace character poses that look identical at all 10 angle profiles.

1. Select a character and enter the Composer Mode.

COMPOSER MODE
2. Pick a sprite and open the Sprite Editor.
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3. Select one of the poses (if there are multiple poses for the character).
Sprite Editor - L Hand - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(8] [@}] [BF [8H | [#] [@]

@E{ b b

02_Victory 03_Seven

b/ O

04_0OK 05_0One 06_Fist

4. Click the down arrow beside the button at the bottom of the panel.
5. Choose the Replace Full Angle command.

B BE|OL | 1@ (%

Replace Full Angle Cirl+R

Replace Current Angle Cirl+Shift+R

6. Load a prepared file to replace every angle of this pose with the loaded file.

7. Openthe Angle Table and you will see every angle is replaced with the newly-loaded file.

Q@ Q@ @ @
] 45 90 135
QL @ @ @
180 225 270 315
Q Q

Bottam Tap
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Using Sprite-Angle Panel

Pro & Pipeline

Each CrazyTalk Animator character is composed of sprites stuck to the bones of body parts; every sprite can have one or
more poses for creating sprite animations. However, for G2 characters that are able to perform dimensional motions, these
poses must contain more media from different 10 perspective views, and these media are thus called Angles.

02 45 902 Agsd dgns 2U54 2704 H152  Togyn  Hotigrn)

CrazyTalk Animator provides Sprite-Angle panel so that you are able to view the angles of a pose. The benefits of using
Sprite-Angle panel are:

« Examining angles of pose.
« Sharing media for different angles.

Examining Angles of Pose

After you have created a G2 character, or convert a G1 character into a G2 character, you may use the Angle Table to
examine if any angle is missing.

Activate Sprite Angle Panel in Composer Mode
If Composer Mode, there are two ways to showing the Sprite Angle panel:

« Through Sprite Editor

1. Select the character and enter the Composer Mode.

4 Front }

4

COMPOSER MODE

4=

2. Pick the body part that you want to examine.
v h
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3. Click the B Sprite Editor button to show the panel.

Sprite Editor - Upper Torso - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(8] [@}] [BF [8H | [=] [@]

Fose Empty

4. Click the Full-angle Settings button to display the panel for listing the angle media.
Sprite Angle - Upper Torso @

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

315 Bottom

i
i
I I °
>

| Copy Similar |

o Through Validate Multi-angle Setup Panel

1. Select the character and enter the Composer Mode.
r s

4

COMPOSER MODE
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2. Pick the body part that you want to examine.
L v

2
3. Click the @ Validate Multi-angle Setup button to show the panel.
4. Switch to the Sprite tab.

Validate Multi-angle Setup ®
ParentAngle Child Angle :
Bone Joint Mask
Move :
«[3 B v[msH
Scale: Rotate :
w1000 [ @ w [1000 [ R0 [
Child Angle :
| 01_Upper Torso '|
| Full-angle Settings | i
| Replace |
— [+ Quick Validate
s O @

Preview |

5. Click the Full-angle Settings button to display the panel for listing the angle media.
Sprite Angle - Upper Torso ®

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

0 45 90
135 180 225
270 315 Bottom

| Copy Similar
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Sharing Media for Different Angles

By using the Sprite Angle panel, you are able to share an angle to any other which lacks one. This method assists you
to save a lot of time for adding angles one by one and is useful for the body parts that appear identical in different per-
spectives.

1. Apply a character and switch to the Composer Mode.
r s

4

COMPOSER MODE
2. Select a body part.

4

3. Open the Sprite Angle as described in the previous section.
Note:

The angles slots marked as Empty will cause a body part missing in motion.

Sprite Angle - R Forearm €3]

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

! Empty Empty
0 45 a0
Empty Empty Empty
135 180 225
Empty Empty Empty
270 315 Bottom
R
| Copy Similar |
Missing angles in the table. Missing body part in motion.
4. :{atp%&?g%/ part can appears to be identical in different perspectives, then click the|  Copysmiar |Copy Sim-
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5. When the cursor turns to an eyedropper, click on the target angle for sharing.
!f'

0

6. As the cursorturn to be a paint bucket, click on the Empty angle slot tofill it referring to the picked angle image.

Spije Angle - R Forearm
You may choose simNar looking sprites to repl:
empty slot, or leave it dpchanged.

To add new custom spites, please return to th
Editor and choose the et angle first.

L -

0 45 al

7. Repeat the same steps until every empty angle slot refers to the target one.
Sprite Angle - R Forearm ®

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

=l =

FG{-

135 180 225

Empty

r
r

270 315 Bottom

g

| Copy Similar

8. The body part thus will not be missing in motion.
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Transforming Sprite Elements

Pro & Pipeline

Each element in a sprite has different sizes and angles. But if you need to align, rotate or scale the elements, then you may
do this in the Composer. This task is helpful for Sprite Switch Animations.

1. Please select a prop and click the Ro Composer buttonin Stage Mode.

2. Inthe Composer Mode, pick the sprites of the prop.

3. Clickthe © Sprite Editor button on the Functional Tool Bar. All the elements are listed in the panel. )
Please refer to the Preparing a Custom Sprite section for more information about adding more elements to the sprite.

Sprite Editor - Dry Tree ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

| [=] @]
%) <] -

Growing Tree  Leafy Tree

Empty

4. Inthelist, pick elements one by one to review their position, size and orientation.
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Elements with different sizes and positions
5. You may see the green transform handle box shown around the element.

+—

6. Move your cursor to the inside of the box. Drag to relocate the element.

The area for moving

7. Drag the eight control points around the box to scale the element.
Please note that the four corner points proportionally scale the element while the points on the sides do not.

o O 0

8. Drag the rotation area outside the box to rotate the element.

¥ -2

2

The area for rotating
9. Modify the transform point of each elements until they are all aligned.

Elements
aligned

Note:

« When editing, constantly pick other elements of the sprite in order to correctly align all the elements.
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Modifying the Texture of Body Parts

Pro & Pipeline

If you want to change the texture of any element in a sprite, then you need to enter the Composer Mode.
For Image-based elements, you can use any External Image Editor for editing.

If you want to modify the mask of an element, then please refer to the Editing the Background Mask section for more inform-
ation.

Editing Textures of Image-based Elements
If you want to use an external image editor to modify an image-based element, then follow the steps below:

1. Pick a character in the Stage Mode. Click the Re Composer button to switch to the composer mode.

3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the texture opened in it
ready for advanced modifications.
%, hdabe Photoshep
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4. Edit the image and save. The data will then be automatically transferred into CrazyTalk Animator.
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5. Click the Back to Stage | button to update the character in the Stage Mode.

Note:

« Only image-based elements may be modified with an external image editor. If the element is video or
SWEF-based, then the Launch External Image Editor button will be disabled.
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Modifying Texture of Prop Sprite Elements

Pro & Pipeline

If you want to change the texture of any element in a sprite, then you need to enter the Composer Mode.
For Image-based elements, you can use any External Image Editor for editing.

Editing Textures of Image-based Elements
If you want to use an external image editor to modify an image-based element, then follow the steps below:

1. Pick a prop in the Stage Mode. Click the He Composer button to switch to the composer mode.

COMPOSER MODE

2. Select the prop and then click the B Launch External Image Editor button.

3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the texture opened in it

ready for advanced modifications.
%, dabe Photeshep

Ieage Laver Jelect Fia Yew Window e
WD | a5 sk | iy oo ) @ vt

1,

Clller ELfel AT
L.-' FusopEak s

e |
CELH el
e = O 06 oy

4. Edit the image (In this case, the background is erased, the fish's color is adjusted and applied with special
effects) and save. The data will then be automatically transferred into CrazyTalk Animator.
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5. Click the Back to Stage = button to update the prop in the Stage Mode.

y<=

STAGE MODE

Note:

« Only image-based elements may be modified with an external image editor. If the element is a video or
SWEF-based, then the Launch External Image Editor button will be disabled.
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Sprite Switch Animations

Once you have a sprite that consists of multiple media, then you may use it to create sprite switching animations. By select-
ing one of the sprite's media in different time frames, the sprite shows different appearances when played back.

Take note that this feature supports both characters and props.

Creating Sprite Switch Animations

1. In Stage Mode, click to select a character or a prop.

The Sprite Switch in the timeline will be displayed in the form shown below:
Motion ®®
Eagg_5S ®E
—
2. Click the ™ Sprite Editor button.
3. Go to another time frame.

The Sprite Switch in the timeline displays in the form shown below:
Motion ®®
Egg_S ® o
4. Pick one of the media files in the Sprite Editor panel. A switch key is automatically set.
Please note that in this example, the picked element is an animation.

Ega

empky

5. Play back the project. When it comes to the frame where the key is set, the picked file from the last step will
show.
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Releasing Sprite Switches

Since a Sprite Switch in the S sub track is a lasting status, and has the highest priority than any other switch data com-
pacted in clips, then it will be overridden by it.

CrazyTalk Animator provides the Release feature to eliminate the effect in the S sub track until another new switch is set.

It is highly recommended to refer to the Clip and Key Priority - Motion section before you read this page.

Release Key - without Motion Clip

When there is no other motion clips involves, the set of a Release key will use the First element (initial sprite status as
mentioned above) in the sprite editor.

1. Given a sprite with multiple elements.

. :
i . ) . '

2 | § | ! |

— = -

g Upper Upper Torso SupermanlUpper

Torso_0_Diffuse

empky

2. Set different sprite switches in various time frames. The sprite remains the same after the last switch until the
end of the project.

\ 4

3. Eg tto the tlrrlle frame after the last switch and set a release key by clicking the Release. button on the Sprite
itor pane

4. The sprite displays the first element since the priority of the sprite track is forced to do so in the motion track (ini-
tial sprite status).

' ] b ) ’ ]
“”‘f; <’ v . > t:‘j <’
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Release Key - with Motion Clip Containing Switch Effects

Since the S track has the highest priority, any other switch effects in a motion clip will be overridden. If you want to dis-
play the switch effects compacted in a motion clip, then you need to use the Release feature to temporarily hand out
the priority.

1. Given a sprite with multiple elements.

.

Eqgg_Open Eqgg_shell_oFff

2. Apply a motion with switch effects in it.

1

Motion O ®|.

Egg_S ® |o

3. Set sprite switches before the motion. You will see that the switch effect in the motion clip will be overridden by
the last switch in the S track.

9

+

EE——
Motion  ©®
Egg_5S L T

4. Set aRelease key at the start frame of the motion by clicking the Release button on the Sprite Editor panel.
Motion © ®F

Egg_S ® o—o—o

5. The switch effect in the motion will be kept.

F’_’
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Project Settings

In the Project Settings panel you may adjust the length of the project, the time unit shown on the time counter, the viewing
method of the camera and the background.

Click the Project Settings button to open the Project Settings panel.

@ —o0 pOK«» g 1 e J+—0

Project Settings Button
Project Settings €3]
—Time Settings —Display
Animation Length : (30 frames of 1 second) Safe Area
Total of frame O E
Selecttime unit - Background Settings :
O Time  ® Frame Background Colar : I:l
—Camera Settings [1 Active Image

® Perspective (Q)

Lens: ——O— mm
O Orthographic (0 )
[+ Fixed Line Width

® During Object Scale
O During Camera Zoom and Object Scale

Video: | External Files

| oK | | Cancel |

Project Settings Panel

Time Setting Section

« Animation Length: Shows the total length of the project in frame count. The default length for each project is
900 frames. The maximum frame number is 27000.

« Select Time Unit: You may decide to display the time unit in either frame format or time format.

Camera Setting

The camera setting decides the viewing method of the camera.

« Perspective (Keyboard Shortcut: O): This method shows the Z-depth relation of each item inside. The size of the
objects, in theory; alter automatically in accordance to the distance of the item.

Two items of identical size viewed 3D The farther item looks smaller than the front
view one

(Perspective mode)
When the camera moves, the closer objects sway faster while the farther ones sway slower.

« Orthographic (Keyboard Shortcut: O): This method shows the project regardless of the Z-depth of each object

inside. This method is used by most image editing software since Z-depth is unnecessary for them. Therefore,
the size of each object looks the same even if it is far away from the camera.
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Two items of identical size viewed in 3D The distance does not affect the size of
view the

item. (Orthographic mode)
When the camera moves, each object sways at the same speed.

« Adjust the Lens slider to increase or decrease the strength of the Z-depth relationships among the items.

Lens = 35 (Fish Eye effect) Lens = 200
The Z-depth relationship is The Z-depth relationship is
strong. less.

Fixed Line Width

The setting within this group can determine the outlines of the objects in the scene to be still or ever-changing by scaling
or zoom in/out.

« During Object Scale: This setting determines if you want the outlines to change along the scaling of the objects.

OFF ON
(Some body parts are scaled up) (The line widths are unified and fixed)

« During Camera Zoom and Object Scale: This setting determines if you want the outlines to change along the
scaling, zoom in and out or z-value changing of the objects.

OFF

Note:

Please note that you may need to manually set the line width after one of these two settings is activated.
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Safe Area
The Safe Area determines the exportable area on the stage. It is shown in blue rectangle as shown below:

« With the safe area, you are able to see or further edit the objects (character, props...etc.) that are outside of the
stage but will be animated into the stage at specific times.

Stage without the Safe Area (in CrazyTalk Anim- Stage with Safe Area (in CrazyTalk Animator 2). You
ator 1). You can only see the objects inside of the are able to see and edit the objects outside of the stage.
stage.

o Drag the slider to show the ideal outside area.

Safe Area =100 Safe Area = 50
» Youmay determine the size of the area by setting the Frame Size or Output Size in the Export Settings panel.

Safe Area =50 Safe Area =50
Frame Size = 800 x 600 Frame Size = 600 x 800

« Only the screen within the Safe Area can be exported to media (images, videos).
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Only the objects within the Safe Area will be exported.

Background Setting
In this section, you may set the background of your project to a solid color or to a prepared image.

« Click the Color Picker to select a solid color as the background of the current project.

« Activate the Active image box and then click the E’ button to load any |;q)re ared image as the background.
Select from the Display Mode drop-down list to define the mapping method for the image background.

<

Stretched

Prepared Image

Fit

Video - External Files

By default, CrazyTalk Animator compacts all loaded video files into a project file, which increases the total size of the

project.
To prevent this, you may click on the External Files button to have all the video files saved as external files. This can
solve the over-sized project issue. However, do remember to move all the video files together, along with the project file

if you move the project to another folder destination.
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Head Types (New for v3)

There are two main categories of heads in CrazyTalk Animator, Morph-based and Sprite-Based. And the Sprite-based
head are divided into different types. You can create them by loading and fitting with an image, composing with various fea-
ture parts. Please refer to the following sections for more information:
» Morph-based Head
» Sprite-based Head
» G1Head with Single Angle
o G2 Head with Multiple Angles
o G2+ Head with Multiple Angles
« G3 Head with Single Angle
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Morph-based Head (New for v3)

The Morph-based head is to project a face image onto a surface with dimensional and protruding shape of face. The eye-
balls and teeth are then placed behind the surface as shown below:

This type of head can be created or edited by the Face Creator.
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Sprite-based Head (New for v3)

The Sprite-based head is composed of sprites of a face and different facial features.

You are able to create and modify this type of head by means of the Sprite Editor in the Composer Mode.

Please note that the elements in each sprite can be:
« Image-InJPG, JPEG, BMP, GIF, PNG, TGA formats.
o Video-In AVI, WMV, RM, RMVB, MPEG, MPG, MPE, MP4, ASF, ASX, WM, FLV, MOV and popVideo formats.
« Vectorimages - In SWF format.

Therefore, the appearances of the face can be Image, Vector or Mixed.

Image Sprite-based Head Vector Sprite-based Head Mixed Sprite-based Head
You can get more facial sprites from "Facial Component Library - Comical Style".
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G1 Head with Single Angle (New for v3)

The G1 (generation 1) head can be found in CrazyTalk Animator Version 1. It is designed only to single direction (315
degrees by default, the left head in the illustration below). However, you are able to transform the facial features in order to
make them frontal face (the right head in the illustration below).

If you apply this type of head to CrazyTalk Animator Version 2 or above, The head will be put into different slots of 10
angles. Therefore, no matter which angle you turn the character to, the head looks identical. Please refer to the G2 Head
with Multiple Angles section for more information.

Most of the G1 sprite-based heads of this type you see in the Content Library of CrazyTalk Animator version 2 or
above are the heads being converted, even if it is marked G1 at the cormner of their thumbnails.
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G2 Head with Multiple Angles (New for v3)

The default G2 (generation 2) heads are created by CrazyTalk Animator Version 2 or above. It is designed to have 10
angles in order to have the character face to different direction when you turn the character. The thumbnails of this type of
heads will be marked with G2 at the corner as shown below.

However, if the head is converted from the G1 head, then CrazyTalk Animator Version 2 or above only inserts the G1
head into 10 angles, which causes the character's heads looks the same even if you turn the character to different dir-
ections.
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G2+ Head with Multiple Angles (New for v3)

The default G2+ (generation 2+) heads are created with CrazyTalk Animator Version 3, or above. It is designed to have
10 angles for the head in order to have the character face different directions when you turn the character.

The differences between the G2 and the G2+ heads are the expression poses of the facial features. The expression poses
for the G2 head are composed of different sprites with different images. The G2+ expression poses however, can be

deformed, transformed, or both, from one sprite with the FFD (free form deformation) method and transforming bounding
box. This method saves you time from preparing many pose images, by simply replacing them with deformed similar ones.

G2 Head with individual expression G2+ Head with base expression pose
poses and deformed instances. and transformed instances.

G2+ Head with base expression pose
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G3 Head with Single Angle (New for v3)

The default G3 (generation 3) heads are created with CrazyTalk Animator Version 3, or above. It is created by facing
only one direction. Therefore, although it is much more like the G1 head with a single angle, it can have more angle flex-
ibility.

In addition to using the template from the Content Manager, you can also extract a face from one of the angles of the G2
head to form a desired G3 head.

Note:

The expression poses of a G3 head can have either individual sprites, or be derived from the deformed and / or trans-
formed sprite.

G3 Head with individual expression poses
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G3 Head with instances derived from deformed expres-G3 Head with instances derived from transformed
sion poses. expression poses.
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Using Predefined Sprites to Compose a Face

CrazyTalk Animator contains facial feature libraries with lots of templates (predefined sprites) inside for compositing
faces.

1. You must first select a character.

2. Click the Ho Composer button to switch to the Composer Mode.
3. You may also delete the entire head to create a new one.

hin QW
4. Select the Head content folder from the Head tab in the Content Manager.
Content Manager ®

BTN o | O

5
7]
= D |HeadTemplate > Head» G1» Comic> |
v Head Template
- v Head @
=
£ * G1
Comic Boy 01
Human
% G2+ 3.
& G3 S
Hybrid Boy 02
Morph-based :
» Face : -
: i
E » Brow L
o
» Eye Cherry
» Morph Eye
» Nose
» Mouth —
Morph Mouth Eddie 01
» Ear
» Hair -
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5. Apply desired template from the Face and Hair libraries. Please note that there is no specific order to applying the
facial features. However, it is highly recommended that you first apply the Face before the others.

W1

Apply Face Apply Brow and Apply

Nose
A
Apply Apply Ear Apply Hair
Mouth
Note:

» Get more facial sprites from the "Facial Component Library - Comical Style".

« If you need to transform the facial features, then refer to the Transforming Facial Features section for more
information.
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Creating Facial Sprites with Frontal Angle

Pro & Pipeline

When the characters in your scene always face , talk and make any expression directly to the camera, you only need to cre-
ate facial features that are single and frontal.

To build up facial features for a G1 character, you need to follow the steps below.

* Please note that these steps are suitable for Image-based, Vector-based or Hybrid head types.
1.

Apply a character from the Actor >> Template >> Character >> G1 library (in this case, the Eddie 01).

Content Manager €3]
8
o
& O | [ Actor Template » Character» G1» Comic» |
T | p— .
1, % T
g i
= | N
Eddie 01 Eddie 02 Eddie 03

—_— F—=

2. The G1 character is loaded and auto-selected.

3. Click the Ho Composer button to switch to the Composer Mode.
ry

4
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5. Click the Sprite Editor o button to open the panel.

Sprite Editor - L Eye - 315 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(Bl (=] [BF [} | (=] [E]

[ ST (R S—"

02 TightCl... 03 Mormal ...

m@

04 Sad 05 Energetic 06 Scared

6. Make sure the pose is selected and click the Replace Current Sprite button.
7. Select a prepared media file and click the OK button to replace the original one.

&> — ——a

02 Tight Close 03 Mormal Close

Rk
04 Sad 05 Energetic 06 Scared

8. Pick any of the other poses and repeat step 6 to 8 until all prepared media are imported to replace the original ones.

@%/\_/

01 Mormal 02 Tight Close 03 Mormal Close

x @

04 Sad 05 Energetic 06 Scared
Note:

In order to have the eyes be able to roll, you need to create them in specific rules. please register the Pipeline edi-
tion of CrazyTalk Animator 2 under your Reallusion member account to gain access to the whitepaper in your
personal member page.

How to Register | Login.

9. Click the Back to Stage button to bring the new eyes back to the stage.

)
STAGE MODE

Note:

Please note that the G1 eyes CAN NOT be added into the custom eye library.
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Creating Facial Sprites with Multiple Angles

Pro & Pipeline

In order to have the facial feature match the angle of the character, especially when the character's head rotates, you need

to create facial sprites with pose composed of multiple angle views. The workflow is much like how you create a multi-
angle body part.

* Please note that these steps are suitable for Image-based, Vector-based or Hybrid head types.

Step 1: Applying Dummy Character for Replacement

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy.

Content Manager ®
T o | o

Project

+=) |Ac10rTempIate> Character» G2 |

2l :
- i \'_'3’
"

Emma Cherry_G2

IS

Actor

2. The basic G2 character is loaded for replacement procedure and is auto-selected.

Step 2: Replacing the Angles of Specific Facial Features

1. Click tAhe Ho Composer button to switch to the Composer Mode.

4 Front > 5

4=

COMPOSER MODE

2. Select a sprite of a facial feature (in this case, the nose).
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3. Click the Sprite Editor o button to open the panel.

Sprite Editor - Nose - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(8] [@}] [BF [8H | [#] [@]

gl

02_Angry 03_Raise_...

04_Shrink  05_Raise_... 06_Raise_...

4. Click the 4 arrow buttons of the Angle Switch to determine an angle (in this case, 0 degree).

4 Front 3

5. Pick the pose in the Sprite Editor and click the Replace Current Sprite button.
6. Select one of the prepared media file that matches this angle and click the Open button.

pen Fi

Laak in: |E)NewMan Q-

My Recent
Documents

Mose_0.swf

=
T
N T =)
o )
3 5
]
4

My Computer

File: name: | I Open ]

My Metwork | Files of bype: |AII Supported Files [*.jpg * jpea * bmp * tga * ph [ Cancel ]J

The pose is instantly replaced with the new media.
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7. Click the FuII-angIe Settings button to display all media that compose this pose.
Sprite Angle - Nose ®

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

3 3 c)

0 45 a0
Empty Empty Empty
135 180 225
Empty

‘) i)
270 315 Bottom
| Copy Similar |

8. Repeat steps 4 to 7 until media of different degrees are loaded to replace 5 angles in the table.

Check the Sprite Angle panel again to make sure you have replaced all necessary angles.
Sprite Angle - Nose ®

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

0 45 a0
Empty Empty Empty
135 180 225
270 315 Bottom
j N |
| Copy Similar
Note:

« Please note that the slots for 135, 180 and 225 degrees can be empty because the character is actually
face back and the facial features are hidden.

« The slots for top and bottom can be empty or filled up, depending on the protruding statuses of the facial
features.
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Step 3: Replacing Other Facial Features

1. Pick any of the other facial features.

2. Repeat same steps in the previous section to replace the angles in the sprite.

3. Perform the same steps until the facial sprites of the character are completely replaced.
4. Click the Add button under the Content Manager to save the custom character.

Content Manager ®
o Template @
E | Actor Custom » |
i

Custom
el
&
£
5. Click the Back to Stage button to bring the new character back to the stage.

Note:

If you are a Pipeline version user, you may also use the Validate Multi-angle Setup panel to quickly replace
the media.

» Introduction of Validate Multi-angle Setup Panel
» Using Sprite Tab
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Attaching Accessories to a Face

You can make accessories by attaching props to any part of a character's body. Now Animators can accessorize their char-
acters at will.

Note:

« Please attach accessories to the Face instead of specific facial features in order to avoid unexpected results.
« Multi-angle accessories are not supported in this version yet.

Wearing Accessory

i

1. Inthe Stage Mode, select a character and click the Composer button.

2. Switch to the Prop tab in the Content Manager.

Content Manager €3]

BTN o ®

D | Prop Template » Biz Objects » |

Actor

¥ Prop Template

01_G3 Animated Props
02_G3Accessory E
03_G3 Beach Scene °
Biz Objects

Head

-

Classroom
Coffee Shop

Commercial

Body

Receiver

Conf. Room

Forest E

G1Accessory
G2 Animated Props

Prop

Living Room
Mask

MNewsroom Wine
Office

Park E

Stage
Street "‘
Street_01

Text Bubble Tail

-

Glasses
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3. Drag and drop the prop onto the face. Doing this will cause it to attach to the face and become an accessory.

From the Scene item in the Scene Manager, you can see that the accessory is already a sub-node of the face.
Scene Manager €3]

e | o

O

Show | Lock| Bone

O ¥ ‘Face

» L Rabbit Ear 01
» R Rabbit Ear 01

X &
O 00O

b Glasses

4. Click the = Back to Stage button and update the character. Whenever the character performs, the accessory
will move accordingly.
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Mirroring Symmetrical Facial Features

When you want to create facial features for G2 characters, you need to prepare a lot of files for filling up the poses and angle
slots within the Sprite Editor and the Angle Table. However, if the character you want to create is left-right symmetrical,
then you may use the Mirror function provided to quickly duplicate and copy one side to the other.

The mirror method can only be applied to individual facial features or to the symmetrical facial features (eyebrows, eyes and
ears).

Mirror-creating Single Symmetrical Facial Features

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy and enter the
Composer Mode.
(please note the front and back hair pieces are removed for better observation)

ginal one via the Sprite Editor i
(Transform the element if necessary)

3. Rotate the character to other angles (45, 270, 315) and insert the prepared files for the facial feature at all angle
profiles.
Please open the Angle Table to make sure that necessary angle slots are filled. &

@ @ Empty Empty
0 45 a0 135

Empty Empty D @
180 225 270 M5

Empty Empty

Bottam Tap
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4. Since the facial feature contains multiple poses for creating expressions on the face, you need to repeat the same
steps tofill up the angles for the other poses in the Sprite Editor.L&

| | | |
@
@ | ® DEINO)
01 _Mormal
1] 45 270 315
| | | g, |
Q2 T
Quo || Qup || & || Qe
04_Sad
1] 45 270 315
e | T
™
e || = < | ~
07_Scare_Close
1] 45 270 315

5. Close the Sprite Editor.

Click on the down arrow button next to the Mirror button to show its drop-down menu.
7. Choose the Mirror Selected Sprite option from the menu.

Pl

Mirror Selected Sprite  Ctrl+Shift+M

S

Mirror to Actor Left Ctrl+Left

Mirror to Actor Right Ctrl+Right

8. The selected facial feature will be duplicated and mirror to the sprite on other side of the face.

Note:

» Please note that every pose and its angles of the facial feature will be mirrored as well.

OO

@ = ~—r @ = ~—r
ﬂ ﬂ
01} 01}
1@ | @ | G ® 1@ | @ DEIRO);
0 45 a0 45 0 45 270 45
04_Sad 05 _Stretch_Ey... 06_Scare 04_Sad 05_Stretch_Ey... 06_Scare

« If the sprites are mirrored while some of the pose or angle slots are left un-filled, the corresponding slots
will be empty as well. You may then fill up them and perform the Mirror function again.
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Mirroring Symmetrical Facial Features

In addition to mirroring single sprites, you are able to mirror the symmetrical facial features and limbs of the characters
simultaneously, which saves time when duplicating facial features and limbs. In this section, the symmetrical facial fea-
tures are illustrated only, but after the function is executed, the limbs are duplicated and mirrored as well.

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy and enter the
Composer Mode.
(please note the front and back hair pieces are removed for better observation)

COMPOSER MODE

2. Replace the facial features of a side (in this case, the left eyebrow, eye and ear) with prepared files via the Sprite
Editor.

\_ /¢

3. Rotate the character to other angles and insert the prepared files for the facial features of the same side.

AR NS

4. Close the Sprite Editor.
5. Click on the down arrow button next to the Mirror button to show its drop-down menu.
6. Choose the Mirror to Actor Left from the menu.

ple,

Mirror Selected Sprite  Ctrl+Shift+M

Mirror to Actor Left Ctrl+Left

Mirror to Actor Right Ctri+Right

Note:
If you customize the right limbs of the character, then choose Mirror to Actor Right and vice versa.

7. The symmetrical facial features will be duplicated and mirror to the other side of the character.
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Note:

o The items that are mirrored include:
« Transformation of Sprite
o Poses in Sprite
« Individual Transformations of Poses
« Angles of Each Pose
« Individual Transformations of Angles
o The Joint Mask Settings
« The Layer Settings

« Please note that this mirror method will duplicate and mirror every bilateral sprites including the
Eyebrow, Eye, Ear, Upper Arm, Lower Arm, Hand, Thigh, Shank and Foot.

« If the sprites are mirrored while some of the pose or angle slots are left un-filled, the corresponding slots
will be empty as well. You may then fill up them and perform the Mirror feature again.
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Pose Sharing and Individual Transformations for Facial Features

Pro & Pipeline

The Pose sharing method can be applied to the sprites that contain multiple poses for creating different expressions;
However, it is suitable for the poses that have little or no changes.

Thus, this method can be best used for the eyebrows, nose or another facial features whose appearance does not change
much with a character's expression. These particular facial features simulate expression changes by simply transforming
their positions.

Pose Sharing

In this section, the eyebrow is taken as an example for describing the usage of the Pose Sharing feature.

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy and enter the
Composer Mode.

(please note the front and back hair pieces are removed for better observation)

COMPOSER MODE

2. Select one of the eyebrows (in this case, the left one), load and transform a prepared file to replace the original
one via the Sprite Editor.

3. Rotate the character to other angles (45, 270, 315), insert and transform prepared files for the facial features.

Please open the Angle Table to make sure that necessary angle slots are filled and you may need to transform
them accordingly.

. j——

L] L]
e Pl Empty Empty
0 45 a0 135
Empty Empty i g P
180 225 270 M5
Empty Empty
Bottam Tap
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4. Click onthe down arrow button next to the Copy Sprite button to show its drop-down menu.

5. Choose the Copy to Current Angle from the menu.
B

CopytoAll Angles Ctri+0

Copyto Current Angle Cirl+Shift+O

6. While the cursor turns to an eyedropper, click on the pose slot replaced in the previous steps as the source.

02_Shrink 03_Happy
—— a1 ——

04_Raise_Bro... 05_Lower_Brow 06_Lower_Bro...

R || el || .

07_Raize_Out.. 08_Raise_oOut... 09_Raise_Out...

7. The cursor will turn to a paint bucket. Click on the other pose slot(s) as targets for pasting the retrieved content
fro_m the source slot.

G, Y
02_Shrink 03_Happy
e e

04_Raise_Br... 05_Lower_Brow 06_Lower_Bra...

R | el || e

07_Raise_Out.. 08_Raise_oOut... 09_Raise_oOut.

8. Repeat the same steps until each pose slot is replaced with the content from the source slot.

eI s IR
O O

01 _Mormal 02_Shrink 03_Happy
e eERE e
O O O

04_Raise_Bro... 05_Lower_Brow 06_Lower_Bro...

3 s =3
O O O

07_Raise_Out.. 08_Raise_oOut... 09_Raise_Out...

e emERE e
O O O
10_Scare 11_Raise_out... 12_Angry
eI s IR
4™ e 4™
Note:

The commands in the Copy Sprite drop-down menu determine the content to be shared:
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« Copy to All Angles: This command shares every angle of this pose to another pose slot.

| | | |
“\
et || een | GEE || ——
01 _Mormal
0 45 270 345
— =l el
[~
< — e | O || ——
04_Raise_Bro... O O O e,
0 45 270 345
R ——— —
Lo O Lo
07_Raise_Out.. 08_Raise_Out.. 09_Raise_Out..

o Copy to Current Angles: This command shares only the current angle of this pose to another pose

slot.
= [~
— | || O || ——
01 _Mormal
0 45 270 345
| | [
R é—
Y
-l || e I, e
04_Raise_Bro... O
0 45 270 345
R com— R i
Lo O Lo
07_Raise_Out.. 08_Raise_Out.. 09_Raise_Out..

Individual Transformation

After the pose is shared to different slots, you may need to transform them in order to create different expressions when

you puppeteer your character. This is because the transform positions of each pose will be identical after the Copy
Sprite function is performed.

Scared, Angry, Sad and Happy
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1. Make sure the Sprite Editor is opened.
2. Select one of the poses (in this case, the 12_Angry is selected).

e 3 e 3 3
Lo, < O
10_Scare  11_Raise_Out..

g el e

O O O
13_Raize_Inn... 14_Raize_lnn... 15_Raize_lnn...
el R el

O Lo Lo
16_Raise_Inn... 17_Sad 18_Raise_Inn...

3. Transform (move, rotate or scale) the pose according to the name of the pose.

© Y

Before transformation After transformation for Angry pose

4. Repeat the same steps until every pose is ideally transformed.

355

Scared, Angry, Sad and Happy

Note:

If you need to change the appearances of the facial features via transformation, align the poses to the bone or
relocate the pivots of the facial feature simultaneously, then refer to the Simultaneously Transforming Multiple
Poses and Relocating Pivots for Facial Features sections for more information.
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Creating a Face from a Photo

There are two methods for you to create a head (face) from an image. Once a head is fully created in CrazyTalk Animator,
then the converted image character will be able to talk with expressions. Please note that only image characters whose
heads have been fully created will be able to have expressions on their face.

The supported image formats are: JPG, BMP and PNG.

Whenever you see the Q+_Create Face button enabled in Stage Mode or Composer mode, then you will be able to create
a new face from a photo with the Face Creator.

There are three steps in the Face Creator.
* Please note that these steps are suitable for Morph-based head type.

1. Image Processing

2. Automatic Image Fitting
3. Face Fitting
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Image Processing

The image processing tools allow you to enhance the quality of selected images. You may rotate and crop them in order to
work with a portion of the original image source. This allows you to focus on facial details in order to create more accurate
talking characters.

Image Processing ®

o hRaalesnm |(Deeada[wm]

Use the Crop Tool 1o
dufing the head region.
Usze the Image
Processing locls o
adjustthe image
appearance.

Next [ Cancel

You may use the tools on the left side of the image processing menu to adjust the area, quality, and color settings of the
image.

Cropping an image

Click the Crop Tool T button to select the specific area. This can be useful when you want to crop a face from a
group photo, or remove a large background area that is not needed. Cropping the image allows you to remove the
excess background area and enlarge the facial image you wish to work with. This does not change the original image
size.

Drag a marquee around the image by using the mouse to create a crop box. Use the corner handles of the marquee to
rotate the crop box. Use the mouse to move the crop box across the image as desired. Click the Apply button when
done. Click the Cancel button to cancel the current crop box and restart.

Rotating an image

Y
Click the Rotate 90 CW . or Rotate 90 CCW L buttons to rotate the image by 90 degrees in the clockwise or

counter clockwise direction.

Mirroring an image

Click the Mirro button to mirror the image on the horizontal axis. This function is useful forimages obtained from
scanners or cameras.

Automatically adjusting color levels

Click the Smart Level O button to automatically adjust the color levels of the image. CrazyTalk analyzes the color
levels and adjusts the brightness, contrast, hue and saturation levels to achieve optimum image quality.

Manually adjusting color levels

v a
Click the Color Level ™ button to manually adjust the brightness, contrast, hue and saturation levels of the image.
Use the sliders in the menu box to adjust the values, or enter the numerical values for each parameter in the boxes next

to the sliders.
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Adjusting color balance

Click the Color Balance & button to manually adjust the color balance. Drag the sliders to adjust the Cyan - Red,
Magenta - Green, and Yellow - Blue levels. The box next to each property shows positive and negative values;

depending on the position of the slider. The center value is zero. Select the Highlights radio button to apply color set-
tings to the image's brighter areas. Click the Midtones radio button to apply color settings to the image's normal areas.
Select the Shadows radio button to apply color settings to the image's darker areas.
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Automatic Image Fitting

The 4-point auto fitting for the basic anchor points allows you to create a CrazyTalk Animator model in just a few clicks.
This process is entirely automatic and requires no complex frame fitting techniques. Once you create a basic frame to fit
the face, then you can use the fitting tools to increase the definition of the wire frame by simply adjusting the additional
frame points.

Auto-Fit Anchor Points ®

© Do aaal@ @[ e

Adjust the positions of
the 4 control points.
This will later be used
1o generate the mesh,

CrazyTalk Animator has its own embedded estimation of the four points which define the eye and mouth areas. If you
wish to move the positions, then you may click and move the numbered indicators 1, 2, 3 and 4, on the image. Do this to

adjdus¥ tpte fitting process as displayed in the reference image. Click the [>/] Reset button at any time to cancel your actions
and start over.

Note:

Adjust the four points as accurate as possible to get the best fit for the eyes and mouth, but do not worry about precise
details at this time. Refer to the Facial Wireframe Modes and Replacing Face Image section for more information.
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Face Fitting

The Face Fitting step assists you to set wireframes to frame up the facial features as precise as possible since when the
actor starts to talk and move, the settings of the wireframe affect the result most.
Face Fitting Editor ®

e o0 |~ | Do aaa@ &«

Align the faciz
witelrame by gragging,
rofating. and scaling
thi Facial control
points.

Mirror
Use the animations
below to preview and

calibrate your face
fitting results.

=) |52 ()

Basic Tools

. :J] Wireframe Color: Click this button and c%/cle through different wire frame colors. This can be used if both the
original image and the wire frames colors are the same color, as it would make it difficult to view and make cor-

rections.

. bK c?e]zcleclztt: Click this button to pick and move components of the wire frame. This button is pressed and activated
y default.

« You may move the wires or the individual wire frame points.
« Move the frame points get a wire shape more suited to the face contours.

« Tomove multiple points simultaneously, hold the Ctrl key and click the desired control points. The selec-
ted control points will turn red. Release the Ctrl key and then move the points to the desired location.

. U Rotate: Select a wire frame or multiple frame points and click this button to rotate them.

o] Scale: Select a wire frame or multiple frame points and click this button to resize them.

Zoom Tools

o kY Pan: After you zoom in the image, you may press down this button and drag the image in order to pan to the
desired area for modifying.

« @ Zoom Out: Click this button to zoom out the image for observing more of the image.
« @ Zoom In: Click this button to zoom in the image for better observing and modifying the details.
« @ Actual Size: Click this button so the image will be shown in its original resolution.

o H Fit to Window: Click this button so that the image will be zoom in or zoom out in order to just fit into the pre-
view window.

- * Drag and Zoom: Press down this button and drag a rectangle around the desired area of the image in order to
zoom in to the area for better observing and modifying the details.
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Previewing with Calibration Buttons

« s Click the Calibration buttons to play back a short script intended for calibration.
&) (£ [2)
&

&

)

H

« Click the Stop button to stop the playback.
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You may click the Basic Facial Mode © or Detailed Facial Mode Q button to view the wire frame around your char-

acter.

ou may also drag the control points, orlines, to fit a character’'s face more precisely.

Fine-Tuning the Wireframes

1.
2.

By default, the Basic Facial Mode O buttonis pressed.

Use the basic tools described in the last section to roughly frame up the wire frames as close to the facial-feature
contours (skull, eyebrows, eyes, nose and mouth) as possible.

Click to press the Detail Facial Mode © button to show more wire frame control points.
Thoroughly move the control points to make the wire frames even closer to the facial features.

Basic Facial Mode Detailed Facial Mode

Note:
Please refer to the Hair Mesh Layer section for more information.

Wireframes for Opened Mouth

If the character in the image you have loaded is with opened mouth, then the position of the middle wire can not be
determined; you need to do the following steps:

Make sure that the Detail Facial Mode € button is pressed down.

Press down the Open Mouth Points © putton.

Move the wire with Yellow control points to match the edge of the upper lip; while the one with White control
points to the edge of the lower lip.

Close Mouth Points © Open Mouth Points ©

Note:

If you want the actor to close up the mouth, then you need to activate the Force to Close feature in the Teeth
Settings panel.
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Hair Mesh Layer

Character heads in the photos may not always be oval-shaped due to hair styles or accessories like hats, or even ears (of

animals). CrazyTalk Animator provides a Hair Mesh Layer so that you may separate the ranges of the skull, and of the
objects attached, into different layers.

With this design, broken face issues may be minimized when the character talks and moves. Even if the character's expres-
sions are not exaggerated, sometimes the objects framed within the hair mesh layer may move a bit.

- -
L S0

Hair mesh
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Click the Face Orientation (B button to adjust the profile style. Then define the face orientation of the character:

Face Orientation ®

&) ¢ M aaeal @[ e

Rotate Mask to fit head
crientation.

il
2(2(E
ann

Preview

Defining the 3D Face Orientation

« Utilize the Rotate € tool to fit the angle of the character's face. This will ensure that the 3D mesh of the head will
match the facial angle of the character in the photo.

Rotate the mesh to fit the face angle

Selecting Appropriate Face Style

1. Select one of the 9 basic profiles to fit your character.

[ (€]
<) (B
()LL)
Strength

2. Drag the Strength slider to adjust the intensity of the profile. The higher the value, the more accentuated the pro-
file and motion of the character will be.

3. Pressthe Prt_avie button and move your mouse to preview the head motion in the main viewport.
If the motion is not as desired, then re-adjust the Strength value or try another profile style.

Examples:
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CrazyTalk Animator introduces VividEye Technology in a layer-based concept. The 6 Layers (Eyeball - Iris, Eyeball -
White, Eye Light, Eye Shadow, Eyelash and Makeup) in the VividEye Settings greatly increase the realism of virtual eyes.
Original eyes from the source image cannot roll, so it is important to add virtual eyes to the animation.

Using VividEye

The six layers superimpose to create the appearance of natural eyes:

1. Change the Content Manager to Head >> Morph Eye library. You will see 5 categories of eye templates.

Access into one of the folders.
Content Manager

Actor

Head

Body

Prop

2. Double click on the desired template to add virtual eyes to the actor. Please refer to the Eye Template Gallery sec-
tion for more information.

3. Click the Eye Settings e button on the Create Face Bar to access the Eye Settings panel.
Eyeball Transform

Custom

®
©

L) | Head Template » Morph Eye * 1. Cartoon *

3

3

3

3

-

-

-

+ Head Template

Head

Face

Brow

Eye

Morph Eye
1. Cartoon
2. Anime
3. Animal
4. Comic
5. Human

MNose

Mouth

Morph Mouth

Ear

Hair

Cartoon_01

Cartoon_03

Cartoon_05

Cartoon_07

Cartoon_02

Cartoon_04

Cartoon_06

Cartoon_08

Eyeball Iris Color and Eyeball Whites

Eye Light

Eye Shadow

Eyelash
Makeup
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Eye Template Gallery

CrazyTalk provides a virtual eye template gallery to match the design style of the VividEye templates.

Cartoon Character

Actor

Head

Body

Prop

Content Manager

Custom

® | Original Eyes Virtual Eyes Applied
” > >

=) | Head Template » Morph Eye ¥ 1. Cartoon *

Cartoon_01 Cartoon_02 Cartoon_03
Cartoon_04 Cartoon_05 Cartoon_06

Cartoon_07 Cartoon_08

Anime Character

Actor

Head

Body

Prop

Content Manager

Custom

=) | Head Template » Morph Eye ¥ 2. Anime *

Anime_01 Anime_02 Anime_03

Anime_04 Anime_05 Anime_06

Anime_07 Anime_08 Anime_09
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Animal
Content Manager €3]
Custom @
5
2
=) | Head Template » Morph Eye ¥ 3. Animal ¥ |
- )
= S -
3
Cat Dog Lion
g ‘®
&
Lizard Monkey Owl
2
o
Snake Toad Treefrog
Comic Character
Content Manager €3]
B o | ©

Actor

Head

Body

Prop

=) | Head Template » Morph Eye ¥ 4. Comic¥

o > o
Comic_01 Comic_02 Comic_03
Comic_04 Comic_05 Comic_06

,’D
Comic_07

Original Eyes Virtual Eyes Applied

Original Eyes Virtual Eyes Applied
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Human

This gallery contains natural eye templates for male, female and additional female color cosmetics. CrazyTalk Anim-
ator 2 has enhanced visual results by taking advantage of FaceFilter's makeover techniques and content. Inside you
will find more realistic samples made from real human images with different lighting conditions and makeup effects.

« Male-pattern groups include contents prefixed with the letter "M", which have less focus on eyelashes.

« Female-pattern groups include contents prefixed with the letter "F", which contain various styles of eyelashes
and highlighted eye makeups.

« A content suffixed with a string "Brown" is designed for Asian style eyes.

. ® Original Eyes Virtual Eyes Applied
Custom @
5
7]
= — | Head Template * Morph Eye ¥ 5 Human ¥ |
=
3
_MO1_Mormal _M02_Faded _M0O3_Sharp
&
_M04_Sexy _M0O5_Brown _MOG_Pirate
2
o
FO1_Mormal FO2_Faded FO3_Sharp
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Eyeball Transform

After applying an eye template, you may adjust the size and the location of the eyeballs.

1. Click the Eye Settings < button on the Create Face Bar to access the Eye Settings panel.
Eye Settings ®

Select:

Eye Ballris ®
Eye Ball-White O

Eye Light O
Eye Shadow O |
Eyelash O /

Make up O
[+ Eyelash [+ Make up
Transform :
Move: X |0 H ¥ |25 H Scale E
Diffuse : Opacity :
Color:
Brightness Contrast
u #‘

—o—[ H o B
Hue = Saturation =

o B o B
Opacity / Blur :
Opacity Blur
| Preview | | Close Eyes |

2. Press down the Left and/or Right buttons to determine whether you want to adjust individual or both eyes.

] [¢] [¢][s] (][]
Left Right Both
eye eye eyes

3. Choose the Eyeball - Iris or Eyeball - White radio button.

4. Inthe Transform section, adjust the Move "*¢- or Scale **** values to decide the size of the eyeball.

Original Eye-
ball
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Eyeball size changed Eyeball position changed
Note:

You may click and keep the Check Eye button pressed to compare with the original.
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Eyeball Iris Color and Eyeball Whites

You may customize the color of the eyeball by changing the diffuse color of the iris and adjusting the whiteness.

1. Click the Eye Settings < button on the Create Face Bar to access the Eye Settings panel.
Eye Settings ®

Select:

Eye Ballris ®
Eye Ball-White O

Eye Light O
Eye Shadow O |
Eyelash O /

Make up O
[+ Eyelash [+ Make up
Transform :
Move: X |0 H ¥ |25 H Scale E
Diffuse : Opacity :
Color:
Brightness Contrast
u #

—o—[ H o B
Hue = Saturation =

o B o B
Opacity / Blur :
Opacity Blur
| Preview | | Close Eyes |

2. Press down the Left and/or Right buttons to determine whether you want to adjust individual or both eyes.

] [¢] [¢][s] (][]
Left Right Both
eye eye eyes

3. Choose the Eyeball - Iris or Eyeball - White radio button.
4. Inthe Color section, adjust the values for Brightness, Contrast, Hue and Saturation.

Original Eye-white and Iris
color
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Eye-white color changed Iris color changed
Note:

You may click and keep the Check Eye button pressed to compare with the original.
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Eye Light

The Eye Light simulates the specularity effect on the eyeballs, which implies the light direction. This feature facilitates you
in creating sparkling, crystalline, or turbid eyeballs.

You can also use custom light shapes by loading a grayscale image into the Opacity channel.

Design the Light Shape

There are three sections in the panel involved in the designing of light shapes; the Opacity channel, the Transform, and
the Opacity/Blur sections.

1. You must apply an eye template from the eye gallery first.

2. Click the Eye Settings i button on the Create Face Bar to access the Eye Settings panel.

Eye Settings ®
Select:
Eye Ballris O

Eye Ball-White O

Eye Light ® —
Eye Shadow O ;
Eyelash O /

Make up O
[+ Eyelash [+ Make up
Transform :
Move : X|0 HY|U H Scale: | 100 E
Diffuse : Opacity :
Color:
Brightness Contrast
u #:‘

—o—[ H o B
Hue = Saturation =

o B o B
Opacity / Blur :
Opacity Blur

—O0- [0 Jo——[ H

| Preview | | Close Eyes |

3. Press down the Left and/or Right buttons to determine whether you want to adjust individual or both eyes.

] [&] [#][s] [ [&]
Left Right Both
eye eye eyes

4. Choose the Eye Light radio button.
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5. Inthe Opacity channel, click the Import button to load a grayscale image that will decide the shape of the eye
light and imply the direction of the light. The black part will get cut out; the white part will be fully displayed; the
gray values determine the transparency (alpha) level of the object.

6. Inthe Transform section, adjust the position and the size of the eye light.

7. Inthe Opacity/Blur section, adjust the value of the Opacity and Blur to decrease the overall-sharpness appear-
ance.

Original Eye Light shape Eye Light shape changed
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Eye Shadow

The Eye Shadow features the strength of the sphere effect on the eyeballs. You may decide the size of the shadow, the
color of the Diffuse image, and the opacity and blurriness of the Opacity channel.

Set the Sphere Sense of the Eyeball

If you need to set the sphere-feeling of the eyeball, then you may adjust the Eye Shadow to increase/decrease the sen-
sation.

1. You must apply an eye template from the eye gallery first.

2. Click the Eye Settings = button on the Create Face Bar to access the Eye Settings panel.

Eye Settings ®
Select:
Eye Ballris O

Eye Ball-White O

Eye Light O
Eye Shadow ® -
Eyelash O

Make up O
[+ Eyelash [+ Make up
Transform :
Move: X Y Scale:
Diffuse : Opacity :
Import : Import
Remove Remove
Color:
Brightness Contrast
u %:‘
—o—[ H o B
Hue = Saturation =
o B o B
Opacity / Blur :
Opacity Blur

—O0— [0 Jo——[ H

| Preview | | Close Eyes |

3. Press down the Left and/or Right buttons to determine whether you want to adjust individual or both eyes.

& [¢] [&][s] [&][<]
Left Right Both
eye eye eyes
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4. Choose the Eye Shadow radio button.
5. AdJust the sliders in the Opacity/Blur section.

|

Heavy shadow (spherical eyeball) No shadow (flat eyeball)
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Eyelash

CrazyTalk Animator offers you Eyelash effects to generate a more vivid appearance in the eyes. You may apply the
Eyelash effect to mimic mascara, and enhance the eyelashes of the actor. Notice that female eye templates contain longer
eyelashes.

1. You must apply an eye template from the eye gallery first.

2. Click the Eye Settings = button on the Create Face Bar to access the Eye Settings panel.

Eye Settings ®
Select:
Eye Ballris O

Eye Ball-White O

EyeLight O .
Eye Shadow O
Eyelash ® ~—

Make up O
[+ Eyelash [+ Make up
Transform :
Move © X ¥ Scale: _E
Diffuse : Opacity :
Import ] Import
Remove Remove
Color:
Brightness Contrast
u #‘
—0— o B
Hue = Saturation =
o B o B
Opacity / Blur :
Opacity Blur
| Preview | | Close Eyes |

3. You may determine if you want the actor to have eyelash or not by activating or deactivating the Eyelash check box.

H\

Without Eyelashes

With Eyelashes
4. Choose the Eyelash radio button.
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5. Inthe Color section; adjust the value of Brightness, Contrast, Hue and Saturation to change the color of the eye-
lashes.

gy

Note:

Click and keep the Click to Close Eyes| CloseEves | button pressed in order to view the Eyelash with
closed eyes.

Length of Eyelash

You can decide the length of the eyelashes by adjusting the Scale ¢ value.

Al

Normal eyelashes Longer eyelashes
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Makeup

CrazyTalk Animator offers Makeup effects to generate vivid eyes. With the Makeup feature, you may generate various
make-up styles such as; Smokey, golden shimmering or bruised eyes. You can also use it to conceal or cover creases or
defects on the actors' eyelids. Distortions and stretching issues, created when actors close their eyes, can also be covered
with Makeup effects.

1. You must apply an eye template from the eye gallery first.

2. Click the Eye Settings = button on the Create Face Bar to access the Eye Settings panel.
Eye Settings ®

Select:

Eye Ballris O
Eye Ball-White O

Eyelight O |
Eye Shadow O
Eyelash O

Make up ®
[+ Eyelash [+ Make up
Transform :
Move: X Y Scale:
Diffuse : Opacity :

Remove Remove

Color:
Brightness Contrast

—o—[ H=—0—[0_]
Saturation

—O=—-—O—-

Opacity / Blur :
Opacity Blur

—O0— [ Jo——[ H

| Preview | | Close Eyes |

3. You may determine if you want the actor to have makeup or not by activating or deactivating the Makeup check box.

@ se

Without Makeup With Makeup
4. Choose the Makeup radio button.
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5. Inthe Color section, adjust the values for Brightness, Contrast, Hue and Saturation.

|

[l

In Opacity/Blur, adjust the Opacity and Blur values to define the clarity of the makeup.
Note:

Click and keep the Click to Close Eyes| Closebyes | button pressed in order to view the Makeup with
closed eyes.

Benefits of Makeup
In Select Mode, you may use the Alt key to accelerate the camera switch operation.

Adding Eye Cosmetics and Eyelashes

Original image With Makeup
Changing Eye Shapes

You can use the Makeup feature to act as eyelids when you change the eye shapes. The following example turns
big eyes into natural-looking small eyes.

1. Use an actor with properly fitted wire frames.

“Original image Well-fltted Eye wires
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2. Change the eyes' wires to change the shape of the eyes. You may see the new eyelids mapped over the ori-
ginal image.

8

Change eye shape o “Result

3. Apply the Makeup effect to conceal the original eye image.

8

Eye shadow applied Eyelash applied

Concealing Image Stretch Issues on Eyelids

When the actor's eyes close, you may sometime see an image-stretch issue. With the Makeup effect, you can
cover the stretching image with solid color.

‘The eyelid image stretches as the actorblinks ~ Apply a makeup effect to conceal the
without makeup. stretching image.
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Every character in CrazyTalk Animator is able to talk. You may apply a virtual mouth with teeth, along with modifying the
mouth color and lips settings on the character.

Applying Mouth Template

There are various types of teeth templates designed for real human, non-human creatures, or comic characters.
CrazyTalk Animator 2 has enhanced the visual results and provides more unique templates for different age group
(adult, child, or toddler) and teeth conditions (well or poorly aligned).

1. Switch to the Head tab in the Content Manager, and find the Morph Mouth content folder.
Content Manager ®

Custom @

Actor

) | Head Template * Morph Mouth » |

+ Head Template

» Head

=
=
£ » Face
» Brow 01_Mormal
» Eye
» Morph Eye
el
2 » MNose
» Mouth i 02_0live

Prop

v
T m 5
oo

3

03_White

L -

2. Apply one of the templates from the Template library.

=

3. Click the Teeth Settings S button on the Create Face Bar to access the Teeth Settings panel.
- Teeth

« Creating Custom Teeth
o Throat

- Lips
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Teeth

After you apply a virtual mouth, you may then modify the location, orientation and the color of the teeth inside the mouth.

Teeth Location and Angle

1. Click the Teeth Settings S button on the Create Face Bar to access the Teeth Settings panel.

Teeth Settings ®
Select:
Teeth @ 4
Throat O
Lips O
[+ Teeth
Transform :

Move : X |U H ¥ |0 H Rotate : _E
Scale:W|3[J }HH|80 H
Diffuse : Opacity :

Import Import

Color:
Brightness Contrast
— [ H=—0—[_H
0 Saturation 0
o B o B
Lip Corners :
Right Corner Left Corner

2. :[I;1o siet me size of the teeth, use the Scale *#*- feature. Adjust the X/Y values to adjust the width and height of
e tee

Oversized Teeth Scaled Teeth

3. To specify the position of the teeth in the mouth, use the Move "*¢: parameters. Adjust the X/Y values to relo-
cate the teeth.
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Location offset Location adjusted

4. Use the RotateC' value to decide the orientation of the teeth and match the angle of the mouth.

Angle not fixed Angle fixed

Teeth Color

You can change the teeth color in the Color section. Move the Brightness, Contrast, Hue, and Saturation sliders to
adjust the teeth color. Alternatively, enter a number in the boxes next to the slider bar to change the parameter value.

Yellow teeth Teeth whitened
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Creating Custom Teeth
You may create your own character's teeth by importing a custom teeth image:

1. You must apply a teeth template from the teeth gallery first.

2. Click the Teeth Settings € button on the Create Face Bar to access the Teeth Settings panel.

Teeth Settings ®
Select:
Teeth @ -
Throat O
Lips O
[+ Teeth
Transform :

Move : X |0 H ¥ |0 H Rotate : _E
Scale:W|80 }%{H|80 H

Diffuse : Opacity :

Color:

Brightness = Contrast =

—O0— —0—

Hue 0 Saturation 0
o B o B

Lip Corners :

Right Corner Left Corner

3. Choose the Teeth radio button.
4. Inthe Diffuse channel, click the Import button to load the texture image for the virtual teeth. (jpg, bmp, png are sup-
ported, 256 x 166 pixels recommended)

The teeth image, in PNG format, containing alpha channel.
(The part displayed in the check board pattern area)

Note:
« If youimport an image in 32-bit BMP, then the black part in the image will be converted into the alpha chan-

nel. If your image is not in 32-bit BMP or PNG, then you must load the grayscale image to decide the display
area of the teeth.
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« The part with alpha channel will be transparent and it will reveal the inside mouth color.

5. Inthe Transform section, fine tuning the position and orientation of the teeth to match the angle of the mouth.
6. Inthe Color section, adjust the color of the teeth.

\\

W\ ) A\
Before adjusting the teeth color

After adjusting the teeth color
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Throat

CrazyTalk Animator lets you modify the inner mouth and throat color for when mouths need to be opened wide.
After you apply a virtual mouth, you may then modify the oral color.

1. Click the Teeth Settings S button on the Create Face Bar to access the Teeth Settings panel.

Teeth Settings ®
Select:
Teeth O
Throat @ .
Lips O
[+ Teeth
Transform :
Move: X ¥ Rotate :
Scale: W H
Diffuse : Opacity :
Remove Remove
Color:
Brightness Contrast
— [ H=—0o—[ H
0 Saturation 0
o B o B
Lip Corners :
Right Corner Left Corner

2. Choose the Throat radio button.
3. Inthe Color section, adjust the value of the Brightness, Contrast, Hue and Saturation.

Narrow throat Deep throat
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Lips

Most of the time, characters in photos smile. However, the mouth shape may not be as natural as you might expect when
characters talk in CrazyTalk Animator. This is because the height of the lip corners. You may use the lip settings to lower
the lip comers and keep the mouth line as flat as possible.

After you apply a virtual mouth, you may modify the corners of the lips.

Leveling the Lip Corners

1. Click the Teeth Settings S button on the Create Face Bar to access the Teeth Settings panel.

Select:
Teeth O
Throat O
Lips ® :
[+ Teeth [ Force to Close
Transform :
Move: X ¥ Rotate :
Scale: W H
Diffuse : Opacity :
Color:
Brightness Contrast
L — L e —
Hue Saturation
T T T —
Lip Corners :
Right Corner Left Corner
—o—[F H—o—
o B o B

2 Choose the Lips radio button.
In the Lips corner section, adjust the position values of the Left Corner and Right Corner.

A

Before adjusted Lip corners are adjusted
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Closing Actor's Mouth

If the character in the original image is with opened mouth, then you may need to close it with the Force to Close fea-
ture.

1. Make sure that the control points for the open lips are correctly specified when adjusting the wire frame.
2. Activate the Force to Close box to close the character's mouth.

OriginaITmage Force to Close: ON
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Transforming Facial Features

In order to stylize your characters, you may move and scale each body part and facial feature. Characters with same parts
may easily morph into different ones. Before starting to customize a character, you first need to select a character. Then

click the Ro Composer button to enter the Composer Mode.

Stylizing Facial Features

The appearance of the character can be easily changed with transformed facial features. Please note that this method
only applies to the Sprite-based head.

1. Click on any facial feature. A transform handle box will then appear around the selected feature.

3. You may drag the eight control points around the box to change the size of the feature.
Please note that the four points on the corners will help change the size while maintaining the current ratio.

4. You may rotate to preview the results in the Stage Mode. The rotation data will not be kept in the Composer
Mode. The body part will later return to the initial angle once the character is defined.

5. You may use the same method to modify all facial features.

Note:

« Each character pose is fixed in the Composer Mode. Therefore, you can only rotate each body part, or

CrazyTalk Animator 3 User Manual - 140



—=" REALLUSION®

facial feature, for previewing.

« If you want to rotate the body parts or facial features, then you must modify all the elements inside of
them. For more information please refer to the Transforming Poses in Facial Features section.
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Pro & Pipeline

When you wish to Transform Facial Features, you may sometimes find that the sprites cannot rotate inside the composer.
Also, when you load custom media files into an existing sprite, you might need to further modify the loaded file, in order for it
to fit well with the sprite.

Transforming the Elements inside a Sprite (Body Parts or Facial Features)

1. Select a character. Click the Ro Composer button to switch to the composer mode.

2. Pick a part, or feature, and click the 35 Sprite Editor button.

3. Pick the element to be modified. A transform handle box (green) will appear around the selected element.

_  —

02 Tight Close 03 Mormal Close

04 Sad 05 Energetic 06 Scared

4. Move your cursor to the inside of the box to drag and moving the element.

\ S
0
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5. Drag the eight control points around the box in order to change the size of the element.
Please note that the four points around the corers, are there to help you change the size while maintaining the
current ratio.

6. Drag the area outside the box to rotate the element.

7. Select other elements for transformation.

8. To make the same modifications, you may pick other sprites without closing the Sprite Editor.

Note:

Please take note that each body part is called a "sprite". Refer to the sections below for more information:

« Sprite Concept
« Preparing a Custom Sprite

CrazyTalk Animator 3 User Manual - 143



—=" REALLUSION®

Simultaneously Transforming Multiple Poses

When you want to create a new appearance for the face, you may sometimes rotate the facial features, especially the eye-
brows and the eyes. However, in the Composer Mode, you are only allowed to rotate the sprite, and not the actual bone.

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy and enter the Com-
poser Mode.
(please note the front and back hair pieces are removed for better observation)

COMPOSER MODE

2. Select one of the eyebrows (in this case, the left one) and try to rotate it. The facial feature instantly returns to its ori-
ginal angle after the mouse button is released.

3. Open the Sprite Editor so that you are able to rotate the poses within this sprite.

4. If you rotate the pose now, you are only rotating the current shown pose without influencing the other poses of the
facial feature (take the normal and the angry as the comparison items).

. | |

The normal eyebrow is rotated a little The angry eyebrow is not affected.

5. Undo to resume the angle of the pose.
6. Activate the Transform All Poses boxes on the Property tool bar.

IU’ x[34 [ vz [ wlwooo [ = w0 [ R[0 [ | & Transtormalposes
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7. Rotate the pose again. The rest of poses will be rotate as well to match the appearance of the face.

The normal eyebrow is rotated a little The angry eyebrow is affected and rotates more as well
Note:

If you want to fine-tune the transformation of any other pose in the same angle after this step, please make sure
the Transform All Poses box is deactivated.

8. Navigate to another angle of the character and repeat the steps to change the look of the face.

Repeat the same step at 270 degrees The angry eyebrow is affected and rotated more as well
Note:

It is highly recommended that you move and scale the facial features when the Sprite Editor is closed in order to
simultaneously change the position and size of the facial features at different angles.
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Relocating Pivots for Facial Features

The pivot points of the facial features are used as the pivots for transformation, especially the rotating and scaling when the
character is exhibiting different expressions. Different pivot positions can affect the expression results tremendously, espe-
cially in the case of the eyebrows.

Relocating Pivots for Facial Features &

1. Completely create one of the eyebrows by any method (by replacing, pose sharing and mirroring).

2. Activate the Show Bone box in the bone tool bar to show the pivot for the facial features.

I |\_/Sh0wElone Cg|gr;|:| Size: Opacity : E

Note:
The original transformations (rotation and scale by the 2D Motion Editor - Body Mode >> Face tab) based on
the pivot in the center of the eyebrow are as shown below.
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3. Select the eyebrow and open the Sprite Editor. The bounding box turns to green which implies that only the cur-
rent pose will be adjust afterward.

_—
e

4. Activate the Transform All Poses box so that each pose will be transformed afterward.

IU’ x(3a P v[e2 [ wlwoo [ = oo [ rjo [ | 4 Transtormal Poses

5. Move the current pose to align it to the pivot point; the rest of the poses will be moved together at the same time.

—
-

6. Close the Sprite Editor.
7. Move the entire sprite (including all poses) to an ideal position.

_—
e

8. The facial feature will then move, rotate and scale based on the re-positioned pivot.
9. Repeat the same steps so that the pivot of the other eyebrow is relocated accordingly.

—
—

The pivots in original position The relocated pivots

Note:

The transformations (rotation and scale by the 2D Motion Editor - Body Mode >> Face tab) based on the
new position of the pivot are as shown below.
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The Effect After Pivot Offset

In addition to the transformation base for a sprite, the relocation of the pivot influences the template applying the result
as well. Please note that the eyebrow created in the previous section is taken as the example.

1. Make sure the character is in the Composer Mode after the certain facial feature (in this case, the eyebrows) is
completely created and the pivot is set to ideal position.

2. Switch the Content Manager to Head >> Brow (according to the facial feature selected) library.

3. Click the Add button to add the facial feature into the custom library.
Content Manager ®

e TSN ©

= | Head Custom » Brow » |

& -

CustomBrows

Actor

Head

Body

Prop
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4. Apply another character. In this case, the pivots of the facial feature (the eyebrows) are located in the center of
the sprite.

5. Apply the template that is added in step 3. The facial features will be applied and aligned in accordance with the
position of the pivots.

The facial features will be applied and aligned to the current pivots.

6. You may need to use the Transform All Poses as shown in the previous section to transform the poses back to
the adequate position, angle or size.
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Layering the Facial Features

After you have created custom facial features, especially for the G2 characters, you may need to re-arrange the layer order
of them in different angles so that when the characters perform, the facial features will be always display correctly.

Arranging Layers of Facial Features in Every Angle

1. Replace custom facial features to a character.

Note:

Please refer to the sections below for more information:
« Creating Facial Sprites with Frontal Angle
» Creating Facial Sprites with Multiple Angles

2. Click the Fe Composer button to switch to the Composer Mode.
rFY

COMPOSER MODE

3. Click the 4 arrow buttons of the Angle Switch to determine an angle (in this case, 0 degree).

4. Pick the sprite whose layer shall be re-ordered (in this case, the nose).

/\

5. Click onthe Send to Front button until the layer of the facial feature is correctly set.

E F [i [f FaceDepth:|5 |v| | Face Preview |
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The layer of the nose is under the hair. Move the nose to the layer over the hair.

Note:
. @Send to Front: Move the selected facial feature one layer up.
. @Send to Back: Move the selected facial feature one layer down.
. L Move to Top: Move the selected facial feature to the top layer.

. ¥ Move to Bottom: Move the selected facial feature to the bottom layer.
6. Repeat step 3 to step 5 until the facial features in each angle (in this example, 270 degrees) are correctly placed.

Left (270 degrees): Before moving the eye up to the Left (270 degrees): After moving the eye up to the
layer above the nose. layer above the nose.

Note:

Please note that the layer order can be different in each angle.

Setting and Previewing the Depth of Facial Features

1. Change to a specific angle by using the Angle Switch (in this case, 45 degrees) and select a facial feature.

2. Set the Face Depth to a desired value.

[! P Ei I:F FaceDepth:|5 |v| | Face Preview |

3. Click the Preview button.
4. Hover your mouse cursor on the view port to rotate the head of the character to see the face depth.

Face Depth =1 Face Depth =9
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5. Repeat the step 1 to 4 for setting different face depth values for each angle to the character.
Note:

Please note that the face depth value can be different in each angle.
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Setting and Examining Facial Features - Validate Multi-angle Setup

Pro & Pipeline

Since the character in CrazyTalk Animator can rotate to different angles, some of the facial features may be concealed by
one another in the Composer Mode. This makes it hard to to modify the covered facial features.

Besides, it is not easy to observe all the angle combinations of the parent and child facial features by merely utilizing the
Angle Switch.

By using the Validate Multi-angle Setup feature, only two adjacent facial features are displayed for better observation and
modifications of the bones and the sprites.

The Validate Multi-angle Setup panel is a multifunctional one in which you are able to accurately set the position and size
of a specific bone of a character, edit selected sprite and its pose and angle, and examine the relations of two parent-child
facial features in different angles.

In the right view, the left eye is When the Validate Multi-angle Setup panel is opened, the working area
covered by the hair, which makes it shows only the selected facial feature and its parent one (in this case, the
hard to modify them on the working left eye and the face) while the other facial features are temporarily hidden.
area.

*Please note that this feature is for the Pipeline version only.

Open Validate Multi-angle Setup Panel

1. Apply a character, select it and click the Fa Composer button to enter the Composer Mode.
rFY

COMPOSER MODE

2. Click on the facial feature you want to modify by picking the area of the dummy in the Scene Manager (F5) >>
Face tab.

Scene Manager ®

Body -m Joint Mask
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3. Click the Validate Multi-angle Setup button.

Maodify

@ Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...

8?’2 Confirm Multi-angle Settings ...

@ Validate Multi-angle Setup... ]

ﬂ\f Actor Proportion... P

4. The Validate Multi-angle Setup panel will display.

Validate Multi-angle Setup ®
ParentAngle Child Angle :
Bone Sprite | Joint Mask

x |60 v | 1536 [

Scale: Rotate :
w1000 [ e w [1000 [ R
Child Angle :

| 01_Mormal '|

. ™
| Full-angle Settings | N’

| Preview

Note:

Please also refer to the sections below for more information.
» Introduction of Validate Multi-angle Setup Panel
« Viewing Angle Combinations of Parent-Child Facial Features
« Using the Bone Tab
» Using the Sprite Tab
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Introduction of Validate Multi-angle Setup Panet ...
Pro & Pipeline

| | ParentAngle : ChildAngle :

Joint Mask

Align Bone

Rotate :

ChildAngle :

| 01_Normal

| Full-angle Settings

1. Angle Use these two drop down lists to determine the individual angles of the parent and child facial fea-

Combination tures.

Controls Please refer to the Viewing Angle Combinations of Parent-Child Facial Features section for more
information.

2. Mode Tabs Click the tab to switch to different tab for modifying the Bone, Sprite and Joint Mask of the
CHILD (selected) facial feature.
3. Preview These controls can only be used for the body parts.

Quick Val-

idate

(For Body

Parts Only)

4. Controls in Inthe pane, you will see different controls in accordance with the mode tab you choose for modi-

Tab fying the transformation or the sprite of the select facial feature. Please refer to the sections below

for more information:

« Using the Bone Tab
» Using the Sprite Tab

5. Bone Click this button for quickly observing the rotating result of the selected facial feature.

Rotate Pre-

view
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Pro & Pipeline

When the Validate Multi-angle Setup panel shows, only the Parent-Child facial features show on the working area for fur-
ther editing.

With the Validate Multi-angle Setup panel, you can easily determine the angle combinations of the parent and child facial
features for better observation and further modification without being distracted by other facial features.

Manually Determine Angle Combinations

By using the Parent Angle and Child Angle drop down lists, you are able to determine the ideal angle combination for
observation or editing.

1. Select the target facial feature in the Composer Mode.
Fs

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P

3. You will find that there are only the selected facial feature and its parent (the face) show in the working area (the
rest ones are temporarily hidden).

Open the Parent Angle drop-down list to select a specific angle (in this case, Right - 90 degrees) for the parent.

ParentAngle

90 >

0

45

a0
135
180
225
270
315
Bottom
Top

The parent facial feature will immediately turn to the specified angle.
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Open the Child Angle drop-down list to select a specific angle (in this case, Top) for the child (selected) facial

feature. You will see in the working area that the two facial features form a new angle combination by their own
angle.

Child Angle :

90 hd
0
45
90,
135
180
225
270
315
Bottom
Top

The child facial feature will immediately turn to the specified angle.
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Pro & Pipeline

In the Validate Multi-angle Setup panel, the chosen tab, by default, is the Bone tab. You can use the controls in the tab to
precisely set the position and size of the bones with only the parent-child facial features shown on the working area.

Sprite | Joint Mask
v | 1568 [2]

Scale: Rotate :

wlmoo ) @ w[wof] «

Child Angle :

| 01_Mormal '|

| Full-angle Settings |

Transforming Selected Facial Feature (Bone)

In the Bone tab of the Validate Multi-angle Setup panel, you can precisely set the values for transforming the selec-
ted bone, which also change the sprite that stuck on the bone.

1. Select the target facial feature in the Composer Mode.
r Y

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P

3. Switchtothe Bone tab.
4. Set a desired angle combination of the facial features.
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5. Adjust the position and size of the bone of the child (selected) facial feature on the working area.

Drag the facial feature to re-locate the bone. Drag the control points to resize the bone.

Note:

« The facial feature will be highlighted in Blue.

« You may adjust the bone position by dragging the facial feature.

« If you want to adjust the size of the bone, then drag the eight control points on the side of the bounding
box (the 4 corner ones are used for resizing in ratio).

6. If you want to have a precise values for the position and size of the bone, then adjust the values of the X, Y, W
(width) and H (height) in the Body tab.

Note:

o Press downthe ® Keep Ratio button for resizing in current ratio.
« You can not set the rotation value of the child (selected) bone.

« In addition to the Move and Size controls in this tab, there are some other controls. However, it is not
necessary to use them because they are to be used in the Sprite tab.
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UsingSpriteTab

Pro & Pipeline

In theory, you are able to use the Sprite Editor and the Angle Switch in the working area to add, replace or transform the
Angle media for a Pose of a selected facial feature. However, by using the Sprite tab in the Validate Multi-angle Setup
panel, the replacement and relocating process can be much more efficient.

Joint Mask

wlon Bl v [

Scale: Rotate :

wlwoo ] @ w[woo w0 B

Child Angle :

| 01_Mormal - |

| Full-angle Settings | o

| Replace |

Selecting Poses and Transforming Angle Elements

The Sprite tab provides controls for easily selecting poses and transforming angles in the sprite of the child (selected)
facial feature.

Note:

To use the pose-selecting feature, make sure the sprite of a facial feature has been given multiple poses by using the
Sprite Editor because Validate Multi-angle Setup panel does not provide features for adding a new one.

‘Sprite it - Nosa -0 ®
Please click the parts 1o replace.
You you picked
(oL (e[ (ol (8l [[=] =] (4]
B, [ 0][0]
01 Mormal  BigMese  E_frgr

COMPOSER MODE
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2. Click the Validate Multi-angle Setup button.

Maodify

BPE | 0ad G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P

3. Switch to the Sprite tab.
4. Using the Pose drop-down list to select the desired pose for editing.

Bighose

01_Mormal

02_Angry

03_Raise_Mose_Flank

04_Shrink
05_Raise_Right_Mose_Flank
06_Raise_Right_Shrik_Mose_Flank
07_Raize_Left_Mose_Flank
08_Raise_Left_Shrink_Mose_Fla
Big

v [1os

Rotate :

@ n | 1000 [2 R0 [

Replacing Angle

1. Select the target facial feature in the Composer Mode.

COMPOSER MODE

CrazyTalk Animator 3 User Manual - 161



—=" REALLUSION®

2. Click the Validate Multi-angle Setup button.

Maodify

BPE | 0ad G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P

Only the selected facial feature and its parent will be display in the working area.

VM,

A

3. Switch to the Sprite tab and the bounding box will turn to be Green, which means you are in the sprite mode and
the coming editing will be focused on the sprite.

A

4. Using the Pose drop-down list to select the desired pose for editing.

Bighose

01_Mormal

02_Angry

03_Raise_Mose_Flank

04_Shrink
05_Raise_Right_Mose_Flank
06_Raise_Right_Shrik_Mose_Flank
07_Raize_Left_Mose_Flank
08_Raise_Left_Shrink_Mose_Fla
BigMose

The facial feature will instantly be changed to the other pose.
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5. Choose from the Parent Angle and Child Angle drop-down list to a same angle for turning the entire face.

W

6. Click the Replace button and load one of the prepared media to replace the original one.

r \
Replace |
Click the Replace button to load one of the prepared The angle element is then changed to a prepared
media. one.

Note:

You may click the Full-angle Settings button to show the media of the pose to check the replacing resuilt.

Lo,

45

Before replacement.

D

45 40

After replacement (the angle elements of 45 and 90 degree are replaced)
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Modifying Texture of Facial Features

Pro & Pipeline

If you want to change the texture of any element in a facial feature sprite, then you need to enter the Composer Mode.
For Image-based or Morph-based elements, you can use any External Image Editor for editing.

If you want to modify the mask of an element, then please refer to the Editing the Background Mask section for more inform-
ation.

1. Pick aA character in the Stage Mode. Click the Fo Composer button to switch to the composer mode.

3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the texture opened in it ready
for advanced modifications.

(o r o | e S = -

% Head.pog @ 66.7% fLayer 0. RCEFE) m

Gy ERf% D
L.JP.\/:-’ RN

e |
CELE rrewnl

s O 0 & 2 u 3

4. Edit and save the image. The data will then be automatically transferred into CrazyTalk Animator.

o

2PN DORNNAT

YEL "W YL s RPN m;’:zp
el
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5. Click the Back to Stage = button to update the character in the Stage Mode.

Note:

« Only media in image type can be modified with an external image editor. If the medium is a video or vector
one, then the Launch External Image Editor button will be disabled.
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Editing the Face Background Mask

The background mask hides all unnecessary areas of the loaded photo. This helps you keeping only the areas you are inter-
ested in, such as the character's head.

Original actor image Masked actor image

There are two methods to generate a background mask for your image.

Using Mask Editor Panel

1. Make sure you are in the composer mode.

7y
button at the tool bar to access the Mask Editor panel.

Face Mask Editor ®

2. Click the Mask Editor

(o] ? Maaald @ | ws

N
Manual Mode

Use the magic wand to
roughly define the
background. Then use the
brush and eraser to further
refing the mask

Mask Color .
Color Range ®
O 10
Tool VART- 2RI
Size
Is} 20
o |8

GoloAulo Made Cancal OK Preview
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3. Using the tools in the panel to paint on the unnecessary parts in the image to add mask on the image.

Face Mask Editor ®

(o W ? D aaal@ & [ ]

Manual Mode

Use the magic wand to
roughly define the
background. Then use the
brush and eraser lo further
refing the mask.

Uask Color .
Color Range J\
i O 48
Tool: 6 0
Size:

O 20

[®] 8]

GotoAutoMode | [ Cancel ][ oK ] [ Predew |
.-There are two modes in the Mask Editor which facilitates you to quick_ly add mask to the image:
« Auto Mode.

« Manual Mode.
4. Click the OK button and the colored area of the image will be filtered out.

Zoom Tools in Mask Editor

« Ypan Tool: After you zoom in the image, you may press down this button and drag the image in order to pan
to the desired area for modifying.

« @ Zoom Out: Click this button to zoom out the image for observing more of the image.

« @ Zoom In: Click this button to zoom in the image for better observing and modifying the details.

Before zoom in Zoom in for more easily modifying the details

« @ Actual Size: Click this button so the image will be shown in its original resolution.

. G Fit to Window: Click this button so that the image will be zoom in or zoom out in order to just fit into the
preview window.

. & Magr_life( Tool: Press down this button and drag a rectangle around the desired area of the image in order
to zoom in fo the area for better observing and modifying the details.
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Drag a rectangle to surround the desired area Zoom in for more easily modifying the details

Loading an Image with a Predefined Alpha Channel

If you wish to perfect your image mask, then you may pre-save your image with a pre-defined alpha channel. This can
be done by means of an external image editor. Once you create your mask outside, simply load the image into
CrazyTalk Animator. The alpha channel information will automatically be applied as the background mask in the Back-
ground Mask Editing panel.

nion @ 100% (La

Tl e

| Red Chrl+1

Green Clrl+2

Chrl+3

Adding and editing alpha channels in an external image editor (e.g. Photoshop)

Note:

« The alpha channel information can be in 32-bit BMP, TGA or PNG format.

« If you wish to save the source image as PNG file, then remove the background layer, erase any unnecessary
area of the image and save. You do not need to create an alpha channel layer in the Channels panel.

Eﬁnﬁi nHead.png uw

|

[+ opacity: | 1009 >|
Lock: [ & '%’ a Fill: n

| Mormal

wose | 55| = 6.0 ® 0 & @[

« Please also refer to the sections below for more information:
» Editing the Body Background Mask

« Editing the Prop Background Mask
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Using Auto Mode for Masking

When your source image contains a simple background area with similar color or when the contours of the character are not
complicated, you can use the Auto Mode to quickly define the mask for the background area. This mode is suitable for
characters with sharp and clear contour edges because CrazyTalk Animator can quickly auto-masks areas according to
the edges.

Before you add mask, you need to create an head from an image. After the head is generated, it is by default without a
mask. Therefore, even if you replace the background, the original background of the image still conceals the custom back-
ground of the project.

An unmasked head The background of ihe original image conceals the custom background.

Using Auto Mode of Mask Editor

"’
1. Click the Mask Editor button on the tool bar to access the Mask Editor panel.
2. If you are in Manual Mode, then click the Go to Auto Mode button to switch to Auto Mode.

Face Mask Editor ®

]

Auto Mode

Use the foreground brush lo
stroke along the inner edge
of your propractor. Circle
unwanted background areas
wilh thi Backaround brush

(@] &=

Sizi

Conlract/ Expand

Edge Blur
O
O

Go to Manual Mode Cancal OK Preview

o The mask added in Manual Mode will be abandoned after you switch to Auto Mode.
« A new mask will be automatically be applied to the image.
« Modify the mask with the following steps.

CrazyTalk Animator 3 User Manual - 169



—=" REALLUSION

3. Press down the Foreground Brush button and roughly draw contours to frame around the character (do
not worry if the contour is enclosed or not).

4. CrazyTalk Animator calculates the estimated character edge according to the contours you draw.

6. If the edge goes out of the character, then press down the Background Brush button.
7. Draw strokes on the desired area to convert the area with similar color to background.
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oacy | button to check out the mask result.

Click the Preview!

10.

1.

Note:

If you want to modify the details of the mask, then click the Go to Manual Mode  SotoMansaitode | itton to
enter the mode with current mask result.
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Manual Mode for Masking

When your source image is complicated and the contour edges of the character can not be clearly determined in Auto
Mode, you can use Manual Mode to modify the details of the mask by carefully painting the mask with the tools in this
mode.

Please note that you can always start with rough masks generated in Auto Mode and then modify the rough mask further
in Manual Mode.

Using Quick Select Tools

1. Click the Mask Editor button at the tool bar to access the Mask Editor panel.

2. myc&u are in Auto Mode, then click the Go to Manual Mode _GotoManuaimode | tton to switch to Manual
ode.

o The mask added in Auto Mode will be brought to Manual Mode.

o Optionally click the Delet button to remove the entire mask.

Face Mask Editor ®

0 D ? M a e a @@ ws

Manual Mode

Use the magic wand to
roughly defing the
background. Then use the
brush and eraser 1o further
refing the mask

Mask Color .
Color Range Y
10
Tool Z 2 |0
Size
Is} 20
| |8

GoloAulo Made Cancal OK Preview

Press down the Color Ran - button and then click on the image to fill similarly colored areas with a mask.

« Areas with similar colors will also be masked.
« The similarity is determined by the Tolerance value.
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4. Holdthe Shift key (for Windows) or Command key (3£ for Mac) and click on another area of the image to
include more colors.

5. Hold the Alt key and pick an area of the image to exclude that color and other similar shades.

6. Click the Rl:eview| ; __F're"‘e“‘ | button to check out the mask result.
e o :

7. You are able to use the Brush Tools afterwards for further modifications to the mask.
8. Click the OK button if you are satisfied with the mask result.

Note:

« If the background is relatively more simple than the character, then directly pick the background colors
with the Color Range tool; otherwise, pick the colors on the character and click the Invert button.
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Using Brush Tools
To modify the mask details, you can use the Brush Tools.

1. Press down the Brush button in the Brush Tools section.
2. Draw strokes on the image to determine the masked area.

5. Click the Preview! e | button to check out the mask resuilt.
e
e

e,
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6. Press down the Blur@ button and paint on the edges of the mask to smooth the jagged ones.

Jagged edges Use the blur tool to remove the jaggy edges
7. Click the OK button if you are satisfied with the mask result.
Note:

!jf_you glic(:jk the Go to Auto Mode  CotcAuetioss | the mask you have created in the Manual Mode will be
iscarded.
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Modification with Render Style

CrazyTalk Animator provides Render Style feature for changing the color of your character, either vector-based orimage
based. By setting different render styles, the character can be matching with or standing out from various scenarios .

Please refer to the sections below for more information:

« Changing Character Render Style - Basic: For switching between different template of Render Styles.
« Changing Character Render Style - Advanced: For modifying the render styles of individual body parts and facial fea-
tures to the templates.

« Grouping Sprites for Render Style: For creating and designing contents that are compatible with the render style fea-
ture.
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Pro & Pipeline

For each G2 default character, its sprites are well-grouped and is embedded with pre-defined render styles. You may simply
select the ideal style and the colors of the sprites simultaneously change.

1. Apply a G2 character and switch to the composer mode.
Fs .

COMPOSER MODE

2. Click the = Render Style button to open the panel.
Render Style ®
[+ Show outline Thin Heavy
O
Default Line Art Grayscale Neon
Pop Art Retro Carton Art Inverted
Silhouette Monochrome

3. Click on either of the template to change the render style of the character.

9

Monochrome

None: This template shows the initial color of the Avant-Garde: Innovative and experimental fashion style
character's sprites. for the character.
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4. Drag the Weight slider to determine the level of the render style effect on the character.

Weight = 100 Weight = 30
(the character's color will be closer to the initial color,
which is blue)

5. You can also activate or deactivate the Show Line box to show/hide the contour line of the character.

o et
P
v

Show Line =0n Show Line = Off

Note:

If you want to create custom groups of the character's sprites, then refer to the section below for more information
(please note that the feature only supported by Pro or Pipeline version):

« Changing Character Render Style - Advanced
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Pro & Pipeline

In addition to changing the character's render style by embedded templates, you are able to manually set the render style by
pre-defined sprite groups if you are using the CrazyTalk Animator Pro or Pipeline version.

1. Apply a G2 character and switch to the composer mode.

COMPOSER MODE

2. Click the = Render St%(le button to open the panel g ou may optionally follow the steps in the Changing Character
Render Style - Basic section to set the character in different render style).

3. Click onthe Advance Settings button at the bottom right of the panel to show the advanced settings.

Render Style ®

[+ Show outline Thin Heavy

@)

‘ — 1 [———

Group Name Selection Color adjustment
| Group Name Part Name |_ Affect All
- _— [/ Affect Same Group
i i [ Invert Color
U o u Torso
pper s Brightness
Upper 02 Upper Torso e -
tinpec.03 Unper Torso Contrast
[4]
Lower 03 Lower Torso e mn
03 Shoes Hue
- i
04 Shoes [*]
Hair 03 Head Salurafon mu
O [*]
Hair 04 Head
Mouth Head | Reset |

4. Select anitem in the Group Name Selection pane.
Group Name Selection

« You may click on the Group Name or Part Name captions to re-order the list so that the items with same
name will be listed together.

CrazyTalk Animator 3 User Manual - 179



—=" REALLUSION

Group h;n;\: ! Part Name Group Name | Part h; o | Group Name Part Name
Skin01 =_l‘§ Hands Skin01 Hands :gli Skin01 Hands
Cutline Hands Skin01 Head CrtiE——*| Hands
Skino1 Head Skino1 Loweer Tors Tongue Head
Skin02 Head > Skin01 Shoes Teeth Head
Haird1 Head Skino1 Upper Tors Socket Head
Haird2 Head Shoes03 Shoes Skin02 Head
Maouth Head Fupildz Head Skino1 Head
Teeth Head Fupild1 Head Fupildz Head

« You may also grouping the sprites for setting render style together. Please refer to the Grouping Sprites for
Render Style - Body Parts and Grouping Sprites for Render Style - Facial Features sections for more inform-
ation.

5. Dragthe Brightness, Contrast, Hue and Saturation sliders to adjust the body parts with same group name.

The initial look of the skin color. The color of the body parts with same group name are sim-
ultaneously adjusted.

Note:

tCIick|tTe| Resef | Reset button to reset the four sliders to the initial settings of the currently selected
emplate.

6. If you activate the Invert Color box, then the items in the same group will be changed to the complementary color.

The initial look of the skin color. The color is changed to its complementary color.
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Grouping Sprites for Render Style

Pipeline Only

The Render Style feature assists you in changing the color of grouped sprites all at once. You are able to group custom
poses and angles in sprites for easily adjusting their colors via the Render Style tool.

*Please note that this feature is for the Pipeline version only.

1. tCreate a custom character and facial features, switch to the Composer Mode by clicking the R Composer but-
on.

rs

COMPOSER MODE

Please refer to the sections below for more information about creating G1 and G2 characters:
« Creating Facial Sprites with Frontal Angle
» Creating Facial Sprites with Multiple Angles

2. Select one of the facial features (in this case, the lips).
—

3. Click the ®* Vector Grouping Tool button to open the panel.

Vector Grouping Tool €3]
Group Name
Selection : Style List: More Information
Skin01 Index Angle Part Group |
T4 45 03_Raise.. Custom01
Skin02
75 45 03_Raige.. Custom0l
Upper 01
76 45 03_Raise.. Outline
Upper 02
T 45 03_Raise.. Custom0il
-'-'--—Pw'__- ?8 A N e = gt
Hppecos 79 45 03_Raise..  Custamii
L ower O 80 45 03_Raise..  Custom0i
|| Select Same Color | Unselected | | Invert |

You will see that every angle of the pose is listed.
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— — P—
-— \ 4 —
N 4

The right pane of the editor lists the components that build up the angle media in the view port.

Index | Angle | Part | Group |
0 Fose
0 Fose
0 Fose
0 Fose
1] 45 01_Marmal Custom0

4. Click to select one of the component rows. The selected area in the view port will be flashing.

Index | Angle | Part | Group |
67 0 Fose
* it i Fose
v 9 i Pose
7 0 Fose
1] 45 01 _Maormal Custom0l

5. Select the group name from the left pane of the editor.
Hair 03

Hair 04

Mouth

Pupil 01
Pupil 02
Eyeball
Socket
Eyelid
Brow
Custom 01
Custom 02

Custom 03

Custom 04

CrazyTalk Animator 3 User Manual - 182



—=" REALLUSION®

6. Click the Apply button at the bottom right of the editor to assign the group name to the component.

Skindl = n Index | Angle | Part | Group |
0 Upper Torso
Skin02
1 ] Upper To Skin01
Upper 01
2 0 Upper Tarso
Upper 02
3 0 Upper Tarso
Upper 03
4 45 Upper Tarso Skind1

7. Repeat the same steps to assign group names to every component that is without a group name.

Index | Angle | Part ! Group |
67 0 Fose Lip
[at] 0 Fose Lip
69 0 Fose Custom0i
7 0 Fose CQutline
1] 45 01 _Maormal Custom0
Note:

Please refer to the Quickly Picking and Mapping Identical Color Shapes (version 2.1 or above) section for more
information.

8. Select another facial feature and repeat step 2 to 7 until every sprite and its angles are grouped.
Note:

Please note that since the SWF from Flash can be divided into two main components, Shape and Line, when you
are doing the vector grouping procedure, DO NOT assign the "shapes" into the Outline group, because although
the color of the shapes are able to be adjusted with the real lines, they can not be turned off by deactivating the
Show Outline. Make sure you only assign "lines" to Outline group.

e doiarmr
Custom 02
Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08
Outline

9. Close the editor and open the Render Style panel by clicking the = Render Style button.
Note:
« Forthe custom object, you can only have three templates after the = Render Style button is clicked.
Render Style ®
[+ Show outline Thin Heavy
O

Q - Q
Default Contrast Saturation
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« If you want to have ten default Render Style templates, then execute the Modify >> Toggle between G1
G2 render styles command for switching to the list with these templates.

@ Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...

@{ Confirm Multi-angle Settings ...

Actor Proportion... P

B 2

Render Style... R

Toggle between G1/G2 Render Styles..

Turn to Multi-angle Character...

Body Calibration »

Face Calibration »

« Please note that you need to manually adjust the settings of the ten templates, including the Default one.

10. The grouped sprites thus can be adjusted together.

e 2P %
QW (

The outline is turned off The lip tone is adjusted.

Note:

Please refer to the sections below for more information:
» Changing Character Render Style - Basic
« Changing Character Render Style - Advanced
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Quickly Picking and Mapping Identical Color Shapes

Pipeline Only

When you are using the Vector Grouping Tool to map the color shapes to certain group names as described in the Group-
ing Sprites for Render Style section, it often takes a long time to do the mapping one by one. By using the Select Same
Color option provided in CrazyTalk Animator, you may quickly pick the same color shapes in different angles and sim-
ultaneously map them into specific groups.

1. Create a character with customized facial features in the Composer mode.

B2
3. Click the ®* Vector Grouping Tool button to open the editor.

Vector Grouping Tool €3]

Group Name )
Selection : Style List: More Information
Skin01 Index Angle Part Group |

0 0 01_L Ear Skin01
Skin02

1 o 01_L Ear Outline
Upper 01

2 45 01_L Ear Skin01
Upper 02

3 45 01_L Ear QOutline

T [Shoes03 T Ton 01 LFar ™ —

Shoes 04 15 Top 01_L Ear Outline
[ SelectSame Color | Unselected | | wnven |

4. Each angle of the selected facial feature will be shown in the working area.

FINES
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5. Select one of the shapes in the Style List.
The selected shape of the specific angle in the view port will be flashing.

Index | Angle | Part | Group
0 0 01_L Ear
1 0 01_L Ear
2 0 01_L Ear
3 180 01_L Ear
4 180 01_L Ear
5 180 01_L Ear
6 225 01_L Ear
7 225 01_L Ear
3 225 01_L Ear
9 270 01_L Ear
10 270 01_L Ear
M 270 01_L Ear
12 315 01_L Ear
13 315 01_L Ear
14 315 01_L Ear

6. Activate the Select Same Color box at the bottom left of the Vector Grouping Tool editor.
7. The shapes OF THE SAME COLOR in different angles will start flashing as well.

Index | Angle | Part | Group
0 0 01_L Ear
1 1] 01_LEar
2 0 01_L Ear
3 180 01_L Ear
4 180 01_LEar
5 180 01_L Ear
6 225 01_L Ear
T 225 01_L Ear
3 225 01_L Ear
9 270 01_LEar
10 270 01_L Ear
il 270 01_L Ear
12 315 01_L Ear
13 315 01_LEar
14 315 01_L Ear

8. Select the group name from the left pane of the editor.
Lip
Fupil 01
Fupil 02
Eveball
Socket
Evelid
Browe

Custom 03
Custom 04
Custom 05

Ceden OR
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9. Click the Apply button at the bottom right of the editor to assign the group name to these shapes.

Socket Index | Angle | Part | Group |
Eyelid 0 0 01_L Ear
1 o 01_LEar Custom 01
M’-ﬁ-’

3 180 01_L Ear

Custom 02

4 180 01 LEar Custom 01

Custom 03

10. Repeat the same steps to assign group names to every shape that is without a group name.

Index | Angle | Part | Group |
0 i} 01_LEar Skin01
1 1] 01_LEar Custam 01
2 1] 01_LEar Cutline
3 180 01_LEar Skin01
4 180 01_LEar Custam 01
a 180 01_LEar Cutline
B 225 01_LEar Skin01
T 2248 01_LEar Custam 01
8 2248 01_LEar Cutline
9 270 01_LEar Custam 01
10 270 01_LEar Skin01
" 270 01_LEar Outline
12 s 01_LEar Skin01
13 A 01_LEar Custam 01
14 s 01_LEar Outline
Note:

Please note that since the SWF from Flash can be divided into two main components, Shape and Line, when you
are doing the vector grouping procedure, DO NOT assign the "shapes" into the Outline group, because although
the colors of the shapes are able to be adjusted with the real lines, they can not be turned off by deactivating the
Show Outline. Make sure you only assign "lines" to the Outline group.

Custom 02
Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08
Outline

()

|—|

11. Close the editor and open the Render Style panel by clicking the ® Render Style button.
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12. The same color shapes are now included into the group names in the Group Name Selection list.

[+ Show outline Thin Heavy
O}
U
Line Art Grayscale Neon

Group Name Selection Color adjustment
| Group Name | Part Name [ Affect All
] Invert Color
(Custom 01 Head
(Outline Head Brightness
——
[*]
Contrast
—O0—[0_H
Hue
.
[*]
Saturation
o H
| Reset |

You may then free to set the render style of the color shapes within the same groups.

CrazyTalk Animator 3 User Manual - 188



—=" REALLUSION

Examining Character Animation Using Calibration Templates

After the compositions and the modifications of the character's face are done, you may use the built-in expression anim-
ations for further calibration by Calibration feature. With this you may view all character artifacts, such as the offset issues
of facial features. You may then correct any imperfections.

1. Create a character with facial features.
Note:

Follow the sections below to create a custom character:

» Creating Facial Sprites with Frontal Angle
» Creating Facial Sprites with Multiple Angles

2. Switch to the Composer Mode by clicking the Fo Composer button.
rFY

COMPOSER MODE

3. Click the & Calibration button to open the panel.
Calibration €3]

Select sample motion or load custom motion for actor
calibration.

—
Face Motion

— iy .
=] g2 ER
All Head Rotate Expression
"
& &
Eyeball Eye Blink Mouth Shape

Calibration templates for facial features.

4. Click on the templates from the Face Motion pane to preview the expressions of the character. Fix visual artifacts if
needed.

Facial Expression Template: Smile Eye Blink Template: Eyes closing
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G2+ Facial System (New for v3)

In CrazyTalk Animator v3, G2 (generation 2) faces are divided into G2 and G2+ facial systems.
The same characteristics of G2 and G2+ faces are:

« Sprite-based.
o With 10 angles.

o Puppeteer-able.
o Articulate-able.

The differences between them are the number of elements for each sprite of the facial features and the facial expression
animations they perform:

Elements Numbers

« G2: The elements for each pose (expression) sprite of a facial feature are all loaded images. Therefore, you need
to prepare the same amount of images in different perspectives (mostly, 0, 45, 90, 270 and 315 degrees) for the
facial feature.

In the following example, you need to prepare 13 images to replace the original ones in order to create complete
poses for this facial feature.

o G2+: However, for the G2+ facial system, some of the poses can be replaced by deforming and transforming a
base one. Therefore, you can save a lot of time by not preparing so many images, not to mention the poses in
each directions. In the following example, you only need to prepare 6 images. The missing images will be filled up
with the deformed and transformed images based on these 6 images.

)
' el .l .

77 P

Please refer to the following sections for more information:
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» Converting G2 Face to G2+ Face
« Introduction of Facial Animation Setup Panel
« Customizing Expressions with Deform / Transform Features

Facial Expression Animations

« G2: Because the expressions are made of individual images, when the character perform the facial expressions,
it is actually performing the sprite switch animation, which causes the sudden change between two expressions.

The facial expressions are constructed by sprite-switch animations of the facial features.

« G2+: Since almost half of the poses in a sprite are based on a existing deformed or transformed image element,
and the G2+ facial system, some of the poses can be replaced by deforming and transforming a base one. There-
fore, the facial expression animations can be much smoother due to the auto-inserted transitions between two
expressions.

The facial expressions are constructed by the deforming and transforming of the facial features.
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Converting G2 Face to G2+ Face (New for v3)

Pro & Pipeline

In order to decrease the file size of a G2 character, you can convert the G2 face to G2+ face to remove some unnecessary
images from the sprites of the facial features and have a better and smoother transition between two expressions.

Converting G2 Face to G2+ Face
1.

Apply a G2 character from the Content Manager. Make sure it is selected.

2. Switch to the Composer Mode.

3. Execute the command Edit >> Convert to G2+ Facial System....
Edit

*2) Undo Ctrl+Z

IS

Convertto G2+ Facial System...

Affected by 3D Motion

Preference... Cirl+pP

4. You will be prompted to deal with the redundant facial feature sprites. Choose one of the radio buttons.

Reset Facial Sprites

How to deal with previous sprites?

® Remove All

Convert to Extra Sprites

| Apply | | Cancel |

« Remove All: The redundant sprites that are not used for the G2+ facial system will be removed and will
be replaced by deform and transform methods in order to keep the minimum file size of the character.

01_Mormal 02_Exert C... 03_Close

— | A

07_Scare_... 09_Stretch... 12_Happy

« Convert to Extra Sprites: The redundant sprites (highlighted in the illustration below) that will not be used
for the G2+ facial system are kept. Although they will not be utilized for the puppeteering and key-edit-
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ing procedure, you can use them for sprite-switch animation.

A | s | |

[4

01_Mormal 02_Exert C... 03_Close

_— | e~ | W~

07_Scare_... 09_Stretch... 12_Happy

M\J““-‘

04_Sad 08_Angry_... 05_5tretch...

e | A | | B

10_Angry 11_Smiley 06_Scare

W

13_Angry_...

5. Click the Apply button and the G2 Face will be converted to G2+ Face.

Note:
Manually determining the strength for each expression of the facial features is allowed by using the Facial Animation

Setup panel.

CrazyTalk Animator 3 User Manual - 193



—=" REALLUSION®

Introduction of Facial Animation Setup Panel (New for v3)

Pro & Pipeline

In CrazyTalk Animator, you can always replace a character with another one by drag and dropping the desired one onto
the existing one. However, now there are some regulations for replacing characters.

Facial Animation Setup ®
Guide : Face Part:
| —
<ol
—
Expression :
- ~ ~ - — b
C—) C—j —
| Deform | | Transform | | | Mirror Options |
Deform Settings
[] Mirror
Control Area
0 o
| Increase Strength | | Decrease Strength |
| Preview | | Reset | | Clear |

N -~

w

[e N}

Indication
Face Part

Expression
Adjusting
Mode
Mirror
Options
Deform Set-
tings
Preview
Reset

Clear

This animation indicates the animation result of the selected expression of the facial feature.

You (iﬁn select adjustable facial features from this pane. Including the eyebrows eyes, irises nose and
mouth,

Select one of the expressions within the list for further adjustments.
You can switch to Deform or Transform mode by pressing down either one of these buttons.

Click this button to determine the mirror method for the currently selected facial feature or expressions.

Use the deform settings to determine the size and influencing weight of the Deform box for the currently
selected expression.

Click this button to preview the deforming result of the selected expression.
Click this button to ignore your adjustments to the selected expression and reset to the default one.
Click this button to return the selected expression to a neutral one, for no expression at all.
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Customizing Expressions with Deform / Transform Features (New for v3)

Pro & Pipeline

For CrazyTalk Animator G2+ face, you can create different pose instances from a sprite element with Deform and / or
Transform features. Thus you do not need to prepare numerous images for each pose but to replace the poses with these
two methods provided in the Facial Animation Setup panel.

Before you start this section, you need to first convert a G2 head to a G2+ head , and enter the Composer mode. After that,
click the Facial Animation Setup button on the Toolbar.

I8 8w Ax |G =B

You will then see the Facial Animation Setup panel displays on the screen.

Facial Animation Setup ®
Guide : Face Part:
| S—
.... z =
\ e? ﬁ
Expression :
- ~ ~ - — b
C—Q C—j —
| Deform | | Transform | | | Mirror Options |
— Deform Settings
1 Mirror
Control Area
0 o H
| Increase Strength | | Decrease Strength |
| Preview | | Reset | | Clear |
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Using Deform Feature
The Deform feature can be used to dramatize the shapes of the expressions.

1. Select the facial feature from the Face Part pane.

2. Select one of the expressions in the list for adjustments.

C._) C_j —

Note:

After an expression is picked, the animation in the Guide pane of this panel will start to play back to indicate
the animation of the expression. You can then adjust the expression accordingly.

3. Press down the Deform button to enter the Deforming mode.
4. You will see that the facial feature is framed up by a deform box with 12 control points.

5. Drag the control points to deform the facial feature in order to match the description of the thumbnail in Step 2.

6. Repeat the same steps for other expressions if you wish to make them more exaggerated.
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Adjusting Deform Box

There are some settings in the Deform Settings group affecting the Deform box. By adjusting the Deform box, the
facial feature will be simultaneously influenced.

« Activate the Mirror box in order to move the opposite points of a deform box at the same time.

The Mirror box is deactivated The Mirror box is activated

« You candrag the Control Area slider in order to enlarge or shrink the Deform box.

Control Area: 0.5 Control Area: 1.5

« Click the Increase Strength or Decrease Strength button to make the expression more or less exaggerated.

The Increase Strength button is clicked The Decrease Strength button is clicked

SN

Before flipping After flipping

« Click the Flip button to horizontally flip the Deform box.
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Copying and Pasting Deform Box Status

Because some of the expression thumbnails are similar, if you wish to make them look identical, then you can use
this feature to copy the status of the Deform box to another expression.

1.

Click the Copy button in the Deform Settings group.

2. Hover the cursor and click on an expression thumbnail in which the Deform box is used as a source for copy-

ing.

-—

I~

+ =]
[==41 ry

U=

(=)

—

The working area will instantly show the status of the Deform box for the expression of this thumbnail.

3. Move the cursor to the target expression thumbnail and click on it to paste the Deform box status.
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Using Transform Feature
The Transform feature can be used to set the RTS(Rotation, Transformation and Scale) of the expressions.

1. Select the facial feature from the Face Part pane.

2. Select one of the expressions in the list for adjustments.

o || Py || g || g || ||

C._D C_j o

3. Press down the Transform button to enter the Deform mode.
4. You will see that the facial feature is framed up, with the transforming bounding box, with 8 control points.

5. Drag the control points to transform the facial feature in order to match the description of the thumbnail in Step 2.

6. Repeat the same steps for other expressions if you wish to transform them.

CrazyTalk Animator 3 User Manual - 199



—=" REALLUSION

Copying Settings to Opposite Facial Features

For the facial features in pairs, such as the eyes, irises and the eyebrows, you can deform and transform the expres-
sions for the one side and then copy the settings to the other side. It will save time for setting and ensuring symmetry of
the facial features.

1. Select the facial feature from the Face Part pane.

2. Select one of the expressions in the list for adjustments.

Q| | (=D | /' =s

3. Adjust the Deformation and Transformation as described in the previous sections for the expression.

4. Click the Mirror Options button.

| Deform | | Transform | | " Mirror Options. "

You will be prompted a Mirror Options panel.
Mirror Options €3]
# Mirror Current Expression

Mirror All Expressions

Mirror by Angle

Apply
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Mirror Options

The Mirror Options panel allows you to pick one of the methods for mirroring the expressions.

« Mirror Current Expression: To mirror the selected expression to the expression at the relatively
opposite side.

« Mirror All Expressions: To mirror all expressions in the list to the opposite side.

=1 - ) | feett

T\ /7T T
Choose one of the 3 radio buttons in order to determine the mirroring method (in this case, the most basic one,
Mirror Current Expression) and click the Apply button.

Pick the facial feature at the other side and select the relatively opposite expression, you will see that the Deform
and Transform settings are mirrored to it.
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G3 Head (New for v3)

G3 heads blend the advantages of G1 and G2+ heads. They are a simple head with only one angle, composed of different
facial sprites applied with the Facial Animation Setup technique to generate expressions.

Elements in G3 Heads

The Elements of a G3 head can be the same as the ones in a G2 or G2+ heads. That is, the expressions for a facial fea-
ture can be derived from another expression image or individual images.

« Derived Expressions by Facial Animation Setup Technique: The default poses (expressions) of a facial fea-
ture are the same as the G2+ facial system, some of the poses are replaced by deforming and transforming a
base one. Therefore, you can save a lot of time by not preparing images for individual expressions. In the fol-
lowing example, you will only need to prepare 6 images. The other expression images will be filled up with the
deformed and transformed images based on these 6 images.

. P - L > O
+

Note:

You are allowed to apply G2+ facial features to a G3 head because they share the same Facial Animation
Setup technique.

Please refer to the following sections for more information:
» Introduction of Facial Animation Setup Panel
» Customizing Expressions with Deform / Transform Features

. Expressions made by images: G3 heads also accept traditional facial features from a G2 head. The elements
for each sprite (expression) of a facial feature are all loaded images. Therefore, you have to prepare the images
for each expression to ensure correctness when setting facial keys or facial puppeteering.

In the following example, you need to prepare 13 images to replace the original ones in order to create complete
poses for this facial feature.

o~

Y

—~
e | B | B

N

Note:

This type of facial features also support the Facial Animation Setup technique.
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Facial Expression Animations

Any G3 head shows expressions with the Animation Facial Setup feature, regardless if the facial feature is a G1, G2,
G2+ or G3. There are fewer sprite-switches but more transition animations between the expressions. You can still
manually do the sprite switch if you wish.

The facial expressions are constructed by deforming and transforming the facial features.
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Applying a G3 Head from the Library (New for v3)
To apply a G3 head to a G3 or Free Bone character, please follow the steps below:

Apply a G3 Head to a G3 Character

Because a G3 character contains official bone structures, you can simply apply a G3 head to it in the Stage.

1. Prepare a G3 character in the stage.

2. Open the Content Manager.
3. Switch to Actor >> Template tab >> Head >> G3 library.

2
=
& D | Actor Template» Head» G3» |
+ Head .....i ] A |
- » G1 -{E’r !_:
2 G2 |
oo+ H Head_01_F Head _01_5
ISR
z Hybrid £ [ 1
L ter)
E Morph-based )
[
= » Body Head_02_F Head_02_S5
v

4. Drag and drop the desired one of the templates onto the G3 character in the Stage.

Head 01_F

D
£9

T,

Head 02_F

The head will be instantly applied on the G3 character.

5. Select the G3 character and enter the Composer mode.
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6. Adjust the head by transforming or optionally replacing facial features.

7. Switch back to the Stage. The character will be ready to perform, talk, and show expressions.

Apply a G3 Head to a Free Bone Character

A Free Bone character can be built by any kind of bone structure, therefore you cannot apply any G3 head onto it in the
Stage. Instead, you must do it in the Composer mode.

1. Prepare a Free Bone character in the stage by either applying from the Content Manager or creating a custom
one.

2. Select the free bone character and enter the Composer mode.
3. Open the Content Manager.
4. Switch to Actor >> Template tab >> Head >> G3 Iibary.

BTN o ®

Actor

D |HeadTemplate > Head» G3» |

v Head Template 1 A |
- ~ Head v o
E: » 61 .~
c2 Head_01_F Head_01_5
ao+ e =
0
g Hybrid -
o :
Morph-based Head_02_F Head_02_5
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5. Make sure that the bone of the character is created and shown.

Head 01_F

@ |

®

Note:

« Ifyou apply the G3 head by double-clicking on the template or selecting the template and clicking the
Apply button, then the head will be placed on the root of the character.

« Click the Remove Head button if you wish to completely remove a incorrectly applied head.

o
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7. Adjust the head by transforming or optionally replacing facial features.
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Creating a Custom G3 Head (New for v3)

If you want to create a custom G3 head, then you can start by using the embedded G3 head as a base, and then add facial
features to the head.

Adding Facial Features to an Empty Head

1. Apply the Human Motion Bone_F template to the stage and make sure that it is selected.

2. Switch to the Composer mode.
3. Open the Content Manager and switch to the library.

. B o | ©
o
7]
% | Head Template » |
= » Head =y | ? |
e l J [ J
£ » Face
» Brow Brow Ear
» Eye
N » Morph Eye @ | & |
: e 1 ®] | ®]
» Mouth Eye Eye
Morph Mouth
» Ear .
3] 1 © |
» Hair l L | [ b
Face Hair
] ||
pie e
Head Mouth
’—\T—K ”—\T—\
| o
L8] =]
MNose Teeth

4. Apply facial feature templates in the corresponding library from the Eye library.
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Note:
« You can apply the facial feature by double-clicking on the desired template or drag and dropping the tem-
plate onto the head.
« Any facial feature template from the G1, G2 or G2+ libraries can be applied to the G3 head.
The facial feature will be instantly applied onto the empty face.

QO

&) @

5. You can optionally transform the facial feature.
OJo
&) @

6. Repeat the same steps until you are happy with a head.

=) &

7. Make sure that the Content Manager is switched to the Head library.
8. Click the Add button at the bottom of the Content Manager to add this new G3 head into your custom head lib-

rary.
e 0
5
2
=) |Head Custom » Head* |
* Head Custom [G3]
£ Face
Brow H Custom0
Eye
Morph Eye

Prop

MNose

Mouth
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Replacing Facial Features with Sprite Editor EXII=E

In addition to creating a new G3 head from scratch, you can replace the elements of an existing G3 head with the Sprite
Editor to create a new one.

1. Apply a G3 character template in the stage and make sure it is selected.

2. Switch to the Composer mode.
3. Select one of the facial features.

4. Open the Sprite Editor.

Flease click the parts to replace.
You may import new images or replace the ones you picked

[ =

'.J"

Mormal SmileOpen PuckerLip
OpenLip ShowTeeth MouthOpen
Mormal Ah_l Oh
= L) L)
EE U WOoOo
- — -
Fv LMNDTh CDSKZ
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5. Replace all the elements in this sprite.
Sprite Editor - Mouth - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

[ =
v |3

Mormal SmileOpen PuckerLip

- Lap ] O

OpenLip ShowTeeth MouthOpen

— 4 O

Mormal Ah_l Oh
<« (8 8
EE u WOoOo
— [ = -
Fv LNDTh CDSKZ
"
.l.D-I-l
e

6. Repeat the same step with other facial features, including the front and back hair, eyebrows, ears, nose and even
the face.

Note:

The eye elements have a creation process. Please log into our website as a developer and read the white-
papers for more information on creating eye templates before you replace the eye elements.

However, if you wish to create eyes that cannot roll, then skip this section.

7. Make sure that the Content Manager is switched to the Head library.
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8. Click the Add button at the bottom of the Content Manager to add this new G3 head into your custom head lib-

rary.

Actor

Head

Prop

Template

=) | Head Custom » Head*»

* Head Custom

Face
Brow

Eye

Morph Eye
MNose

Mouth

Custom0 Custom
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Introduction of Facial Animation Setup Panel (New for v3)

Pro & Pipeline

In CrazyTalk Animator, you can always replace a character with another one by drag and dropping the desired one onto
the existing one. However, now there are some regulations for replacing characters.

Facial Animation Setup ®
Guide : Face Part:
| —
<ol
—
Expression :
- ~ ~ - — b
C—) C—j —
| Deform | | Transform | | | Mirror Options |
Deform Settings
[] Mirror
Control Area
0 o
| Increase Strength | | Decrease Strength |
| Preview | | Reset | | Clear |

N -~

w

[e N}

Indication
Face Part

Expression
Adjusting
Mode
Mirror
Options
Deform Set-
tings
Preview
Reset

Clear

This animation indicates the animation result of the selected expression of the facial feature.

You (iﬁn select adjustable facial features from this pane. Including the eyebrows eyes, irises nose and
mouth,

Select one of the expressions within the list for further adjustments.
You can switch to Deform or Transform mode by pressing down either one of these buttons.

Click this button to determine the mirror method for the currently selected facial feature or expressions.

Use the deform settings to determine the size and influencing weight of the Deform box for the currently
selected expression.

Click this button to preview the deforming result of the selected expression.
Click this button to ignore your adjustments to the selected expression and reset to the default one.
Click this button to return the selected expression to a neutral one, for no expression at all.

CrazyTalk Animator 3 User Manual -213



—=" REALLUSION®

Customizing Expressions with Deform / Transform Features (New for v3)

Pro & Pipeline

For CrazyTalk Animator G2+ face, you can create different pose instances from a sprite element with Deform and / or
Transform features. Thus you do not need to prepare numerous images for each pose but to replace the poses with these
two methods provided in the Facial Animation Setup panel.

Before you start this section, you need to first convert a G2 head to a G2+ head , and enter the Composer mode. After that,
click the Facial Animation Setup button on the Toolbar.

I8 8w Ax |G =B

You will then see the Facial Animation Setup panel displays on the screen.

Facial Animation Setup ®
Guide : Face Part:
| S—
.... z =
\ e? ﬁ
Expression :
- ~ ~ - — b
C—Q C—j —
| Deform | | Transform | | | Mirror Options |
— Deform Settings
1 Mirror
Control Area
0 o H
| Increase Strength | | Decrease Strength |
| Preview | | Reset | | Clear |
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Using Deform Feature
The Deform feature can be used to dramatize the shapes of the expressions.

1. Select the facial feature from the Face Part pane.

2. Select one of the expressions in the list for adjustments.

C._) C_j —

Note:

After an expression is picked, the animation in the Guide pane of this panel will start to play back to indicate
the animation of the expression. You can then adjust the expression accordingly.

3. Press down the Deform button to enter the Deforming mode.
4. You will see that the facial feature is framed up by a deform box with 12 control points.

5. Drag the control points to deform the facial feature in order to match the description of the thumbnail in Step 2.

6. Repeat the same steps for other expressions if you wish to make them more exaggerated.
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Adjusting Deform Box

There are some settings in the Deform Settings group affecting the Deform box. By adjusting the Deform box, the
facial feature will be simultaneously influenced.

« Activate the Mirror box in order to move the opposite points of a deform box at the same time.

The Mirror box is deactivated The Mirror box is activated

« You candrag the Control Area slider in order to enlarge or shrink the Deform box.

Control Area: 0.5 Control Area: 1.5

« Click the Increase Strength or Decrease Strength button to make the expression more or less exaggerated.

The Increase Strength button is clicked The Decrease Strength button is clicked

SN

Before flipping After flipping

« Click the Flip button to horizontally flip the Deform box.
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Copying and Pasting Deform Box Status

Because some of the expression thumbnails are similar, if you wish to make them look identical, then you can use
this feature to copy the status of the Deform box to another expression.

1.

Click the Copy button in the Deform Settings group.

2. Hover the cursor and click on an expression thumbnail in which the Deform box is used as a source for copy-

ing.

-—

I~

+ =]
[==41 ry

U=

(=)

—

The working area will instantly show the status of the Deform box for the expression of this thumbnail.

3. Move the cursor to the target expression thumbnail and click on it to paste the Deform box status.
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Using Transform Feature
The Transform feature can be used to set the RTS(Rotation, Transformation and Scale) of the expressions.

1. Select the facial feature from the Face Part pane.

2. Select one of the expressions in the list for adjustments.

o || Py || g || g || ||

C._D C_j o

3. Press down the Transform button to enter the Deform mode.
4. You will see that the facial feature is framed up, with the transforming bounding box, with 8 control points.

5. Drag the control points to transform the facial feature in order to match the description of the thumbnail in Step 2.

6. Repeat the same steps for other expressions if you wish to transform them.
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Copying Settings to Opposite Facial Features

For the facial features in pairs, such as the eyes, irises and the eyebrows, you can deform and transform the expres-
sions for the one side and then copy the settings to the other side. It will save time for setting and ensuring symmetry of
the facial features.

1. Select the facial feature from the Face Part pane.

2. Select one of the expressions in the list for adjustments.

Q| | (=D | /' =s

3. Adjust the Deformation and Transformation as described in the previous sections for the expression.

4. Click the Mirror Options button.

| Deform | | Transform | | " Mirror Options. "

You will be prompted a Mirror Options panel.
Mirror Options €3]
# Mirror Current Expression

Mirror All Expressions

Mirror by Angle

Apply
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Mirror Options

The Mirror Options panel allows you to pick one of the methods for mirroring the expressions.

« Mirror Current Expression: To mirror the selected expression to the expression at the relatively
opposite side.

« Mirror All Expressions: To mirror all expressions in the list to the opposite side.

=1 - ) | feett

T\ /7T T
Choose one of the 3 radio buttons in order to determine the mirroring method (in this case, the most basic one,
Mirror Current Expression) and click the Apply button.

Pick the facial feature at the other side and select the relatively opposite expression, you will see that the Deform
and Transform settings are mirrored to it.
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Body Types (New for v3)

The characters bodies in CrazyTalk Animator are all Sprite-based ones, as they are composed of sprites with body parts
or entire body images.

You are able to create and modify these types of bodies by means of the Sprite Editor in the Composer Mode.

Please note that the elements in each sprite can be:
« Image-InJPG, JPEG, BMP, GIF, PNG, TGA formats.
o Video-In AVI, WMV, RM, RMVB, MPEG, MPG, MPE, MP4, ASF, ASX, WM, FLV, MOV and popVideo formats.
« Vectorimages - In SWF format.

Therefore, the appearances of the bodies can be Image, Vector or Mixed.

Image Sprite-based Bodies Vector Sprite-based Bodies Mixed Sprite-based Bodies
In addition, the body types are divided into different categories in accordance with the generation:

« G1Body with Single Angle
« (G2 Body with Multiple Angles
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G1 Body with Single Angle (New for v3)

The G1 (generation 1) body can be found and used in CrazyTalk Animator Version 1. It is designed to face either Front or
Side view (implied by the directions of the left feet of the character). There is no way to change the direction of this type of
characters in CrazyTalk Animator Version 1.

If you apply this type of body to CrazyTalk Animator Version 2, or above, then the body will be put into the 10 different
slot angles. Therefore, no matter which angle you tumn the character, the body will always look the same. Please refer to the
G2 Body with Single Angles section for more information.

Most of the G1 Sprite-based bodies of this type can be seen in the Content Library of CrazyTalk Animator version 2 or
above. The bodies have been converted, even if they have been marked G1 at the corner of their thumbnails.
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G2 Body with Multiple Angles (New for v3)

The default G2 (generation 2) bodies are created by CrazyTalk Animator Version 2, or above. They are designed with 10
angles in order to have the characters turn in different directions. The thumbnail of this type of bodies will be marked with
G2 at the corner as shown below.

However, if a body is converted from a G1 body, then CrazyTalk Animator Version 2, or above only inserts the G1 body
into 10 angles, which causes the character's body to look the same even if you turn the character in different directions.

Breaking Down of an Actor

Stage Mode

In the Stage Mode each character in CrazyTalk Animator can be roughly divided into two main parts; Head and
Body. For more information please refer to the Mix-matching Composite Character from Library section.
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Composer Mode
Inthe Composer Mode, the head and the body are dissected into more detailed body parts.

Head
The heads in CrazyTalk Animator can be Sprite-based or Morph-based.

A Sprite-based head is separated into Head (with all the facial features), Face (face shapes), Brow, Eye, Nose,
Mouth, Ear, and Hair. You may assemble different facial features from the libraries in order to create large amounts
of varying faces.

For more information, please refer to the Using Predefined Sprites to Compose a Face section.

Body

The bodies in CrazyTalk Animator can be dissected into; Body (containing all body parts), Upper (upper body),
Lower (lower body), Hands, Shoes, Headdress and Tail.

For more information, please refer to the Changing Parts of a Character section.
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Changing Parts of a Character

In the Mix-matching Composite Character from Library section, you can perform basic character compositions by changing
the head and the body from the Content Manager. You may use the advanced method to compose a character with the
Composer features.

Compositing a Character

1. First select a character.

2. Click the Fe Composer button to switch to the Composer Mode.

3. Inthe Head tab of Content Manger, apply a head template from the Head content folder. For more information
about compositing a custom face, please refer to the Using Predefined Sprites to Compose a Face section.

Conteat Alknagus @

=T o @

4. To change to the corresponding content libraries, simply switch to the Body tab and select the templates that
belong to the body.

Content Manager ®

BTN o | O

5
7]
= DO | Body Template» Body> G2 |
v Body Template
.g v B{)d?
£ » G1 -
c2 Body_00
» Upper m
5 » Lower H ’:"5'-
g » Hands
» Shoes I Body_01
Headdress
Tail @
o
2
o
Body_02
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5. Apply templates from any of the libraries found. (Upper to Tail)

A N
7N _\i§

Apply Upper Apply Lower

A

Apply Shoes Apply Headdress

Apply Hands

6. Click the Back to Stage = button to update the original character.

}\(\./ N
w { @\\L«

)

Note:

« If you need to transform body parts or facial features, then refer to the Transforming Body Parts and
Transforming Facial Features sections for more information.

Replacing an Existing Character

In the Composer, when you want to give up the current character modification and start from the very beginning,
simply use a template from the library to replace the current one:

1. Switch to the Actor tab in the Content Manager.

2. Double click on the desired template. You may also drag the desired template and drop it onto the selected char-
acter.

Comtrat thanagee @

3. The original character is now replaced with the new one.

|

- -

0¢
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Creating G1 Character with Frontal Angle

Pro & Pipeline

If you only want to create a common 2D animations in which the characters perform in flat manner, then you only need G1
character with frontal angle.

To build up a G1 character, you need to follow the steps below:
*Please note that this feature is for the Pipeline and Pro versions only.

1. Apply a character from the Actor >> Actor Template >> Character >> G1 library (in this case, the Eddie 01).
Content Manager ®
BT o | O

O | [ Actor Template » Character» G1» Comic» |

T ¥

Eddie 01 Eddie 02 Eddie 03

—_— F—=

2. The G1 character is loaded and auto-selected.
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5. Click the Sprite Editor 3 button to open the panel.

Sprite Editor - Upper Torso - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

[l (=] [BF [} | (=] [E]

6. Make sure the pose is selected and click the Replace button.
7. Select a prepared media file and click the OK button to replace the original one.

@ Sprite Editor - U
R Flease click the parts to repl

You may import new images

8. Pick any of the other body parts and repeat step 6 to 8 until all prepared media are imported to replace the original
ones.
F Y

4 Front . » @

I ‘.q

COMPOSER MODE
Note:
There are some body parts need further adjustment of replacement because there might be more than one poses in

their sprites, especially the left Upper Arm, left Forearm, left Thigh, |eft Calf, left Foot and both Hands; because
some default motions will use these poses; take the left foot as an example:

o o )

FLeftFoot 5 LeftFoot

S

There are three poses in the left foot sprite but only the A motion that utilizes nother non-replaced pose in
first one is replaced with a piece of new media. the sprite causes the visual artifacts.
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- o &

{Defaultl | FLeftFoot 5 LeftFoot

Every pose is replaced with prepared media. The artifact disappears and the motion appears cor-
rect.

9. Click the Add button under the Content Manager to save the custom character.

Content Manager €3]
Template @
5
]
= |Ac10rCust0m L4 |
-
i T
w
e
Custom1

Body

Prop

10. Click the Back to Stage button to bring the new character back to the stage.

m

STAGE MODE
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Creating G2 Character with Multiple Angles

Pro & Pipeline

A G2 character is a character with body parts composed of multiple angle media. You are able to apply both 2D and 3D
motions to the G2 character with multiple angle performance.

*Please note that this feature is for the Pipeline and Pro versions only.

Step 1: Applying Dummy Character for Replacement

1. Apply a character from the Actor >> Actor Template >> Character >> Dummy.

Content Manager ®
T o | o

Project

+=) |Ac10rTempIate> Character» G2 |

[c2
- i \'_'-"x.'*
1 5N

Emma Cherry_G2

IS

Actor

2. The basic G2 character is loaded for replacement procedure and is auto-selected.

Step 2: Replacing the Angles of Specific Body Parts

1. Click the Fe Composer button to switch to the Composer Mode.
F Y

COMPOSER MODE

2. Select a sprite of a body part (in this case, the upper torso).
LA TN VA
N

J .

4
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3. Click the Sprite Editor o button to open the panel.
Sprite Editor - Upper Torso - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

(8l [@}] [BE [8H | [=] [@]

i

Empty

4. Click the 4 arrow buttons of the Angle Switch to determine an angle (in this case, 0 degree).

‘ Front }

5. Pick the pose in the Sprite Editor and click the Replace Current Sprite button.
6. Select one of the prepared media file that matches this angle and click the Open button.

Open File l2ed

Look in: |E}NewMan M (€] _" £* o~

My Recent
Documents

Upper_Torso_0,swf

= =
\\/ o (ol
s

My Documents

@

My Computer
File: name: | BI [ Open ]
My Metwork | Files of bype: |AII Supported Files [*.jpg * jpea * bmp * tga * ph M [ Cancel ]

The pose is instantly replaced with the new media.
LAY v
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7. Click the FuII-angIe Settings button to display all media that compose this pose.

8.

Sprite Angle - Upper Torso ®

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

o \
I
| )
I ! II I
| Ji)
0 45 a0
| ||
| |
135 180 225
J'\‘ -
l | @
i |
[
270 315 Bottom
e
| Copy Similar |

Repeat steps 4 to 7 until 10 media of different degrees are loaded to replace each angle in the table.

902

dg0< 2454 Y02 Hi5¢Y TTgg  Hotigrn)

Check the Sprite Angle panel again to make sure you have replaced all angles.
Sprite Angle - Upper Torso ®

You may choose similar looking sprites to replace any
empty slot, or leave it unchanged.

To add new custom sprites, please return to the Sprite
Editor and choose the target angle first.

0 45 90
135 180 225
270 315 Bottom
=
| Copy Similar

CrazyTalk Animator 3 User Manual - 232



—=" REALLUSION

Step 3: Replacing Other Body Parts
1. Pick any of the other body parts.

I

4. Click the Add button under the Content Manager to save the custom character.
Content Manager €3]

Actor

Head

Body

Prop

Template

©

|Ad0rCust0m L4

Custom
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5. Click the Back to Stage button to bring the new character back to the stage.

Note:
If you are a Pipeline version user, you may also use the Validate Multi-angle Setup panel to quickly replace
the media.

« Introduction of Validate Multi-angle Setup Panel
» Using Sprite Tab
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Mirroring Symmetrical Body Parts

Pro & Pipeline

When you want to create a G2 character, you need to prepare a lot of files to fill up the pose and angle slots within the
Sprite Editor and the Angle Table. However, if the character you want to create has a left and right side that are sym-
metrical, then you may use the Mirror function provided to quickly duplicate the hands and legs between left and right sides
without needing to individually replace limbs from both sides.

The mirror creation method can be applied to individual body parts or to symmetrical facial features (eyebrows, eyes and
ears).

Mirror-creating Single Body Part

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy and enter the
Composer Mode.

2. Select one of the symmetrical body parts (in this case, the left forearm) and load a prepared file to replace the ori-
ginal one via the Sprite Editor.
(Transform the element if necessary)

3. Rotate the character to other angles (45, 90, 135, 180, 225, 270, 315, top, bottom) and insert the prepared files for
the body part.
Please open the Angle Table to make sure that each angle slot is filled.

0 45 90 135
180 225 270 315
Bottom Top

4. Close the Sprite Editor.

CrazyTalk Animator 3 User Manual - 235



—=" REALLUSION®

5. Click on the down arrow button next to the Mirror button to show its drop-down menu.
6. Choose the Mirror Selected Sprite from the menu.
ple,

Mirror Selected Sprite  Ctrl+Shift+M

Mirror to Actor Left Ctrl+Left

Mirror to Actor Right Ctrl+Right

7. The body part will be duplicated and mirror to the sprite on other side of the character.

l \\
» Please note that every angle of the body part will be mirrored as well.

4

Note:

270 315 Bottom 270 315 Bottom
Top 4 Top |

« If the sprites are mirrored while some of the pose or angle slots are left un-filled, the corresponding slots
will be empty as well. You may then fill up them and perform the Mirror function again.
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Mirroring Limbs
In addition to mirroring single sprites, you are able to mirror entire character limbs simultaneously.

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy and enter the
Composer Mode.

COMPOSER MODE

2. Replace the body parts for one side of your character (in this case, the right hand and leg of the character) with
prepared files via the Sprite Editor.

3. Rotate the character to other angles (45, 90, 135, 180, 225, 270, 315, top and bottom) and insert the prepared files
for the limbs of the same side.

4. Close the Sprite Editor.
Click on the down arrow button next to the Mirror button to show its drop-down menu.
6. Choose the Mirror to Actor Left from the menu.

Ple

Mirror Selected Sprite  Ctrl+Shift+M

o

Mirror to Actor Left Ctrl+Left

Mirror to Actor Right Ctri+Right

Note:

If you've customized the right limbs of the character, then choose Mirror to Actor Right and vice versa.
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Note:

7. The limbs will be duplicated and mirror to the other side of the character.
« The data that is mirrored includes:
o Transformation of Sprite
o Angles of Each Pose
« Individual Transformations of Angles
« Please note that this mirror method will duplicate and mirror every bilateral sprite including the Eyebrow,
Eye, Ear, Upper Arm, Lower Arm, Hand, Thigh, Shank and Foot.

. |
o Poses in Sprite
o Individual Transformations of Poses
o The Joint Mask Settings
« The Layer Settings
« If the sprites are mirrored while some of the pose or angle slots are left un-filled, the corresponding slots
will be empty as well. You may then fill up them and perform the Mirror feature again.
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Converting CrazyTalk Animator 1 Character to G2 Character

If you have created a character with previous version of CrazyTalk Animator and you want to have it perform dimensional
motions without any visual imperfection, then you need to convert it into a G2 character.

Step 1: Distributing Elements

Because each G2 character is composed of sprites in 10 angles, you need to first put the elements of the CrazyTalk
Animator 1 character to a certain angle to save the time for replacing the angles one element after another.

1. Apply a CrazyTalk Animator 1 character to the working area.

¢ File  Edit  Wiew Favorbes  Tools % #

eBack & e @ ‘ i inddress

I /"‘"—- {.‘ %

Cherry 06, ckactor Eddie 01.ctActar

2. You will be asked to distribute the elements from the G1 character's sprites to adequate angles.

Choose the corresponding actor angle for CrazyTalk
Animator.

180 225 270 315

™}

=
1
0 45 90 135 180

oK | | Cancel
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3. According to the look of your G1 character, set the best angle by dragging the slider.

G1 custom character: Corresponding degree according to the appearance.
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Step 2: Reorganize the Hands Poses

1. Make sure the character is selected and switch to the Composer mode.

2. Execute the Edit >> Convert G1 Hand to G2 Hand command.

Edit Modify FaceEditor View Window H

“> Undo Ctrl+Z

*.  Transform Part 1

Add Joint Mask

bl Mirror 4
#  Show/Hide Connecting Points

Snap Connecting Points

E Launch to External Image Editor

2 Convert G1 Hand to G2 Hand

Affected by 3D Motion

Preference... Cirl+P

Alternatively, you may enter the Composer Mode first and click the & Convert G1 Hand to G2 Hand button.

3. The hand elements with identical gestures of the G1 character (highlighted with same color) will be converted to
angles of one pose.

» & & 8 9

auk Ol Relaveda  O2Relmeedb 03 Pelaxedc 04 Relaxed d

rF S & 3

s wictary 2 5 Victory b 07 Sevena O 3evenb

LI R

080K a 100K b 1l One a 120ne b
13Fist & 14 Fisth 15Fist ¢ 16 Fist d
4 ¢ 4 «
17Paka 18Patb 19 Reach a 20 Reach b

21 Opena 22 Openb Z3Picka 24 Fickb

o Os f
25Thumb Upa 26 ThumbUph 27 Side a 28 5da b

v ¥ @ %

30Five b SLFste  F2ThumbUpc

Take the Fist as an example, the elements of the fists from G1 sprite will be put together as the angles into the
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pose, Fist, of G2 sprite.

¢ ¢ o @

16 Fist d

Sprite Editor - L Hand - 0 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

e ¢ @0 [@@
45 an 135 - @
& & ® O | mm

<>

14 Fist b

13Fist a

1S5 Fist ¢

i

180 225 270 315
Bottam Tap

@

31 Fist e

Step 3: Optimizing the Character &

1. Click tAhe Fa Composer button to enter composer mode.

COMPOSER MODE
2. Click the Confirm Multi-angle Settings button on the tool bar.

S ERlasre o= 8 S

3. You will be informed that some objects will be applied to the character, click OK button to start the conversion.
Confirm Multi-angle Settings ®
Recalculate sprite layers and joint masks at all other angles based on
your frontal settings.

Motice :

» It's recommended that you have prior Multi-angle sprite definition
before using this function.

» You can still adding sprites for other angles and re-apply this step
for progressive refinement.

oK | | Cancel
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Step 4: Add More Angles to Poses (for Pipeline and Pro Versions Only)
1. Select a body part.

yvr= /f)

2. Open the Sprite Editor.

3. Collaborating the Sprite Editor with the Angle Switch, add prepared media to different angles of the pose.
Please refer to the Creating G2 Character section for more information.

4. The characteris now a complete G2 character and ready to perform any motion from the library.
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Attaching Accessories to a Character

If you wish to attach the accessory to any body part, then you may use the Attach feature to do so.

Attach to Body Parts

2
1. Ibn the Composer, make sure the accessory is selected and then click the <’ Attach button found on the tool
ar.

The parent node of this prop is now changed to the body part you assigned.
Scene Manager €3]

e | o

Show | Lock| Bone

¥ LHand

¥ Prop
Sunglasses 02

¥ Tail 01

K K [ . ]
OO OO
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3. Move, rotate or scale the accessory to the appropriate location or size.

4. Click the = Back to Stage button to leave the composer mode and update the character.
5. When the character is in motion, the prop will move along with the character.
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Changing Body Proportion

Each G1 and G2 character and its bone structures are by default fixed. However, you are able to use Actor Proportion
panel to quickly change the appearance of the character.

1. Apply a character from the Actor >> Template library.

l_'ﬁ“'.v‘ |i

4 Front » | o g‘l

COMPOSER MODE 2!

3. Inthe Composer Mode, click the Actor Proportion A button to open the panel.

Actor Proportion €3]
1 Default 2 Air Head 3 Stretchy
4 Hobbit 5 Sirong 6 Bottom-heavy
Weight :
O | 100

4. Click either one of the presets (in this case, the 4 Hobbit) in the panel. The character will instantly change the appear-
ance.
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5. Dragthe Weight slider to determine the influence level of the preset to the character.

Weight = 100 Weight = 50

Note:

If you want to further adjust the details for each body parts, then please refer to the Transforming Body Parts sec-
tion for more information.
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Transforming Body Parts

In order to optimize your characters, you may move and scale each body part (the bones of the character). G1 and G2 Char-
acters with same parts may easily morph into different ones. Before starting to customize a character, you first need to

select a character. Then click the He Composer button to enter the Composer Mode.

Transforming Body Parts

Characters can look totally different with even a slightly offset or scaled body parts.

1. Click on any body part. A transform handle box will appear around the selected part.

' B3
2 \a

2. Move your cursor to the inside of the box, and drag to relocate the part.

x =
h
3. You may drag the eight control points around the box to change the size of the part.
Please note that the four points on the corners will help change the size while maintaining the current ratio.

A,

4. You may rotate to preview results in the Stage Mode. The rotation data will not be kept in the Composer Mode.
The body part will then return to the initial angle once the character is defined.

5. You may use the same method to modify all body parts.

’\’%5

Note:

« Each character pose is fixed in the Composer Mode. Therefore, you can only rotate each body part, or
facial feature, for previewing.
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« If you want to rotate the body parts or facial features, then you must modify all the elements inside of
them. For more information please refer to the Transforming Poses in Body Parts section.
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Pro & Pipeline

When you wish to Transform Body Parts, you may find that the sprites cannot rotate inside the composer. Also, when you
load custom media files into an existing sprite, you might need to further modify the loaded file, in order for it to fit well with
the sprite.

Transforming the Poses of a Sprite

1. Select a G1 or G2 character. Click the Ho Composer button to switch to the composer mode.
Y

4 Front > =

COMPOSER MODE ¢

2. Usethe Sprite Editor to replace the poses or add more poses to the sprite.

© T
g

L Forearm Fose

3. Pick the pose that needs to be modified.

\h

4. Move your cursor to the inside of the box to drag and moving the pose.

Activate the Show Bone box for better aligning the poses.

¥ ShowBone | Body ~| Color: size:[70 [ opacty: [100 [
[*] [v]

il

<

888555 -

il

Note:
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6. Drag the area outside the box to rotate the pose.

U
: .

7. Repeat the same steps to the other poses listed in the Sprite Editor.

W -
N \¢

Pick another pose in the sprite. Transform the pose to an ideal appearance.

Note:

« Tomake the same modifications to the poses within another sprite, simply pick another sprites without
closing the Sprite Editor.

« Please take note that each body part is called a "sprite". Refer to the sections below for more inform-
ation:

« Sprite Concept
« Preparing a Custom Sprite
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Setting Connection Points

In order to let your new custom characters keep the simple, change-and-snap compatibility when switching body parts
(Head, Hands, Upper Body, Lower Body and Feet); here is a guide for you to properly define all connecting points on

body parts.
The connection points for body parts are described in the illustration below:

- Rt

Head and Neck Forearms and Hands Upper and Lower Bodies Shanks and Feet

« Body parts with green points are child nodes, while the ones with yellow points are parent nodes.
« Positions of the green and yellow points are kept individually by the child and parent nodes.
« Body parts with green points will be aligned to body parts with yellow points.

Setting the Connection Points
Follow the steps below (head and neck connection points as examples) to set the connection points.

1. Select a character.

2. Click the Re Composer button to enter the Composer Mode.
3. Make sure the connecting points are displayed by clicking the Edit >> Show / Hide Connecting Points.

4. Dragthe head away. You will now see a green point and a yellow point.

u s ‘.
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5. Drag the green and yellow points to the desired position of the body part.

(&

y %

6. The connection points will be set to the head and the neck. The position points will be kept by the head and the
body.

7. Click the Edit >> Snap Connecting Points command to align the two body parts together with the two con-
nection points.
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Replacing Body Parts

When you replace a new body part on characters, CrazyTalk Animator aligns the body part to its parent by snapping
the green point to the yellow point on the parent.

i " A y ;
The yellow connection point on the neck  Aligning results

The green connection points on two
heads

The green connection points on upper The yellow connection point on the lower Aligning results
torsos torso

CrazyTalk Animator 3 User Manual - 254



—=" REALLUSION

Modifying Joints with Joint Masks

The joints of two connected body parts have certain layer order by default because of the angles of the character and its
body parts.

However, there might be some visual imperfections generated by the layer order at the joints of the character.

/

/ |
/ v/ \\\'\ \

The character in zero degree. The cHaracter in 45 degree, which causes the shoulder joint display a visual flaw.

You may need to use the Joint Masks to modify it.

1. Apply a character, select it and click the Fo Composer button to enter the Composer Mode.
2. Click the Angle Switch to an angle when the flaws show around the joint area.

- \\ T,ﬁ'

3. Pick the child body part and you will see a circle shows around the joint, it is the Joint Mask.
- " [ f«’

p

Note:

« If the joint mask does not show, then click the Edit >> Add Joint Mask command to add one.

« Click the Edit>> Switch Joint Mask Color command to circularly change the color of the mask color.
< B | /
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4. Click on the circle to select the mask. Alternatively, you may open the Scene Manager (F5) and switch to the Joint
Mask tab to show the dummy for more easily select the masks.

Scene Manager €3]

Body | Face Joint Mask

L
L))
oye

5. Transform the mask (move, rotate or scale) to the area where you want to apply the mask effect to.

6. Click on the child body part again.

7. glié:k th(rat ™ Sent to Frontor & Sent to Back buttons on the Properties Toolbar to change the layer order of the
ody part.

8. Click the = Back to Stage button to return to the stage.
Note:

« Please note that the change of the layer order can only be seen within the joint mask.
« If you remove the mask and click the layer order buttons, then you will not see any influence.
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Setting and Examining Body Parts - Validate Multi-angle Setup

Pro & Pipeline

CrazyTalk Animator provides Validate Multi-angle Setup feature for you to focus on two body parts, the parent and the
child ones, in order to examine the Bone, Sprite and Joint Masks relations between them.

Ea

In the right view, the left upper arm, fore- When the Validate Multi-angle Setup panel is opened, the working
arm and hand are covered by the body, area shows only the selected body part and its parent one (in this
which makes it hard to modify them on case, the left hand and the forearm) while the other body parts are

the working area. temporarily hidden.

*Please note that this feature is for the Pipeline version only.

Open Validate Multi-angle Setup Panel

1. Apply 2 charagtelr, select it and click the Ro Composer button to enter the Composer Mode.
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3. Click on the body part you want to modify by picking the area of the dummy in the Scene Manager (F5) panel.

Scene Manager €3]

e | o

4. Click the Validate Multi-angle Setup button.

Maodify

B8 Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...
8?’2 Confirm Multi-angle Settings ...

€A validate Multi-angle Setup... M

ﬂ\f Actor Proportion... P

5. The Validate Multi-angle Setup panel will display.

Validate Multi-angle Setup ®
ParentAngle Child Angle :
Bone Sprite | Joint Mask

x |8 [ v [

Scale : Rotate :
w1000 [ e w [1000 [ R
Child Angle :

| 01_Relaxed -]

| Full-angle Settings |

— | CQuick Validate

| Preview

Note:

Please also refer to the sections below for more information.
» Introduction of Validate Multi-angle Setup Panel
« Viewing Angle Combinations of Parent-Child Body Parts
» Using the Bone Tab
» Using the Sprite Tab
« Using the Joint Mask Tab
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Introduction of Validate Multi-angle Setup Panel

Pro & Pipeline

ParentAngle Child Angle :

X v s B

Scale:

w [1000]

Child Angle :

| 01_Relaxed

| Full-angle Settings

— | Cluick Validate

Preview

1. Angle ) Use these two drop down lists to determine the individual angles of the parent and child body parts.
ggmt_’;‘: tion Please refer to the Viewing Angle Combinations of Parent-Child Body Parts section for more inform-
ation.
2. Mode Click the tab to switch to different tab for modifying the Bone, Sprite and Joint Mask of the
Tabs CHILD (selected) body part.

3. Preview Activate the box so that you may examine the rational angle-combinations of the parent-child body
Quick Val- o

idate parts by clicking the [«] ] buttons or by dragging the e slider.
Please refer to the Viewing Angle Combinations of Parent-Child Body Parts section for more inform-
ation.
4. Controls Inthe pane, you will see different controls in accordance with the mode tab you choose for modi-
in Tab fying the transformation, the sprite, or the joint mask of the select body part. Please refer to the sec-
tions below for more information:
» Using the Bone Tab
« Using the Sprite Tab
« Using the Joint Mask Tab
5. Bone Click this button for quickly observing the rotating result of the selected body part.
Rotate Pre-
view
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Pro & Pipeline

When the Validate Multi-angle Setup panel shows, only the Parent-Child body parts show on the working area for further
editing. However, since each body part pose contains 10 angles (for G2 character), it is not easy for you to observe the
angle combinations of the parent and child body parts in the working area by merely using the Angle Switch.

With the Validate Multi-angle Setup panel, you can easily determine the angle combinations of the parent and child body

parts for better observation and further modification.

Manually Determine Angle Combinations

By using the Parent Angle and Child Angle drop down lists, you are able to determine the ideal angle combination for

observation or editing.

1. Select the target body part in the Composer Mode.

L

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

Maodify

3. You will find that there are only the selected body part and its parent one show in the working area (the rest ones

@ Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...

@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. .

ﬂ\f Actor Proportion...

are temporarily hidden).

4. Openthe Parent Angle drop-down list to select a specific angle (in this case, Top) for the parent body part.

ParentAngle

0

-

0

45

90

135
180
225
270
315
Bottom

M

P

a8

Child Angle :

W o

Joint Mask

v [w5 B

Top

3y | 1000 |Z|,

Rotate :

R

The parent body part will immediately turn to the specified angle.
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5. Open the Child Angle drop-down list to select a specific angle (in this case, Top) for the child (selected) body
part. You will see in the working area that the two body parts form a new angle combination by their own angle.

ParentAngle Child Angle :
Top b
0
45
a0
. 135
Move : [180
X |19 |2 Y | 865 = 223
(e B [ees B |22
. 315
Scale :
e Bottom
w1000 [ e w [1000 [ Top

The child body part will immediately turn to the specified angle.

Using Quick Validate Controls

By using the Quick Validate controls, you can quickly choose a pre-defined and logical angle combination because
some angle combinations can never appear for a real human. Editing the body parts, sprites or the joint masks under
these combinations will be useless and wasting of time. Quick Validate feature filters out the illogical combinations to
avoid from vainly editing.

[llogical angle combination Logical angle combination

1. Select the target body part in the Composer Mode.
T T

Y
% ¢
‘ﬂront
y
e
v

COMPOSER MODE

2. Click the Modify menu >> Validate Multi-angle Setup command.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬁ\f Actor Proportion... P
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3. You will find that there are only the selected body part and its parent one showing in the working area (the rest
ones are temporarily hidden).

4. Activate the Quick Validate box to enable the controls.

ParentAngle Child Angle :

T T

x |33 [ v [826 [

Scale : Rotate :
w1000 [ e w [1000 [ R
ChildAngle :

| Upper Torso '|

| Full-angle Settings | ﬁ

[+ Quick Validate

s O ' @

| Preview |

nsg (O

Click the @ @Previous/Next buttons or the slider to switch to the previous or

next angle combination of the body parts.
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Pro & Pipeline

In the Validate Multi-angle Setup panel, the chosen tab, by default, is the Bone tab. You can use the controls in the tab to
precisely set the position and size of the bones with only the parent-child body parts shown on the working area.

38 [ H
Scale: Rotate :

wlmoo ) @ w[wof] «

Child Angle :

| 01_Upper Torso '|

| Full-angle Settings | ﬁ

Transforming Selected Body Part (Bone)

In the Bone tab of the Validate Multi-angle Setup panel, you can precisely set the values for transforming the selec-
ted bone, which also change the sprite that stuck on the bone.

1. Select the ta

rget body part in the Composer Mode.
a~ ey W

[}

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

r’ﬂ\f Actor Proportion... P

3. Switch to the Bone tab.
4. Set adesired angle combination of the body parts.
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5. Adjust the position and size of the bone of the child (selected) body part on the working area.

Drag the body part to re-locate the bone. Drag the control points to resize the bone.

Note:

o The body part will be highlighted in Blue.

« You may adjust the bone position by dragging the body part.

« If you want to adjust the size of the bone, then drag the eight control points on the side of the bounding
box (the 4 corner ones are used for resizing in ratio).

6. If you want to have a precise values for the position and size of the bone, then adjust the values of the X, Y, W
(width) and H (height) in the Body tab.

Note:

o Press downthe ® Keep Ratio button for resizing in current ratio.
« You can not set the rotation value of the child (selected) bone.

« In addition to the Move and Size controls in this tab, there are some other controls. However, it is not
necessary to use them because they are to be used in the Sprite tab.
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Using SpriteTab

Pro & Pipeline

In theory, you are able to use the Sprite Editor and the Angle Switch in the working area to add, replace or transform the
Angle media for a Pose of a selected body part. However, by using the Sprite tab in the Validate Multi-angle Setup
panel, the replacement and relocating process can be much more efficient.

Bone Joint Mask

Move :

x[os Bl v [l

Scale: Rotate :

Child Angle :

| 01_Upper Torso '|
| Full-angle Settings | .

| Replace |

Selecting Poses and Transforming Angles

The Sprite tab provides controls for easily selecting poses and transforming angles in the sprite of the child (selected)
body part.

Note:

To use the pose-selecting feature, make sure the sprite of a body part has been given multiple poses by using the
Sprite Editor because Validate Multi-angle Setup panel does not provide features for adding a new one.

Sprite Etor - Uppar Torso - 0 ®

Please cick e pants B replace
You My ITpee new IMages of repiace the cnes you picked

(2l @l [0l (Bl |[=][@] (%]

01_Upper Torso BeerBery Emgty

COMPOSER MODE
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2. Click the Validate Multi-angle Setup button.

Maodify

@ Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...

@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P

3. Switch to the Sprite tab.
4. Using the Pose drop-down list to select the desired pose for editing.

Beer Belly

01_Upper Torso
Beer Belly

H

Replacing Angle

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬁ\f Actor Proportion... P
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Only the selected body part and its parent will be display in the working area.

3. Switch to the Sprite tab and the bounding box will turn to be Green, which means you are in the sprite mode and
the coming editing will be focused on the sprite.

4. Using the Pose drop-down list to select the desired pose for editing.

Beer Belly

01_Upper Torso
Beer Belly

The body part will instantly be changed to the other pose.
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5. Choose from the Child Angle drop-down list to turn the body part to a specific angle.

Child Angle :

0 -
0
45
90
135
180
225
270
315
Bottom
Top

6. Click the Replace button and load one of the prepared media to replace the original one.

Replace

Click the Replace button to load one of the prepared media. The angle is then changed to a prepared one.

Note:

You may click the Full-angle Settings button to show the media of the pose to check the replacing resuilt.

Before replacement.

After replacement (the angles of 45 and 90 degree are replaced)
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Pro & Pipeline

In addition to add or edit joint mask in the working area with related tools, you can also use the Multi-angle Setup panel to
activate / deactivate or transforming the joint masks of the child (selected) body part under different angle of its parent.

Bone Sprite Joint Mask

Move : [+ Active
[+] [+]
x [28 [ Y [1247 7]

Scale: Rotate :

wlwoo ] @ w[woo w0 B

Child Angle :

Activate / Deactivate Joint Mask

In order to downsizing the character, you are able to quickly remove unnecessary joint masks under certain parent
angles by using the Validate Multi-angle Setup panel.

1. Select the target body part in the Composer Mode.
Y

COMPOSER MODE n
2. Click the Validate Multi-angle Setup button.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Fose Swf File...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P

3. Switch to the Joint Mask tab.
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4. Setthe Parent Angle.

ParentAngle

0 -
1)
45
90
135
180
225
270
315
Bottom
Top

5. Hoveryour cursor on the Child Angle drop down list and roll your mouse wheel to quickly change to different
angles.

Child Angle :

6. Alsoclick the Bone Rotate Preview button to auto-rotate the bone counterclockwise.
7. Observe the joint area to view if there is any connecting visual flaw.

« Ifthereis one or more flaws, then leave the joint mask untouched for adjusting the joint flaws after close
the Validate Multi-angle Setup panel.

« Ifthereis no any flaw, then deactivate the Active box to remove the joint mask under current parent angle.
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There is no any flaws at the elbow area when every Child Deactivate the Active box because the joint
Angles are examined once. mask is not necessary.

8. Repeat from step 4 to 7 until the joint masks under each Parent Angle have been reviewed.

Transforming Joint Mask of Child (selected) Body Part

In the Bone tab of the Validate Multi-angle Setup panel, you can precisely set the values for transforming the selec-
ted bone, which also change the sprite that stuck on the bone.

1. Select the target body part in the Composer Mode.
A

- ~

COMPOSER MODE n
2. Click the Validate Multi-angle Setup button.

Maodify

BE Load G2 Actor Design Template-SIVF...
Update Actor Multi-Pose SwiFile...
@ Confirm Multi-angle Settings ...

A validate Multi-angle Setup. . M

ﬂ\f Actor Proportion... P
3. Switchto the Joint Mask tab.

Set a desired angle combination of the body parts.
5. Transform (Move, Scale, Rotate) the joint mask of the child (selected) body part on the working area.

>

H
e
1 g 1S
11 | 1
™
N

Drag, scale or rotate the joint mask.

Note:

« You may adjust the joint mask position by dragging it.
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« If youwant to adjust the size of the joint mask, then drag the eight control points on the side of the bound-
ing box (the 4 corner ones are used for resizing in ratio).

6. If youwant to have a precise values for the transformation of the joint mask, then adjust the values of the X, Y, W
(width), H (height) and R (rotate) in the Joint Mask tab.

Move :

x |65 [ y [ 1208 [

Scale: Rotate :

w543 [ @ w[1000 [ R0 [

Note:

o Press downthe = Keep Ratio button for resizing in current ratio.
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Modifying the Texture of Body Parts

Pro & Pipeline

If you want to change the texture of any element in a sprite, then you need to enter the Composer Mode.
For Image-based elements, you can use any External Image Editor for editing.

If you want to modify the mask of an element, then please refer to the Editing the Background Mask section for more inform-
ation.

Editing Textures of Image-based Elements

If you want to use an external image editor to modify an image-based element, then follow the steps below:

1. Pick a characterin the Stage Mode. Click the Re Composer button to switch to the composer mode.

3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the texture opened in it
ready for advanced modifications.
%, Wdabe Photeshep

Irage i Seect Fws Yow W Hep
R | Pt 2 st | sy sl o] we & re

e

-, ) .

Gy ERfe% D
AT

s PN BN

i

ss O O & o3 U ¥

4. Edit the image and save. The data will then be automatically transferred into CrazyTalk Animator.

 idobe hotennep =

Ph/ﬁb?ﬂ&kﬂlﬂ

| G| cRs AT
o

g
o
Cl
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5. Click the Back to Stage | button to update the character in the Stage Mode.

Note:

« Only image-based elements may be modified with an external image editor. If the element is video or
SWEF-based, then the Launch External Image Editor button will be disabled.
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Editing the Body Background Mask

The background mask hides all unnecessary areas of the loaded photo. This helps you keeping only the areas you are inter-
ested in, such as the character's upper body.

Y.

Masked upper body iae

i

Original upper body iae

There are two methods to generate a background mask for your image.

Using Mask Editor Panel

1. Make sure you are in the composer mode.

2. Click the Mask Editor button at the tool bar to access the Mask Editor panel.

Mask Editor ®
Control Tools o el e e 8
Bassh
[#] [&] [e] [ Fastioe
Sce
0 5
Hardness
50
Swengin
QO [0 5
Clea
Mask
Color .

Opacity
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3. Using the tools in the panel to paint on the unnecessary parts in the image to add mask on the image.

Mask Editor @
Contrel Tools | :e“? Q Q: *22: ﬂ
Bk :
(4] (&) [@] [%] | [_rosmer
See r 1
1% Gl
Hardness
_50
Swengin s
O | 100
Clear
Mask :
Opacity —
O 0 %

4. Click the OK button and the colored area of the image will be filtered out.

Zoom Tools in Mask Editor

« Ypan Tool: After you zoom in the image, you may press down this button and drag the image in order to pan
to the desired area for modifying.

« @ Zoom Out: Click this button to zoom out the image for observing more of the image.

« @ Zoom In: Click this button to zoom in the image for better observing and modifying the details.

Before zoom in Zoom in for more easily modifying the details

« @ Actual Size: Click this button so the image will be shown in its original resolution.

. G Fit to Window: Click this button so that the image will be zoom in or zoom out in order to just fit into the
preview window.

« = Magnify Tool: Press down this button and drag a rectangle around the desired area of the image in order to
zoom in to the area for better observing and modifying the details.
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Drag a rectangle to surround the desired area Zoom in for more easily modifying the details

Loading an Image with a Predefined Alpha Channel

If you wish to perfect your image mask, then you may pre-save your image with a pre-defined alpha channel. This can
be done by means of an external image editor. Once you create your mask outside, simply load the image into
CrazyTalk Animator. The alpha channel information will automatically be applied as the background mask in the Back-
ground Mask Editing panel.

‘@UpperTﬂrso.png

=

JLa e_rsj Channels “Qg_ths\ _4i0]
® H RGE Chrl+es
& i Red Chrl+1
|§ H Green Chrl+2
|§ - Elue Chrl+3
|§ [] Alpha 1 Chrl+4

o 0O & @]

Adding and editing alpha channels in an external image editor (e.g. Photoshop)

Note:

« The alpha channel information can be in 32-bit BMP, TGA or PNG format.

« If you wish to save the source image as PNG file, then remove the background layer, erase any unnecessary
area of the image and save. You do not need to create an alpha channel layer in the Channels panel.

) UpperTorso.png @ 100% (Layer 0, A... Q@

\ B

| Layers Channels WPaths S _di0)
[Mormal [v] opacity: | 1003 [ |
Lock: [ &+ @ FiII:

3 [I:ﬂ Layer 0

w5 = 5.0 © 0 & 5]
o Please also refer to the sections below for more information:
« Editing the Face Background Mask
« Editing the Prop Background Mask
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Modification with Render Style

CrazyTalk Animator provides Render Style feature for changing the color of your character, either vector-based orimage
based. By setting different render styles, the character can be matching with or standing out from various scenarios .

Please refer to the sections below for more information:

« Changing Character Render Style - Basic: For switching between different template of Render Styles.
« Changing Character Render Style - Advanced: For modifying the render styles of individual body parts and facial fea-
tures to the templates.

« Grouping Sprites for Render Style: For creating and designing contents that are compatible with the render style fea-
ture.
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Pro & Pipeline

For each G2 default character, its sprites are well-grouped and is embedded with pre-defined render styles. You may simply
select the ideal style and the colors of the sprites simultaneously change.

1. Apply a G2 character and switch to the composer mode.
Fs .

COMPOSER MODE

2. Click the = Render Style button to open the panel.
Render Style ®
[+ Show outline Thin Heavy
O
Default Line Art Grayscale Neon
Pop Art Retro Carton Art Inverted
Silhouette Monochrome

3. Click on either of the template to change the render style of the character.

9

Monochrome

None: This template shows the initial color of the Avant-Garde: Innovative and experimental fashion style
character's sprites. for the character.

CrazyTalk Animator 3 User Manual - 279



—=" REALLUSION

4. Drag the Weight slider to determine the level of the render style effect on the character.

Weight = 100 Weight = 30
(the character's color will be closer to the initial color,
which is blue)

5. You can also activate or deactivate the Show Line box to show/hide the contour line of the character.

o et
P
v

Show Line =0n Show Line = Off

Note:

If you want to create custom groups of the character's sprites, then refer to the section below for more information
(please note that the feature only supported by Pro or Pipeline version):

« Changing Character Render Style - Advanced
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Pro & Pipeline

In addition to changing the character's render style by embedded templates, you are able to manually set the render style by
pre-defined sprite groups if you are using the CrazyTalk Animator Pro or Pipeline version.

1. Apply a G2 character and switch to the composer mode.

COMPOSER MODE

2. Click the = Render St%(le button to open the panel g ou may optionally follow the steps in the Changing Character
Render Style - Basic section to set the character in different render style).

3. Click onthe Advance Settings button at the bottom right of the panel to show the advanced settings.

Render Style ®

[+ Show outline Thin Heavy

@)

‘ — 1 [———

Group Name Selection Color adjustment
| Group Name Part Name |_ Affect All
- _— [/ Affect Same Group
i i [ Invert Color
U o u Torso
pper s Brightness
Upper 02 Upper Torso e -
tinpec.03 Unper Torso Contrast
[4]
Lower 03 Lower Torso e mn
03 Shoes Hue
- i
04 Shoes [*]
Hair 03 Head Salurafon mu
O [*]
Hair 04 Head
Mouth Head | Reset |

4. Select anitem in the Group Name Selection pane.
Group Name Selection

« You may click on the Group Name or Part Name captions to re-order the list so that the items with same
name will be listed together.
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Group h;n;\: ! Part Name Group Name | Part h; o | Group Name Part Name
Skin01 =_l‘§ Hands Skin01 Hands :gli Skin01 Hands
Cutline Hands Skin01 Head CrtiE——*| Hands
Skino1 Head Skino1 Loweer Tors Tongue Head
Skin02 Head > Skin01 Shoes Teeth Head
Haird1 Head Skino1 Upper Tors Socket Head
Haird2 Head Shoes03 Shoes Skin02 Head
Maouth Head Fupildz Head Skino1 Head
Teeth Head Fupild1 Head Fupildz Head

« You may also grouping the sprites for setting render style together. Please refer to the Grouping Sprites for
Render Style - Body Parts and Grouping Sprites for Render Style - Facial Features sections for more inform-
ation.

5. Dragthe Brightness, Contrast, Hue and Saturation sliders to adjust the body parts with same group name.

The initial look of the skin color. The color of the body parts with same group name are sim-
ultaneously adjusted.

Note:

tCIick|tTe| Resef | Reset button to reset the four sliders to the initial settings of the currently selected
emplate.

6. If you activate the Invert Color box, then the items in the same group will be changed to the complementary color.

The initial look of the skin color. The color is changed to its complementary color.
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Pipeline Only

The Render Style feature assists you to change the color of grouped sprites once and for all. You are able to group custom
poses and angles in sprites for easily adjusting their colors using the Render Style feature.

*Please note that this feature is for the Pipeline version only.

1. Create; a custom character and switch to the Composer Mode by clicking the Ro Composer button.

&) 0
/BN

COMPOSER MODE

Please refer to the sections below for more information about creating G1 and G2 characters:
» Creating G1 Characters with Frontal Angle
« Creating G2 Characters with Multiple Angles
2. Select one of the body parts (in this case, the upper body).

— —

| |
[ )

ERS
3. Click the ®* Vector Grouping Tool button to open the panel.

Vector Grouping Tool ®
Group Name ’
Selection : Style List: More Information
SKin01 Index Angle Part Group |
0 0 01_Head Skin01
Skin02
1 0 01_Head Skin02
Upper 01
2 0 01_Head Outline
Upper 02
3 45 01_Head Skin01
T 13 EYPI P - —
U 04
BEES 14 45 01_Upper .. Outline
Lower0d 15 90 01_Upper ... Upper 01
|| Select Same Color | Unselected | | Invert |

You will see that every angle of the pose is listed in the view port.
— —~—
e T T
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The right pane of the editor lists the components that build up the angles in the view port.

0

T Index | Angle | Part | Group |
e | O 01_Upper Torso
[— 1 o 01_Upper Torso
| 2 o 01_Upper Torso
3 V] 01_Upper Torso
-—=’=ﬁ 4 45 01_Upper Torso  Skin01

4. Click to select one of the component rows. The selected area in the view port will be flashing.

Index | Angle | Part | Group
0 0 Upper Tarso
1 0 Upper Tarso
2 0 Upper Tarso

3 0 Upper Tarso

4 45 Upper Tarso Skin 01

5. Select the group name from the left pane of the editor.

Skin02

Upper 01
Upper 02
Upper 03
Upper 04
Lower 01
Lower 02
Lower 03
Lower 04
Shoes 01
Shoes 02
Shoes 03
Shoes 04

Hair 01

Hair 02

6. Click the Apply button at the bottom right of the editor to assign the group name to the component.

Skindl = n Index | Angle | Part | Group |
0 Upper Torso
Skin02
1 ] Upper To Skin01
Upper 01
2 0 Upper Tarso
Upper 02
3 0 Upper Tarso
Upper 03
4 45 Upper Tarso Skind1

7. Repeat the same steps to assign group names to every component that is without a group name.

Index | Angle | Part
V] V] Upper Tarso Upper 01
1 0 Upper Torso Skin 01
2 0 Upper Tarso Cutline
3 0 Upper Tarso Custam 01
4 45 Upper Tarso Skin 01
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Note:

Please refer to the Quickly Picking and Mapping Identical Color Shapes (version 2.1 or above) section for more
information.

8. Select another body part and repeat steps 2 to 7 until every sprite and its angles are grouped.
Note:

Please note that since the SWF from Flash can be divided into two main components, Shape and Line, when you
are doing the vector grouping procedure, DO NOT assign the "shapes" into the Outline group, because although
the color of the shapes are able to be adjusted with the real lines, they can not be turned off by deactivating the
Show Outline. Make sure you only assign "lines" to the Outline group.

Lustom Ul

Custom 02

— ) Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08
Outline
©
o
9. Close the editor and open the Render Style panel by clicking the = button.
Note:
« Forthe custom object, you can only have three templates after the = Render Style button is clicked.
Render Style ®
[+ Show outline Thin Heavy
O
Q - Q
Default Contrast Saturation

« If youwant to have ten default Render Style templates, then execute the Modify >> Toggle between
G1/G2 Render Styles command for switching to the list with these templates.

@ Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...

@{_' Confirm Multi-angle Settings ...

&1 Actor Proportion... P

8]

Render Style... R

Toggle between G1/G2 Render Styles..

Turn to Multi-angle Character...

Body Calibration »

Face Calibration »

« Please note that you need to manually set the settings of the ten templates, including the Default one.
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10. The grouped sprites thus can be adjust together.
W v

1
The outline is turned off The skin tone is adjusted.

Note:

Please refer to the sections below for more information:

» Changing Character Render Style - Basic
» Changing Character Render Style - Advanced
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Quickly Picking and Mapping Identical Color Shapes

Pipeline Only

When you are using the Vector Grouping Tool to map the color shapes to certain group names as described in the Group-
ing Sprites for Render Style section, it often takes a long time to do the mapping one by one. By using the Select Same
Color feature provided in CrazyTalk Animator, you may quickly pick the same color shapes in different angles and sim-
ultaneously map them into specific groups.

1. Create a character and enter the Composer mode.
ry

COMPOSER MODE

2. Select one of the body parts (in this case, the upper torso).

B2
3. Click the ®* Vector Grouping Tool button to open the editor.

Vector Grouping Tool ®
Group Name
Selection : Style List: Maore Information
SKin01 Index Angle Part Group |
0 0 01_Head Skin01
Skin02
1 0 01_Head Skin02
Upper 01
2 0 01_Head Outline
Upper 02
2 45 01_Head Skin01
——p 13 E P P = —"
U 04
it 14 45 01_Upper .. Outline
Lower 01 15 a0 01_Upper ...  Upper 01
|| Select Same Color | Unselected | | Invert |

4. Each angle of the selected body part will be shown in the working area.

AAAO®
ALhLAA
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5. Select one of the shapes in the Style List.
The selected shape of the specific angle in the view port will be flashing.

Index | Angle | Part | Group |
0 V] 01_Upper Torso
‘ A 1 0 01_UpperTorso Skin01
2 0 01_Upper Torso
3 0 01_Upper Torso
1 4 V] 01_Upper Torso
v 5 45 01_Upper Torso
3] 45 01_Upper Torso
T 45 01_Upper Torso
8 45 01_Upper Torso
g 45 01_Upper Torso
10 a0 01_Upper Torso
" a0 01_Upper Torso
12 a0 01_Upper Torso
13 a0 01_Upper Torso
14 a0 01_Upper Torso
15 135 01_Upper Torso

6. Activate the Select Same Color box at the bottom left of the Vector Grouping Tool editor.
7. The shapes OF THE SAME COLOR in different angles will start flashing as well.

Index | Angle | Part | Group |
o o 01_Upper Torso
1 L] 01_Upper Torso
2 0 01_Upper Torso
3 V] 01_Upper Torso
4 o 01_Upper Torso
5 o 01_Upper Torso
3] 0 01_Upper Torso
i ] 01_Upper Torso
8 o 01_Upper Torso
g o 01_Upper Torso
10 45 01_Upper Torso
11 45 01_Upper Torso
12 45 01_Upper Torso
13 45 01_Upper Torso
14 45 01_Upper Torso
15 a0 01_Upper Torso
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8. Select the group name from the left pane of the editor.

Skin02

Upper 01
Upper 02
Upper 03
Upper 04
Lower 01
Lower 02
Lower 03
Lower 04
Shoes 01
Shoes 02
Shoes 03
Shoes 04

Hair 01

Hair 02

9. Click the Apply button at the bottom right of the editor to assign the group name to these shapes.

Skindl = n Index | Angle | Part | Group |
0 Upper Torso
Skin02
1 ] Upper To Skin01
Upper 01
2 0 Upper Tarso
Upper 02
3 0 Upper Tarso
Upper 03
4 45 Upper Tarso Skind1

10. Repeat the same steps to assign group names to every shape that is without a group name.

Index | Angle | Part | Group
1] 1] 01_Upper Torsa | Custom 01
1 1] 01_Upper Torsa | Skin01
2 1] 01_Upper Torsa | Skin02
3 1] 01_Upper Torsa | Qutline
4 1] 01_Upper Torsa | Qutline
a 45 01_Upper Torsao | Custom 01
3] 45 01_Upper Torsa | Skin02
T 45 01_Upper Torsa | Skin01
8 45 01_Upper Torsa | Qutline
9 45 01_Upper Torsa | Qutline
10 a0 01_Upper Torsao | Custom 01
11 a0 01_Upper Torsa | Skin02
12 a0 01_Upper Torsa | Skin01
13 a0 01_Upper Torsa | Qutline
14 a0 01_Upper Torsa | Qutline
15 135 01_Upper Torsa | Custom 01

Note:

Please note that since the SWF from Flash can be divided into two main components, Shape and Line, when you
are doing the vector grouping procedure, DO NOT assign the "shapes" into the Outline group, because although
the color of the shapes are able to be adjusted with the real lines, they can not be turned off by deactivating the
Show Outline. Make sure you only assign "lines" to the Outline group.
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Custom 02
Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08
Outline

11. Close the editor and open the Render Style panel by clicking the = Render Style button.
12. The same color shapes are now included into the group names in the Group Name Selection list.

Render Style €3]
[+ Show outline Thin Heavy
O}
U
Default Line Art Grayscale Neon

Group Name Selection Color adjustment
| Group Name | Part Name [ Affect All
1 Upper Torso
kin02 Upper Torso I— Invert Color
(Custom 01 Upper Torso Brightness
Outiine Upper Torso —_———

Contrast

[*]
Hue

[*]
Saturation

mE

| Reset |

You are then free to set the render style of the color shapes within the same groups.
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Pro & Pipeline

Although the Render Style is suitable for vector-based body parts of a character, you are able to use this feature to modify
the appearance of image-based characters as well.

By setting the render style presets of the image-based body parts in the composer, you are able to change the body parts to

certain colors as designated.

1. Apply an image-based character and switch to the Composer mode.
Y

COMPOSER MODE

2. Click the = Render Style button to open the panel.

« Normally, image-based characters only have 3 embedded Render Style presets: Default, Contrast and Sat-

Note:
uration.
Default Line Art Grayscale Neon

« You may optionally execute the Modify >> Toggle Between G1/G2 Render Styles command to toggle the
10 render style presets for the character.

ol Jie

L

Monochrome

Default
Pop Art Retro
Silhoustte

Line Art Grayscale Neon
Carton Art Inverted

CrazyTalk Animator 3 User Manual - 291



—=" REALLUSION"

3. Click onthe Advanced Settings button at the bottom right of the panel to show the advanced settings.
Render Style ®

[+ Show outline Thin Heavy

h
Group Name Selection Color adjustment
Group Name Part Name [ Affect All
Image Head
Image Shoes ] Invert Color
Image Upper Torso
2 & Brightness
Image Lower Torso e ]
Image Hands Contrast
[*]
Hue
e ——
[*]
Saturation
o B
[v]
| Reset |

4. Because this is an image-based character, all body parts will be automatically be put into the Image group in the

Group Name Selection pane.
Group Name Selection

Group Name | Part Name

Image Head

Image Shoes
Image Upper Tarso
Image Lower Tarso
Image Hands

5. Select the body part from the Group Name Selection list (in this case, the Upper Torso).
6. Leave the Default preset unchanged to keep the original color of the body parts in this preset.
7. Select the Grayscale preset. Minimize the Saturation value to turn the body parts gray.

By default, the Affect Same Group box is activated, which can affect every part that is in the same group.
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e

Note:

There are two boxes that allow you to quickly adjust the body parts simultaneously.

« Affect Same Group: Activate this box to affect body parts with identical group names.
Group Name | Part Name

Image Head
Image Shoes
Image Upper Tarso
Image Lower Tarso

Cutling s

. Affect All: Activate this box to affect every body part simultaneously.
Group Name | Part Name

Image Head
Image Shoes
Image Upper Tarso
Image Loweer Tarso
Skin01 Hands
Skin02 Hands
Cutline Hands

8. Select different presets and set the Brightness, ContrastHue and Saturation values to create different customized
looks for the character's body parts.
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Examining Character Animation Using Calibration Templates

After the compositions and the modifications of the character are done, you may use the built-in body motion for further cal-
ibration by Calibration feature. With this you may view all character artifacts, such as; joint areas and body parts. You may

then correct any imperfections.
1. Create a character.
Note:
Follow the sections below to create a custom character:

» Creating G1 Character with Frontal Angle
« Creating G2 Character with Multiple Angles

2. Switch to the Composer Mode by clicking the Fo Composer button.
A

p—
y
¥

N
f I\.
4 \' Front »
\ '/.

COMPOSER MODE

3. Click the & Calibration button to open the panel. Please note that the number of the templates differs according to
the type of the current character.

Calibration ® Calibration ®
Select sample motion or load custom motion for actor Select sample motion or load custom motion for actor
calibration. calibration.
Body Motion : @ Body Motion : @
=] pid ) =] i i
| All || T Rotation | Head Rotate | | All Upper | Arm |
o «Q » «Q
Upper || Lower |1 Basic Walk | | Lower |
=] =]
Calibration templates for G2 characters. Calibration templates for G1 characters.
4. Click on the template from the Body Motion pane to preview the motion of the character. Fix visual artifacts if
needed.
(L
Upper body movement Dance movement
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Runtime Setting up Bones

Pro & Pipeline

In addition to build up custom the body proportions of a character inthe Composer Mode, you are able to quickly set up
bones in the Stage Mode. This feature saves your time to go back and forth between the Stage and Composer Modes
while the character still can be completely initialized, especially when you are not satisfied with the body proportions of the
character.

*Please note that this feature initializes the transformation of each bones but will NOT setting any Transform keys.
*Also note that this feature is for the Pipeline and Pro versions only.

1. In Stage Mode, apply a character.

STAGE MODE

Note:

Because the steps below does not set any keys, you can do them at any time frame to initialize the character's
bone transformations.

[

2. Make sure the character is selected and click the A] Runtime Composer button to open the panel.

Runtime Composer @

e ——

Move : Sprite angle : 0

x |22 B v|ms [
Scale : m
w1537 [ n|2043 [ = =

| Preview | [+ Show Bone

3. By default, it is switched to the Bone tab.
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4. Pick the desired body parts that you want to initialized by clicking on the dummy.

o

5. Adjust the position and size of the bone on the working area.

Drag the body part to re-locate the bone. Drag the control points to resize the bone.

Note:

« ltis highly suggested that you adjust from parent bones to child bones because the child ones inherit the
transformation data from the parent ones.

6. If youwant to have a precise values for the position and size of the bone, then adjust the values of the X, Y, W (width)
and H (height) in the Body tab.

Note:

« Press downthe = Lock/Unlock Ratio button for resizing in current ratio.
« You can not set the rotation value of the selected bones.

7. Repeat the same steps until the bones are ideally adjusted and initialized.
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Runtime Setting up Poses

Pro & Pipeline

When you apply a motion to a character, the animation is auto-generated by the bone transformation and sprite switching.
However, you may sometimes encounter issues caused by the automation. The issues can be:

« Body part missing - some angle slots of a pose are empty and when the motion needs the angle, you may see a
missing body part.

« More poses in need - you are not satisfied with the poses or merely want to add new poses and angles but you do
not want to enter the Composer Mode.

By using the Runtime Composer, you can add poses, replace angles or even set sprite switch keys to certain timing for a
motion without entering the Composer Mode to build up the character from scratch.

*Please note that this feature is for the Pipeline and Pro versions only.

1. In Stage Mode, apply a character.

STAGE MODE

3. Gotothe time frame when you are not satisfied with the results as described in the beginning of this page.

The pose missing issue. Anticipation for desired poses.
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4, I\gak(et sgr% the character is selected and click the ® Runtime Composer button to open the panel and switch to the
prite tab.

Bone Joint Mask

Move : Sprite angle . 0

x |03 [ v |07 [
Scale: .
w100 [ u[mn20 [H =

Rotate :
[+]
R0

| Addspite || DeleteSprte ||  Replace |

| Preview | [+ Show Bone

5. Pick the desired body parts that you want to initialized by clicking on the dummy.
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Fixing the Angle-Missing Issue

1. Forthe missing angle, click the dd Sprite button.

2. Load a prepared medium to add a new pose for the empty slot.

Move :

X

Sca

Rot:

R

Sprite angle : 0

Empty
Ga

-

Add Sprite

Bone -m Joint Mask

3. The angle-missing issues is then fixed while a sprite switching key of the loaded medium is added.

Add a new pose for the missing body part.

Anticipation for Better Poses.

1. For adding expected pose, click the|

Mation

@®

Body_Sprite

A new sprite switching key is added.

Replace

|Rep|ace button.

2. Load a prepared medium to add a new pose for the empty slot.

Bone
Move :

x [

Sca

wl

Rot:

® |

Joint Mask

Sprite angle : 0

.| @

X

| Add Sprite

| | Delete Sprite | | Replace

3. The angle-missing issues is then fixed while a sprite switching key of the loaded medium is added.

The original angle is replaced by the new one.

®

:

Mation

Body_Sprite

A new sprite switching key is added.

O®
®

CrazyTalk Animator 3 User Manual - 299

:



~—= REALLUSION"

Transform the Pose
If you want to have a precise values for the position and size of the bone, then adjust the values of the Move, Scale and
Rotate.

Move :
x [456 [ v [1245 [

Scale:

wle1 B wle [ =

Rotate :

« [ 1]

Note:

o Press downthe = Keep Ratio button for resizing in current ratio.
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Runtime Setting up Joint Masks

Pro & Pipeline

Each standard G2 character contains joint masks at the joint areas for hiding the unwanted edges of the body parts so that
the adjacent body parts appear continuous.

However, each joint mask is transformed along with the body part it attaches. Therefore, when the character performs
motions, the transformation of the bones may also transform the joint masks and causes it away from the edges that are
supposed to be masked out.

\ /

The initially set joint mask in the Composer The joint mask transformed causes the edges of body parts
Mode. appear.

CrazyTalk Animator provides Runtime Composer so that you may quickly set up the joint masks without entering the
Composer Mode so that they can still conceal the edged during the character' motion.

*Please note that this feature is for the Pipeline and Pro versions only.

1. In Stage Mode, apply a character.

STAGE MODE

2. Apply a motion to the character.

3. Gotothe time frame when the entire or partial edges of two adjacent body parts appear.

i
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4. Make sure the character is selected and click the (%] Runtime Composer button to open the panel and switch to the
Joint Mask tab.

Runtime Composer €3]

=
5
O~0
ot g
®
® @
L))
oye
e | e
Move : Sprite angle : 0

x |88 [ v|1sa [

Scale : .
wis14 B ulste [ =

Rotate :

u 2
[0 B o

| Preview | [+ Show Bone

5. Pick the desired body parts that you want to initialized by clicking on the dummy.

o
OO OC)

L)
® @

L] Ll
oye
6. Transform the joint mask by dragging it or the control points on the worklng areato conceal the edges.

Y

Move the joint mask to conceal the redundant edge Scale the joint mask to conceal the redundant edge
lines. lines.

O O
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7. If youwant to have a precise values for the position and size of the bone, then adjust the values of the Move, Scale
and Rotate.

[ Move :
xes  [21v[ns4 [2
Scale:

wlsi4 [2] 8 H[514 [2

Rotate :

Rl
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Character Types (New for v3)

In CrazyTalk Animator, there are several kinds of characters; G1 (CrazyTalk Animator v1 or above), G2 (CrazyTalk
Animator v2 or above), Template Bone Character (CrazyTalk Animator v3 or above) and Free Bone Character
(CrazyTalk Animator v3 or above).

Character Thumbnails and Paths

The thumbnails and paths of the embedded characters are as described in the table below:

Assets

G1 Char-
acters

G2 Char-

acters % ;%
{ \

Template
Bone Char- 2
7

acters
&b

£l
Free Bone

bs
Characters ﬁ

Thumbnail Location (default)

Windows XP -

C:\Documents and Settings\All Users
\Documents\Reallusion\Template

\CrazyTalk Animator3 Template\CharactenG1\

Windows Vista or Above -
C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\CharactenG1\
Windows XP -

C:\Documents and Settings\All Users
\Documents\Reallusion\Template\

CrazyTalk Animator3 Template\Characten\

Windows Vista or Above -
C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\Character\
Windows XP -

C:\Documents and Settings\All Users\
Documents\Reallusion\Template

\CrazyTalk Animator3 Template\Characten

Windows Vista or Above -
C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\Characten

Windows XP -

C:\Documents and Settings\All Users
\Documents\Reallusion\Template\
CrazyTalk Animator3 Template\Character\

Windows Vista or Above -
C:\Users\Public\Documents\Reallusion\Template\
CrazyTalk Animator3 Template\Character
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Description
o The thumbnail of the G1

character is marked with
the character's direction.

The thumbnail of the G1
character is marked with
G2.

The RS stands for Render
Style, which indicates that
the character is also given
the Render Style settings.
The thumbnail of the tem-
plate bone character is
marked with TB.

The thumbnail of the tem-
plate bone character can
also be marked with vari-
ous entities such as dogs,
worms, or simply the look
of the bones.

The bone structure of this
kind can be constructed
freely. There are no specific
rules for them.

The source images for this
kind of bones are unlimited
and can be anything.
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Comparison Table
The comparison of the G1 and G2 characters are as shown in the table below:

G1 Characters G2 Characters

Angles Flat, only divided into Frontand  Full angle with 10 perspectives.
Side
categories.

2D Motion Com- Fully supported. Fully supported.

patibility

3D Motion Com- Supported with visual flaws. Fully supported.

patibility

Body Parts Replace-  Only with G1 characters. Only with G2 characters.

ment

Image-based Fully supported. Fully supported.

Vector-based Fully supported. Fully supported.

Render Style Ability Not supported. Fully supported (except the upgraded Eddie and

Cherry).

Please also refer to the following sections for more information:

o G1 Character

o G2 Character with Multiple Angles

o G3 Character

« Free Bone Character

« Mix-matching Composite Character from Library
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G1 Character (New for v3)

G1 (generation 1) characters can be found in CrazyTalk Animator Version 1. They are designed facing either front or side
views (implied by the directions of the left feet of the character). There is no way to change the direction of this type of char-
acter in CrazyTalk Animator Version 1.

If you apply this type of characters to CrazyTalk Animator Version 2 or above, then the character will be put into all 10
different slot angles. Therefore, no matter which angle you turn the character, it will still look the same. Please refer to the
G2 Character with Multiple Angles section for more information.

Most of the G1 sprite-based characters of this type that are seen in the Content Library of CrazyTalk Animator version
2, or above are characters that have been converted, even if they are marked G1 at the corner of their thumbnails.
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G2 Characters with Multiple Angles (New for v3)

In CrazyTalk Animator v2 or above, there are two kinds of characters with multiple angles - G1 and G2. They are able to
turn in 10 angles during animations. For more information view the sections below, on these two types of multiple-angle
characters.

Character Thumbnails and Paths
The thumbnails and paths of the embedded characters are as described in the table below:

Assets Thumbnail Location (default) Description
G1 Char- o Windows XP - o The thumbnail of the G1
acters C:\Documents and Settings\All Users character is marked

\Documents\Reallusion\Template\CrazyTalk
Animator3 Template\Characte\G1\

Windows Vista or Above -
C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\CharactenG1\

with the character's dir-
ection.

G2 Char- @ Windows XP - The thumbnail of the G1
acters E C:\Documents and Settings\All Users character is marked
with G2.

\Documents\Reallusion\Template\CrazyTalk
Animator3 Template\Characten\

Windows Vista or Above -
C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\Charactenr
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Angles

G1 Characters and their body parts in CrarzyTalk Animator v2, or above are basically flat with a single view (front or
side). The perspectives of the other 9 angles use this view as a reference. Most of the G1 characters that you see in the
Content Library of CrazyTalk Animator version 2, or above are the characters being converted, no matter if they
are marked G1, 315 or 0 at the corner of their thumbnails.

G1 character with single view. Each perspective takes the view as a reference.

On the other hand, G2 characters and their body parts in CrazyTalk Animator v2, or above have up to 10 angles.

G2 character with 10 perspectives
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Motion Compatibility
G1 Character

The G1 characters can be applied with 2D flat motions just as you did in the previous version of CrazyTalk Anim-
ator.

G1 character with 2D flat motion applied

Applying 3D or flattened 3D motions to a G1 character can generate visual imperfections because each body part
contains or refers to only one view.

G1 character with 3D motion applied

G2 Character

G2 characters, however, are able to perform not only the flat motions but also multi-dimensional ones (3D motions)
because of the multi-angle characteristic. By applying the 3D motions, you can increase the possibility for a char-
acter to perform in different perspective views.

G2 character with 2D motion applied

G2 character with 3D motion applied
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Render Style Capability

G1 characters are not given the render style capability, so that you can change the color of the entire body at once.
There are no separate adjustments for G1 characters' body parts.

G1 characters do not contain render styles; color-changing will always be applied to the entire character.

Default G2 characters are built with certain render styles. You can snap and change the style of the characters by click-
ing on prepared profiles. In addition to that, each body part can be adjusted individually.

%ﬂ"
W

G2 character with different render styles. Grouped body parts can be individually adjusted to compose special
appearances and styles.

Comparison Table
The comparison of the G1 and G2 characters are as shown in the table below:

G1 Characters G2 Characters

Angles Flat, only divided into front and side cat- Full angle with 10 perspectives.
egories.

2D Motion Com- Fully supported. Fully supported.

patibility

3D Motion Com- Supported with visual flaws. Fully supported.

patibility

Body Parts Replace- Only with G1 characters. Only with G2 characters.

ment

Image-based Fully supported. Fully supported.

Vector-based Fully supported. Fully supported.

Render Style Ability Not supported. Fully supported (except the upgraded Eddie and

Cherry).
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G3 Character (New for v3)

The default G3 (generation 3) characters are created with CrazyTalk Animator Version 3, or above. They are built with
fixed regulated bone structures. Therefore, motions can be exchanged between them if they are of the same species.

Theory of G3 and Free Bone Characters
The theory of the G3 or Free-bone characters is based on the Bone-rig technique.

Note:

» Please note that the bone at the bottom side of the triangle is the Parent bone while the one at the tip point of
the triangle is the Child bone.

W Bone_1

« The triangle between two bones is actually Not a Bone. It is only an indication for showing the direction of the
bone string and the connection between bones.
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1. CrazyTalk Animator first subdivides the loaded image into numerous triangles.

2. Afterwards, CrazyTalk Animator calculates the influence weights for each endpoint of the triangles in accord-
ance with their distance to the adjacent bones.

3. When the bones offset or rotate by IK or FK methods, the image will thus be driven to distort and animate.

G3 Character Types
The G3 characters are divided into G3 Human, G3 Aimals, G3 Spine, and G3 Wings.

BTN o ®

k]
L}
E — | Actor Template » Character |
« Actor Template ’? r_\T_,
5 l J| l J|
E 1_G3 Human
2_G3Animals 1_G3Human 2_G3Animals
3_G3 Spine
5 4_G3 Wings | |
E 5_G3Free Bone l J l .
'E » G 3_(G3 Spine 4_G3Wings
G2
- G2+ l_‘T_’i [?’i
g » Head l J l J
@
2 ] 5_G3Free Bone G1
v

The thumbnails and paths of the characters are as described in the table below:
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Template
Bone Char-

acters

« Windows XP -

C:\Documents and Settings

\All Users\Documents\Reallusion
\Template\CrazyTalk Animator3 Tem-

o The thumbnail of the tem-
plate bone character can
also be marked with various
entities such as human,

plate\Character\ quadruped animal, worms,
. Windows Vista or Above - or simply the look of the
N C:\Users\Public\Documents\ bones.

Reallusion\Template\Crazy Talk Anim-
ator3 Template\Character\

Motion Compatibility

The embedded G3 characters can only use the motions that are specially created for them. They CANNOT be applied
with 2D or 3D motions because these motions are specially made for G2 characters.

For the G3 characters, they are compatible with the template motions that are created for them in the library.
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Free Bone Character (New for v3)

The default Free Bone characters can be created with CrazyTalk Animator Version 3, or above. It is built with free struc-
tures of bones. Therefore, the character can be human or non-human.

Note:

Basically, the Free Bone Characters do not have any heads. You must attach a head in the Composer Mode onto one
of the bones of the bone structure in order to have the character talk. The heads in the illustration at the beginning of this
section are only images driven by bones and do not have the ability to talk.

Theory of G3 and Free Bone Characters
The theory of the G3 or Free Bone Characters is based on a Bone-rig technique.

Note:

» Please note that the bone at the bottom side of the triangle is the Parent bone while the one at the tip point of
the triangle is the Child.
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W Bone_1

Bone_2

» The triangle between two bones is actually Not a Bone. It is only an indication for showing the direction of the
bone string and the connection between bones.

1. CrazyTalk Animator first subdivides the loaded image into numerous triangles.

2. Afterwards, CrazyTalk Animator calculates the influence weights for each endpoint of the triangles in accord-
ance with their distance to the adjacent bones.

3. When the bones offset or rotate by IK or FK methods, the image will thus be driven to distort and animate.
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Free Bone Character Library

The Free Bone characters embedded can be found in the G3 Free Bone library.

, TN e ©
L}
2
a =) |AdorTempIate' Character ¥ |
« Actor Template [—\’T—\ r?\
5 i | |
E 1_G3 Human l =
2_G3Animals 1_G3Human 2_G3Animals
3_(G3 Spine
5 4_(3'Wings |
'E » G 3_(G3 Spine 4_G3Wings
G2
2 o | |
E » Head ;l l J
0
» Body 5_G3 Free Bone G1
v

The thumbnails and paths of the characters are as described in the table below:

‘Assets  Thumbnail

Free Bone o Windows XP -

Characters C:\Documents and Settings\All Users
\Documents\Reallusion\Template\CrazyTalk
Animator3 Template\Character\

« Windows Vista or Above -

C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\Characten

Note:

« A bone structure of
this kind can be freely
constructed. There
are no specific rules
for them.

o Thetypes of source
images for this kind of
bones are unlimited
and can be anything.

Please note that even though Free Bone characters are provided in the Content Manager, you are still free to create

any kind of

character with different bone structures.
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Motion Compatibility
For the Free Bone characters, you can only use the Edit Motion Layer panel to do the key-frame animation for them.

Edit Motion Layer

Please seloct a bane and banstorm il on vitwpor
™ & Bono 5
v é Bone_19
¥ & Bone_20
& Bane_21
w & Bone_16
¥ & Bone_17
d Bone_18
¥ & Bone 6
¥ & Bona T
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Mix-match Composite Characters from Library (New for v3)

By mixing up the bodies and heads from the Content library, you can create various types of characters that are suitable for
your projects.

Creating a G2 Character from the Library

1. Switch to the Actor tab in the Content Manager. Find the Character content folder.
2. Double-click on (or drag and drop) one of the templates to apply.
Comtent asager -

4. Change the Content Manager to Actor >> Head library.

Content Manager ®

BTN o | O

DO | Actor Template > Head» G2+» |

Project

« Actor Template e2
RS
= » Character .a-
o
E ¥ Head
» G1 Head_01

G2

E G2+
E G3
£ - A
= Hybrid I Head_02
Morph-based
o2
» Body

Scene

Head_03

— ]
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5. Apply different head templates from the Template or Custom libraries found in the Content Manager.

6. Change to Actor >> Body library.
7. Apply different body templates from the Template or Custom libraries found in the Content Manager.

Mixing a G3 Character with a Desired Head

1. Switch to the Actor tab in the Content Manager. Find the Character content folder.
2. Double-click on (or drag and drop) one of the templates in the Free Bone or Template Bone folder.

R Crry o s 1 7B 0 ot

T loms

4. Switch to the Composer Mode.
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5. Change the Content Manager to Actor >> Head library.

BTN o | O

k]
L}
2
& DO | Actor Template > Head» G2+» |
« Actor Template e
RS
= » Character a
o
E ¥ Head
» G1 Head_01
G2 CF] -
E G2+ ! Rs\%}
E 63
= ) A
= Hybrid i Head_02
Morph-based
» Body
@
=
@
o
0
Head_03
L =
v

6. Apply different head templates from the Template or Custom libraries found in the Content Manager.

L

O N, < A

)

Note:

You will be asked to extract the face view from one of the 5 angles (270, 315, 0, 45 and 90 degrees) if the target
head is a Sprite Based one because the G3 character does not support multiple angles.

Head Angle €3]
I
8,

Angle :

| Apply | | Cancel |

7. Switch back to the Stage Mode.
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8. You are able to apply any kind of head from the library after a head is attached to the character in Step 6.

CrazyTalk Animator 3 User Manual - 321




~—= REALLUSION"

G3 Character (New for v3)

The default G3 (generation 3) characters are created with CrazyTalk Animator Version 3, or above. They are built with
fixed regulated bone structures. Therefore, motions can be exchanged between them if they are of the same species.

Theory of G3 and Free Bone Characters

The theory of the G3 or Free-bone characters is based on the Bone-rig technique.

Note:

« Please note that the bone at the bottom side of the triangle is the Parent bone while the one at the tip point of
the triangle is the Child bone.

W Bone_1

« The triangle between two bones is actually Not a Bone. It is only an indication for showing the direction of the
bone string and the connection between bones.
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1. CrazyTalk Animator first subdivides the loaded image into numerous triangles.

2. Afterwards, CrazyTalk Animator calculates the influence weights for each endpoint of the triangles in accord-
ance with their distance to the adjacent bones.

3. When the bones offset or rotate by IK or FK methods, the image will thus be driven to distort and animate.

G3 Character Types
The G3 characters are divided into G3 Human, G3 Aimals, G3 Spine, and G3 Wings.

BTN o ®

k]
L}
E — | Actor Template » Character |
« Actor Template ’? r_\T_,
5 l J| l J|
E 1_G3 Human
2_G3Animals 1_G3Human 2_G3Animals
3_G3 Spine
5 4_G3 Wings | |
E 5_G3Free Bone l J l .
'E » G 3_(G3 Spine 4_G3Wings
G2
- G2+ l_‘T_’i [?’i
g » Head l J l J
@
2 ] 5_G3Free Bone G1
v

The thumbnails and paths of the characters are as described in the table below:
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Template
Bone Char-

acters

« Windows XP -

C:\Documents and Settings

\All Users\Documents\Reallusion
\Template\CrazyTalk Animator3 Tem-

o The thumbnail of the tem-
plate bone character can
also be marked with various
entities such as human,

plate\Character\ quadruped animal, worms,
. Windows Vista or Above - or simply the look of the
N C:\Users\Public\Documents\ bones.

Reallusion\Template\Crazy Talk Anim-
ator3 Template\Character\

Motion Compatibility

The embedded G3 characters can only use the motions that are specially created for them. They CANNOT be applied
with 2D or 3D motions because these motions are specially made for G2 characters.

For the G3 characters, they are compatible with the template motions that are created for them in the library.
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Transforming Parts, Sprites, or Bones (New for v3)

In the Composer Mode, for G3 and Free Bone Characters, you are free to select body parts, sprites, or bones with 3 dif-
ferent tools for further adjustments. You can find them in the General Toolbar.

el
| A

1. Transform Part (shortcut key: 1): Press down this button in order to select a body part, including the bone and the
sprite attached to the bone. Then, you are able to transform this part.

2. Transform Sprite (shortcut key: 2): Press down this button in order to select a target sprite and transform it. You
might frequently use this tool and transform a sprite after loading a new sprite image.

3. Transform Bone (shortcut key: 3):

A. Transforming Bone and Child Bones - Press down this button in order to only select the bone. You are free
to transform the selected bone, including offsetting and rotating without influencing the sprite attached to it.
This method is applied often after you apply a sprite image and the bone is not propperly overlapped onto it.

B. Transforming Bone without Influencing Child Bones - Press down this button in order to only select the
bone. By pressing down the Shift key on the keyboard and dragging the bone, you can transform the bone
while the child bones are left untouched.
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The Color Code of Bones (New for v3)

In CrazyTalk Animator, the colors of bones for G2 and G3 have special meanings. You are able to identify the status of
the bones by means of color.

Composer Mode (G2 and G3 Characters)
For G2 and G3 characters

The neutral status of a bone after it is created.
Please note that the neutral color can be manually changed.

The bone that is highlighted when the mouse cursor hovers
over it. It means that the bone is ready to be selected by
clicking on it.

The bone that is selected. You can transform the bone
afterwards.

- ., =

For G3 characters

The bone that is the root of a layer in a bone structure,
which contains bone and sprite.

The bone that does not control any sprite image. It may be
moved out of the sprite image.

The bone is locked and can not be selected from the work-
ing area.

CrazyTalk Animator 3 User Manual - 327



|
—— REALLUSION"

Stage Mode (G3 Characters)

When a G3 character is to be animated with the Motion Key Editor, the color code of the bones are as described
below:

The neutral status of a bone.
Please note that the neutral color can be manually changed.

The bone that is ready to be selected by clicking on it.

The bone that is selected.

The bone that does not control any sprite image. It may be
moved out of the sprite image.

The bone is locked and can not be selected from the work-
ing area.

The bone that is the root bone of an IK chain. It can be
rotated but cannot be moved.

-==- ! . =
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Using G3 Characters (New for v3)

The G3 characters embedded in CrazyTalk Animator V3 are divided into four categories - G3 Human, G3 Animals, G3
Spine, and G3 Wings.
Content Manager €3]

BTN o ®

) |Ac10rTempIate> Character |

Project

* Actor Template ,—T—* e——a
* Character | |
1_G3 Human '
2_G3Animals 1_G3Human 2_G3Animals

Actor

3_(G3 Spine
4_G3Wings H | |
5_G3Free Bone B J L J

Animation

» G1 | 2_Gaspine  4_G3Wings
G2

G2+ | |

» Head L J |. J

Scene

» Body 5_G3 Free Bone G1

G3 Human

; H
=
=

Ny
=
.
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« The characters in this sub-folder are constructed with identical bone structures.
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G3 Animals

« Because the bone structures are the same, then the animations for them are sharable.
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G3 Spine

Tl

« The characters in this sub-folder are constructed with identical bone structure.

« Because the bone structures are the same, then the animations for them are sharable.
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G3 Wings

B= ‘ =
M —

o The characters in this sub-folder are constructed with identical bone structure.

o Because the bone structures are the same, then the animations for them are sharable.

B\

« The characters of this type can be one-piece, or dissected ones.
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Customizing Characters Using the Sprite Editor (New for v3)

Pro & Pipeline

In addition to applying a template bone character from the Content Manager, you are also allowed to create customized
template bone characters with the Sprite Editor. By changing the element image in the sprite of a default template bone
character, you can create unlimited characters with custom images.

Note:
The supported image formats are: PNG, BMP, GIF, TGA, JPG, JPEG.

One-piece Replacement
In this section, the initial character contains only one sprite and the entire sprite is driven by its original bone structure.

1. Apply a template bone character from the Content Manager and make sure it is selected.

2. Switch to Composer Mode.

3. Select the desired character body part for replacement. It is highly suggested that you select the desired part from
the Layer Manager.
Layer Manager (F6) €3]

Please click and drag to arrange layer order. @

4. Open the Sprite Editor.

Sprite Editor - Root

Flease click the parts to replace.
You may import new images or replace the ones you picked

[B] =] [@]|[=][2]

E

Root Empty
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5. Double-click on the element thats being replaced and load a prepared image to replace the original image.

6. Leave the Sprite Editor.
7. Optionally, adjust the position and angle of the bones if necessary.

8. Switch back to the Stage Mode.

9. The template bone character is ready for applying the embedded animations that are compatible with the original
character before the replacement.
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Layered Body Parts Replacement

In this section, the initial character contains several body part sprites. You need to replace them in order to create a cus-
tom template bone character.

Note:
It is not necessary that you replace every element in every sprite.

1. Apply a layered template bone character from the Content Manager and make sure that it is selected.

2. Switch to Composer Mode.

3. Select the desired character body part for replacement. It is highly suggested that you select from the Layer Man-
ager.

Layer Manager (FG)

Please click and drag to arrange layer order. @

4. Open the Sprite Editor.

Sprite Editor - LArm

Flease click the parts to replace.
You may import new images or replace the ones you picked

[B] =] [@]|[=][2]

N

LArm Empty

5. Double-click on the element that's being replaced and load a prepared image to replace the original image.
I

Flease click the
You may import Es you picked

g
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6. Adjust the position and angle of the sprite if necessary.

Note:

« Inthis example, the hand bone turns gray because it is moved outside of the hand sprite.

« Select the hand sprite and delete it in order to remove the layer of the hand, this will release the gray
bone that influences the image overlapped under it.

8. Select another body part and repeat from Step 3 to Step 7 in order to replace the elements of the other body part
sprites.

Note:

« You do not need to replace elements of every body part. CrazyTalk Animator allows you to leave a
bone without a sprite to animate.

« If you want to completely remove the original head of the template bone character, then please click the
Remove Head button on the Toolbar (In this example, the head is completely removed by this method).

| O
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9. You can optionally adjust the body parts by selecting the target layer from the Layer Manager and transform it.

Note:

Make sure that the Freeze Pose button is OFF when you wish to transform the body parts.

| Preview |

I B8 xloo [ v[e20 B wlies [ = nl3ss 2 rjo  [H] || Freezepose |

10. Switch back to the Stage Mode and the custom template bone character will be ready for applying the embedded
animations that have been made compatible with the original character, before the replacements.
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Applying G3 Motion Templates (New for v3)

In CrazyTalk Animator, various motion templates in different categories are specially made for certain embedded tem-
plate bone characters. These motions CANNOT be applied to G1 or G2 characters, nor to template bone characters with dif-
ferent bone structures.

Content Manager ®

BTN o ®

B
L}
2
a ) |Animati0nTempIate> Motion * |
* Animation Template ’—T—* ’—T—*
= ~ Motion | | | |
o
E » 1_G3 Human : ?
» 2_G3Animals | 1_G3Human 2_G3Animals
» 3_G3 Spine i
= — W —
5 4_G3Wings [ | ’I— |
E r G1 | 1 J
=
= » G2 3_G3 Spine  4_G3Wings
v
G3 Human

The motions for human are divided into different sub-categories - Caveman, Vogue Figures_Female, Vogue Fig-
ures_Male, Ealstic Folks_Front and Ealstic Folks_Side.

* Animation Template _— e ———

* Motion ll——,_] ll——}_]
~ 1_G3Human : : :
Caveman § Caveman Elastic...s_Front
» Elastic Folks_Front g —_—
» Elastic Folks_Side '——’_] '——’_]
Vogue Figures_Female l = l <
Viogue Figures_Male Elasti...s_Side Vogue ...Female

Cave man
The motions in this folder are designed for the Caveman character.
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Vogue Figures_Female

The motions in this folder are designed for the Vogue Figures_Female_S character, but can also be applied to the
Human Motion Bone_S and Human Dummy_S characters.

Vogue Figures_Male

The motions in this folder are designed for the Vogue Figures_S character, but can also be applied to the Human
Motion Bone_S and Human Dummy_S characters.

Ealstic Folks_Front

The motions in this folder are designed for the Elastic Folks_Male_01~03_F, Ealstic Folks_Female_01~03_F,
Human Motion Bone_F and Human Dummy_Fcharacters that are facing the front.

Ealstic Folks_Side

The motions in this folder are designed for the Elastic Folks_Male_01~03_S, Ealstic Folks_Female_01~03_S,
Human Motion Bone_S and Human Dummy_Scharacters that are facing the side.
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Note:

« Although they are made specifically for certain characters, they are allowed to be applied to any other G3 tem-
plate bone human character because they are built with same bone structure.

« The letter marked on the upper-left corner of the template thumbnail indicates that the motion is made for char-
acters facing front (F) or facing side (S).

G3 Animals
» 1_G3 Human e o —
1 ]

» Cat l : l :
» Dog Cat Dog
» Horse :

» 3_G3 Spine |
4_G3 Wings l ]

> G1 Horse

Cat

The motions in this folder are designed for Cat characters.

Dog

The motions in this folder are designed for Dog characters.

e e

Horse
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Note:

« Although they are made for certain characters, they are allowed to be applied to any other G3 template bone
quadruped character because they are built with same bone structure.

G3 Spine
~ Animation Template ! (1]
* Motion ’l— | E
» 1_G3 Human G g
» 2_G3Animals § Special _Pose_Stand
vacaspne 4o ]
Special
4_G3Wings EQ% Q

» G1 Catapult Die

« These motion templates can be applied to the template bone characters under the Universal Spine folder in the

character library.

custom template bone character with the same bone structure can be applied with these motion templates.

o Any
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G3 Wings
+ Animation Template = =
* Motion e Q
* 1_G3 Human
» 2_G3Animals H_Pose_Default _Pose_Leg
v 3_(G3 Spine E | =
Special st w
> G1 _Pose_Wings Antenna

» These motion templates can be applied to the template bone characters under the Wings folder in the char-
acter library.

« Any custom template bone character of the same bone structure can be applied with these motion templates as

well.
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Free Bone Character (New for v3)

The default Free Bone characters can be created with CrazyTalk Animator Version 3, or above. It is built with free struc-
tures of bones. Therefore, the character can be human or non-human.

Note:

Basically, the Free Bone Characters do not have any heads. You must attach a head in the Composer Mode onto one
of the bones of the bone structure in order to have the character talk. The heads in the illustration at the beginning of this
section are only images driven by bones and do not have the ability to talk.

Theory of G3 and Free Bone Characters
The theory of the G3 or Free Bone Characters is based on a Bone-rig technique.

Note:

» Please note that the bone at the bottom side of the triangle is the Parent bone while the one at the tip point of
the triangle is the Child.
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W Bone_1

Bone_2

» The triangle between two bones is actually Not a Bone. It is only an indication for showing the direction of the
bone string and the connection between bones.

1. CrazyTalk Animator first subdivides the loaded image into numerous triangles.

2. Afterwards, CrazyTalk Animator calculates the influence weights for each endpoint of the triangles in accord-
ance with their distance to the adjacent bones.

3. When the bones offset or rotate by IK or FK methods, the image will thus be driven to distort and animate.
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Free Bone Character Library

The Free Bone characters embedded can be found in the G3 Free Bone library.

, TN e ©
L}
2
a =) |AdorTempIate' Character ¥ |
« Actor Template [—\’T—\ r?\
5 i | |
E 1_G3 Human l =
2_G3Animals 1_G3Human 2_G3Animals
3_(G3 Spine
5 4_(3'Wings |
'E » G 3_(G3 Spine 4_G3Wings
G2
2 o | |
E » Head ;l l J
0
» Body 5_G3 Free Bone G1
v

The thumbnails and paths of the characters are as described in the table below:

‘Assets  Thumbnail

Free Bone o Windows XP -

Characters C:\Documents and Settings\All Users
\Documents\Reallusion\Template\CrazyTalk
Animator3 Template\Character\

« Windows Vista or Above -

C:\Users\Public\Documents\Reallusion\Template
\CrazyTalk Animator3 Template\Characten

Note:

« A bone structure of
this kind can be freely
constructed. There
are no specific rules
for them.

o Thetypes of source
images for this kind of
bones are unlimited
and can be anything.

Please note that even though Free Bone characters are provided in the Content Manager, you are still free to create

any kind of

character with different bone structures.
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Motion Compatibility
For the Free Bone characters, you can only use the Edit Motion Layer panel to do the key-frame animation for them.

Edit Motion Layer

Please seloct a bane and banstorm il on vitwpor
™ & Bono 5
v é Bone_19
¥ & Bone_20
& Bane_21
w & Bone_16
¥ & Bone_17
d Bone_18
¥ & Bone 6
¥ & Bona T
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Transforming Parts, Sprites, or Bones (New for v3)

In the Composer Mode, for G3 and Free Bone Characters, you are free to select body parts, sprites, or bones with 3 dif-
ferent tools for further adjustments. You can find them in the General Toolbar.

el
| A

1. Transform Part (shortcut key: 1): Press down this button in order to select a body part, including the bone and the
sprite attached to the bone. Then, you are able to transform this part.

2. Transform Sprite (shortcut key: 2): Press down this button in order to select a target sprite and transform it. You
might frequently use this tool and transform a sprite after loading a new sprite image.

3. Transform Bone (shortcut key: 3):

A. Transforming Bone and Child Bones - Press down this button in order to only select the bone. You are free
to transform the selected bone, including offsetting and rotating without influencing the sprite attached to it.
This method is applied often after you apply a sprite image and the bone is not propperly overlapped onto it.

B. Transforming Bone without Influencing Child Bones - Press down this button in order to only select the
bone. By pressing down the Shift key on the keyboard and dragging the bone, you can transform the bone
while the child bones are left untouched.
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The Color Code of Bones (New for v3)

In CrazyTalk Animator, the colors of bones for G2 and G3 have special meanings. You are able to identify the status of
the bones by means of color.

Composer Mode (G2 and G3 Characters)
For G2 and G3 characters

The neutral status of a bone after it is created.
Please note that the neutral color can be manually changed.

The bone that is highlighted when the mouse cursor hovers
over it. It means that the bone is ready to be selected by
clicking on it.

The bone that is selected. You can transform the bone
afterwards.

- ., =

For G3 characters

The bone that is the root of a layer in a bone structure,
which contains bone and sprite.

The bone that does not control any sprite image. It may be
moved out of the sprite image.

The bone is locked and can not be selected from the work-
ing area.
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Stage Mode (G3 Characters)

When a G3 character is to be animated with the Motion Key Editor, the color code of the bones are as described
below:

The neutral status of a bone.
Please note that the neutral color can be manually changed.

The bone that is ready to be selected by clicking on it.

The bone that is selected.

The bone that does not control any sprite image. It may be
moved out of the sprite image.

The bone is locked and can not be selected from the work-
ing area.

The bone that is the root bone of an IK chain. It can be
rotated but cannot be moved.

-==- ! . =

CrazyTalk Animator 3 User Manual - 351




—=" REALLUSION®

Creating Free Bone Characters (New for v3)

Pro & Pipeline

In addition to use or create template bone characters, you are allowed to create free bone characters manually. The bone
structure can be built without any limitation. Almost everything in your custom image thus can be animated with this fea-
ture.

1. Click the Create Free Bone Actor button on the Toolbar.
| [vloa o
Alternatively, you can start the procedure from the Main menu.
Create

F{‘ Create Free Bone Actor..

Q" Create Morph-based Head...

% Create Media... 4
Jd Create Sound... 3
-'\.\I- Create Script... »

2. lLoad acustom image.

S

Note:

The bone-rigging function is only available for bitmap images: JPG, BMP and PNG.

3. CrazyTalk Animator will automatically switch to the Composer Mode.
4. Press down the Bone Editor button on the Toolbar.

=R =
Alternatively, you can launch the editor by the Main menu.
Modify
/£ Bone Editor ..
g Render Style.. R

Toggle between G1/G2 Render Styles..

CrazyTalk Animator 3 User Manual - 352



~—= REALLUSION"

5. You will see the Bone Editor panel show on the screen, and the Add Bone button On.
Bone Editor ®

— Bone Tools

| Add Bone |

Preview

— Subdivision

[ Show Wireframe

6. Click on the image repetitively where you want it to be controlled by the added new bones. Right-click elsewhere to
stop adding bones.

7. Press down the Preview button on the Toolbar or the Preview button on the Bone Editor panel.
| 7 Y

8. Select atarget bone.
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9. Rotate ordrag it to view the animation result by FK or IK methods.

Note:

The bone turns hollow, and red is the start bone for the IK chain.

10. Adjust the bone structure with the Bone Editor.

11. Switch back to the Stage mode and the new character is ready to be animated by key-frame animation with the
Motion Key Editor panel.
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Introduction of the Bone Editor Panel (New for v3)

Pro & Pipeline

In the Composer mode, G3 caracters' bone structure can be built, edited, and refined by means of the Bone Editor panel.

— Bone Tools

| 1 AddBone

| 2 adapin |l

Connect

| Duplicate | |

L

| Insert | |

Reduce

| Remove | |

Mirror |

Reset

| 4 Preview

— Subdivision -5

[+ Show Wireframe

-

Density Low Density High
&
Ly
Expand Low Expand High
—O0
Alignment Low Alignment High
o)
U

[] AffectAll Layers

Add Bone
2 Add Pin

3 Bone Editing
Tools

4 Preview

5 Subdivision

Click this button to start adding new bones.

Click this button to add pins on the image in order that the pinned areas are fixed when you animate
bones.

These buttons are used to edit the currently selected bone or bones.
Press down this button to start previewing the bone setting effects to the image in IK or FK meth-

ods.
Use the settings in this group to view or edit the subdivided status of the image with triangles.
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Editing Bones (New for v3)

Pro & Pipeline

In addition to the Add Bone tool for adding new bones you are able to use the other tools such as; Add Pin, Align, Con-
nect and so on in the Bone Editor for further editing the existing bone structure.

Bone Editor €3]
— Bone Tools

| Add Bone

Add Pin | | Connect

Insert | | Reduce

| Duplicate | | Mirror |

Remove | | Reset

Note:

The Add Pin feature is described in the Using Pins section.

Add Bone

There are two methods for adding bones, one is to add a new bone chain from nothing, the other is to add bones from
any existing bone.

Adding Bone Chain from Scratch
1. Make sure that the Bone Editor is opened.

2. Press downthe Add Bone button.
3. Click on the image which you wish to place the first bone.

4. Move away the mouse and you will see a triangle pointing to your cursor. It indicates the location for the next
bone point.
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5. Click on the image again and a new child bone will be added.

6. Repeat Step 3to 5in order to construct a custom bone chain.

7. Right-click on the working area, or press the ESC key to stop adding new bones

Adding Child Bone from Existing Bone

1. Make sure that there is an existing bone structure.

\

\
|
f
I
I

2. Open the Bone Editor and press down the Add Bone button.
3. Move cursor to the bone point where you want to start a branch bone chain.

4. Click onit.
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5. Move away the mouse and you will see a triangle pointing to your cursor. It indicates the location for the next
bone point.

6. Click on the image again and a new child bone will be added.

7. Right-click on the working area, or press the ESC key to stop adding new bones.
8. Repeat Step 3to 7 in order to construct new branch bone chains.

Connect

In order to connect isolated bone chains, you can use the Connect feature. In addition, you can use this feature to link a
child bone to any other parent bone.

1. Make sure you have created isolated bone chains first.

2. Make sure the Bone Editor is opened.
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3. Select the root bone of one isolated bone chain.

4. Click the Connect button on the Bone Editor.
5. Hover on to one bone on the other bone chain.

6. Click on the highlighted bone. The bone chain will then turn to be the child bone chain of it.

Note:

» Thefirst selected bone will become a child, and the target bone being connected to it will become the par-
ent one.

» Please note that the bone at the bottom side of the triangle is the Parent bone while the one at the tip
point of the triangle is the Child.

W Bone_1

« The triangle between two bones is actually Not a Bone. It is only an indication for showing the direction
of the bone string and the connection between bones.
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7. Repeat the same steps until all isolated bone chains are connected to the desired bone.

8. Optionally, use the Preview feature to observe the effects working on the bones with IK and FK methods.

Note:

For better observation, the sizes of the bones in the illustration are decreased.

Duplicate

When you want to generate more bone strings with the same structure under a certain parent bone, you can use the
Duplicate feature to save a lot of time for building.

1. Build a bone structure to an image.

3

Note:

For better observation, the color of the bones in the illustration is changed.

2. Select the desired bone as the root for duplicating itself and its child bones.
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3. Click the Duplicate button.

4. Move the newly generated bone root of the chain to the desired location.

5. Optionally transform the sub-root bone or child bones if necessary.

6. Repeat the same steps to build enough bone strings for the object in the image.

Mirror

For a completely symmetric object in an image, you can use the Mirror feature to save time when building bone chains
so that it is almost the same structure but flipped.
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1. Make sure that the bone structure is built for the one side of the object in the image.

2. Make sure that the Bone Editor panel is opened.
3. Select the sub-root bone for mirroring.

L)
4. Click the Mirror button.

5. Inthe Mirror Option panel, choose one of the radio button in accordance with the symmetrical status of the
object in the image (in this ¢ Horizontal).

Choose your direction:
(® Horizontal
) Vertical

| oK | | cancel |

Note:

Slightly transform the newly created bones if necessary.

7. Repeat the same steps until the bones that should be mirrored are done.
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Insert

Too few bones can cause low-quality distorting or bending of the image. You can insert more bones between existing
bones in order to smooth the image distortion.

1. Inthe Composer mode, make sure that the Bone Editor is opened.
2. Select the bone under which you want to insert new child bone.

3. Click the Insert button on the Bone Editor. A child bone will thus be insert under the selected bone node.

4. Adjust the position of the new bone to fit the object in the image.

5. Repeat the same steps to add more bones.
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6. Optionally press down the Preview button to observe the enhanced distortion or bending result with the IK or FK
method caused by the inserted bones.

Reduce

Occasionally, after the sprite image is replaced, you can find that there is no need to have many bones. You can then
use the Reduce feature to remove middle bones within a bone chain.

1. Inthe Composer mode, make sure that the Bone Editor is opened.
2. Select the bone that is redundant.
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4. Repeat the same steps until the bone is optimized.

5. Adjust the position of the bone to fit into the new image.

Remove and Reset

« If you wish to remove one bone (or pin) and all its child bones, then select the bone (or pin) and click the Remove
button.

Note:
The shortcut key for the Remove feature: Delete key.

« However, by clicking the Reset button, you can remove the entire bone structure and pins.
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Using Pins (New for v3)

Pro & Pipeline

While the bone is used to bend or distort the object in the image, the pin is used to keep the object from being driven to anim-
ate. It is very useful when you wish to have specific areas of the object to be fixed.

Using Pins for Static Areas of the Image
The basic idea of using pins is to fix up desired areas of the image from being driven by any bone.

1. Click the Create Free Bone button on the Toolbar.
| [¥lows o

2. Load animage. CrazyTalk Animator will automatically switch to the bone-adding mode in the Composer.

g

3. Add bones.

—

4. Press down the Preview button and view the animation result with the IK or FK methods.

You will see that the entire image is driven to animate.
5. Press up the Preview button and deselect the bone.

—

Note:
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Because the image is attached to the Bone Root, deselect any bone to make sure that the pins are attached
to the Bone Root.

Layer Manager €3] Scene Manager €3]
Please click and drag to arrange layer order. @ ‘ Q, ‘ @
ol Layer Condiion Show | Lock| Bone
' 5 ®5H® M [1 w Root
| M O ) Bone_1
\J [ O ¥ Pin_Group_Root_1
M O Pin_3
M O Pin_4
M 0O Pin_13
M O Pin_14
M O Pin_33

6. Openthe Bone Editor panel and press down the Add Pin button.

Bone Editor ®
— Bone Tools
| Add Bone |
| AddPin ||  connet |
| Duplicate || Mimor |
| mset || Reduce |
| Remove ||  Reset |

7. Click on the image to add pin to keep the pinned part fixed.

8. Preview again. You will see that most images are kept static.

The images that are close to the bone can still move a little (in this case, the side of the cat's face and ear).
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9. Open the Mask Editor and filter off the unnecessary part of the image.

10. Leave the Mask Editor and preview the animating result again.

Using Pins for Animating Areas of Image
The advanced use of pins allow specific parts of the image to be driven by specific bones.

1. Click the Create Free Bone button on the Toolbar.
| ¥loa o

2. Load animage. CrazyTalk Animator will automatically switch to the Bone-adding mode in the Composer.

3. Create afree bone character in the Composer Mode.
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4. Openthe Bone Editor panel d press down the Add Pin button.

— Bone Tools
| Add Bone |
| AddPin ||  connet |
| Duplicate | | Mimor |
| mset || Reduce |
| Remove ||  Reset |

5. Select one of the bones.

7. Press down the Preview button.
8. UselK or FK method to animate the bone string. The parts with pins will be driven to move as well.

Note:

Because the pins are attached to the bone selected in Step 5, when the bone string is animated, the bone and
the attached pins will be animated as well.
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‘Q € ‘ ©@
Show | Lock| Bone

: {0 W% Root

O ¥ Bone_M1

M O Bone_12

M O ¥ Bone_1

M O ¥ Bone_2

M O ¥ Bone_3

M O ¥ Bone_4

M O ¥ Bone_5

M O ¥ Bone_6

A O b Bone_7

A O p Pin_Group_Bone_B_°
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Creating Body Parts with the Layer Manager (New for v3)

Body parts can be set to different layers in the Layer Manager, to ensure the front-and-back relations between them. To do
this, you can create layer-changing animations by setting layer keys. It also guarantees that parts of the image are only influ-
enced by bones in the same layer, rather than using pins to set fixed areas.

Creating New Layers with Original Images

For the example in the illustration, the wing of the turkey cannot move without driving the other parts in the image to
move. In this case, the best solution is to set the wing and the bones that control it to an individual layer.

1. Select the character and enter the Composer mode.
2. Openthe Layer Manager.

Layer Manager @
Please click and drag to arrange layer order. @
Image Layer Condition
Q -~ T—
Bone_15 5 @
B |
Bone 7 | h @ |

4. Click onthe Duplicate Layer button at the bottom of the Layer Manager.

Co =]
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5. You will be asked if you wish to modify the mask of the new layer.
CrazyTalk Animator 3 x

Successfully added layer!

Do you wish to edit mask for the newly added layer?

| Yes | | Mo |

6. Click the No button to skip the mask-editing step. You can do it later.
Note:

You can click on the Yes or the No buttons.

« Ifyou click the No button, then a new layer containing the selected sub-root bone, with its child bones
and the original image will be created.

« Ifyou click the Yes button, then you will need to modify the mask first and then a new layer containing
the selected sub-root bone. Its child bones and a masked image will be created.

7. A new layer will be created which includes the sub-root bone, its child bones and the original image.

Layer Manager @
Please click and drag to arrange layer order. @
Image Layer Corldition

w » Bone_16_Layer ® L@ O
w * Root L]

8. Select the newly created layer (in this case, Bone_16_Layer) and click the Mask Editor button.
=1 o E B 5

9. Cut out the wing with the mask (the area in purple is covered with the mask).

=

10. Close the Mask Editor. The new layer in the Layer Manager will change its thumbnail because only the cut out
body part can be seen.

Layer Manager ®
Please click and drag to arrange layer order. @
Image Layer Condition
‘ » Bone_16_Layer ®*hH® ¢

w * Root L]
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11. Select the Root layer in the Layer Manager and use the Mask Editor again to trim its shape.

4

12. Thelayers in the Layer Manager now have different thumbnails.

Y

=

Layer Manager €3]
Please click and drag to arrange layer order. @
'—b

Layer Cor{d'ﬂhn

» Bone_16_Layer ® 5w O

Al
O > Root °u®

13. Press down the Preview button and animate the wing by IK or FK methods. The animation of the new layer will
not influence the image in the other layer.

14. Optionally, you can edit the image in the Root and new layers with the external image editor to remove the part
that is already moved to the new layer to fix the visual flaw.

15. Go back to Stage and animate the new character with layers.
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Creating New Layer with Prepared Images

If you have prepared several images and you wish to combine them together in CrazyTalk Animator to generate a free
bone character, then use the Insert Image feature of the Layer Manager panel.

1. Click the Create Free Bone button on the Toolbar.
| [¥lows o

2. Load the mainimage (in this case, the dress). CrazyTalk Animator will automatically switch to the bone-
adding mode in the Composer.

3. Add bones. You can add bones outside of the image to load another prepared images.

Note:
The gray bones means that they are currently not controlling any image.

4. Select the bone that is supposed to be the upper arm.
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5. Open the Layer Manager.

Layer Manager €3]
Please click and drag to arrange layer order. @
Image Layer Condition
' + Root ® 50
Bone_15 i) )
Boim__ e |
Bone 1 | @ |
Lo [[ + |

6. Click onthe Add Image button at the bottom of the Layer Manager.

Lo |l + |

Note:

You can use the Sprite Editor to load a new image for creating a new layer as well.
Sprite Editor - Bone_6 ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

Deform Empty

7. You will be asked if you wish to modify the mask of the new layer.
Add Image ®
Image Transform Setting:

[/ Keep Parent Transform

| Import | | Cancel

Note:

You can click on the Yes or the No buttons.

« If you click the No button, then a new layer containing the selected sub-root bone, with its child bones
and the original image will be created.

« If you click the Yes button, then you will need to modify the mask first and then a new layer containing
the selected sub-root bone, its child bones and a masked image will be created.

8. Load another prepared image.
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9. You maybe need to adjust the sprite image with the Transform Sprite tool.

10. A new layer will be created.

Layer Manager €3]
Please click and drag to arrange layer order. @
Image Layer Condition
l » Root ® 5@

' » Bone_7_Layer ® 50 o

You maybe need to change the layer order by drag-and-dropping on the layers.

Note:

11. Adjust the positions of the bones if necessary.

)

12. Repeat the same steps to load prepared images for creating more layers.

()
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13. Press down the Preview button to view the animation result with the IK or FK methods.

Note:

If you encounter the issues as show below, please activate the Double Bind radio button of the layers.
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In the Composer mode, you can separate body parts into different layers to prevent certain parts of the image from being
driven by inappropriate bones. With the layer-setting method, you can also set layer keys in the Stage mode.

Please click and drag to arrange layer order. 8 @
1 Image 2 Layer 3 Condiion
1 » Bone_13_Layer ® hH@® @
% » Bone_9_Layer ® L@ @
é » Bone_17_Layer = L ® @
f » Root ® L@
‘hﬁ v Bone_5_Layer e HE® @
Bone_8 h@®
Bone_7 h@®
Bone_6 h@®
Bone_5 h@
4 - T
L e [ o J[ + J[ x |
1 Layer Image This column displays the images in each layer.
2 Layer Name This column displays the layer names of the character.
3 Condition This column displays the conditions for each layer.
®hH® @
abcd

a. Click the eye to show or hide the layer.
b. Click the lock, to lock the layer from being accidentally selected in the working area.
c. Click this radio button to bind or unbind the bone to the image.

o O Deactivate the bone in the layer from the image (bone is in gray). Moving the bone
does not influence the image.

o 0.3 Activate the bone in the layer to the image (bone is in yellow by default). You can
animate the image with the bone.

o @ : One or more bones under the layer are not activated to the image.
d. Click this button to determine if you wish to set the layer to be double binded.

4 Launch to Click this button to send the image of a layer to an external image editor for further editing.
External Image
Editor

5 Duplicate Layer Click this button to generate a new layer with selected bone, its child bones and the image in the

same layer.

6 AddImage Click this button to load a prepared image onto certain bones to create a new layer.

7 Delete Click this button to delete a selected layer.

8 Menu Press this drop-down menu to adjust the properties of the Layer Manager.
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Invert Selected

Hide Unselected
Unhide All

List Expand

List Collapse

[+ Auto Active Bone

Thumbnail Size 4

Invert Selected: Use this command to select the un-selected layers and deselect the cur-
rently selected layers.

Hide Unselected: Use this command to hide the unselected layers.
Unhide All: Use this command to show every layer.

List Expand: Use this command to expand every layer in order to see the bones within the
layers.

List Collapse: Use this command to collapse every layer in order to hide the bones and to
only display the layerimage, name, and condition.

Auto Active Bone: Use this bone to have CrazyTalk Animator automatically activate the
bones. If there is no image pixel under a bone, then the bone will be deactivated and vice
versa.

Thumbnail Size: You can determine the size of the thumbnail of the layers to be small,
medium, or large.
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Double bind is very useful for having a specific sub-root bone in a layer to control not only the image in the same layer, but
also the image one-level higher. Therefore, this method ensures you the connectivity of the joint areas between two body
parts when the character is performing.

Given a free-bone character constructed with multiple layers:

The layers are shown as in the illustration.

& » Bone_6_Layer ® L@ ¢

b » Bone_4_Layer e H@® ¢
g » Bone_1_Layer ® L ® &
. » Root ® L@

Notice that the bind statuses for all layers in the rightmost column are Single Bind.

®H® ¢

e L@ 0

® O @ ¢

® H®

This means that the sub-root bones of these layers only control the image in the same layer. Take the hand layer as an
example:
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Therefore, when you animate the bones in a layer, only the image in the same layer can be animated, which causes the
broken issue.

To solve this issue, you need to:

1. Select the character and click the Composer button on the Toolbar.
%] ¥ O &

2. Open the Layer Manager in the Composer mode.

Layer Manager ®
Please click and drag to arrange layer order. @
Image Layer Condition

é— » Bone_ 6 Layer ® L e o

b » Bone_4_Layer ® L@ ¢

g » Bone_1_Layer ® L@ ¢

A » Root ®hH®

3. Find the desired layer and then click the Double Bind button.

£y | esiaye o6 o]
b + Bone_4_Layer ® H® ¢

g » Bone_1_Layer ® L@ &

= ] » Root ® oW

This will ensure that the layer image connected to this sub-root bone can be animated as well.
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5. Evenif you use the Motion Key Editor and offset the layer, the layer that is double bound will also be driven by the
bone.

CrazyTalk Animator 3 User Manual - 382



—=" REALLUSION®

Creating Cutouts (Sprites) by using the Mask Editor (New for v3)

In CrazyTalk Animator, when you want to create layers with original image, then you need to use the editable Masks to
cut off the unnecessary parts. By defining the masking area with the default editing tools, you can quickly create a masked

image instead of using any external image editor.

Note:

You can always use your favorite external image editor to do the masking procedure if you want to.

To open the Mask Editor panel, select a character or a prop first, then switch to the Composer mode, pick a body part or
the prop image, and then click the Mask Editor button on the Toolbar.

|2 28G5 @ 8 5
You will see the Mask Editor on the screen.

Pan (Alt + Left
mouse button)

Mask Editor ®

][] [e] [o] [&]

Control Tools

Zoom Out
[ Brush (Mouse wheel
[©] K] down)
size: Zoom In (Mouse
O [s0 wheel up)
: 5] Actual Size
Hardness 0 - E - -
Strength - Fit to Window
O | 100 =
Brush
Clear | Eraser
Lasso
— Mask
Mask Color :
_ @ Select by Color
Mask Opacity :
o
Feather
| | Remove Background |
Clear

|1 Show Reference Point Inverse Mask

Brush Settings
Brush Size

Drag the slider to define the size of the currently used tool.

Brush Hardness
This value determines the feather Ie\_/el of each stroke. The higher the value, the sharper the edge of strokes.

%Jse this tool to pan and view the desired area of the
photo.

Click this button to decrease the zoom percentage.

Click this button to increase the zoom percentage.

Click this button to restore image to its original size.

& Click this button to resize image tofit it in the Preview
window.

Use this tool to paint on the photo to add to the masked
area.

Use this tool to erase any unwanted masked area.

_@ Use this tool to enclose and fill up the area, and defined
it as masked.

Use this tool to select the desired color. You can use the
Tolerance slider to determine the threshold for selecting.

Click this button to perform advanced settings to the current
mask.

Click this button to delete the current mask.

Click this button to inverse the mask area.
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Brush Strength

This value determines the strength of each stroke, it also affects the visibility of the makeups or effects. The higher
the value, the more obvious the makeup or effect of a stroke.

P

50

Select Color - Tolerance

When you switch to the Select Color tool, the Tolerance slider will be enabled. You can use it to determine the
threshold of the color similarity on the image to be selected.

Mask Settings

The mask settings only deal with the way the mask displays. They do not influence the masking result of the image.

Mask Color

You can use the color picker@ to select the color of the mask.

Mask Opacity
Use this slider to determine the opacity of the mask in order to view the original image for reference.
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Inverse Mask

Click this button to inverse the mask areas. It is very useful when the areas of the image you want to make fore-
ground are easy to be selected with the Select Color tool, while the others are complicated. You can first cover the
foreground with a mask, and then inverse the mask in order to cut out the foreground areas.

5 —Em————

Feather Settings

« Feather: You can use this feature to make the mask edge more blurry and to solve the jagged issue.

« Contract / Expand: Use this slider to determine if the unmasked areas are to be cut more or less. Contracting the
mask area can also create a body part with outlines.
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Smoothing with Subdivisions (New for v3)

Pro & Pipeline

When you are animating G3 characters, you may sometimes find jagged edges or serious distortions in body parts. You can
adjust the subdivisions in order to make the body parts look smoother.

The subdivision settings can be found in the lower half of the Bone Editor.

Bone Tools

d Bone

— Subdivision

[+ Show Wireframe

oo

Density Low Density High
O

Expand Low Expand High

O

Alignment Low Alignment High

O

[/ Affect All Layers

* Please note that whenever you want to adjust these settings, you need to activate the "Show Wireframe™" box
first.

Current Layer or All Layers

The subdivision settings can be different for individual layers, but if you want to set them at once, you can do so by
activating the Affect All Layers box at the bottom of this panel.

Area Drop-down List

The Area drop-down list is used to determine if the bone drives the image in accordance with the mask you created, or
ignores the mask but influences the entire image.
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This feature can also solve the issue of loading a masked file (PNG) that cuts out with disconnected parts. This type of
image sometimes displays only one part, while the other parts disappear after the image is loaded into CrazyTalk
Animator.

By using the Full Image item, the entire image is under controlled, which forces the missing parts to show up.

Density, Expand and Alignment Settings
The Density, Expand and Alignment settings assist you with smoothing the image of the body parts.

Density

The Density determines the inner subdivisions of the topology for the image. The more the value , the more subtle
subdivisions are generated, which can ensure the smoothness of the innerimages of the body parts.
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Expand

When the edge of the image is cut off or jagged, increase the Expand value to offset the edge of the topology in
order to include and reveal more of the images.

In the previous section, the image file that is cut out into several parts shows only one part in CrazyTalk Animator,
but it can be fixed with the Expand slider. Moreover, it can also decrease the number of triangles deployed in the
image.

Alignment

The Alignment value subdivides the image describing the edge lines. The higher the value, the more details the
edges of the image will be depicted by the subdivision topology. It will ensure the smoothness and the original
shapes of the outline when the body part image is animated.
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Previewing Free Bone Animations (New for v3)

The bone animations of G3 characters in the Composer mode can be previewed by the IK or FK methods. You can then
use this method to adjust the structure of the bones, the pins, and the subdivision status.

1. Load animage and select to create a Free Bone Character.

2. Switch to the Composer mode and build bones for it.

3. Press down the Preview button on the Toolbar.
I £ x| ¥ |00

4. Select any one bone and rotate the bone to view the animation results. (This is the so-called FK method).
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6. Drag the bone to view the animation result.

7. Press up the Preview button.
8. The bone will restore its initial status.
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Replacing Characters (New for v3)

In CrazyTalk Animator, you can always replace characters with another one by drag and dropping the desired one onto the
existing one. However, there are some regulations for replacing characters.

Replacing an Existing Character

If you wish to replace an existing character without removing the animations that you already set, then just follow the
steps below:

1. In Stage Mode, select the character that will be replaced.

' .

: (& .
1 - +
| ® » |

2. Change to Actor >> Character library.
3. Drag the desired template from the library and drop it onto the selected character.

@

Note:

You may create a character with the advanced method. For more information please refer to the Changing Parts of a
Character section.
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Character Replacement Regulations

The replacing regulations are divided into two aspects; character and head / body (body parts included).
For the ease of reading, CrazyTalk Animator will be described as CTA in the following tables.

Character Replacement Table (for CTA V2)

G1 Character G2 Character
G1 Character \Y Vv
G2 Character \Y Vv

Character Replacement Table (for CTA V3)

G1 Character G2 Character G3 Character

G1 Character vV vV X
(add new char-
acter)
G2 Character V V X
(add new char-
acter)
G3 Character X X X
(add new char- (add new char- (add new char-
acter) acter) acter)

Head / Body Replacement Table (for CTA V2)

G1 Head G2 Head G2 Body
G1 Character V \Y \Y
G2 Character V \Y \Y

Head / Body Replacement Table (for CTA V3)

G1 Head G2 Head G1 G2
Body Body
G1 Character \Y; \Y/ \Y; \Y;
G2 Character \Y; \Y/ \Y; \Y;
G3 Character \Y; \Y/ X X

(Head added in (Head added in
composer first) composer first)

CrazyTalk Animator 3 User Manual - 392




—=" REALLUSION®

What is the Differences between Attach
and Link?

In CrazyTalk Animator, there are two features that allow an object to be connected to another, Attach and Link. Both
these features are used in different ways.

Link Attach
Situation « Creating conveying animations for « Creating compound props
props and actors « Putting accessories onto char-
acters
Similar Behaviors o The child node inherits the parent's « The child node inherits the parent's
transform data transform data
« The child can be transformed after « The child can be transformed after
linkage attaching
Generating Keys in the o Available « Not Available
Timeline
Saving Relations in Pro- « Available o Available
jects
Multiple Objects o Supported o Supported
Saving Parent to Library « Parent-child relation is broken « Parent-child relation is saved
o Only parent is saved
Levels « Multiple levels available o Multiple levels available
« Recursive linking is forbidden « Recursive linking is forbidden
Hierarchy in Scene Man- « Nochange « Changes
ager « Child is moved under the parent
node
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Attaching Accessories to a Character

If you wish to attach the accessory to any body part, then you may use the Attach feature to do so.

Attach to Body Parts

2
1. Ibn the Composer, make sure the accessory is selected and then click the < Attach button found on the tool
ar.

The parent node of this prop is now changed to the body part you assigned.
Scene Manager €3]

e | o

Show | Lock| Bone

¥ LHand

¥ Prop
Sunglasses 02

K K [ . ]
OO OO

¥ Tail 01
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3. Move, rotate or scale the accessory to the appropriate location or size.

4. Click the = Back to Stage button to leave the composer mode and update the character.
5. When the character is in motion, the prop will move along with the character.
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Using the Attach Feature

After you create composite props with the Composer, the components, also named sprites, are all at the same level under

the root node. However, you may need to group some sprites together to have them animate at the same time. Use the
Attach feature to group them.

Attach Feature

1. Inthe Stage Mode, select a compound prop created earlier.

2. Clickthe ™ Composer button.
3. By switching to the Scene Manager panel, you will be able to see the sprites that are under the root node.

Scene Manager €3]
Q, ‘ ©
Show | Lock| MName
[l = TentStill
[l Campfire Ani

Wooden Box 02
Wood

HEEERA
[} sl ]

Fish

4. Select a sprite which is a child of another one.

2
5. Click the ¢ Attach button and pick another sprite which you want as a parent.
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6. The sprite will then be moved under the new parent.

Show | Lock| MName

[ [ ¥ Tentsti

[ O ~ Campfire Ani
M 0O Wood

=) | * Wooden Box 02
M O Fish

7. If you transform the parent, then the child will be affected as well.

Note:

« The Attach feature can only be done in the Composer Mode.

« If you need to detach the sprite, then use the Attach feature and then pick the root sprite to detach from
the new parent.

o Please refer to the sections below for more information:
» Sprite-based Project
» Sprite Transformation Animations
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Transporting an Item with Link and Unlink

When an character needs to move or transport a prop to another character, or when a prop needs to be conveyed from one
parent to another, then you use the Link or Unlink features provided in CrazyTalk Animator.

Conveying a Prop Between Characters
1. Select the prop that will be conveyed in Stage Mode.

%
2. Clickthe ¢ Link button.
3. Pick the target sprite (sprite of a character or a prop) for the prop to link to.

The hand is picked as the target.
4. Move the play head to another time frame.

Pick the other actor's hand as a link target.
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6. Play back the project and you will see the prop pass from one character's hand to another.

oy

Character Taking Transportation

1. Select a character.

2
2. Click the ¢ Link button on the tool bar.
3. Pick the transportation object as the parent of the character.

|

4. Move the play head to the time frame when the character needs to get off the transportation object. In this case,
the fish.
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6. Now when you play back the project, the character will not follow the transportation object after the specified time
frame.
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Whatis a Scene?

In a CrazyTalk Animator project, you can apply one and only one scene, which is made of a group of props. You may then

store all well-organized props and background into a single scene file. This saves a lot of time by adding and applying them
back when you need them.

The sceneinthe 3D
view

A scene with props and static back- “The scene in the 3D

ground view
The characteristics of a Scene template:

A scene template is able to include props and background.

Scenes are exclusive to each other.

You are allowed to build a custom scene by adding more props into the scene.
Props in a scene can be extracted.

If a scene must be use in a different time of day (day, night), then do not apply a background before producing a cus-
tom scene template.
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Loading a Scene from the Library

CrazyTalk Animator contains a Scene library, with templates, for quickly changing the environment of your project.

Loading a Scene from the Library
1. Select a New project.
2. In Stage Mode, go to the Scene content folder in the Scene tab of the Content Manager and apply a template.
o cometmeme  ® |
% T o | C]

= Scane Tenplise

Image Laper

Replacing a Scene

1. Open a project that already contains a scene.

I O Background Classroom 01
=) O Blackboard

M 0O Clock

) O Bulletin Board 01

M 0O Podium

M 0O Door
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3. In Stage Mode, go to the Scene content folder in the Scene tab of the Content Manager and apply a template.

Observe the Scene Manager to see the differences. The previous props under the Scene are now all replaced.

Show | Lock| MName

M [0 ¥ Scene

I O Bulletin Board 02

=) O Magnet 03

=) O Magnet 02

) O Magnet 01

[ O Bulletin 02

I O Bulletin 01 _________/

%— Student Chair_03

M O Student Desk 01
M O Student Desk 02
M 0O Student Desk 03
g 0O Bulletin 03
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Building a Custom Scene

CrazyTalk Animator is an image-based animation tool. Every prop inside is made of one or more images. You may use
various props to build up a CrazyTalk Animator scene.

Building a Scene

B
1. In Stage Mode, click the ™ Create Media button and select a prop in the panel.
Create Media ®

Please choose an import option :

‘ Q Frop ‘

‘ E Image layer ‘

‘ E Background ‘

2. Load a media file (an image in this example) and convert it into a new Prop.

Source Loaded into CrazyTalk Anim-

Image ator

The newly-added props are all under the Prop item in the Scene Manager.
Show | Lock| Bone

M [ ~ Prop
[ m Trees

3. Right-click on the prop you want to add to the scene. In the right-click menu, select the Convert to Scene fea-
ture.

Action Menu

Sprite Editor

Prop Key Editor
Convertto Scene
Remaove ObjectAnim
Delete

Timeline

4. Look at the Scene Manager, you may see that the prop is now moved under the Scene item.
Show | Lock| Bone

™ [ v Scene
[ m Trees
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Note:
« Please refer to the Adjusting the Z Values with 3D View section for more information about how to
arrange the Z-depths of props.

» You can also create props with compound sprites. Please refer to the Sprite Concept section for more
information.

Extract Props from a Scene

After you apply a scene template from the library, then you may extract the props within the scene. The props will not be
replaced during the next scene replacement.

1. Apply a scene template from the library.
e @

2. Inthe scene manager, you may see all the props within the new scene.

Show | Lock| MName

M [0 ~ Scene

M O Bulletin Board 02

M O Magnet 03

M O Magnet 02

M O Magnet 01

M O Bulletin 02

& 0O Bulen 01
%_ Student Chair 03

Student Desk 01
Student Desk 02
Student Desk 03

& & E
[ 1 ] ]

K K

Bulletin 03
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4. Choose the Convert to Prop command. The prop will be moved under the Prop item.

Show | Lock| Bone

M [0 ~ Frop

=) [1 * Scene

=) O Bulletin Board 02

) O Magnet 03
Action Menu b

™ =] Magnet 02
Sprite Editor M 0o Maanat 01
Prop Key Editor i eniChar 03

et (7 O sudentbesk o1

Remove ObjectAnimation =) || Student Desk 02
Delete =) O Student Desk 03
Timeline M 0O Bulletin 03

5. Apply another scene template. This prop will not be replaced while all the other props under the Scene will be
replaced.

Using Media with Masks

It is highly recommended for you to load media with masks (alpha channel) so that the when the media files are loaded
into CrazyTalk Animator then the unnecessary parts are filtered out. The supported file formats (with masks) are
*.png, *.tga (32 bits), *.bmp (32 bits), *.gif, *.popVideo and *.iWidget.

Without Mask

With Mask
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Adjusting the Z Values with 3D View

Even though CrazyTalk Animator is a 2D-based application, it still contains a Z depth system. Each character and prop
possesses its own Z-depth layer that determines the distance of it from the center of the project.

Using 3D View to change the Depth

1. Add characters and props to the working area.

o ....v
e
S
g
o T
S AT A A T A T

ey
e

« Drag with the right-mouse button to change the angle of the camera.
« Drag with the left-mouse button to pan the camera.
Drag the blue arrow to change the Z-depth of the selected item.

s

o P S P e Fo Yo
R S T e s
S T AP

- o
e o, ',
T T
e Tk oV ¥
o e T e
.%q,ﬁ.%%.%%b &

» Changing the depth of an object, in different time frames, may add a transform key to the timeline.
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Using the Mouse Wheel to change the Depth

1.

Use the same project.

Roll the wheel UP to increase the Z Roll the wheel DOWN to decrease the Z
value. value.

Note:

« Dragging the icon inside a selected character or prop may also change the depth.

« If you do not see a change when rolling the mouse wheel, then you need to make sure that you are in the
Perspective mode. Please refer to the Project Settings section for more information about the Per-
spective and Orthographic modes.
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Using Lock and Unlock

Since a scene is composed of one or many props - by accident you may often pick a prop that you do not want to edit. By
locking the prop down, you may still see it inside the working area but not pick it. This is very useful especially when you
already have props with ready animations.

1. Create ascene.

2. Inthe Scene Manager, expand the Scene items.
Show | Lock| MName

M [0 ~ Ador

M O Actor(1)
M [+ Scene

M O Background Living Room
M O Sofa RO2
M O Table 01
™ O Table 02
M | Window 01
M | Picture 01
M | Picture 02
M O Sofa RO1
M O Lamp

3. Activate the Lock box beside the props you do not wish to pick.

Show | Lock| MName

v Ador
Actor(1)

¥ Scene

Backaground Living Room
Sofa RO2
Table 01

Table 02
Window 01
Picture 01

Picture 02
Sofa RO1

KEKERKERKERERRE K
OO0 0D0=HOO0@O O

Lamp

Activate the Lock box beside the Scene item in order to lock all the props under that Scene entry.
4. Now the locked prop cannot be selected in the working area, unless the lock box is inactivated.

]

Click on the locked table fo only select the character.
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What is a Prop?
In CrazyTalk Animator, each prop can be composed of at least one sprite. In another words, a prop is usually a group of at
least one sprite.

The individual sprite, that forms the prop, can have more than just one element. The format of the element can be of a
image or video.

The structure concept is described in the following illustrations:

A O

A prop with a sprite containing a single media A prop with multiple sprites. Each sprite contains one or more media
file. files.

1. Prop (invisible) on the stage.
2. Sprite (invisible) in the prop.
3. Element (visible) in the sprite.

Below is another example with item structures:

* | Show |L0ck| Mame
M [O v Prop
M 0O Tree 01 Still
¥ O
M | Tree 01 Still(1)
A prop named "Woods" in the Stage Three sprites composite the "Woods" prop

Mode in
the Composer Mode

T T

Tree_03_stil Tree_03

\
s

Tree_02_still Tree_02

s

Tree_01_Still Tree_01

Each "Tree" contains one or more elements (Using Sprite Editor)
With these elements you may set keys to create an appearance-changing animation.

Note:

Please note that muti-angle props are not supported in this version yet.
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Loading Props from the Library

In CrazyTalk Animator'sStage Mode, you will find many prepared props inside the library. You may build great scenes by
applying any of these multiple props.

Loading a Prop from the Library

1. Create a new project.
2. InStage Mode, go to the Prop content folder in the Scene tab of the Content Manager and apply a template.
« If you apply the prop by drag-and-drop method,
| | Contrat Manager |
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Creating Props

Creating props inside CrazyTalk Animator will help you build fresh new scenes without needing templates from the exist-
ing libraries. You may also create hybrid scenes by adding embedded props with custom ones.

Creating Props

1. Inthe Stage Mode, click the & Create Media button.
2. Inthe Create Media panel, click the Props button.

Create Media ®

Please choose an import option :

K e |

- "
‘ |:| Image layer ‘
\. J

‘ @ Background ‘

3. Load a mediafile.

4. The media file will then be converted into a prop.
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Create a Prop by Drag and Dropping
When you want to create a Sprite Switch animation, you need to append more elements to a sprite in order to form a
prop.
A. Creating a Prop from Multiple Media
1. Select multiple media files from the source folder in Stage Mode.

By e e L__JLJKI

3

© File Edt View Favorites Tools

t 1

Hydrant.png Hydrant_01.png

Thumbs.db

2. Drag and drop into the working area of CrazyTalk Animator.
Im

e G em Favortes Took ™

3l 4

3. A new prop will be generated with a sprite containing media files.

B. Appending Media to a Sprite
1. Select a prop. Switch to the Composer mode.
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2. Select a single, or multiple image files, from the source folder.

¢ OFle  Edit Wiew Favorbes  Tools ¥ #
Stone_Gold. png Stone_Leaf.png
“ “ =
Stone_Origin.png Stone_Snow,.png
w

Drag and drop them onto the target sprite inside the working area of CrazyTalk Animator.

4. Pick the sprite and click the o Sprite Editor button in the Stage mode. Now all the media will be con-
verted into elements of the sprite.

Note:

» The elements of a sprite may be media files of different formats:
- Image: *.jpg, *.bmp, *.gif, *.png, *.tga.

o Video: *.avi, “.wmyv, *.rm, *.rmvb, *.mpg, *.mpeg, *.mpe, *.mp4, *.asf, *asx, *.wm, *.flv, *.mov,
*
.swf

» Reallusion Specific Format: *.iWidget, *.popVideo

CrazyTalk Animator 3 User Manual - 414



—
—= REALLUSION"

Creating Composite Props with the Composer
After creating props in the Stage Mode, you may use the Composer to make props contain other sprites.

Replacing a Prop

1. Prepare a project with at least one prop.

2. Select a prop for replacing and click the R Composer button.

3. Inorderto replace a prop, you will need to select it in the Composer Mode.

.

4. Apply another prop from the library. The previous prop will now be replaced.

¢
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5. Click the = Back to Stage button to update the prop.
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Creating a forest with a single tree
1. Apply a tree prop and select it in the Stage Mode.

2. Switch to the Composer Mode by clicking the Re Composer button.

3. Inthe Composer Mode, look inside the Scene Manager and you will notice that the prop only contains one
sprite.

Show | Lock | MName

M = Tree 02 Green Still

4. DO NOT select the prop. Just apply the same tree prop over and over again from the library.

Pl'ease nbte that in the Compdser mode, this step is merely borrowing the sprite from the prop library.

5. Click the = Back to Stage button to update the prop.
6. You have now created a Forest with one single prop.

Note:

« Each component of a prop is a sprite. Basically, a newly-created prop is a prop consisting of a single
sprite in which only one media file exists.

o Please refer to the sections below for more information:
o Whatis a Sprite?
« Preparing a Custom Sprite
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Modifying a Prop with the Composer

With the Composer, you may change the center of the prop, modify the transformation of each sprite in the prop, attach
sprites with each other and arrange the layer order for each sprite.

« Modifying the Sprite Transformation of a Prop

» Using the Attach Feature

» Changing the Layer Order of Sprites

» Locating the Center

« Making a Sprite-chain Prop
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Modifying Sprite Transformations of a Prop

Inside the Composer mode, you may adjust the position, the orientation and the size of each prop sprite. This may alter the
appearance of the prop. With this feature, different props with identical sprites inside, may look different due to the modi-
fications of the transform data.

1. Inthe Stage mode, select a composed prop with compound sprites.

2. Click the Re Composer button.
3. Pick one of the sprites that belong to the prop. You may then see the transform handle appear around the sprite.

4. Move, scale or rotate the sprite.

5. Repeat the steps to transform one or more sprites inside.
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6. Edit the color for each sprite. &

7. Click the = Back to Stage button to update the prop.

Note:

« The red point can be seen as the center of a sprite. Locating, rotating or scaling will be based on this point.
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Modifying Texture of Prop Sprite Elements

Pro & Pipeline

If you want to change the texture of any element in a sprite, then you need to enter the Composer Mode.
For Image-based elements, you can use any External Image Editor for editing.

Editing Textures of Image-based Elements
If you want to use an external image editor to modify an image-based element, then follow the steps below:

1. Pick aprop in the Stage Mode. Click the Fe Composer button to switch to the composer mode.

COMPOSER MODE

2. Select the prop and then click the B Launch External Image Editor button.

3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the texture opened in it
ready for advanced modifications.

T dobe ity
Image Layer Select FRler Yew Window Heb
I““‘- WD | a5 sk | i e ) @ vt
& [ 0 o 1075 a0 DA e =
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@
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4. Edit the image (In this case, the background is erased, the fish's color is adjusted and applied with special
effects) and save. The data will then be automatically transferred into CrazyTalk Animator.
@

PEN/ABTRNINAT

| G| cRphAaDD
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5. Click the Back to Stage = button to update the prop in the Stage Mode.

y<=

STAGE MODE

Note:

« Only image-based elements may be modified with an external image editor. If the element is a video or
SWEF-based, then the Launch External Image Editor button will be disabled.
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Creating Cutouts (Sprites) by using the Mask Editor (New for v3)

In CrazyTalk Animator, when you want to create layers with original image, then you need to use the editable Masks to
cut off the unnecessary parts. By defining the masking area with the default editing tools, you can quickly create a masked

image instead of using any external image editor.

Note:

You can always use your favorite external image editor to do the masking procedure if you want to.

To open the Mask Editor panel, select a character or a prop first, then switch to the Composer mode, pick a body part or
the prop image, and then click the Mask Editor button on the Toolbar.

|2 28G5 @ 8 5
You will see the Mask Editor on the screen.

Pan (Alt + Left
mouse button)

Mask Editor ®

][] [e] [o] [&]

Control Tools

Zoom Out
[ Brush (Mouse wheel
[©] K] down)
size: Zoom In (Mouse
O [s0 wheel up)
: 5] Actual Size
Hardness 0 - E - -
Strength - Fit to Window
O | 100 =
Brush
Clear | Eraser
Lasso
— Mask
Mask Color :
_ @ Select by Color
Mask Opacity :
o
Feather
| | Remove Background |
Clear

|1 Show Reference Point Inverse Mask

Brush Settings
Brush Size

Drag the slider to define the size of the currently used tool.

Brush Hardness
This value determines the feather Ie\_/el of each stroke. The higher the value, the sharper the edge of strokes.

%Jse this tool to pan and view the desired area of the
photo.

Click this button to decrease the zoom percentage.

Click this button to increase the zoom percentage.

Click this button to restore image to its original size.

& Click this button to resize image tofit it in the Preview
window.

Use this tool to paint on the photo to add to the masked
area.

Use this tool to erase any unwanted masked area.

_@ Use this tool to enclose and fill up the area, and defined
it as masked.

Use this tool to select the desired color. You can use the
Tolerance slider to determine the threshold for selecting.

Click this button to perform advanced settings to the current
mask.

Click this button to delete the current mask.

Click this button to inverse the mask area.
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Brush Strength

This value determines the strength of each stroke, it also affects the visibility of the makeups or effects. The higher
the value, the more obvious the makeup or effect of a stroke.

P

50

Select Color - Tolerance

When you switch to the Select Color tool, the Tolerance slider will be enabled. You can use it to determine the
threshold of the color similarity on the image to be selected.

Mask Settings

The mask settings only deal with the way the mask displays. They do not influence the masking result of the image.

Mask Color

You can use the color picker@ to select the color of the mask.

Mask Opacity
Use this slider to determine the opacity of the mask in order to view the original image for reference.
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Inverse Mask

Click this button to inverse the mask areas. It is very useful when the areas of the image you want to make fore-
ground are easy to be selected with the Select Color tool, while the others are complicated. You can first cover the
foreground with a mask, and then inverse the mask in order to cut out the foreground areas.

5 —Em————

Feather Settings

« Feather: You can use this feature to make the mask edge more blurry and to solve the jagged issue.

« Contract / Expand: Use this slider to determine if the unmasked areas are to be cut more or less. Contracting the
mask area can also create a body part with outlines.
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Modification with Render Style

CrazyTalk Animator provides Render Style feature for changing the color of your props, either vector-based or image
based. By setting different render styles, the entire scene composed of props can be changed to different scenarios.

* Wzl -

Please refer to the sections below for more information:

» Changing Props Render Style - Basic: For switching between different template of Render Styles.
« Changing Props Render Style - Advanced: For modifying the render styles of individual props to the templates.

« Grouping Sprites for Render Style: For creating and designing contents that are compatible with the render style fea-
ture.
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Pro & Pipeline

For each default vector-based prop, its sprites are well-grouped and is embedded with pre-defined render styles. You may
simply select the ideal style and the colors of the sprites simultaneously change.

1. Apply a default prop and switch to the composer mode.

COMPOSER MODE

2. Click the = Render Style button to open the panel.
Render Style ®
[+ Show outline Thin Heavy
O
Default Line Art Grayscale Neon
Pop Art Retro Carton Art Inverted
Silhoustte Monochrome

3. Click on either of the template to change the render style of the prop.

9

9,

Meon

Monochrome

Monochrome: This template shows the initial color of Neon: Innovative and experimental fashion style for
the prop sprites. the prop.
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4. Drag the Weight slider to determine the level of the render style effect on the prop.

%

Weight = 100 Weight = 30
(the prop color will be closer to the initial color, which
is blue)

5. You can also activate or deactivate the Show Line box to show/hide the contour line of the prop.

*

Show Line = On Show Line = Off

Note:

If you want to create custom groups of the prop's sprites, then refer to the section below for more information
(please note that the feature only supported by Pro or Pipeline version):

« Changing Props Render Style - Advanced

CrazyTalk Animator 3 User Manual - 428



~—= REALLUSION"

Pro & Pipeline

In addition to changing the prop's render style by embedded templates, you are able to manually set the render style by pre-
defined sprite groups if you are using the CrazyTalk Animator Pro or Pipeline version.

1. Apply a prop and switch to the composer mode.

COMPOSER MODE

2. Click the = Render St%lle button to open the panel § ou may optionally follow the steps in the Changing Props
Render Style - Basic section to set the character in different render style).

3. Click onthe Advance Settings button at the bottom right of the panel to show the advanced settings.

Render Style ®

[+ Show outline Thin Heavy

h
I Group Name Selection Color adjustment
GroupName | Part Name [/ Affect Al
Custom 01 Prop
imicn be Prop ] Invert Color
(Gustom 07 Frop Brightness
\Custom 08 Prop —_—— -
lOutline Prop

Contrast

ma

Hue
#:—
Saturation

o B

| Reset |

4. Select aniteminthe Body Part Selection pane.
Group Name Selection

Group Name | Part Name

\Custom 01 Prop
Custom 05 Prop
\Custom 07 Prop
Custom 08 Prop

1Outline Prop

Note:

You may also grouping the sprites for setting render style together. Please refer to the Grouping Sprites for Render
Style section for more information.
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5. Dragthe Brightness, Contrast, Hue and Saturation sliders to adjust the parts with same group name.

The initial look of the skin color. The color of the parts with same group name are sim-
ultaneously adjusted.

Note:

?Iickltfge| Resel | Reset button to reset the four sliders to the initial settings of the currently selected
emplate.

6. If you activate the Invert Color box, then the parts in the same group will be changed to the complementary color.

The initial look of the cushions color. The coloris changed to its complementary color.
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Grouping Sprites for Render Styte ...
Pipeline Only

The Render Style feature assists you to change the color of grouped sprites once and for all. You are able to group custom
poses and angles in sprites for easily adjusting their colors by the use of the Render Style.
*Please note that this feature is for the Pipeline version only.

1. Create a custom prop (in SWF format) and switch to the Composer Mode by clicking the Re Composer button.

COMPOSER MODE

2. Select the prop.

geg
3. Click the ®* Vector Grouping Tool button to open the panel.

Vector Grouping Tool ®

Group Name )
Selection : Style List: More Information
Skin01 Index Angle Part Group |

0 0 ColorBox
Skin02

1 0 ColorBox
Upper 01

2 0 ColorBox
Upper 02

3 0 ColorBox

"——-_____-_‘__‘—\-—-‘_‘—‘——-—-__—-—-—"'"'—-—‘—-“-—“

Upper 04
[ SelectSame Color | Unselected | | et |

The right pane of the editor lists the components that build up the prop in the view port.

Index | Angle | Part | Group
0 0 ColorBox
1 0 ColorBox
2 0 ColorBox
3 0 ColorBox

CrazyTalk Animator 3 User Manual - 431



—=" REALLUSION®

4. Click to select one of the component row. The selected area in the view port will be flashing.

Index | Angle | Part | Group
0 0 ColorBiosx
1 0 ColorBios

ColorBox

3 0 ColorBios

5. Select a desired group name from the left pane of the editor.

Pupil 01

Pupil 02
Eyeball
Socket
Eyelid
Brow
Custom 01
Custom 02
Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08

Outline

6. Click the Apply button at the bottom right of the editor to assign the group name to the component.

Vector Grouping Tool ®
Group Name )
Selection : Style List: More Information
Eyeball Index Angle Part Group |
0 0 ColorBiox
Socket
1 o ColorBio:x Cuztom 01

Eyelid

ColorBox

ColorBox

Custom 02

Custom 03

Custom 04

7. Repeat the same steps to assign group names to every component that is without a group name.
Index | Angle | Part | Grou

0 0 ColorBox Custom 03

1 0 ColorBox Custom 02

2 0 ColorBox Custom 01

3 0 ColorBox Outline

8. Select another component and repeat step 2 to 7 until every one is grouped.
Note:

Please note that since the SWF from Flash can be divided into two main components, Shape and Line, when you
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are doing the vector grouping procedure, DO NOT assign the "shapes" into the Outline group, because although
the color of the shapes are able to be adjusted with the real lines, they can not be turned off by deactivating the
Show Outline. Make sure you only assign "lines" to Outline group.

e doiarmr
| Custam 02
Custom 03
Custom 04
Custom 05
Custom 0B
Custom 07
Custom 08

il

9. Close the editor and open the Render Style panel by clicking the B button.
Note:
« Forthe custom object, you can only have three templates after the = Render Style button is clicked.
Render Style ®
[+ Show outline Thin Heavy
O

Q - Q
Default Caontrast Saturation

« If youwant to have ten default Render Style templates, then execute the Modify >> Toggle between G1
G2 render styles command for switching to the list with these templates.

@ Load G2 Actor Design Template-SWF...
Update Actor Multi-Fose Swf File...

@{_' Confirm Multi-angle Settings ...

&1 Actor Proportion... P

8]

Render Style... R

Toggle between G1/G2 Render Styles..

Turn to Multi-angle Character...

Body Calibration »

Face Calibration »

« Please note that you need to manually set the settings of the ten templates, including the Default one.
10. The grouped components thus can be assign with different render styles.

The outline is tured off The colors of the surfaces are adjusted (Retro style).
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Note:

Please refer to the sections below for more information:

» Changing Props Render Style - Basic
« Changing Props Render Style - Advanced
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Pro & Pipeline

Although the Render Style tool is suitable for vector-based props, you are able to use this feature to modify image-based
ones as well so that every kind of prop can be given Render Style presets.

By setting the render style presets of the image-based props in the composer, you are able to change the props to certain
designated color schemes.

1. Create an image-based prop and switch to the Composer mode.

COMPOSER MODE

2. Click the = Render Style button to open the panel.

Note:

« Normally, image-based props can only be used with the three embedded presets in the panel, Default,
Contrast and Saturation.

of liwipl e

Default Line Art Grayscale Neon

« You may optionally execute the Modify >> Toggle Between G1/G2 Render Styles command to toggle
the 10 render style presets for the image-based props.

Default Line Art Grayscale Neon
Pop Art Retro Carton Art Inverted
Silhoustte Monochrome
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3. Click onthe Advance Settings button at the bottom right of the panel to show the advanced settings.

Render Style ®
Thin Heavy
' |
iy =

Group Name Selection Color adjustment

Group Name Part Name

Image Frop
1 Invert Color

Brightness

#:-
Contrast

Hue

'#_

Saturation
o B
[*]

| Reset |

4. Because this is an image-based prop, the image of the entire prop will be automatically put into the Image group in

the Group Name Selection pane.
Group Name Selection

Group Name | Part Name

Image Prop

5. Select the prop from the Group Name Selection list.
6. Leave the Default preset unchanged to keep the original color of the prop in this preset.
7. Select the Grayscale preset. Minimize the Saturation value to turn the prop gray.

Note:

There are two boxes that allow you to quickly adjust the images of the prop simultaneously.
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« Affect Same Group: Activate this box to affect images with identical group names.

Group Name | Part Name

Image Head
Image Shoes
Image Upper Tarso
Image Lower Tarso

« Affect All: Activate this box to affect every group when you are adjusting the four slider values. This is often
used for the props that are composed of both bitmap and vector images.

Group Name | Part Name

Image Head
Image Shoes
Image Upper Tarso
Image Loweer Tarso
Skin01 Hands
Skin02 Hands
Cutline Hands

8. Select different preset and set the Brightness, ContrastHue and Saturation values to create different customized
presets for the prop.

N2

)

& N A
ﬁ‘*‘»ai_ fsod®

& ‘Imc’

Line Art Neon

Pop Art Retro

Carton Art Inverted
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Silhouette Monochrome
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Using the Attach Feature

After you create composite props with the Composer, the components, also named sprites, are all at the same level under

the root node. However, you may need to group some sprites together to have them animate at the same time. Use the
Attach feature to group them.

Attach Feature

1. Inthe Stage Mode, select a compound prop created earlier.

2. Click the Ro Composer button.
3. By switching to the Scene Manager panel, you will be able to see the sprites that are under the root node.

Scene Manager €3]
Q, ‘ ©
Show | Lock| MName
[l = TentStill
[l Campfire Ani

Wooden Box 02
Wood

HEEERA
[} sl ]

Fish

4. Select a sprite which is a child of another one.

2
5. Click the ¢  Attach button and pick another sprite which you want as a parent.
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6. The sprite will then be moved under the new parent.

Show | Lock| MName

[ [ ¥ Tentsti

[ O ~ Campfire Ani
M 0O Wood

=) | * Wooden Box 02
M O Fish

7. If you transform the parent, then the child will be affected as well.

Note:

« The Attach feature can only be done in the Composer Mode.

« If you need to detach the sprite, then use the Attach feature and then pick the root sprite to detach from
the new parent.

o Please refer to the sections below for more information:
» Sprite-based Project
» Sprite Transformation Animations
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Changing the Layer Order of Sprites

After creating a prop with multiple sprites, you may adjust the sprite layer order in a compound prop with the Composer.
You may arrange the visual logic of the prop as seen below.

Before adjustmeht After adjustment'

Changing the Layer Order

1. Select a compound prop. Click the F Composer button to enter the Composer Mode.

2. Switch tothe Scene Manager.
Show | Lock | MName

I [+ MergeRoot
M O Cake(1)
M 0O Cake(0)
M 0O ‘Cake(2)

3. Select the item for which you want to change the order.

4. Click the ¥ Move to top, Ly Move up, & Move down, and o Move to bottom buttons to re-arrange the order
of the selected item.

5. You will be able to instantly see the changes inside the working area.
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6. Repeat the steps until the look of the prop meets your visual logic.
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Locating the Center

The center (also called "Pivot") of a character or a prop decides the base for position, rotation and proportion change in the
Stage mode. You may use the Composer to locate the center of any character or prop.

Locating the Center of a Prop

1. In Stage Mode, select a prop. You will notice that the center of the prop is inside a circle.

@®

2. Click the R Composer button.
3. Select the root sprite of the prop in the Composer Mode. (The root sprite can be found in the Scene Manager)

5. Click the = Back to Stage button.
6. The center of the prop is now different. You may rotate or scale the character or prop, to see the difference.
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Locating the Center of a Sprite
1. Inthe Stage Mode, select a prop.

2. Click the Ro Composer button.
3. Select a sprite. A transform handle box will appear around the sprite.

4. The red point is in the middle, which will cause an incorrect sprite rotation.

Note:

Click the Pivot button on the Property Toolbar to show the Object Pivot panel to determine the position of
the pivot for each component object of the prop.

Object Pivot ®

Please choose area to assign
object pivot.

5. Dragthe Red Point away from its original position. This point is the center, or the pivot, of the sprite.
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6. Click the = Back to Stage button.

7. The center of the sprite will now be relocated. Select the prop, then press the hotkey K to show the Prop Key
Editor on the Property Bar. Pick the sprite and rotate it.

Note:
« Please refer to the Sprite Concept section for more information.
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Making a Sprite-Chain Prop

If you want to create a prop with chained sprites, then you can use the Attach feature found in the Composer mode.
1.

In Stage Mode, select a prop and save it into the prop library.

2. Switch to the Composer mode.

3. Search for the sprite in the library you saved in Step one. Drag and drop it into the working area twice.

Y

4. Move, rotate or scale the sprite to the appropriate position.

53’

5. Set the pivots for each sprite to the right place for correct rotation.

The hierarchy in the Scene Manager:
Show | Lock| MName

M [ v Bel)
M [ Bell(0)
M O Bell2)

CrazyTalk Animator 3 User Manual - 446



—=" REALLUSION®

6. Use the attach tool to set the sprites into a tree structure.
Show | Lock| MName

M [0 ¥ Bel)
M [ v Bell(0)
WO Bell2)

7. Change the layer order if necessary.

8. Click the = Back to Stage button to update the prop.
9. The motion of the chained prop can now be set using the Prop Key Editor (shortcut: K) on the Property Bar.

Note:

« The Attach feature can only be used in the Composer Mode.

« If you need to detach the sprite, then use the Attach feature and then pick the root sprite to detach it from the new
parent.

« Please refer to the sections below for more information:
« Sprite-based Project
« Sprite Transformation Animations
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Modification with Render Style

CrazyTalk Animator provides Render Style feature for changing the color of your characters and scene, especially for the
vector-based ones. By setting different render styles, the story can be more different and appealing with various styles.

Please refer to the sections below for more information:

» Using Assets with Render Style
« Using Mask Props
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Using Assets with Render Style

There are two kinds of embedded assets given Render Style settings and they are G2 Characters and specific Props.
You may mix using them to build a special scenario for your story.

Assets with Render Styles

If you want to apply assets with render style settings, then go to specific libraries in the Content Manager. The assets
that are given render styles are marked with RS at the top-left corner of their thumbnails:

Assets Thumbnail Location (default)
G2Char- A o Windows XP - C:\Documents and Settings\All User-
acters RS] s\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Character\G2 Character\
7\ « Windows Vista or Above - C:\User-

s\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Character\G2 Character\
Props The XXX within the paths below stands for Business Objects, Coffee Shop, Con-
ference Room, Office and Outdoor Scene).

o Windows XP: - C:\Documents and Settings\All User-
s\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Props\XXX\

o Windows Vista or Above - C:\User-
s\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Props\XXX\

Scenes o Windows XP - C:\Documents and Settings\All User-
(compact s\Documents\Reallusion\Template\CrazyTalk Animator2 Template\Scene\
props) « Windows Vista or Above: - C:\User-

s\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Scene\

Compositing Project by Using Assets with Render Style

1. Apply a scene with render style settings from the library.

2. Adding more props with render style settings if necessary.
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3. Apply one or more characters with render style settings from the library.

l—|

5. Click the ¥ Render Sﬁle button.

[+ Show outline

Heavy

F i1
h=

Qoee
2

Q9 e

Retro Carton Art Inverted

6. Pick atemplate in the panel to change the render style of the asset (in this case, the Grayscale).
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7. Select multiple objects (props and/or characters).
8. Repeat the same steps to change the render style for them.
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Setting Color Tones with Render Style

In addition to setting the Render Styles in the composer for the actor and props, you are able to set the Render Style for
Stage Mode. Changing the time of the day for the project, or even setting objects with individual colors to the same color
tone can be done by changing the Brightness, Contrast, Hue and Saturation settings. The benefit of this feature is that
you can change multiple objects together in the Stage Mode.

Note:

Please refer to the sections below for more details about setting render styles for vector-based objects:

o Characters:

« Changing Character Render Style - Advanced
o Props:

« Changing Props Render Style - Advanced

Setting the Time of a Day

The templates in the Scene or Prop library of the Content Manager are always in a basic color that represents the
objects as seen under normal lighting conditions. However, if you want to change the mood of the scene or time of day,
you can use the Render Style tool.

1. Drag and drop the scene or props from the libraries of the Content Manager.

2. Select multiple objects for the colors you want to change (in this case, every object except the sun).

3. Click the = Render Style button on the Functional Bar.
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4. Make sure the dvance Settings button is pressed down to show the complete panel.

Saturation

Render Style ®
] Show outline Thin Heavy
Default Line Art Grayscale Neon
a=
=
Group Name Selection Color adjustment
Group Name Part Name [ | Affect Al
o o [ Affect Same Group
[ Invert Color
Custom 03 Prop B
Custom 04 Proj
. Brightness
Custom 07 Prop — ma
Custom 08 Prop Contrast )
Cutline Prop (e
Hue
o B
[*]

| Reset

5. Select the Default preset in the list (because in this case, the colors of the objects are meant to be kept but
turned darker).

6. Make sure the Affect All box is activated.
Note:

Because some of the objects can be composed of multiple color shapes, you need to activate the Affect All
box so that when you adjust the color, every shape will be affected.

sstom 01 Prop
—=Custom 02 Prop
—=Custom 03 Prop
——=Custom 04 Prop
—=Custom 05 Prop
——Custom 06 Prop
——Custom 07 Prop
I == 0Outline Prop

7. Drag the Brightness slider to decrease the value.
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8. Optionally drag the Contrast slider to increase the depth sensation.

Setting the Color Tone

Since the objects in the prop and scene library are all possibly composed of different colors, when you gather them into
one single project, you may need to set a cohesive color tone for them. This can be done by adjusting the Hue and Sat-
uration values.

1. Build up a scene with multiple objects (props or scenes).

MM =

2. Select multiple objects to the colors that you want to adjust (in this case, everything but the projector and the bar

chart).
Scene Manager €3]
E ©
Show | Lock| MName
M [0 v Scene
M O Wall
M B Ceiling
M O Screen
[ O Meeting Table
&} Projector
O Chair(1)

Whiteboard A Side

] i

Line Chart
Chair(0)
Whiteboard B Side

SN E
O

‘Floor

-

3. Click the = Render Style button on the Functional Bar.
Note:

o Make sure the Advance Settings button is pressed down.
« Also, make sure the Affect All box is activated.
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4. Pick atemplate in the panel to unify the colors of the asset (in this case, the Grayscale) in advance.
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Changing Render Style for Image-based Objects

Render Styles can also be used for image-based objects (characters and props). You are thus able to quickly set the
render style with ten presets or fine-tune the objects by using the Brightness, Contrast, Hue and Saturation values
without switching to the Composer Mode.

Note:

Before you start this section, you need to apply Render Style settings to the image-based objects. Please refer to the fol-
lowing sections for more information:
o Characters:
» Setting Render Styles for Image-based Body Parts
o Props:
» Setting Render Styles for Image-based Props

Using Render Style Templates

If you have set the ten render style presets for characters or props as described in the sections listed above, then you
are able to apply these presets in the Stage Mode.

1. Apply the image-based characters or props (with Render Style settings already) to the scene.

2. Select the object (you are allowed to select multiple objects) for the colors you want to change.

3. Click the = Render Style button on the Functional Bar.
4. Choose either one of the Render Style presets to match your objects to the scenario.

Neon Inverted
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Fine-tuning the Color with Sliders
You are free to tune the color of the image objects with or without the Render Style presets applied to them.

1. Make sure the dvance Settings button is pressed down to show the complete panel.

Render Style ®
] Show outline Thin Heavy
O}
U
Default Line Art Grayscale Neon

Group Name Selection

Color adjustment

Group Name Part Name [] Affect All
e Gim [/ Affect Same Group
] Invert Color
(Custom 03 Prop
(Custom 04 P
e R Brightness
(Custom 07 Prop #:
[*]
(Custom 08 Prop Contrast -
{Outline Prop %:, mn
Hue
.
[*]

Saturation
o B
[*]

| Reset |

2. Optionally Pick a template in the panel to unify the colors of the asset in advance as describe in the previous sec-
tion (in this case, Default is chosen).

3. Deactivate the Affect All and Affect Same Group boxes in order to adjust individual items in the Group Name
Selection list.

Note:

There are two boxes that allow you to quickly adjust the images of the prop simultaneously.

» Affect Same Group: Activate this box to affect images with identical group names.

Group Name | Part Name

Image
Image
Image

Image

Head
Shoes
Upper Tarso

Lower Torso
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« Affect All: Activate this box to affect every group when you are adjusting the four slider values. This is
often used for the objects that are composed of both bitmap and vector images.

Group Name | Part Name
Image Head
Image Shoes
Image Upper Tarso
Image Loweer Tarso
Skin01 Hands
Skin02 Hands
Cutline Hands

4. Select the item with the Head part name.

Group Name | Part Name

Image Head

Image Shoes

Image Upper Torso
Image Lowver Torso
Image Hanids

5. Activate the Invert Color box so that the color is inverted to a complementary one.
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8. Adjust the Hue value (in this case, 124, to turn the onion green).
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Using Mask Props
In addition to the Render Style feature, you are able to use Mask props to put screen effects to your scene, or mix-using

the props of this type with the Render Style to specialize your story.

1. Build ascene.

g

AT -
e B8

/ /// //////////

Note:

The default path of the mask props are as listed below:

Windows XP - C:\Documents and Settings\All Users\Documents\Reallusion\Template\CrazyTalk Animator2
Template\Props\Mask\ Windows Vista or above - C:\Users\Public\Documents\Reallusion\Template\CrazyTalk
Animator2 Template\Props\Mask\

3. AdJust the z value of the prop to put screen effect to the specific part of the scene.

Z=1000

e

7
%

2y

¥4
o
4
§

4 g
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5. Layer multiple mask props and transform them if you need to add more screen effects.

W N, |

0,

Apply a vignette prop. Transform and skew it to an appropriate position.

6. You are able to change the Render Style of the objects in the scene to change the tone or the atmosphere of the pro-

| @
o

%, el

) 7

=

N
4

A\
L R
PN

DR
s
PRI

fo

;1 r?f YA
1

¥
/
H
r
4
']
g
i
]
g
i
g
i

The stores are set to Grayscale render style. The stores are set to Neon render style.
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Changing Line Width (New)
For vector-based characters or props, the line width is adjustable in order to provide different types of emphasis and style

options. Furthermore, no matter how much you zoom in/ out the character or scale any body part separately, the line width
remains at a consistent width with any scaling to avoid awkward and inconsistent outline values.

Fixing Lines for Altered Body Proportions

By the time a G2 character is created, you may occasionally change the proportion of the body parts after the angles are
completely added. However, this can cause inconsistent outline widths around the character.

The original look of the character After the body proportions are changed

1. Leave the Composer Mode.
2. Open the Project Settings panel (Ctrl + Shift + P).

Project Settings €3]
—Time Settings —Display
Animation Length : (30 frames of 1 second) Safe Area
3 [+]
Total of 2000 [+ frame o Elg
Selecttime unit - Background Settings :
O Time  ® Frame Background Colar : I:l
—Camera Settings [1 Active Image

® Perspective (Q)

Lens: ——O— mm
O Orthographic (0 )
[+ Fixed Line Width

® During Object Scale

O During Camera Zoom and Object Scale

Video: | External Files

| oK | | Cancel |

3. Activate the Fixed Line Width in the Camera Settings section.

4. Choose the During Object Scale radio button to determine that the line widths will be fixed and ignore the scal-
ing changes.
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5. Open the Render Style panel to set the ideal line width.
Render Style ®

[+ Show outline Thin Heavy

|Ihl Iﬂl Ihl IF:\\;II

Note:

Adjusting the line widths can sometimes produce inconsistent results for objects that are not scaled uniformly.

Emphasizing Objects by Designated Line Width

1. Construct a story with vector-based objects.

3. Click the Render Style button on the function tool bar.
|y aa (B0 c43% =
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4. Atthe top of the panel, activate the Line box and increase the line width value by dragging the slider in order to
emphasize them.

il 1 WA\ | [ W
The outlines of the minor objects are decreased to different levels to The outlines of the mino
increase the spatial sensation are turned off

b/ | 4

r objects

Keeping Cohesive Line Widths

In version 2.0, the line width of a character is automatically adjusted due to different z-values for each body part, which
causes inaccurate representations of the character, especially when the perspective is strong or the body parts reach
toward the camera, or if the 2D scaling is up and free form deformation features have been applied.

Incoherent Line Widths in 2.0 Version

The line widths of the body parts alter along with the z-values of themselves.

Cohesive Line Widths in 2.1 Version
In order to keep a consistent line width, you need to follow the steps below:
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1. Open the Project Settings panel (Ctrl + Shift + P).

Project Settings €3]
—Time Settings —Display
Animation Length : (30 frames of 1 second) Safe Area
3 [+]
Total of 2000 [+ frame o Elg
Selecttime unit - Background Settings :
O Time  ® Frame Background Colar : I:l
—Camera Settings [1 Active Image

® Perspective (Q)

Lens: ——O— mm
O Orthographic (0 )
[+ Fixed Line Width

® During Object Scale
O During Camera Zoom and Object Scale

Video: | External Files

| oK | | Cancel |

2. Activate the Fixed Line Width in the Camera Settings section.

3. Choose the During Camera Zoom and Object Scale radio button to determine that the line widths will be
fixed and ignore the scaling or z-value change.

4. Openthe Render Style panel to set the ideal line width.
Render Style ®

[+ Show outline Thin Heavy
)
O

‘Ihl IHI Ihl IBI!

et

The lines keep the same width even though the z-values change.
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Passing Render Styles between Objects

The Render Style feature not only quickly sets styles of any object in the scene, but also can make the entire scene or spe-
cific objects cohesive with identical render style presets. You can also pass render style data from one object to another.

Making Objects Cohesive with Prepared Render Style Settings

If the objects (characters or props) in the scene already have predefined Render Style presets, you can quickly transfer
the style to other ones in Stage Mode without opening the Render Style panel repetitively. This method is specially
suitable for the Vector-based objects.

1. Build a project in which the objects have been given render style settings.

4. Make sure the object is still selected. Click the Apply Selected Render Style button on the General Tool Bar.
I'D *® b, £, ® Opaciw:

5. Move your cursor (paint bucket) on top of a target object to select that render style.
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6. Click on another object to transfer that selected render style to another object/character.

Note:

Please note that the target object must contain the same pre-defined group names as the source object has by
using the Vector Grouping Tool panel (Pipeline version only). Please refer to the sections below for more
information:

« Grouping Sprites for Render Style - Character
« Grouping Sprites for Render Style - Prop

Quickly Defining Render Styles Presets

If the objects have 10 render style presets but are not well-defined in advance, then you may use the Apply Selected
Render Style feature to quickly define the presets without entering the Composer Mode. This method is suitable for
both vector-based orimage- based objects.

. Apply objects with pre-defined render style presets as the source.

hi

Vector-based source object Image-based source object

2. Apply other objects without pre-defined render style presets as the target.

i

Vector-based target object Image-based target object

Note:

Please make sure you have performed the procedures for these objects before the next steps.

« Vector-based Objects: The color shapes and the outlines must be determined by the Vector Grouping
Tool.
« Grouping Sprites for Render Style - Character
» Grouping Sprites for Render Style - Prop

- Image-based Objects: The object must be assigned with 10 render style presets first via the Toggle
between G1/G2 Render Styles feature.
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« Normally, image-based objects can only be given the three embedded presets in the panel,
Default, Contrast and Saturation.

of linipl Qe

Default Line Art Grayscale Neon

« You may optionally execute the Modify >> Toggle Between G1/G2 Render Styles command in
the Composer Mode to toggle the 10 render style presets for the objects.

Default Line Art Grayscale Neon
Pop Art Retro Carton Art Inverted
Silhoustte Monochrome

3. Select the source objects and open the Render Style panel.

I

The source objects are picked.

4. Pick one of the presets to change the color style of the source objects.

I

The Line Art preset is utilized.
5. Make sure the object is still selected. Click the Apply Selected Render Style button on the General Tool Bar.

I'D L4 l>|<. @0, > Dpacity:
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6. Move your cursor (paint bucket) on top of the target objects for applying the same render style.

3
-
=

7. Click on the target object to apply the render style.

'

The Line Art preset is passed to the target objects.

8. Repeat steps 4, 5 and 6 until the ten render style presets of the target objects are pastes from the source ones.

Qe

Allislsl
5l

s

7]
v 3

L
H

. l(J %{3

a

Please note that, for the Vector-based objects, if the group names between the source and target objects do
not completely match, then only the identical groups will be influenced after the Apply Selected Render Style
is performed. In the following case, the color grouped into the Custom 02 will not take any effect after the tar-
get object has been given a render style preset from the source object.
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Group

Brow

_Custom 01
Eyeball
Eyelid

Hair 03
_Lower03 [ Graup
Mouth —Skind1

Outline TSkin02

Pupil 02 rCustom 01

Shoes 03 | Custom 02

Shoes 04 ~Outline

Skin01

Skin02
_Socket

Teeth

Tongue

Upper 01
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Using Text

If you wish to display comic text when the character is talking, then simply use the text embedded inside CrazyTalk Anim-
ator.

Text Types

There are three types of texts in the library. You may use them in different scenarios.

CrazyTalk Animator

Comic Realistic Subtitle
Suitable for adding text balloons. Suitable for adding sign boards. Suitable for adding onscreen subtitles.
Using Text

1. Load or create a project.

2.

comon

fre ) .Sn!cial FX Template » Text

[hinking_2  2Thinking_2b 2

2Thinking_4 2Whisper_02 2.V
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3. Double-click on the text ior click the @ Text Editor button) and modify the text.

Thin Heavy

_O_

Tetrere

Text Replace List: |2[ Show Outline

| =] [

Text Edit :

= e 2 B
| E] =] [E]

Text Here

| Apply |

4. The modified text will now appear in the stage.
= [ ]

Note:
« The text will appear at all times, unless you are using the Visible Settings or the Opacity features to set
the text timing display.

« Use the Link and Unlink features to link the text to a character's head in order to have the text follow the
character.
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Using Text Bubbles with Serial Text Dialogs

Each text bubble can be given multiple text elements, and you are able to show each one at different times by setting the
Replace switches.

Preparing Texts

1. Load or create a project.

2. Inthe Stage Mode, apply a text bubble template.
f

3. Double-click on the text bubble (or click the @ Text Editor button) to show the Text Editor.

Text Editor ®
Text Replace List: [/ Show Outiine | T Heavy
Text Here
R
Text Edit
[ o e[ B

| [B][][U][E] 5] =

Text Here

| Apply |

4. Modify the text (words and font styles) and click the | Apply |App|y and Add
Key button.
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5. The modified text will now appear in the Text Place List and in the text bubble on the stage.

Text Editor ®
Text Replace List: [/ Show Outling | ™" Heavy
Ahem
[ L =]
Ah.em

7. Click thel A /Add Text button to add a new line of text.
8. Modify the text and then click the Apply and Add Key button again to apply the text to the text bubble.
4

Note:

« You may remove a line of words in the list by selecting it and clicking the Delele Delete
Text button.

9. Repeat step 5to 7 to add as many lines as you want. The list will contain all the lines you have entered.
Text Replace List:

Ahem...

Yesl!

Of course!!

We understand

OK!

10. Play back to view the text sequentially showing the result.
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Editing and Reusing Text Instances with Timeline

If the text elements you have set up show at improper times or the character says identical phrases more times than
once, then you may adjust the Replace keys of the text bubble within the Timeline.

1. Select the text and show the Replace track of the text bubble. You will see the switches you have applied in the
previous sections are in the track.

® | collect clip || Transform |

Collect Clip || Transform ||:

3. Drag the switches to the appropriate time to match the timing of the character's voice.
4. If youwant to reuse the same text from the text list, you may either:
« Copy the target Replace switch and paste it to another desired time frame.

10 i
L | Collect Clip || Transform ||:

o Gotoadesired time frame, pick the text in the list and then click the Apply and Add Key button to add
another switch to the frame.

Text Replace List: E[ Show Qutline ‘ i Heayy
Ahem..

Yes!!

Of coursel!

We understand

5. These two methods add text instances to different time frames. You may then play back to see the result.
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Using Special Effects
If you wish to apply special effects to your scene, then you may use the special effects embedded in CrazyTalk Animator.

1. Prepare a project which you wish to add special effects to.

2. In Stage Mode, go to the Object content folder in the SFX tab of the Content Manager and apply a template.
Content Manager

O | special FX Template » Obje

Project

- Thunderstorrd9.Bu

Animation

« The special effects provided in the library are all looping animations in .flv format.

« Object special effects will always appear unless you use the Visible Setting or the Opacity features to set a
timing for them to display.

« Use the Link and Unlink feature to link the special effect to a character's head in order to have the effect fol-
low the character.
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Diagrams for 3D and 2D Motions

In CrazyTalk Animator, a character's motions are divided into 3D and 2D motions. However, since this product is a 2D
animation application, there is a certain workflow (different phases as described below) for converting 3D motions to 2D

ones for better 2D editing.
*Please note that it is one-way direction between these phases, you can edit the motion back and forth within a certain
phase but do not return to the previous phase for further editing.

Phase 1: Converting iMotions to 3D Motions B2

For Pipeline users, you are able to import iClone iMotions into CrazyTalk Animator Character. However, some ini-
tial refinements must be made to adjust visual flaws.

iMotion (from iClone)

®)
Angle Setting |- %\%@3 Motion Key

' !

© ©
Adding Lt
-+l Glics I+ ooping
| |
Y E)
| eed
o .|T| | Flattening iMotion
Y
gﬁ {(CrazyTalk Animator 2-ready) 30 Motion

A. Determine the initial angle for the entire iMotion.
Using the 3D Motion Key Editor to eliminate visual flaws.

B
C. Optionally loop or add more iMotions.
D. Flatten the iMotion or iMotions to merge the edit results in order to generate a re-usable 3D motion.

Note:
Please refer to the Using iMotions section for more information.
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Phase 2: Modifications for 3D Motions &

For Pipeline and Pro users, you can apply 3D Motions to CrazyTalk Animator Character. You are able to switch mul-
tiple angles in different time for the motion, modify the motions by adding motion layer keys, using the layer order keys
for body parts, set time warp for clips, change the transition curve between keys or clips and collect the entire motion
data (clip and keys) as a 2D motion for further 2D editing.

3D
30 Motion

B
®) % Motion Layer
-
| Keys

@
’ = Multi-angle

| _3D Keys

©) $ Addi ©) JY
ing .
S BE  Looping
D It
2 Transition Curyves
Time Warp ‘
@ Y \ ¢
[ [T | || [l L] Ed
""""""""""" Collecting
Flattening 30 Motion Clip to 2D Motion
v v v
‘ ’ K 20 Editing

Setting angle keys to turn the character to different angles during the 3D motion.
Use the 3D Motion Key Editor to add motion layer keys to the original motion.
Optionally loop or add more 3D motions.

You can optionally adjust the transition curve type between two motions or change the time warp curve for indi-
vidual motions.

Flatten the 3D motion if you want to merge the modifications into the 3D motion.
Merge the entire data (3D motion and keys) into a 2D motion for 2D editing.

Note:

Cow>»

mom

Please refer to the Using 3D Motions section for more information.
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Phase 3: Polishing Motions with 2D Editing Skills

For Pipeline, Pro and Standard users, you can polish modified 3D motions or 2D motions by certain skills. The skills
help you to increase the interests and drama of the animations.

3 270
& 30 and 20 Motions

¢ K 20 Editing
Y~ &
g Sprite Editor u 2D Motion
BJ i { Layer Keys
_.'I Perspective % Puppeteering

/" Transition Curve \ o115 Free Form
! Time Warp Deformation

s
) Motion >< Moving
Alignment Path

[—D Exporting Media

Use the Sprite Editor to create sprite switching animations.

Use the 2D Motion Key Editor to add motion layer keys to the original motion.

To exaggerate the spatial and dimensional sensation of the character, set the Perspective Strength.

Use the Puppeteering feature to create more custom 2D motions.

The Transition Curve between two keys or clip or the Time Warp Curve for a specific motion can be adjusted.
To distort the body parts for increasing interests, use the Free Form Deformation feature.

Use the Motion Align feature to define a specific body part for aligning two motions.

You may define the character or prop to move in certain path and direction.

Note:

IOmMmmMmOOW>»

Please refer to the Using 2D Motions section for more information.
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Principles of Animation

By mix-using the 2D-editing features provided by CrazyTalk Animator, you are able to create more interesting and
attractive animations obeying the basic principles.

Animation Prin-
ciples

Timing

Spacing
Squash and

Stretch
Anticipation

Staging

Pose to Pose

Drag, Follow
Through and
Overlapping
Action

Slow In and

Slow Out

Arcs

Secondary
Action
Exaggeration

Secondary
Action

Solid Drawing

Appeal
Weight

Descriptions

The length of time for an animation to complete.
The distance between two key poses.
The compression and extension of an object during the animation.

The animation of an opposite direction prior to the main animation, which
prepare the viewer that the latter animation is the main action.

The explicit animation that makes no ambiguity, simply see and know
what the animation is, also known as body language.

Setting the key poses, add breakdowns and then add in-betweens.
The flexibility of an object's animations, comparing to the main action.

The length of time for an animation to complete.

The path of the action; usually in smooth flow without abrupt changes of
directions.

Some animations that is secondary to the main action. The animations
can be related or irrelevant to the main actions.

Push the action even further than you think it shall be.

Some animations that is secondary to the main action. The animations
can be related or irrelevant to the main actions.

Solid drawing means a good drawing and a good drawing is mostly
determined by the poses of the character. Therefore, a solid drawing is to
give good poses for a character to convince the viewer.

A pleasing quality that makes the animation enjoyable to look at.

Make the animation feel heavy with proper weight.

CrazyTalk Animator 3 User Manual - 480

Corresponding
Feature(s)

® or ©
®+®
®+®

© or

+®+®
Applying Motions
from Library or @
@or®+®

®+ ©®or
@+
Qor®+®

®or®

or @

You may use the
combinations of the
listed features:

®90OO®
®+®

Render Style.
®+ ®or
@+ ®.



—=" REALLUSION®

Using Character Motions

In CrazyTalk Animator, the character motions are divided into two main categories: 3D Motions (dimensional) and 2D
Motions (flat).

Custom @

D | Animation Template » Mation » G2» |

| S =

=
[ 2 | [ 7J
20 | 30 |

2D 3D

]

3D Motions and 2D Motions
3D Motions

« The thumbnails of 3D motions in CrazyTalk Animator Motion Library will be marked with text, "3D".

« The 3D motions are dimensional motions. These motions are free in angles.

Character with 3D motion applied Correct performing results in else angles

« The 3D motions are from the CrazyTalk Animator Motion Library or from iClone Character Motion
Library

3D Motions (.ct3DMotion) The motions of this type are, by default, in the path below:

in CrazyTalk Animator « XP-C:\Documents and Settings\All User-
s\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Motion\Editable 3D\

« Windows Vista or Above - C:\User-
s\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Motion\Editable 3D\

3D Motions (.iMotion) from The motions of this type are, by default, in the path below:

iClone o XP-C:\Documents and Settings\All User-
s\Documents\Reallusion\Template\iClone 5 Template\iClone Tem-
plate\Motion\

« Windows Vista or Above - C:\User-
s\Public\Documents\Reallusion\Template\iClone 5 Template\iClone
Template\Motion\

*If you need to purchase additional 3D motions, then please surf the official
web site: Reallusion Motion Store
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2D Motions

« The 2D motions are flattened 3D motions. These motions are in specific and single direction and can not
change the angle after being applied to a character.

Character with 2D motion applied Changing angle is not allowed

« The 2D motions can be from the CrazyTalk Animator Motion Library (.ctMotion, default motions in
CrazyTalk Animator 2 or 1) or created by Flattening 3D Motions (.ctMotion).

2D Motions (.ctMotion)in  The motions of this type are, by default, in the path below:

CrazyTalk Animator 2 o XP-C:\Documents and Settings\All User-
s\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Motion\Flatten 2D\

« Windows Vista or Above - C:\User-
s\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Tem-
plate\Motion\Flatten 2D\

2D Motions (.ctMotion)in  The motions of this type are, by default, in the path below:

CrazyTalk Animator 1 o XP-C:\Documents and Settings\All User-
s\Documents\Reallusion\Template\CrazyTalk Animator Tem-
plate\Motion\

« Windows Vista or Above - C:\User-
s\Public\Documents\Reallusion\Template\CrazyTalk Animator Tem-
plate\Motion\

*If you need to purchase additional CrazyTalk Animator 2D motions, then
please surf the official web site: Reallusion Motion Store

« The thumbnail of 2D motions, for .ctMotion, in CrazyTalk Animator Motion Library will be marked with

text, "S" or "F".
ﬁ {é
| \
B <> 7]
The motion to the side The motion to the front

« You can easily identify flattened 2D motions by the number of degrees on the thumbnail.

The number represents the degree of the motion.
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Suitable Target Characters

2D and 3D motions are basically able to apply to any character. However, since the character can be G1 or G2, the
motion results can be different. The best suitable collaborations are as shown below:

The 3D motions are suitabl G2 characters.

ptions to the side, 15 degrees are suitable for G1 side and G2 characters.
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Importing 3D Motions for CrazyTalk Animator

If you are a CrazyTalk Animator Pipeline user, you are allowed to import 3D motions (*.iMotion) from iClone as raw 3D
motions to create re-usable and re-editable motion template, in order to expand the motion library for your characters.

These raw motions, after being imported to a CrazyTalk Animator G2 character, automatically generate the bone move-
ments, layer orders of the body parts, and sprite-replacement animations.

The Theory
After the raw 3D motions are imported, the auto-mechanism performs the following procedures:

« Generating the character's motions by the rotations and offset of the bones.

=
Y.
——

R

11!

« Setting behind the scene the sprite replacements to ensure the angles are correctly displayed (as in the illus-
tration, the right hand image is changed from angle 0 to 135).

L

o The Iayer order of the spntes on each body parts is arranged to imply the front-back relations.

t e

« The perspectives of the sprites will be changed to indicate the spatial sensations.
—>
/
(]
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Potential Issues May Encountered

Because of the automatic technique, there may be some artifacts in need of further adjustments for displaying correctly
afterward. The possible issues are:

« The body part intersections: This is caused by the bone that penetrates through the sprite that has almost the
identical z value.

« Inadequate direction of the body parts: This is caused by the differences for calculating the bone directions
from the iMotion.

]

. Rapidly component-changing of the sprites: This is caused by the sensitivity of the sprite replacement tech-
nique.

UICAROIN

« Layer flaws: This is caused by the identical z values of two connected body parts.

You may follow the steps below to fine-tune these imported iMotions; afterward, you can store and re-use them as
refined 3D motions.
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Step 1: Loading an iMotion

1. Apply a G2 character to ensure the iMotions can be performed correctly.

2. Drag and drop an iMotion onto the character from your system explorer.

& B

© File Edit View Favorites T

Thinking.iMotion

Surprisec

3. Alternatively, pick the character and execute the File >> Import Animation (Ctrl + I) command.
File Edit Create Animation Control

™ New Project Ctrl+N
= Open Project.. Ctrl+0
Save Project Ctrl+3

[¥] Save ProjectAs..  Ctrl+Shift+s

¥, Composer

Import Model... Ctrl+M

ImportAnimation...  Cirl+l

Exit Ctri+Q

4. The character will start to perform the applied 3D motion.

Because the iMotions from iClone are not completely suitable for the CrazyTalk Animator characters, you may need
to set about fixing the imperfections as described above after the iMotions are applied to a G2 character.
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Step 2: Fixing Intersection IssuesEEI=E

1. Make sure the character is selected.

2. Clickthe *® 3D Motion Kei Editor button to open the panel.

N ———~ 7 7 ————1
& = >
7 »

@R & + & D

180 225 270 315

Keying Mode :
@® Full Body
O Body Part

Finning :

[ Move @“‘B' &C‘@

| Rotate

[ Mirror
Default .

3. Optionally turn the direction of the character to define the angle of the iMotion.
4. Scrub to the time frame when there are visual flaws of the character.

i

5. Usethe dummles in the panel to select the intersected body parts.

o
il

Double click on the body part in the 3D view. Click on the body part of the dummy.

©@[F ¢ + & D
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6. Switch to the *#* Move tool and drag the green axis of the gizmo to eliminate the intersection issues.

Note:

The arrow colors of the gizmo represents the three axes: R =X; G=Y;B =Z.

Step 3: Rectifying Directions of Body PartsEIEE

1. For the inappropriate directions of the body part, select it with the dummy.
2. Switch to the Rotate tool and rotate the body part by using the rotating gizmo.

Note:

Please refer to the sections below for more information:
« Using 3D Motion Key Editor
» Fine Tuning the Actor with IK, FK

Step 4: Fixing Layer Flaws and Rapid Changing of Sprites

The layer order and the pose-changing of the sprites are automatically generated from the iMotion. However, you may
sometimes encounter the layer flaws and over-rapid changing issues. Unless you can not fix the layer issues by adjust-
ing the bones as described in the previous section, modify the issues by the steps below:
1. Open the Timeline (F3) and the Motion Track of the character.
Saul ®| [ 30 Motion |
Motion XY thinking - ransiion: L. J
2. Right click on the motion clip to pop up the right-click menu.
Saul ®| [ 30 Motion |

Motion

Cut Ctrl+X
Copy Ctrl+C
Paste Ctri+V
Delete Del

Break Ctrl+B

Flatten Motion Clip

AN MAatinn Cattinac
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3. Choose the 3D Motion Settings to open the panel.

3D Motion Settings ®
Sprite Replacement Threshold :
Insensitive Sensitive
O
[+ Layer Order
| oK | | Cancel |

4. Toalleviate the rapid changes, decrease the Sensitivity.

50O

The constantly changes of the poses of the sprite

S EWSSRE

Decrease the sensitivity to ease the changing frequency

5. Deactivate the Layer Order so that the layer order auto-calculated from the iMotion is removed; then the flaws of
the layer order (z-fighting) can be fixed.

Remove the layer order flaws by deactivating the Layer Order feature.

Note:

This box can be deactivated when the motions applied are mild such as idle motions. For the motions with
intensive and strong movements, you need to keep this feature activated because it saves a lot of time for
manually setting layer order keys.

6. Usingthe 3D Motion Key Editor for layering motion keys to the motion.

Repeat the same steps until the character's motion appears correct.
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Post Processing

After the iMotion is modified and layered with motion keys, you can confirm the adjustments or do the further 2D modi-
fications.

« If you are satisfied with the modification and you do not want to accidentally change the settings, then you may
flatten the motion clip to merge all the keys into the motion clip.

1. Open Timeline (F3) and the Motion tracks of the character.

Character ®| [ ink |[ opacty |BECKTeM| 2t
Motion @ ® Dance - Transition: Linear, Time Warp: L...
3D Angle ® |o |
3D Motion Layer @ ® |¢ o P o |
Body ® ¢ e |
Head ® ¢ o |
L Arm ® ¢ < @ |
R Arm ® ¢ P P |
LLeg ® ¢ e |
R Leg ® |+ e |
L Hand ® ¢ o o |
R Hand ® ¢ ° P |

2. Right click on the motion modified and select Flatten Motion Clip from the pop-up menu.

Character ®| [ ink |[ opacty |BEEIIM| 2t

Motion (&Y Dance - Transition: Linear, Time Warp: L...
Cut Ctrl+X I
Copy Ctri+C B A BA B |
Paste Ctrl+V
Delete Del g |
Break Ctri+B - |
Flatten Motion Clip B & |
3D Motion Settings... & el | |
Select All Clips ° |
Align 4 & |
Align Whole Clip 4 o = |
Reset Pivot

@ I |

3. The modification keys will be included into the motion clip (the angle keys are excepted). You may then
save it into the library for further use because it is a manually refined 3D motion clip.

Character ®| | unk || opacty |PEGNIEEE] character ®| [ Link |[ opacty |[JECEIEal | 2t
Motion (OYE3) Dance - Transition: Linear, Time Warp: L... T [©YE3] Flatten 3D Motion - Transition: Linear, Ti...
3D Angle ® |o o—] 3D Angle ® [« |
3D Motion Layer (&) ()¢ & PR & 3D Motion Layer &) (@) |¢ |
Body @)+ e | Body ® e |
Head ®)* o | Head ® e |
L Arm ®| ¢ ° o | L Arm ® ° |
R Arm ®| ¢ P P | R Arm ® ¢ |
LLeg @)+ e | LLeg ® e |
R Leg ®)* e | R Leg ® e |
L Hand ®|¢ ° o | L Hand ® |* |
R Hand ®| ¢ ° P | R Hand ® ¢ |
The modification keys in the timeline before The keys are merged into the motion clip after being
flattened flattened

(except the angle keys)
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« If you ever deactivate the Layer Order as described in the previous section, the auto-layer feature is turned off,
you may need to manually set layer order keys for some specific gestures of the character.

The layer of the entire left hand is move down behind the body. Set key to move the for arm back up the body.

You may then start 2D adjustments such as Sprite Animation, Transformation or Deformation. Please refer to the
Using 2D Motions section for more information.
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Using 3D Motions

If you are a CrazyTalk Animator Pipeline or Pro user, you are free to apply embedded 3D motions (*.ct3DMotion) to G2
characters.

By further editing, a CrazyTalk Animator G2 character can perform more exquisite 3D motions.

After the editing, you are able to merge the entire motion clips and modification keys into a brand new 2D motion with cer-
tain angles.

Loading an 3D Motion

1. Apply a G2 character.

Run_Happy

e

3. If necessary, then loop the motion clip (in this case, looping three times).
Walter ®| 2D Motit

Motion

3D Motion Layer @@lo. i .o |<>. o. .o. o. |<>.<> e . .o.

4. The character will start to perform the applied 3D motion.

5. Open the Timeline (F3) and the Motion track of the character.

Walter ®| | 20 Mo
Motion (OYE3) Flatten 3. Talk_01 - Tr... Talk_Happy

3D Motion Layer @@lo i @ |<>. .o. .o .o |<><> .o <

There may be already some motion layer keys within the Motion Layer track in order to refine the clip.
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6. If you want to keep the results of the keys, please right click on the clip and execute the Flatten Motion Clip to

merge the keys into the motion clip.

Motion & ®

cut Cirl+X Flatten Mation - Transition: L...
Copy Ctrl+C 3pMotion tayer @) @\le] [ [ [ [ [ [ [[[[[[[[W]]]|
Paste Ctrl+V

Delete Del

Break Ctrl+B

| Flatten Motion Clip s |

Execute the Flatten Motion The motion layer keys are merged into the clip (a new one will be added in the
Clip command. start time frame to ensure the first body gesture).

Modifying 3D Motions with 3D Motion Key Editor EXI=E

1. Make sure the character is selected.

2. Click the %o 3D Motion Kei Editor button to open the panel.
e :

180 225 270 315

Keying Mode :
@® Full Body
O Body Part .

Finning :

D Move “A Q“
| Rotate

[ Mirror
& &

3. Optionally turn the direction of the character to define the angle of the 3D motion.

CrazyTalk Animator 3 User Manual - 493




—=" REALLUSION®

4. Scrub to the time frame when you want to add motion layer key (in this case, the end frame of the motion).

L ]
5. Toadjust the directions of a body part, select the body part with the dummy in the panel.

S
AL

6. Switch to the © Rotate tool and rotate the body part by using the rotating gizmo.

»

Rotate the neck to triggers the upper body to rotate along (FK method).

Note:
The colors of the gizmo represents the three axes: R =X; G =Y; B =Z.

7. Go tothe time frame when you want to set another motion layer key (in this case, the start frame of the motion).
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8. Switchtothe ¥ Moving tool and drag the three axes of the gizmo to offset the bone.

Drag to move the hand up (IK method).
Note:

Please refer to the sections below for more information:
» Using 3D Motion Key Editor
« Fine Tuning the Actor with IK, FK

9. Play back to view the tweening results caused by the two motion layer keys.

Creating 2D Motions with Specific Angle &

After the refinements are done, you can convert the motion clips and the keys into 2D motions (*.ctMotion) with spe-
cific angle so that you can do the further 2D modifications.

1. Open the Timeline (F3) and the Collect Clip and Motion tracks of the character.
Walter ® [ 20
Collect Clip ®
Mation (@3] Flatten 3D Motion - Transition: L...

3D Angle ® o '
3D Motion Layer (& &) |+ |

2. Drag within the Collect Clip track to determine a range for exporting an angular 2D motion.
Walter ® L 20

Collect Clip ®

Mation ® @

3D Angle ®

3D Motion Layer (&) &)
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3. Right click within the range and execute the Export command.

4.

(€33l Collect Clip | 3D Motion [l

: Export Q

Clip ®
Insert Frame
Delete Range

Export 30 Motion
Export Facial Motion
Export Perform

You wi

Il be prompted to set a location for saving this new 2D motion clip with the keys (including the Angle keys)

merged into it.

Note:

Goewor L

¢ OFle  Edt Wiew F ¥

If you execute the Export command, then the keys within the Angle and Motion tracks will be flatten
and merged into the clip. You CAN NOT edit the keys after applying the new clip again.

I
= %M_Run_hapw_o - T i Line:
[o—T% =
i & & %

On the contrary, if you execute the Export 3D Motion command, then the keys will not be flattened and
merged, you are able to apply and edit the clip afterward.

[T 1%
& & &

e

PSDI o o o

Apply the new 2D motion back for further 2D editing, such as Sprite Animation, Transformation or Deform-

ation.
Note:

A 2D motion is gray while a 3D one is light blue.
Please refer to the Using 2D Motions section for more information.
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Using 2D Motions

If you are a CrazyTalk Animator Pipeline, Pro, or Standard user, you are free to apply embedded 2D motions (*.ctMo-
tion) to G1 and G2 characters.

By further editing with 2D Motion Key Editor, character can perform dramatic body transformation or distortion anim-
ations.

Loading an 2D Motion
1. Apply a G1 or G2 character.

2. Apply a 2D motion from the library.

L

Walk_Happy

>

SFX

Walk_Male

Note:

Please note that not all 2D motions are suitable for G1 characters. Please refer to the Using Character Motions
section for more information.

3. The character will start to perform the applied 2D motion.
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Modifying 2D Motions with 2D Motion Key Editor

1. Make sure the character is selected.

2. Click the # 2D Motion Key Editor button to open the panel.

2D Motion Key Editor ®

e T

| Resetal || DefautPose |

3. Switch to the Pose tab and select a target body part.

4. Gotoatime frame (in this case, the frame the character bends down). Use the manipulator on the working area to
quickly set a pose (motion layer key) for the character.

Note:

Please refer to the Using Pose Mode - FK and IK section for more information.

5. Go to the time frame when you want to set another motion layer key (in this case, the frame the character jumps
high).
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6. Switch to the Body tab and adjust the transformation of a body part.

Note:

Please refer to the Using Body Transform - Transform any Body Parts section for more information.

7. Switch to the Deform tab to deform the body parts of the character.

Note:

Please refer to the Deforming Body Parts to Dramatize 2D Motions section for more information.

8. Play back to view the tweening results caused by the Motion Layer and Deform keys.

il

Note:

Please note that you shall NEVER go back to do the 3D editing after these 2D modifications are done because
the 2D editing results may be destroyed and the final animations can be unexpected.
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Transforming inside the Working Area

When you wish to set transform keys for a character or a prop inside the working area, then just use the Mouse Dragging
and Transform Tool methods.

Mouse Dragging
After you select a character or a prop, a transforming handle box will automatically appear.

Click and Drag with the left-mouse button on a different area in order to perform different transformations. A transform
key will then be added:

« Dragging inside of the box: Moving in the working area.

« Dragging on the icon @: Moving on the Z axis.
» Dragging outside of the box: Rotating the character or the prop.

R AL LS LS TLISSASLERY,
V7 ﬁ ()

&

o

AR AR AR AR R AR AR AR RS R,

Q;\

.}\\.\\\\\\\\\.\\\.\\\.\\\.\\\.\\\.\

&3,
ST P r

« Dragging the four side-points: Resizing the character or the prop.

« Dragging the four corner-points: Resizing the character or the prop while keeping the same aspect ratio.
Please note that the four corer-points proportionally scale the element while the points on the sides do a non-pro-
portional scale.

o) G

P e

&
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Transform Tool

If you need to set transform keys with an exact value, simply select a character or prop and adjust the parameters via
the Property Bar.

Iggg xloo [ vjoo B z[oo ] wlwoo = uwo B rRle B W v |0

o X, Y, Z: Enter these values to decide the location of the character or the prop.
« W, H: Enter these values to decide the Width and the Height of the character or the prop.

« ™ Lock/Unlock Ratio: Press this button to toggle the Keep Aspect Ratio on/off.
« R: Entervalue to decide the orientation of the character or the prop.

o/

« Switch between the and ¥ buttons to change the path from curve to a straight line.

0
. - Zero Key: Press this button to set a neutral transform key (0 value) to each numerical field in the panel.
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Creating a Path Animation

Once you create a character or a prop, you may then create a path for it. When you playback the project, the character or
prop will then move along the path you set.

Creating a Transform Path

1. Select a character or a prop (character in this example) in the Stage Mode. By default, CrazyTalk Animator
switches to the Transform mode as soon as you select a character or a prop.

2. Go to another time frame.

L
4

3. Setakey by transforming inside the working area. A green path automatically forms.

4.

5. Play back the project to see the result.
Note:

« Each sprite in a prop can also have its own animation. Please refer to the Sprite Transformation Anim-
ations section for more information.
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Editing the Path Shape
Once the path is created, you may need to edit it.

1. Goto another time frame. Move, scale or rotate the prop away in order to generate a new transform key.

2. Repeat Step 1 to add more points to the path.

3. Drag a point on the path, but away from its current location. The line between the two key points will be auto-
matically modified.

4. Show Property Bar on the working area.

Iﬁ xloo [ vjoo [ zloo B wlweo B e Hjwooe Hre B W v |0

5. Switch betweenthe ™ and ¥ buttons to change the path from a curve to a straight line.

Linear
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Collaborating Body Motions and Transform Paths

When you have a character in motion, then it will stay 'in Situ’ (at the same location). If you want the character to move
around, then you need to combine the movements with a set path.

Side Character

1. Open a project with a side character already set walking motion.

-
. .'ﬁu?_)

é
it

2. Drag the character to a position where the walking motion starts.

.|
=
. g

.,
S

4. Play back to see the result.
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o
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Front Character

1. Open a project with a front character already set walking motion.

Front view 3D view

2. Roll the mouse wheel to set the Z depth of the character to a distance where the walking motion starts.

Front view 3D view

3. When the walking motion stops, roll the mouse wheel again to set a new Z depth to the new place where the walk-
ing motion stops. This is done in order to create a path from far to near.

Front view . ’ ‘ 3D view

4. Play back to see the result.

Note:

» Please refer to the Creating a Path Animation and Adjusting the Z values with 3D View sections for more
information.
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Sprite Animation

Sprite Animation involves two methods. You may use these two methods to create sprite transformation animations or
sprite switching animations.

« Sprite Transformation Animations

« Sprite Switch Animations

« Releasing Sprite Switches
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Sprite Transformation Animations

Since props are usually composed of a group of at least one sprite, you may imagine a prop as a container that contains one
or more sprites. The container will perform its own animations while the sprites inside of it perform their own individual anim-
ations.

Please note that this feature only supports props and not characters.

1. Select a prop (with one or more sprites) in the Stage Mode.
2. Press the hotkey K to bring up the Prop Key Editor on the Property Bar.

3. Select the target sprite in the prop.

4. Move, rotate or scale the sprite to set a transform key.

How to rotate a sprite around?: Use three keys to make a sprite turn around - 0-->179-->359 instead of 0-->180--
>359.

5. Go to another time frame and add a new transform key.
6. Repeat Steps 3 to 5, to create a transform animation for another sprite in the same prop.
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7. You may also set a path for the prop to move along. Please refer to the Creating a Path Animation section for more
information.

Note:

« The center of individual sprites can be set in the Composer. Please refer to the Locating the Center section
for more information.
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Once you have a sprite that consists of multiple media, then you may use it to create sprite switching animations. By select-
ing one of the sprite's media in different time frames, the sprite shows different appearances when played back.

Take note that this feature supports both characters and props.

Creating Sprite Switch Animations

1. In Stage Mode, click to select a character or a prop.

The Sprite Switch in the timeline will be displayed in the form shown below:
Motion ®®
Egg_s @ |

2. Clickthe ™ Sprite Editor button.

3. Goto another time frame.

The Sprite Switch in the timeline displays in the form shown below:
Motion O®
Egg_s @ |
4. Pick one of the media files in the Sprite Editor panel. A switch key is automatically set.
Please note that in this example, the picked element is an animation.

Eag empty

5. Play back the project. When it comes to the frame where the key is set, the picked file from the last step will
show.
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Since a Sprite Switch in the S sub track is a lasting status, and has the highest priority than any other switch data com-

pacted in clips, then it will be overridden by it.

CrazyTalk Animator provides the Release feature to eliminate the effect in the S sub track until another new switch is set.

It is highly recommended to refer to the Clip and Key Priority - Motion section before you read this page.

Release Key - without Motion Clip

When there is no other motion clips involves, the set of a Release key will use the First element (initial sprite status as
mentioned above) in the sprite editor.

1. Given a sprite with multiple elements.

0.l
a.:“-.

P

.
Y ind

2. Set different sprite switches in various time frames. The sprite remains the same after the last switch until the

-,

v

Upper
Torso_0_Diffuse

empky

I 8

Upper Tarso Supermanlpper

end of the project.

A 4

3. Gotothe time frame after the last switch and set a release key by clicking the Release button on the Sprite

Editor panel.

4. The sprite displays the first element since the priority of the sprite track is forced to do so in the motion track (ini-
tial sprite status).
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Release Key - with Motion Clip Containing Switch Effects

Since the S track has the highest priority, any other switch effects in a motion clip will be overridden. If you want to dis-
play the switch effects compacted in a motion clip, then you need to use the Release feature to temporarily hand out
the priority.

1. Given a sprite with multiple elements.

.

Eqgg_Open Eqgg_shell_oFff

2. Apply a motion with switch effects in it.

1

Motion O ®|.

Egg_S ® |o

3. Set sprite switches before the motion. You will see that the switch effect in the motion clip will be overridden by
the last switch in the S track.

9

+

EE——
Motion  ©®
Egg_5S L T

4. Set aRelease key at the start frame of the motion by clicking the Release button on the Sprite Editor panel.
Motion © ®F

Egg_S ® o—o—o

5. The switch effect in the motion will be kept.

F’_’
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After you apply motions to character, the layer order will be determined by auto-calculating the bone structure of the char-
acter. However, the layer order is not always fixed throughout the whole project. You may set layer keys in different time
frames by moving the body parts up or down.

1. Select a character whose leg swings. With the initial layer order; the right leg will always be behind the left leg.

2. Gotothe time frame before the character crossed legs.

=
3. Open the Layer Editor by clicking the Ly Layer Editor button.
Layer Editor ®
First select the target sprite, next choose layer order, lastly select

reference layer. You may use Ctrl {or Cmd) + mouse click to multi
selectthe source and target.

List:

| Release |

4. Select the body part of the dummy in the panel (you may hold the Ctrl key for selecting multiple body parts).

5. Click the Send to Front button.
Note:

o @Send to Front: Send selected body parts one layer above target ones.

o @Send to Back: Send selected body parts one layer below target ones.
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. ®Move to Top: Send selected body parts to the top layer.

. ¥ Move to Bottom: Send selected body parts to the bottom layer.

6. Click on the target body part above which you want to move (you may hold the Ctrl key to select multiple target body
parts).

ey

7. Go to another time frame where you need the layer order to be reset.

8. Click the Releagz Key button to remove the effect of the key. The initial layer order will now be retrieved.

9. Play the project to see the result.
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In the Changing the Layer Order of Sprites section, you are allowed to set the initial layer order for sprites in a prop.
However, you may set layer keys in different time frames.

1. Use the Composer to create a composite prop with multiple sprites (In this example, yellow planet and red planet).

.
e

2. Switch back to the Stage Mode. Click the B Prop Key Editor button to set sprite animations for the red planet.
Since the initial layer order is set in the Composer, you can not make it move to the back of the yellow planet.

ﬁﬁi‘

=
3. Open the Layer Editor by clicking the Ly Layer Editor button.
Layer Editor ®

First select the target sprite, next choose layer order, lastly select
reference layer. You may use Ctrl {or Cmd) + mouse click to multi
selectthe source and target.

List:

RedPlanet

YellowFlanet

| Release |

4. Select the objects in the list (you may hold the Ctrl key for selecting multiple objects).
5. Click the Send to Back button.
Layer Editor ®
First select the target sprite, next choose layer order, lastly select

reference layer. You may use Ctrl {or Cmd) + mouse click to multi
selectthe source and target.

Ust: ] (o] [#] (]

YellowPlanet *
RedPlanet

| Release

Note:

. @Send to Front: Send selected objects one layer above target ones.

. @Send to Back: Send selected objects one layer below target ones.
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. ®poveto Top: Send selected objects to the top layer.

. % Move to Bottom: Send selected objects to the bottom layer.

6. Click on the target objects above which you want to move (you may hold the Ctrl key to select multiple target
objects).

7. Goto another time frame where you need the layer order to be reset.

8. Click the [~/ Release Key button to remove the effect of the key. The initial layer order will now be retrieved.

9. Play the project to see the result.

Note:
If you observe this composite prop in the 3D viewer, you will see that the animation plays on a flat board.

CrazyTalk Animator 3 User Manual - 515



—=" REALLUSION

CrazyTalk Animator supports setting layer keys for characters and props. The layer order can be adjusted in different time
frames to produce animations with layer flexibility.

However, after a certain number of adjustments the layer order may be different from the initial status. You may use the
Release feature to retrieve the original layer order.

It is highly recommended to refer to the Clip and Key Priority - Motion section before you read this page.

Release Layer Key - without Motion Clip

1. Set apose to a characterin a time frame.

2. The hand and forearm in the layer order, as it is in the Composer Mode, are behind the head.

3. Re-arrange the layer order by setting layer keys. Please refer to the Setting Layer Keys for Characters section for
more information.
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Release Key - with Motion Clips Containing Layer Keys

Since the Layer track has the highest priority, any other layer keys in a motion clip will be overridden. If you want to
have the results of the layer keys compacted in a motion clip, then you need to use the Release feature to temporarily
hand over priority.

1. Apply a motion with re-arranged layer keys iniit.

Motion Clip...

Motion ®® r

2. Set layer keys before the motion. You will then see that the layer order in the motion clip is overridden by the last
layer key in the Layer track.

Motion  ©®
Laver ® ¢. 1 1 1
3. Set a Release key at the start frame of the motion by clicking the Release button on the Layer Tab.
Motion O®

Loyer .

4. The layer order in the motion will be kept.

R

i <
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Making a Turn by Flipping Side

When you create a back and forth motion path for a character or a prop, you may need it to face the other side at a certain
point so that it does not seem to be moving backwards. This is especially useful if you want to make vehicles or strolling
pedestrians approach the scene from a distant perspective.

1. Select a character or a prop that moves from right to left and right again along a path.

2. Once the prop reaches the middle point of the path, it will be necessary to flip the prop's facing side.

3. Drag the play head to the time frame where the character or the prop's side is supposed to turn.

4. Click the b Flip button on the tool bar. The prop will then be flipped for the rest of the path unless you flip it again.

By default, characters and props flip horizontally. You may drag down the list and click the triangle to set flip to hori-
zontal or vertical.

b4 Horizontal Flip

4 Vertical Flip
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Turning the Character with Angle Keys

Pro & Pipeline

After a G2 character has been applied with 3D motions (Pro or Pipeline version), you are able to turn the character to dif-
ferent angles while the motions is still correctly performed.

1. Move the character to set the transform path.

2. Move to the start frame of the path.
3. Apply a 3D motion to a G2 character.

A14

4. Click the %o 3D Motion Key Editor button to open the panel.

3D Motion Key Editor ®

o

a
i ?/ B

mi |
= 11
|
® w |

180 225 270 315 0 45 90 135 180

5. Move back to the start frame of the path and drag the slider under the 3D view to determine the angle of the character
(in this case, 45 degrees).
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6. Move to the time frame when the character needs to change its direction.

Note:

Always apply a motion before setting the angle key because the motion contains initial angle which will remove
any previously set angle keys.

9. Play back to view the result.

CrazyTalk Animator 3 User Manual - 520



—=" REALLUSION®

Using the Visible Setting

In CrazyTalk Animator, you can have characters, props and image layers show or hide during different time frames.
However, since each object can only have one path form (curve or line), then you may use the Visible Setting option to have
an object move with mixed path forms.

Using Visible Setting Effect to Show/Hide

As soon as you add them, effects in CrazyTalk Animator loop from the first to the last frame of the project. Soif you
need the effect to start at a specific time frame, then you need to hide it until you want it to appear.

1. Load a project, and go to the Object content folder in the SFX tab of the Content Manager.

2. Apply an effect from the library.

3. At the Start frame, select the effect and click the © visible/Invisible button. The eye button icon will then close

b ol . .
and the effect will be hidden.
4. When you need it to show up, simply click the Visible/Invisible button again to show the effect.
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Using Visible Settings to Create Combined Animation Effects

In CrazyTalk Animator, the moving path form of an object (character or prop) can only be a curve or a straight line. If
you save the object into the content library, then you may move the object with mixed path forms by using the Vis-
ible/Invisible feature.

1. If you want the character to kick the ball that is dropped from his hand, then the path of the ball can be like this:

The path from the hand to the ground is not vertical.
2. Apply the same prop from the Content Manager, it will become the second prop in the project.
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5. Gotothe start frame, hide the second prop by clicking the ® visible/Invisible button. The button will change

"™ and the second prop will now be hidden.

6. Go tothe frame where the two props superimpose each other. Click the Visible/Invisible button again to show
the second prop. Remember to select the first prop and hide it with the same method.
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Using the Opacity for Fade In and Fade Out

The Opacity setting not only decides the transparency of a character, prop orimage layer, but it can also create fade in
and fade out effects. You can create fade in and fade out effects in any project by altering the opacity values of the image
layer.

1.

Select a prop. (If you want to select an image layer, then select it from the Scene Manager)

3. Goto another time frame where you want the selected prop to fade in. Change the Opacity value of the item to 100.
Play back to see the prop gradually appear.

Opacity = 50 Opacity = 100
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Using the Mouse Cursor in the Motion Key Editor and Puppet Editor

You may use the Motion Key Editor and Puppet Editor to produce a character's facial expressions and body motions.
However, when these panels show, there are specific reaction areas for your mouse movements to take effect. The mouse
movements can be categorize into two aspects; Cross Movements and Circular Movements.

Cross Movements - Face Key Editor and Face Puppet Editor

Face Key Editor

The reaction area for the Face Key Editor is described below. You must drag across from the inside to the outside
of the area in order to control the facial features:

Face Key Editor ®
Template
' Selectand drag fcial features to edit.

Default Key * | | Detait settings

Face Puppet Editor
When you Preview or Record facial expressions, you can move the mouse cursor across the screen (outside of the
main program window) as shown below:

Circular Movements - Body Puppet Editor

When you use the Body Puppet Editor to preview or record body motions, then you use a circular mouse movement
to control.

Please notice:

« You can move in a circular pattern around the axis mark on the screen.
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Clockwise Direction
If you drag the mouse in clockwise direction, then the character motion performs forward.

by

Counterclockwise Direction
If you drag the mouse in counterclockwise direction, then the character motion performs backwards.

Partial Circular Movements

You do not need to always make a full circle around the mark to produce a complete motion. You can move back
and forth in an arc movement to puppet the character in a partial movement of the preset motion.
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Adding Voice to a Character

Each character in CrazyTalk Animator can open its mouth and speak. You may use four methods to add voices to a char-
acters.

1. Select a character.

2. Click the . a Create Script button on the Functional Tool Bar. Inside the panel you will find four different methods
for importing voices.

Create Script ®

Flease choose avoice source :
‘ . Record Voice ‘

T |

‘ E-""F, Wave File ‘

‘ E @ CrazyTalk Script ‘

3. Choose a method and click its button.
« Using the Voice Recorder
« Converting Text to Speech
« Importing Wave/MP3 Files
« Using Talking Scripts
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CrazyTalk Animator provides a sound recorder that can record voice from various audio sources. This audio can then be
used as part of a talking message and as a script to animate models. The voice recorder can record sounds from various
audio devices such as a microphones, phone lines, CD players, audio-in lines, or any other auxiliary input devices con-
nected to your PC.

To record sound, click the Record Voice button. The sound recorder menu will then open.
" Voice Recorder l\ =

Ni L | I

nputDevice: | Reattek HD Audio Input -]

Sample Rate | 44900 4z v Size: | 45t ~

| 22 kHz 16 Bits Mono, Recorded 7.60 Second(s)
| e | > ]}

| oK | | Cancel

Follow these steps to create an audio script:

1. Select the source for sound recording from the Input Device drop-down list.

Click the Record button to start recording. Recording from the specified input device will then start.

Click the Stop button to stop recording sound.

Click the Play button to play back the recording.

If you are satisfied with the results, then click the OK button. If not, then press the Record button to record again.

a s~ wbd

Note:

« The maximum length of a sound recording is 30 minutes.
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CrazyTalk Animator can also animate through text-to-speech engines. By default CTA is connected to Microsoft's TTS
(Text-to-Speech) engine, but users may incorporate their own additional engines if they wish to create their own talking
scripts.

CrazyTalk Animator supports SAPI compliant Text-to-Speech engines. CrazyTalk Animator uses the Microsoft TTS
engine as this has 19 voice characters available. If you currently only have one voice installed (default), then other voice
types are directly available from Reallusion's site http://www.reallusion.com/mtts.asp, or visit Microsoft's website.

Text to Speech Editor JP— E

Additional Voices

oice Mode volume 100 E
I | Microsoft Sam '| QO
Voice Format Pitch E

| 16kHz16BitMon0. | O
Speed 50 [4]
| . = H
I | Hear it | | | Cancel | | oK |

Follow the below steps to create an audio script:

1. Type the text in the editor window. Alternatively, you may also copy and paste text from any word processing pro-
gram.

2. Select the type of voice to be used by the model by choosing in the Voice Mode drop-down list. Various voices for
both sexes, with different settings, are available.

3. Adjust the voice by using the Volume, Pitch, and Speed sliders to achieve the desired effect. You may also enter a
number value directly into the boxes next to the sliders. You may need to experiment a little with these settings
before you get the desired results. Click the Reset button at any time to reset the sliders to their default values.

4. Click the Hear it button to play back the text.
5. Click the OK button when done.
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Importing WAVIMP3 Files

CrazyTalk Animator provides a useful feature of importing audio files and using them as the scripts to animate actors. For
instance, if you wish to animate your actor singing a song, then you may import your the song in WAV/MP3 format.

To import WAV/MP3 files, please follow the steps below:

1. Click the o Create Script button.
2. Click the Wave File button to import a speech file in PCM WAV/MP3 format.

Flease choose avoice source :

. Record Voice

"Brws

E_”_' Wave File

E@ CrazyTalk Script

3. Specify the name and location of the WAV/MP3 file by choosing in the dialog box.
4. Click the Open button to open the file. The file will then be imported and used as a script.

Note:

« The maximum length of an imported audio file is 30 minutes.
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CrazyTalk Animator provides useful features for importing script files that can be applied for both voice-overs and actor
expressions.

1. Click the i Create Script button.
2. Click the CrazyTalk Script button to import a speech file created with CrazyTalk Animator.

Flease choose avoice source :

. Record Voice

"Brws

E_”_' Wave File

E@ CrazyTalk Script

3. Click the Open button to open the file. The file will then be imported and used as a script.

Note:
Please note that CrazyTalk Scripts contain reusable and re-editable voices, lipsyncs and facial expressions.

Applying Voice Scripts
You can directly apply professional sample scripts from the library. Go to the Face content folder in the Animation tab
of the Content Manae, then dra and drop a template to an actor to apply the voice script.

vopiogioy
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Morph-based and Sprite-based Heads

There are two kinds of CrazyTalk Animator heads; Morph-based and Sprite-based head. The morph-based head is pro-
duced through the Image-fitting method while the sprite-based head is created with sprite combinations in the Composer
Mode.

When using the Face Puppet Editor or Face Key Editor to modify expressions, these two head types will react in dif-
ferent ways.

Morph-based Head Sprite-based Head

teo B
i %

b4

afllBR . A . i
Expressions are generated by driving the face muscles. Expressions are generated by switching different facial

Transitions between two keys are automatically gen- ~ feature sprites. Please refer to Face Keys and Sprite-
erated. based Heads section for more information.

There is no transition between two replacement keys.

You are allowed to define your own sprite elements from
images or videos.

Morph-based and Sprite-based Heads with Expressions

The same facial expressions can be applied to different head types. The results are the same but each delivers a dif-
ferent impression.
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Facial Clips and Keys

There are tracks relevant to the facial features of a character, including tracks of clips and tracks of keys. You may need to
know how to use them when you wish to use the timeline for authoring animations.

Voice Clip and Lip Keys

When you apply voices to characters, the lip and mouth animation will be generated automatically by CrazyTalk Anim-
ator. Any lip synching keys set manually before will be kept because of the Clip and Key Priority.

1. Set alip synching keys for a character. A new clip will be automatically generated on the Voice Clip track.
~ Voice Clip ®

Voice

Lips lﬂ

&

2. Goto some frames ahead, click the o Create Script button.
Click on one of the buttons to add a voice to the character.

Create Script ®

Flease choose avoice source :

‘ . Record Voice ‘
\ b

e |

‘ E-"'P" Wave File ‘

‘ Eg CrazyTalk Script ‘

3. The voice will be presented in a clip form inside the Voice Clip track. When the clip encounters lip-synching
keys, it will be overridden by the lip viseme shapes.

+ Voice Clip ® | Bravo_01 [IEM
Voice . ———

Lips

CrazyTalk Animator 3 User Manual - 533



—=" REALLUSION®

Facial Clips and Head, Face, Eye Keys

Facial expressions can be produced by two different data types: Facial Expression Clips and Facial Expression
Keys.

If you have already applied a facial expression clip to your character, Facial Expression Keys may override the expres-
sions from the Facial Clip. Please refer to the Clip and Key Priority section.

1. Record a facial expression clip for a character by using the Face Puppet Editor. The facial expression keys will
be automatically generated on the relevant tracks: Head, Face and Eye.

(%

@ e

d & o

o

2. Double click on the time frame (with facial expression key) to add a special facial expression key by using the
Face Key Editor. The original expressions from the Facial Clip will be overridden by the subsequently added
facial keys.
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Five Approaches to Generating Facial Expressions
There are five main methods to generating facial expressions for a character.

» Facial expressions from the Library

» Using the Sprite Editor to Switch Facial Expressions
» Using the Face Puppeteering Panel

« Using the Face Key Editor

« Utilizing the Action Menu for Expressions
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Facial Expressions from the Library

The easiest way to apply character expressions is by choosing templates from the Content Manager. To do this, simply
go to the Animation tab in the Content Manager.

Templates Containing Facial Expressions
You may apply facial expressions, from several types of motion templates, found in the library list below:
o Face

o Perform
« Action Menu

1. Select a character.

2. Double-click on the desired template (or drag and drop the template onto the character) from the Face or Perform
library.

o]

3. The character will then proceed to act out the expression.
Note:

o Eachtemplate in the Perform library contains Motion and Face (voice and expression) data. Applying a
template of this kind will have the character perform and speak with the chosen expressions on its face.

« Forusing the Action Menu templates, please refer to the Utilizing the Action Menu for Expressions sec-
tion for more information.

Looping Expression Clips
If you wish to loop an expression, but do not want to open the timeline, then use the method below:

1. Select a character.

Go to the Face or Perform content folders in the Animation tab of the Content Manager.
Apply the desired template. The character will then show the expression on its face.

Wait until the play back auto-stops, then apply the same template again.

Repeat Step 3 and 4, in order to loop the expression.

Note:

ok owbd

o Please refer to the Speed, Loop and Blending section for more information.
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The facial features of a Sprite-based head are actually sprites with one or more elements inside. By using the Sprite
Editor, you may switch to any element in a facial feature. Elements compose various expressions on the character's face.

Select a character with a Sprlte-based head.

=

2. Go to different time frame.

5

3. Click the s> Sprite Editor button.
4. Pick any facial feature. You may see all the feature elements listed in the Sprite Editor.

01 Mormal 02 Tight Close 03 Mormal Close

4

04 Sad 05 Energetic 06 Scared

\
Feature selected Elements in the Sprite Editor

5. Select one of the elements, to set a Switch to the feature.
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6. Select another feature and repeat Step 4.

= ;g:u!ll'
]
7. This way, different facial expressions can be easily composed.

]
8. Go to a different time frame and repeat the procedure to assign other expressions to the character.
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Using the Face Puppet Editor

CrazyTalk Animator combines facial animation with revolutionary, real-time puppeteering controls to empower users with
easy-to-use facial expressions commands.

» Introducing the Face Puppet Editor
« Full Face Control Puppeteering

o Solo Feature Selection Puppeteering

« Multi-Layer Recording
» Recording Blinking
» Creating Custom Puppet Profiles

CrazyTalk Animator 3 User Manual - 539



—=" REALLUSION"

Introducing the Face Puppeteering Panel

IE‘ Solo Feature Selection

Face Animation Profile :

7N
A

1 =

< )
A

@& Preview

' Head Movement
. Record

|\_/ Blend data on next recording.

1. Switch to Body Click this button to switch the panel to body puppeteering.
Puppet
2. Face Anim- Select one of the built-in profiles from the list. Each profile contains various expressions.
ation Profile

3. Full Face Con- Select one of the expressions, with pre-defined weight settings, for varying facial features.
trol
“4. Clear Selection Deselect any highlighted features.

5. Puppet Head Select this to change the rotation/tilt of the head. The changes will automatically be converted into
keys during recording.

6. Solo Feature  Select to change any desired features. The changes will automatically be converted into keys during

Selection recording.

7. Advance Adjust the weight of a feature, in detail, with movements from your input device (Mouse by default).
(Pipeline and Pro only)

8. Blend data on Activate this checkbox so that the new motions, of the selected features, are blended into existing

next recording keys after recording.

9. Preview Click this button and then press the Space bar to preview the expressions triggered by your input
(Space bar) device (Mouse by default).
Hotkey: Space bar
10. Record Click this button and then press Space bar to start recording a motion clip. Keys will be auto-
(Ctrl + Enter) matically inserted into the timeline, when you move your mouse to drive motion expressions during

the recording.
Hotkey: Ctrl + Enter
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Full Face Control Puppeteering

The Full Face control Puppeteering uses presets for puppeteering and recording expressions. If you are using a Hybrid
Head, then it is highly recommended that you use the Solo Feature Selection Puppeteering method to create facial expres-
sions.

1. Select a character and click the A Puppet Editor button.

Morph-based face Sprite-based face

2. If the Body Puppet Editor panel shows, then click the 8 Switch to Face Puppet button
Face Puppet ®
IE‘ Solo Feature Selection
Face Animation Profile : - :
bt A Y
<4 LY {L—} 55% pao | |p
'\:./j = f :/3 '\@__ :
Full Face Control :
‘ <®  Preview ‘
h Head Movement
‘ . Record ‘
: : |\_/ Blend data on next recording.
3.

Pick a desired profile from the Face Animation Profile list.

RQeveuany

4. Choose a preset in the Full Face Control list.
= 56 8

Note:

« If you are using a sprite-based face, then it is highly recommended that you select the Comic profile in order
to use the specially designed presets for sprite-based faces.

Face Animation Profile :

o N s

4 \&EY | (€3] & % dss o »
Nl \:_/ =

Full Fa*)ontrol :

« You may notice that some features in the Solo Feature Selection pane are highlighted automatically.

<®  Preview
Ere§,s the Space Bar to start previewing. (Or click the Preview‘\ Jbutton and press the Space
ar

The mouse interactive area covers the entire screen.
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6. Move your mouse to puppet. The selected face will be triggered to move with the mouse cursor. Press the Space bar
again to stop previewing.

Mouse cursor moves to the top Mouse cursor moves to the bottom
right right
. . Record ‘ i
7. Click the Record! Jbutton and press the Space bar (or press the Ctrl + Enter) to start recording

the motion as puppeteered by your mouse.

8. Once the recording stops, a clip with all the recorded expressions will be stored in the Facial Clip Track of the char-
acter.

Note:

« Click the Play button on the play bar to view the puppeteering recording results.
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Solo Feature Selection Puppeteering

When you do not wish to use puppeteering presets, and you wish to record the expressions of a single facial feature, then
you can use the Solo Feature Selection pane for puppeteering.

A

1. Select a character and click the Puppet Editor button.

Morph-based face ‘ Sprite-based face

2. If the Body Puppet Editor panel shows, then click the 3 Switch to Face Puppet button.
Face Puppet ®

IE‘ Solo Feature Selection

Face Animation Profile :

- oy T,
w2y | oy ) d

is 50 o0 ¥eEY pB& ) >

=/ = = '\L

Full Face Control :

‘ <®  Preview ‘

Head Movement
‘ . Record ‘

|\_/ Blend data on next recording.

3. Click the ©]Clear Selection button.
All the selected features will be deselected.
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4. Pick the desired facial features from the Solo Feature Selection pane.

Note:

« You may optionally select the Head features to be recorded as well.

<®  Preview
5. Press the Space Bar to start previewing. (or click the PreviewJ\ Jbutton and press the Space

bar)
The mouse interactive area covers the entire screen.

6. Move your mouse in order to puppet. The selected face will be triggered to move with the mouse cursor. Press the
Space bar again to stop previewing.

Mouse cursor moves to the top Mouse cursor moves to the bottom
right right
. ‘ . Record ‘
7. Click the Record! Jbutton and press the Space bar (Or press the Ctrl + Enter) to start record-

ing the motion as puppeteered by your mouse.
8. Once the recording stops, a clip with all the recorded expressions will be stored in the Facial Clip Track of this char-
acter.

Note:
« Click the Play button on the play bar to view the puppeteering recording results.
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Solo Feature Selection Puppeteering for Hybrid Head

If you are using a hybrid head (Jib jab head for example), and you puppeteer to create expressions with the full face con-
trol, then facial muscles around the sprite-based facial features may cause strange visual artifacts to appear.

Distorted artifac.

Deselect all the facial muscles around the sprite-based facial features (except the jaw in this case) and continue pup-
peteering.

-

2 1 ks
Deselect the muscles around the sprite.
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Multi-Layer Recording

When you follow the instructions in the Solo Feature Selection Puppeteering section, then you are generating a facial clip
expression at one time. However, you may also apply the multi-layer recording method to record the feature motions indi-
vidually.

1. Launch the Face Puppet Editor.
2. Make sure that the Blend data on next recording is activated in order to perform the multi-layer recording.
3. Goto atime frame when you want to start puppeteering.

O

624

4. Select one feature and record the puppeteering result as a clip. Please refer to the Solo Feature Selection Pup-
peteering section for more information.

Head Movement

B 1o 15 20 25

| Collect Clip || Transform || Flip
@) Puppetcip |
5. Gotothe time frame specified in step 2.

O

624

6. Click thel>’|Clear Selection button and select another facial feature in the pane.
7. Start to puppet and record the motion of this selected facial feature.

i!f Sl

5 10 15 20

T -3
| Collect Chp || Transform || Flip

El
®

®
@ I
8. When you stop recording, the motion of the selected feature will be layered into the previous facial motion clip.
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9. Repeat Steps 4 to 7 until you are satisfied with the model's expression results. Each recording will blend, layer by
layer, the effects to the motion clip.

Note:

« Click the Play button on the play bar to view the recorded puppeteering results.
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Recording Blinking

Instead of modifying the keys in the Face track, you may choose to record eye blinking directly in the motion clips.

Mouse Clicking During Recording

1. Following features can be used to control blinking.

Blink Both m
Eyes
Wy ey
Blink Left Eye m
Blink Right m
Eye
. . V\J <®  Preview ‘ ) i
2. Click the Preview. Jbutton and press the Space bar to start previewing.

3. Click your left-mouse button to blink accordingly.

R d
4. Click the Record‘\ i J button and press the Space bar to start recording, press your mouse

button whenever you want the model to blink.
5. The blinking of the eyes will be blended into the motion clip once the recording finishes.

Dragging for Blinking Speed and Duration

If you do not want the character to blink quickly, then you may use the dragging method to decide the time length for
blinks.

1. Select the same facial feature as described above.

2. Start to preview or record.

3. Dragin the dummy pane, up or down, to decide the time length for the eyes to blink. You may fully control the eye-
lids.

KA ETET

Drag to half close Drag to full close
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Creating Custom Puppet Profiles
Pro & Pipeline

You can create a unique puppet profile or modify existing profiles with the Advanced Puppet Settings. You may need to
manually adjust the weight of each feature in order to customize your own puppet control profile.

1. Click the )] Clear Selection button to deselect all features.
2. Pick the desired features in the Solo Feature Selection pane.

Select and drag facial features to edit.
' :

3. Click the =/ Advance Puppet Settings button to expand the weight pane.

4. Modify the values in the Weight column, of the corresponding feature, to specify the weight movements triggered by
your input device (mouse).

<®  Preview
5. Click thel JPreview button, press the Space bar, and move your input device (mouse by

default) to preview the movements of the selected features.
6. Repeat Steps 3 and 4 until you obtain satisfying results.
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CrazyTalk Animator integrates various key-editing panels into one single Face Key Editor. Use it to add/modify keys for
Face, Head, and Eyes tracks.

« Introducing the Face Key Editor

» Setting the Head Keys

» Setting the Face Keys

« Setting the Eye Keys

» Setting Default Key
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Introducing the Face Key Editor

Bringing up the Key Editor

The face Key editor facilitates setting or modifying keys in the Head, Face or Eyes tracks by using a more intuitive and
interactive interface. To bring up the Face Key Editor, you may:

o Click the # 2D Motion Key Editor button. If it shows the Body Key Editor, then click the & Switch to 2D
Face Key Editor button.

« Double-click on the desired key in the Head, Face or Eyes tracks to edit the existing key.
« Double-click anywhere in the Head, Face or Eyes tracks to initiate a new key.

The Face Key Editor is divided into three tabs: Facial, Template and Modify.

Facial Tab

Facial

[©] [¢]»

Face Key Editor

Template

- Select and drag facial features to edit.
| ° (O]

| Default Key

Detail Seings |

1. Clear Selection
2. Add/Modify Head Key

3. Solo Feature Selection

4. Default Key

Template Tab

Face Key Editor

Facial

Deselect all features.

Select to rotate / tilt the head.

Select to highlight the desired features and convert the changes into keys.
Click to set keys and neutralizes all adjustments made to facial features.

®

Template

Expression Style :

| 01-Happy

- |

Q

74

Q
Q

[Meutral] Happy_1 Happy_2 Happy_3
Happy_4 Happy_5 Happy_§ Happy_7
Expression :

1. Expression Style

o [100 |5 | Detail setings |
L

2. Expression

Use the drop-down list to switch to a different expression template library.
Drag the slider to decide the strength of the applied expression template.
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Modify Tab EEEEIE
*Please note that this feature is for the Pipeline and Pro versions only.

Face Key Detail Settings ®
o I

Brow Raise Inner Right Brow Raise Inner Left
& o— iy —

Brow Raise Outer Right Brow Raise Outer Left
3o o
Brow Drop Inner Right Brow Drop Inner Left
o &
Brow Drop Outer Right Brow Drop Outer Left
Brow Drop Right Brow Drop Left
£ o— 9 —
Brow Raise Right Brow Raise Left
& e— Lty o—

Brow Rotate Right Up Brow Rotate Left Up
3o — &0

— Weight

Brow Nose :

— O | 100 = — O | 100 k|
Eyes Mouth :

Expression :
100 | Reset

1. Solo Feature Strength Drag the sliders in this pane to set a key to the individual facial offset features.
2. Expression Drag the slider to decide the strength of the applied expression template.
3. Reset Click this button to reset the sliders to their initial status.
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Setting the Head Keys

Using the Face Key Editor, you can also set or modify the rotation/tilt keys of the character head.

Including the Rotation Status into a Key

1.
2.

3.

Select the Head Orientation button in the pane.

If you are using the mouse as your input device, then press and hold the left-mouse button inside the facial fea-

ture pane.

Move the mouse around, and the model will rotate its head to match the mouse movement. A head key will auto-

matically be set.

|5
Initial View

% %
Mouse Moves Left Mouse Moves Right

Including the Tilt Status into a Key

1.

Select the Head TiIting button in the pane.

If you are using the mouse as your input device, then press and hold the left-mouse button inside the facial fea-

ture pane.

Move the mouse left and right to tilt the model's head accordingly. A head key will automatically be set.

|5
Initial View

% %
Mouse moves left Mouse moves right
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Setting the Face Keys

Using the Facial Tab

1. Select the desired facial features to set keys in the pane.

2. If you are using the mouse as your input device, then press and hold the left-mouse button inside the interactive
area.

Face Key Editor ®

o

Select and drag facial features to edit.
,

v

| Default Key | | Detaisetings |

The Interactive Area
3. Dragthe mouse in the interactive area to make the changes.

Using the Template Tab

If you do not want to set an expression, one facial feature at a time; then it is recommended that you use templates.
Especially for Sprite-based faces.

1. Switch to the Template tab.
2. Select a category from the Expression Style drop-down list.

01-Happy »

EENT

02-Angry

03-Sad

04-Fear

05-Surprize

06-Sick

07-Wink

08-Others

09-Comic

3. If you are using the Sprite-Based face, then you may also select the Comic category.

09-Comic w

01-Happy

02-Angry

03-Sad

04-Fear

05-Surprize

06-Sick

07-Wink

08-Others

09-Comic

4. Inthe Template Library pane, click on the desired template.
(s2) (=Y (G2
Angry Happy Mormal
(53 (63) (=2
Sad Scare Smiley

5. Change the Expression values to adjust the strength of the applied expression.

CrazyTalk Animator 3 User Manual - 554



|
—— REALLUSION"

Using the Modify Tab &
If you use the Facial tab to set facial keys, then you are actually modifying the values of each slider in the Modify tab.
Therefore, you can use the sliders inside of this tab to fine-tune the values for each facial feature.

1. Switch to the Modify tab.
2. Drag the slider to change the value, the selected character will then change the facial expression accordingly.

t I Brow Raise Inner Right t I Brow Raise Inner Right

,t I Brow Raise Outer Right Brow Raise Outer Right
| Brow Drop Right Brow Drop Right
&3
; o—— o——
Pl ,t- I Brow Raise Right Brow Raise Right

Brows Narrow Brows Narrow

& iy -
Note:

» Please note that each template is a combination of different values from the facial feature sliders.
s Flank Raise Right

Mose Flank Raise Left

{7 P —
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Face Keys and Sprite-based Heads

Pro & Pipeline

In the Face Keys settings section, whenever you make a change a key will be added to the Face Track. This will cause the
character's facial muscles to react accordingly.

Sprite-based heads have no muscles on the face, so how do they react to face keys?

A built-in face feature template is actually a sprite that contains one or more elements. For example, one of the eyes con-
tains multiple images that represent the different expressions within the eye.

==

| =%
—

When you select the solo feature (eyelid for example) in the Facial tab and drag downwards, or apply any one template from
the Template tab:

Select and drag facial features to edit.
' :

@
@
@
<

[Meutral] Happy_1 Happy_2 Happy_3

@
@
@
@

Happy_4 Happy_5 Happy_6 Happy_7

1. You are actually changing the slider values in the Modify tab.
Eye Smile Close Right

L
Eye Blink Right s

el N

—
Eye Scare Close Right

&3

#1 Pupil Change Right

el ;

2. CrazyTalk Animator then receives the value.

3. It searches the element list of the facial feature to find if any element maps the value.

— — “er
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4. Once it finds the media that maps to the value, then it retrieves the media from the list and replaces the original ele-
ment.
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Setting the Eye Keys

Any CrazyTalk Animator actor can roll its eyes with facial animations, which is pretty cool and can contribute to a number
of realistic expressions. By changing the size of the eyeballs, the facial expression can become more dramatic.

1. Select the Eyes in the pane.
.

2. If you are using the mouse as your input device, then press and hold the left-mouse button inside the interactive area.
Face Key Editor ®

Select and drag facial features to edit.
:

v

| Default Key | | Detaisetings |

The Interactive Area

3. Dragthe mouse outside the interactive area to make the changes. The character's eyes will start to move along with
your mouse. An eye key will automatically be set.

4. If you select the Eye Scale buttons beside the eyes, you can increase or decrease the size of the eyeballs.
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Setting the Default Key

The Default Key helps you retrieve the neutral status of all facial features in a model. You may use it to set neutral keys to
all facial features or to retrieve the initial status of them.

Default Key

Setting Default Key

Each time you want to remove all facial expressions and go back to the neutral expression state, or when you want to

remove the transformation keys (rotation, location, scale) and go back to the initial status, then follow the steps below
1.

Double-click on the desired Face key (in the timeline) to bring up the Face Key Editor panel. Please note that
the key already contains offset data.

Q

2. Select any feature in the Face Key Editor and drag in the interactive area to modify the model's features.

4

3. Click the Default Key button and the offset data will be cleared. The model will then turn back to its neutral
appearance and the original key will be replaced by a neutral one.

Q
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Note:

o The Default Key feature neutralizes the keys in the Head, Face and Eye tracks inside the current frame.
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CrazyTalk Animator provides a feature for you to embed expressions into any character. Just use the right-click menu to
command the character to act any facial expression. The character can then be saved along with all the action commands.

Using the Action Menu for Expressions

1. Select a character containing an action menu with facial expressions.

Bravo

4. The character will then start the expression command.

. Wy | \-\
/

|

|

— “‘;5__ sy ..\\
/ ™) ‘,
." /%$| ,:I III

| f‘\’}g@’ :

See Also:

« Applying an Action Menu from the Library
« Defining a Custom Action Menu
« Collecting Expressions or Motion Clips
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Applying an Action Menu from the Library
The easiest way to embed an action menu to a character is through the Content Manager. You may apply, command and

then re-apply another template to have the character command various expressions, or motions, with a couple of mouse
clicks.

Applying an Action Menu

1. Select a character in the Stage Mode.

2. Click the B Action Menu button. You will only see the Action Menu Editor, in the working area.

Action Menu Editor

3. Gotothe Action Menu content folder in the Animation tab of the Content Manager. Double click, or drag and
drop, a desired action menu template from the library.

oot Uasages L]

|y — ®

o2 | Animation Termplale b Ackon Mesu® GIV

e ——
» ncaon
i e o
+ Posam
- dcaenbieny
&

o I Tee

Walee_20

4. Click the B Action Menu button.

5. You will see all the commands compacted in the template. Pick one command and the actor will start performing
accordingly.

Action Menu Editar
ldle_Marmal
ldle_Huff

ke

Run
Talk_Describe
Talk_Explain

Bye Bye
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Defining a Custom Action Menu

Instead of applying action menus from the Content Manager, you can also define your own custom action menus.

What can be Stored in an Action Menu?

An action menu can contain commands for Body Motions, Facial Expressions and even Perform files (A perform file
consists of expressions and motions).

Egypt Dance

Bravo —_—

Oh hly God

Add Commands into Action Menu

1. Select a character in the Stage Mode.

2. Click the B Action Menu button on the left-side tool bar. Alternatively, you may right-click on the character and
select the Action Menu on the right-click menu.

3. Youwill see Action Menu Editor in the working area. Click it.

Action Menu Editor
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4. Click the Add Motion button in the Action Menu panel. It is empty by default.

Action Menu ®

Action | Frame | Format

5. Browse to the template folder of CrazyTalk Animator.
The path of the template folder is:
XP: C:\Documents and Settings\All Users\Documents\Reallusion\Template\Crazy Talk Animator2 Template\
Win 7: C:\Users\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Template\

6. Load any template file from the Face, Motion or Perform folder. The formats supported are *.ctFcs, *.ctMotion,
*.ct3DMotion and *.ctPerform.

Action Menu ®
Action | Frame | Format
Egypt Dance 144 ctMotion
Bravo 151 ctFCS
Oh My God 23 ctPerfarm
L+ [ 3 J[ + J[ = |

7. Optionally repeat Step 2 to 5 until all the desired motions or facial expressions are added into the menu as a com-
mand.

Action Menu Editor
Egypt Dance
Bravo

Oh My God

8. Save this custom Action Menu into the Custom Library for re-use on any other characters.

it g L]
! Tempiate “

3| maton Cumteen+ Acton et

=
ﬁﬂ \ e
A

2\

i

Note:

« If you have created expressions, motions or perform files by Collecting Expressions or Motion Clips,
then you are also allowed to load and convert them into new commands.

CrazyTalk Animator 3 User Manual - 564



—=" REALLUSION"

Collecting Expressions or Motion Clips

Pro & Pipeline

Collecting Clips for a Character

In addition to using the templates from the Content Manager, you are also allowed to make custom clips, to apply to
any character, or define the clip as one of the commands in the action menu.
*Please note that this feature is for the Pipeline and Pro versions only.

1.

N

Select a character that already has expressions and motions.

Click the B Show Timeline button (Hotkey: F3).
Press the Collect Clip button down to show its track.

= m s, B, |e &

I = 10 15
Cherry 01 ® | Transform |
Collect Clip ®

Drag to make a range to collect the current motions or expressions into a clip.

B,  |e £| = o
E 5 10 15 - 5 N 35
| Transform ||| Flip || visible |

Right-click within the range. A menu will pop up.

2. o |e x| o

r 5 10 15 | %5 ]

RSN | Transform |[| Fiip ||
Insert Frame
Delete Range
Export
Export 30 Motion
Export Facial Motion
Export Perform

« Export: Merge and export all the keys and clips in the Sub-tracks (under the Motion main track) within the
range as a *.ctMotion file.

« Export 3D Motion: Merge and export all the keys and clips in the Motion track and Sub-tracks (under the
3D Motion Layer track) within the range as a *.ct3DMotion file.

« Export Facial Motion: Merge and export all the keys and clips in the Face Motion track and Sub-tracks
(under the Face Motion main track) within the range as a *.ctFCS file.

« Export Perform: Merge and export all the keys and clips in the Motion, Face Motion track and Sub-
tracks (under the Motion and Face Motion tracks) within the range as a *.ctPerform file.

Note:

« After you once again import the exported 2D motion clip (*.ctMotion), you will find that all the keys have
been flattened into a single clip.
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Actor 01 ® Actor 02 ®
Motion () (® | Move_Run_happy | Motion © ® | Move_Run_happy |
Layer ® A Layer ®fle ’
Body_Transform ® & Body_Transform )
Body_Sprite @l © Body_Sprite [ 15
Body_Deform ®@ | @ Body_Deform @y
L Hand_T ® ° E> L Hand_T &
L Hand_5S @ © L Hand_S (e |5
L Hand_D ®@ |+ e L Hand_D &) o

« After you once again import the exported 3D motion clip (*.ct3DMotion), you will find that all the keys
(Angle keys excluded) have been flattened into a single clip.

Watter ®| [ owoton | Walter ®| 20 woton
Motion [SYE) Toiic Transiion: Lincar,.. Motion @@W
3D Angle @ 3D Angle ® ¥

3D Motion Layer (&) ()| CRECNRE & 3D Mation Layer (&) ®| <

L Arm & |e o o e <>| L Arm ®ii¢ |

« After you once again import the exported facial motion clip (*.ctFCS), you will find that all the keys
except for those in the Voice Clip and Facial Clip tracks have been flattened into a single clip.

Watter ® Watter ®
+ Voice Clip ® [ Bravo + Voice Clip (®) | Brave |
Voice —*‘ Voice —*‘
Lips Lips 1
+ Facial Clip ® [ Bravo w Facial Clip () | Brave |
Head @ o0 @ @ <>| Head @ o0 @ @ <>|
Face @ ¢¢ ¢ ¢ ¢oo0e <><><>| Face @ ¢¢ ¢ ¢ ¢o00e <><><>|
Eye ® ¢ <>| Eye ® |+ <>|
Face Motion ® @ | Bravo Face Motion ® @ | Bravo . |
Face_Transform & | & & Face_Transform & | f
Face_Sprite ® o < Face_Sprite ® f
Face_Deform ® ¢ & & Face_Deform ® [
Mouth_T ® ¢ £ £ E> Mouth_T ® [
Mouth_S @ | @ Mouth_S @k
Mouth_D ® ¢ £ @ Mouth_D ® [

« After you once again import the exported Perform clip (*.ctPerform), you will find that all the keys except

for those in the Voice Clip and Facial Clip tracks have been flattened into a single clip under the
Motion and Face Motion main tracks respectively.
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Walter (&) [ 20 Motion | 20 Motion | Face

Motion ®®

3D Angle ® I
3D Motion Layer (&) ®)|¢ @ e <>|
L Arm @)+ < @ <>|
Layer @ e <&

Body_Transform ®@|* @ £ e
Body_Sprite @[ & | |l ® &
Body_Deform ®@|* @ £ e
RHand_T ®@|* @ @ e
R Hand_5 (3] '<> <

R Hand_D (3] &3 o . o o

+ Voice Clip ()| Brave |

Voice —*‘

Lips
w Facial Clip ® .Bravn |
Head (€3] Gt @ @ <>|
Face @) v¢ ¢ o vov00 <><><>| .
Eye ®@|* <>|
Face Mation ® @] Bravo |
Face_Transform @]+ @ e
Face_Sprite ®@|e <
Face_Deform ®
Mouth_T ®
Mouth_5 ®
Mouth_D ®
Walter ®
Motion @ @ Talk - Transition: Linear, Time Warp: Linear
3D Angle ® .

3D Motion Layer (&) &)
L Arm

Layer
Body_Transform
Body_Sprite

Body_Deform

BRI R

RHand_ T &
R Hand_S <
R Hand_D &
w Voice Clip Bravo
Voice
Lips
w Facial Clip ®
Head ®
Face e oo ¢ o vo000 <><><>| .
Eye ® ¢ <>|
Face Mation ® @ | Bravo |
Face_Transform ®@|* 'f
Face_Sprite (€3] .
Face_Deform ®@|*
Mouth_T ®@|*
Mouth_5S ®@|e
Mouth_D ®@|*
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« You may use the custom clip files with the following methods:
» Drag and drop the file onto a target character.
o Defining Custom Action Menu

Collecting Clips for Props

If you create a prop (containing single or multiple sprites) with animations, and you want to export the animation, then fol-
low the steps below:

Note:

Collecting Clip only collect the data from the Transform, Deform, Sprite Switch and Opacity track, the datain the
Transform track will not be collected.

1. Select a prop (Multiple sprites) with Sprite Transform or Sprite Switch animations.

Missle2

Missle ~
~
Bomber(0) e

/!

2. Click the B Show Timeline button (Hotkey: F3).
3. Press the Collect Clip button down to show its track.

Bomber 3) | Collect Clip TransfoEl
Collect Clip ® |
Motion O®|.

Bomber_T ® ¢

Bomber_S ® o

Missle2_T ® |+

Missle2_S ® o

Missle1l_T ® ¢

Missle1_S ® o

4. Drag to make a range to collect the current animations into a clip.
Mation @ .
Bomber_T ® e
Bomber_S ® &
Missle2_T ® e
Missle2_s @
Misslel_T ® e
Misslel_S ®
5. Right click within the range and select Export. Save it as an animation file (*.ctAnim)
Collect Clip ’ [l
Y o
Bornber_T % Paste Ctrl+/
Bomber_S ke DOelete Del
Misslez_T + Inser Frame
Misslez_5 | Delete Range
Missle1 T + | Export :
Misslel 35 i l
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Applying Animations to Props
If you have exported the animation of a prop, then you may apply this animation to any other props.

1. Select a new prop.

2. Right-click on where you want the motion to start in the prop's Motion track, and select Import to load the anim-
ation into the new prop.
Tree_03_Green ®

Motion

©® @é Cut Ctrl+X
Copy Ctrl+C
Paste Ctri+V
Delete Del
Break Ctri+B
Select All Clips
Align 4
Align Whole Clip 4
Rename

Import

Export
Time Warp
Transition Curve

3. The new prop will then start the animation.
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Eight Ways to Generating Body Movements
There are eight main methods to generating body movements for a character.

» Body Movements from the Library

« Using 3D Motion Key Editor

« Using the Sprite Editor to Switch Hand Gestures

« Runtime Setting up Pose-Switching Animations

» Using the Body Puppeteering Panel

« Using the Body Key Editor

» Utilizing the Action Menu for Body Motion

» Using Motion Key Editor for G3 Free Bone Character
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Body Movements from the Library

The easiest way to have a character move is to apply templates from the Content Manager. To do this, simply go to the
Animation tab in the Content Manager.

Templates Containing Body Motions
You may apply body motions from the templates found in the library list:
« Motion

o Perform
« Action Menu

1. Select a character.

2. Double-click on the desired template (or drag and drop the template onto the character) from the Motion or Per-
form library.

Note:

« The Motion content library is divided into two main categories: 3D Motions (dimensional) and 2D
Motions (flat). Please refer to the Using Character Motions section to distinguish the various thumbnails
of these motions.

« Eachtemplate, in the Perform libraries, contains Motion and Face (voice and expression) data. Apply-
ing a template of this type will have the character perform and speak with expressions on its face.

o Touse the Action Menu templates, please refer to the Utilizing the Action Menu for Body Motion sec-
tion for more information.

Looping Motion Clips
If you wish to loop a motion, but do not want to open the timeline, then you may use the method below:

1. Select a character.

Go to the Motion or Perform content folders in the Animation tab of the Content Manager.
Apply the desired template. The character then starts to act the motion.

Wait until the play back auto-stops, then apply the same template again.

Repeat Step 3 and 4 to loop the motion.

Note:

ok wN

» Please refer to the Speed and Loop section for more information.
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Pro & Pipeline

CrazyTalk Animator meets the highest standards of human bone structure and motion editing systems. Using HumanIK
as the core character engine allows your G2 characters to have intuitive real-time IK motion control while keeping a proper

body balance. By using the 3D Motion Key Editor, you may then take the advantage of the HumanIK and add/modify
motion keys of all body parts of a character.

*Please note that this feature is for the Pipeline and Pro version only.
The 3D Motion Key Editor has two main functions:

» Producing a Custom Pose or Key-frame Motion
« Layering Motion Layer Keys to Existing Motions

Please also refer to the sections below for more information:

« Introducing the 3D Motion Key Editor
« Locking Bones
» Fine Tuning the Motions with IK, FK
o Whatis IK/FK?
« HowtoUse IK?
» HowtoUse FK?
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Introducing the Edit Motion Layer Panel

Pro & Pipeline

30 Motion Key Editor ®
B G
R
¢ | L e
) a1
—1I30 22I5 2':-‘0 3:15 6 4|5 QIO 1;35 13IO
Keying Mode :
® Full Body
" O BodyPant o
Pinning :
" [ Rotate _
(o] &
— [ Mirror
Reset i i
o ® ¢
1. 3D View The dummy in the 3D view displays the character's current 3D pose. You may Double Click on a body
part to select it.
2. 3D Tool- The 3D tools in the bar can be used to control the direction of the 3D view and move or rotate the body part.
bar Camera Tools
. 1 Home: Reset to the initial angle of the 3D view.
. J’ Zoom (Mouse wheel or Alt + Right + Left-mouse-buttons drag in 3D view): Zoom in or out the 3D
view.
. tPan (Alt + Drag in 3D view): Hover the 3D view around.
. Rotate (Alt + Right-mouse-button drag in 3D view): Rotate the 3D view around the dummy.
IK or FK Tools
. *®Move (IK): Move the selected body part (bone).
. 9 Rotate (FK): Rotate the selected body part (bone). )
3. Angle Drag the slider to'determine the angles of the G2 character. You can also add 3D angle keys by dragging to
Slider different angles in different times to turn the character.
4. Keying You may choose the radio button to determine if the chain reaction applies to only the limbs or the entire
Mode body.

o Full Body: When you move any body part, it maybe drives the torso part to move along.
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« Body Part: If you only want to move the limbs or head, then choose this radio button.

v
/

The original pose Choose Body Part and drag the Choose Full Body and drag the hand, the
of the character. hand, only the limb is influenced. entire character can be influenced and moves

along.
5. Pinning  When you are editing a body part, the locking status of other ones can be defined in this section.
Status Please refer to the Locking Bones section for more information.

6. Mirror Activate this box so that you may simultaneously adjust the same body parts from both sides.
7. Reset / Click these two buttons to retrieve pose. Please refer to the Setting Default Keys and Resetting Motion

Default Layer Keys section for more information.
8. Dummy Select one of the body parts to offset the corresponding bones.
Pane Icons:

« @: A selected body part. You may use it to lock the corresponding body part or move the body part to
offset the corresponding body part.

« ®: A free body part. Auto-update the location and orientation of the corresponding body part when
you are editing another body part.

« ©: A move-locked body part. It causes the corresponding body part not to move when you are editing
another body part.

« ©: A rotate-locked body part. It causes the corresponding body part not to rotate when you are edit-
ing another body part.

« @: Alocked body part. It causes the corresponding body part not to move nor rotate when you are
editing another body part.

o &: A quick lock. Use it to quickly lock or unlock the T and R (@ «—— @) of the corresponding body
part.

Please refer to the Locking Bones section for more information.
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Producing a Custom Pose or a Key-frame Motion

Pro & Pipeline

The Key-frame Motion is the traditional method to create motions for a character. You need to set different keys in dif-
ferent time frames. The interpolation between two keys, which is also called "transition", will also be auto-produced. It is
time consuming and the animation may need to be fine-tuned, repeatedly.

Producing a Custom Pose
1. Apply a G2 character.

2. Click the 3D Motion Kei Editor %50 button.

180 225 270 315

Keying Mode :
@® Full Body
O Body Part

Finning :

L
D Move “A &.‘
| Rotate
_

[ Mirror
)
e e
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3. Select a body part by double clicking it on the dummy in the 3D view or by simply clicking it on the dummy

graphic.

4. Set amotion key by editing different body parts with IK or FK methods in the dummy pane.

Motion ®® . N |

3D Angle @®o—o—
3D Motion Layer () ®) |+ ¢

Body @l @

Head @ @

L Arm @ ¢

R Arm @ ¢

L Leg @ ¢

R Leg @l ¢

L Hand @l ¢

R Hand @ ¢

Set a 3D motion key to the character. The 3D motion key in the timeline track.

5. Optionally drag the angle slider to change the direction of the character.

Producing a Key-frame Motion

When you are familiar with the usage of setting one 3D motion layer key in a certain time frame, you can go to another
time frame to set more keys, which can produce so-called key-frame motions. The transition between two keys will be
auto-generated.

1. Setaposeinatimeframe.

Motion ®® . N |
3D Angle [ —
3D Motion Layer () ® |+ ¢
Body @l ¢
Head @ ¢
L Arm @ ¢
R Arm @ <
L Leg @l ¢
R Leg @ ¢
L Hand @ ¢
R Hand @ ¢
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2. Inorder to auto-generate transitions between two manually set motion keys, you need to make sure the Edit >>
Motion Clip >> Clip Auto Extend is activated.

Edit
“>  Undo Cirl+Z
¥ Select
Delete Del
(0 Duplicate
%y Apply Selected Render Style
Flip 3
Link / Unlink 3
®  \isible
Opacity 3
Motion Clip » v Loop Alt+L
Smooth Deformed Object Speed Alt+5
Affected by 30 Motion...  Cri+Shift+0 Break S
£+ Project Settings... Ctrl+Shift+P 3D Motion Settings...
Preference... Ctrl+P v Clip Auto Extend
v 3D Motion Angle Alignment
v Align to Previous Elastic Motion

3. Goto another time frames and set another 3D motion layer key.

Motion O®[ [FetbemuEdiEL]
3D Motion Layer (& (&) ¢ G
@ || P11
@ [ [P
@ || P11
@ || P
L Hand @fe | [ [THT1]H
R Hand @fe | | [THT1]H
Setting another motion layer key. The motion layer key generated in the tracks. (Trans-

ition is auto-generated as well)
4. The in-between animation is automatically generated.

Key-frame animation is auto-generated.

CrazyTalk Animator 3 User Manual - 577



—=" REALLUSION®

5. You are able to right-click on the motion clip in the Motion track and select a transition curve to vary the transition
speed between two 3D motion keys.

=

r] Cut Ctr[+X__
ME

Time Warp Q j

Transition Curve <__>‘
Head ® & |2 2|
@[ [W W
@[ |W W
@[ |W W
@l [ [ W™

The Ease In curve is applied.

Note:
Please do remember that key-frame motions shall NEVER be created by mix-using the 2D and 3D keys

because the results can be unexpected. You must use the 2D-2D or 3D-3D keys to build up key-frame
motions.
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Layering Motion Keys to Existing Motions

Pro & Pipeline

Once you apply a 3D motion clip to a G2 character, you may want to fine tune the offset (position) for each bone. This can
be done via the Edit Motion Layer feature. The pose with the edited bones will be kept as a key in the 3D Motion Layer

track, and its effect will remain throughout the clip unless another key is set. The transition between the two motion layer
keys will then auto-generate.

Making an Absolute Motion Layer Key

An absolute motion layer key is for setting a 3D motion layer key that takes charge in the angle of a specific bone, and
ignores the effects of the underlying motion.

In CrazyTalk Animator, setting absolute keys can be done with a combination of 1. Removing Motions of Body Parts
and 2. Producing a Custom Pose by the 3D Motion Key Editor.

Making a Relative 3D Motion Layer Key

If you want to set a relative 3D motion key, also known as a relative key, so that the effect of the key blends into the
underlying motion, then follow the steps below:

1. Select a character that already has an applied motion.

2. Click the 3D Motion Key Editor “® button.
3. Move to the specific time where you want to overlay the offset key in the clip.

4. Select and adjust the body parts you wish to edit with the "}' or @ tools. The key will automatically be added into
the 3D Motion Layer track and be blended into the motion in the Motion track.

Motion (@IBY Flatten 3D Motion_01 - Transitio...
\ 3D Angle ® <>|-
3D Motion Layer (9) X <] <] <
Adding a 3D motion layer key for offsetting bones. The 3D motion layer keys affect the motion clip.
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Setting Default Keys and Resetting Motion Layer Keys

Pro & Pipeline

Inthe 3D Motion Key Editor, there are two buttons besides the dummy pane. They can be used for retrieving poses, but
they have different results for individual purposes.

Keying Mode :
@® Full Body
O Body Part O

Finning :

[ Move &‘
[N
| Rotate

[ Mirror
& &
Default

What is the Default Pose in CrazyTalk Animator?

Our definition of a Default Pose in CrazyTalk Animator indicates the default personality reflecting the nature of the
character. You can see it as the Default Pose when first loading the character.

The Default Pose of the embedded G2 male - Saul.

Setting Default Keys (Reset Pose Key)

When you use the 3D Motion Key Editor to modify the pose of the character, you may find it hard to initialize the char-
acter to its original pose. By clicking the Default button, you can add a motion layer key that rectifies all the offsets and
has the character stand straight in the default pose. In addition to that, if you ever right-clicked on the character and
select Remove Animation, then the character will stay in the current pose. Use the Default feature so that you can
have the character stand back to the default pose again.

1. Select a character with a motion or any pose.
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2. Right-click on the character. Then select Remove Animation from the right-click menu.

Action Menu b

Sprite Editor

FPuppet Editor »
Motion Key Editor 3
Layer Editor

Remaove Object Animation %
Delete

Timeline

3. The character will keep the current pose. You need to spend a lot of time to modify the bones to make the char-
acter act a pose similar to the default one.

4. Click the Default button in the 3D Motion Key Editor panel to save the time for modification.

5. You can click this button at any time frame to retrieve the default pose. A motion layer key will be automatically
added into the 3D Motion layer track and its sub-tracks.

Motion ®® . N |
3D Angle e
3D Motion Layer () ® |+ ¢
Body @l ¢
Head @ ¢
L Arm @ ¢
R Arm @ <
L Leg @l ¢
R Leg @ ¢
L Hand @ ¢
R Hand @ ¢

Resetting Motion Layer Keys

This feature is designed especially for the 3D Motion Layer track. Press the button to add a pose key to counteract the
3D Motion Layer effect of the previous key.

When you are modifying the pose via the 3D Motion Key Editor and are not satisfied with the results, then you may
also click this button to neutralize the data in the key and start all over again.

1. Select a character that already has an applied motion.
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2. Gotothe desired frame, set one Motion Layer key to tune the bone offsets for the Perform motion.

*

Motion © @ [ Fiaten 30 Hoton - Tranition: Liner, i |

3D Motion Layer (&) () |° & |

3. The transition will auto-generate and the motion clip will be modified with the layer key afterward.

4. If you are not satisfied with the result then you may want to reset all the offsets:
« Delete this newly added key and add a new key again.

o Click the Reset button in the 3D Motion Key Editor panel and start editing again.

The Reset button actually adds a motion layer key that gives the priority back to the underlying motion
clip.

5. Afteranew key is added, the motion after the key will be influenced.
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6. So Lo the end of the motion and click the Reset button again to retrieve the pose in the motion
ack.
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Locking Bones

Pro & Pipeline

When you are moving a specific body part with the dummy pane, you may find that the chain-reaction happens to other
body parts. This is because these body parts are connected to each other with virtual bones.

Although you can not break the bones, you may lock some body parts from the dummy pane so that when you are moving
or rotating another body part, this locked one will try not to be moved or rotated.

Lock Move

If you use the Pinning >> Move, then the corresponding body part will be pinned to where it is. So that when you move
another body part, it still remains.

1. Apply a character with a start pose. You may need the left hand and foot to be pinned when you move another
body part.

2. Inthe dummy pane, select the left hand and foot body parts and activate the Pinning >> Move box.
You may also right click on one of the body parts to quickly switch its status.

>~
@ @

= ® . ®_
N . Yo
~9a
3. Select another body part.

.
j

4. Move the corresponding body part of the body part.
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Note:
The colors of the gizmo represents the three axes: R =X; G =Y; B =Z.

5. Thelocked left hand and foot will stay where it is.

4

Lock Rotate

When an body part is moved, and you do not want another specific body part to rotate itself, then you can use the Pin-
ning >> Rotate feature.

1. Apply a character with a start pose.

2. Inthe dummy pane, select the head body part and activate the Pinning >> Rotate box.
You may also right click on one of the body parts to quickly switch its status.

et 4"
@ (1]

"\94/"
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3. Select another body part.

o

e

4. Use the gizmo to rotate the corresponding body part of the body part.

Note:

The colors of the gizmo represents the three axes: R =X; G =Y; B =Z.

5. The head tries to keep at the original angle.

Note:

« Please note that if you select any body part that is @, @, or @, then you can still move, rotate or even
puppet it because your control has higher priority than the pins.
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Fine Tuning the Motions with IK, FK

Pro & Pipeline

This section covers how to fine tune the actor with IK (Inverse Kinematics) and FK (Forward Kinematics).
What is IK/FK

How to Use IK
How to Use FK
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What is IK/IFK

Pro & Pipeline

What is IK

IK, Inverse Kinematics, refers to a process utilized in computer graphic animation. In this process, the parameters of

each articulation, in a jointed flexible object (a kinematic chain), will be automatically calculated to achieve a desired
pose, especially when the end point moves.

Basically speaking, IK is how the child node, as it moves, affects all the parents' position and orientation values.

Child node selected Offsets of all nodes in the chain gets affected

What is FK

FK, Forward Kinematics, is how the positions of particular parts of a model at a specified time are calculated from the
position and orientation, together with any information on them of an articulated model.

To sum up, FK refers to the effect on the child nodes as the parent moves or rotates.

Parent node selected Only parent's offset gets affected
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How to Use IK

Pro & Pipeline

Before you utilize IK to animate your actor, be sure that you have opened the 3D Motion Key Editor.

1. Double click on the target actor.

2. Click the *o 3D Motion Key Editor button. Alternatively, you may right click on the desired actor and select
Motion Menu >> Edit Motion.

Action Menu b

Sprite Editor

Puppet Editor »

Motion Key Editor » 3D Key Editor
LayerEdiion 2D Motion Key Editor

Remove Object Animation
Delete

Timeline

3. Change to the * tool in the 3D Toolbar.

4. Select abody part (in this case, the right hand) by double clicking it on the dummy in the 3D view or by simply clicking
it on the dummy graphic.

“‘i““

il

5. Drag the axis of the gizmo on the 3D view.
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How to Use FK

Pro & Pipeline

Before you utilize FK to animate your actor, be sure that you have opened the 3D Motion Key Editor.

1. Double click on the target actor.

2. Click the *o 3D Motion Key Editor button. Alternatively, you may right click on the desired actor and select
Motion Menu >> Edit Motion.

Action Menu b

Sprite Editor

Puppet Editor »
‘Motion Key Editor 4 3D Key Editor
LayerEdiion 2D Motion Key Editor

Remove Object Animation
Delete

Timeline

3. Change to the 9 tool in the 3D Toolbar.

4. Select abody part (in this case, the upper body) by double clicking it on the dummy in the 3D view or by simply click-
ing it on the dummy graphic.

0

AL

5. Drag the axis of the gizmo on the 3D view.
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The body parts of a character are actually sprites with one or more elements inside. By using the Sprite Editor, you may
switch to any elements in a body part, which all together compose the look of the character. You may also use this method
to switch hand gestures during different time frames.

1. Select a character whose hands contains more elements inside.

v

2. Goto adifferent time frame.
.szZ N 7,
e

L
4

3. Click the 3 Sprite Editor button.
4. Pick one of the hands of the character. You may then see all the elements listed in the Sprite Editor.

AIZ _ T -
i\ il il
M I\
= Y v 0
- | 00 Default 01 Relaxed a 02 Relaxed b

o O F

03 Relaxed c 04 Relaxed d 05 Yickory a

Hand selected Elements in the Sprite Editor

5. Select one of the elements which will set a Switch to the hand.

v
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6. Select another hand and repeat Step 4,
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Pro & Pipeline

When you apply a motion to a character, the animation is auto-generated by the bone transformation and sprite switching.

By using the Runtime Composer, you can add poses to set sprite switch keys to certain timing for a motion without open-
ing the Sprite Editor.

1. In Stage Mode, apply a character.

STAGE MODE

2. Apply a motion to the character.

)

3. Gotothe time frame when you want to set a pose that does not exist in the sprite.

Anticipation for desired poses.
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4, g/lak_? sturtt)a the character is selected and click the Runtime Composer button to open the panel and switch to the
prite tab.

Bone Joint Mask

Move : Sprite angle : 0

x |03 [ v |07 [

Scale: .
w100 [ u[mn20 [H =

Rotate :

S

R0 B

| Add Sprite

|| Delete Sprite ||

Replace

Preview |

[+ Show Bone

Pick the desired body parts that you want to initialize by clicking on the dummy.

For adding expected pose, click the Add Sprite button.
Load a prepared medium to add a new pose to the sprite.

Sprite angle : 0

Joint Mask

0

| Add Sprite

|| Deletesprite ||

Replace |

The original pose is then switched to the new one and a sprite-switching key is added.

The original pose is replaced by the new one.

A new sprite switching key is added.
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9. If youwant to have a precise value for the position and size of the new pose, then adjust the values of the Move,
Scale and Rotate.

Move :

x [456 |3 v [1245 [

Scale:

w1 B wlee [ =

Rotate :

« [ 1]

Note:

o Press down the ® Lock/Unlock Ratio button for resizing in current ratio.
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CrazyTalk Animator introduces revolutionary, real-time puppeteering controls that empower you to command character
body movements.

Body Puppet control - Basic Concept
The basic concepts and recommended steps for Body Puppeteering controls follow below:

1. Choose a desired profile.

]| [+] [#][O] [#]

Body Animation Profile : Base Motion
Base Motion

I3 [BodyParts
Iddle i T =Y
(] ‘ ‘ G(® ‘ n
r(}-: :“l"u s

« Base Motion (Full Body Puppeteering): This includes full-body puppeteering profiles which you use to
animate characters.

Idle

Mood

ove

Talk

&3 3 ekl

» Body Parts (Solo Body Part Puppeteering): This includes puppet controls for individual body parts. You
may use the following profiles to partially modify an existing motion.

e Y]

Head

Tarso

Leg

Note:

. [ The front preset: With an "F" on the top-left of the icon.

A
. |i The side preset: With an "S" on the top-left of the icon.
2. Select a preset from a category.

3. Switch to the Slider Control mode (default mode), and then switch to the Preset tab. Press the Space Bar to
preview the motion pattern. You can pick a body part on the dummy pane, and proceed to drag any slider during
the preview procedure in order to choose a more suitable motion style for recording.

BT v | O oo

: : 2 ® Slider control
Select sprite to manipulate the motion

Exaggeration
e [w ]
[*]

Speed

Hips Down Hips Up

Hip Motion

o 0O
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4. Switch to the Mouse Control mode and press the Space Bar to test the manual puppeteering. Swing the mouse

cursor around the puppet mark, in order to control the motion tempo with the speed of your mouse.

® Mouse control
O Slider contro

Exaggeration
— 0|10 [
[*]

Speed

5. Switch to the Mask tab in order to activate, or deactivate, certain parts of the body during puppet motion.

Unselect to Mask out the puppet motion.

6. If you are satisfied with the preview results, then press the Ctrl + Enter to start recording.
Note:

« Click the Play button on the play bar, in order to view your recording results.

« For more information, please refer to the sections below:
« Introducing the Body Puppeteering Panel
» Puppeteering - Character Transformation
« Defining Custom Motions with the Parameter Sliders
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Introducing the Body Puppeteering Panel

Body Puppet €3]
|
|
Body Animation Profile : | Base Motion '|
[F] Eo | Bg | B
Il /E i ol
Yy ™ i
L S P
* Mood Mormal Huff S Angry S Boxing
A
d) Ik\
* ove
S MNormal
Talk
Mask O Mouse control
] ) ) ® Slider control
Select sprite to manipulate the motion
Exaggeration
——O0—— [w_f]
Speed
= —o—[m [
v Lean Left Lean Right
@)
U
Hips Down Hips Up
@)
U
<®  Preview . Record l

1. Switch to Face
Puppet
2. Flip

Click this button to switch to the Face Puppeteering panel.

Click this button to horizontally flip the selected character.

3. Body Control Tem- Select one of the template categories from the drop-down list.

plate Category

4. Preset and Mask
Pane

5. Preview
(Space bar)

6. Puppeteering
Modes

7. Triggering Meth-
ods

8. Record
(Ctrl + Enter)

Please refer to the Puppeteering - Base Motion section for more information.
Mask tab: Select the body part of the dummy for mask puppeteering. Only the selected part will
be triggered during the previewing or recording process.

Preset tab: Define the motion weight of the selected body parts &
Click this button and then press the Space bar to preview the motlons trlggered by your input
device (Mouse by default).

Press the Move, Zoom and Rotate buttons to puppeteering the transformation motion of the
selected character.

Press the Actor button to puppeteer the body movements of the selected character.
Switch tabs to define a triggering methods for character motions.

Please refer to the Slider Control and Mouse Control section for more information.
Click this button and then press Space bar to start recording a motion clip. When you move your
mouse during recording, the results will be captured as a clip and stored into the Motion track.
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Puppet to Clip - Basic Concepts
The clips generated by the puppeteering methods follow specific rules; including overriding/blending concepts and full
body/masking recording concepts. All recorded clips data are stored in the Timeline.

Puppeteering to Create a New Motion Clip without Existing Motions in Place

If you use the Body Puppet Editor panel to produce and record the body motion for a character from scratch, then the
result is stored into the Motion main track in a clip form.

Motion © @ XTI

Please refer to the Puppeteering - Base Motion section for more information.

Overlapping Puppet Motion to an Existing Motion Clip

Start from the Same Frame

If you produce a new puppeteering clip from the same starting frame as the previous clip, then the new motion will
blend into the previous motion. Therefore, only one blended clip (with two different motion types) will be left in the
track.

Beagging Puppet Clip

Only one clipin the Puppet and record from the same start
track. frame.

(Blend into the previous clip)

Start from the Middle of the Previous Clip

If you puppet and record a new clip from the middle frame of the previous clip, then you will produce two clips in the
track. You may drag to move both clips, or do further editing to them.

Begging Begging Puppet Clip

Only one clipin the New clip added from the middle of ~ The previous clip is overlapped instead
track. the of
previous clip. being truncated by the new clip.
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Puppeteering with Body Mask or Puppeteering Using Body Part Profiles

In the previous section, the clips are all produced by the Puppeteering - Base Motion (full-body-puppeteering) method. If
you use the Puppeteering - Body Parts or Masking Puppeteering methods, then you may blend the new body part
motions into the previous clips in order to fine tune.

Idle_Angry Puppet Clip _ Idle_Angry Puppet Clip
n - -
L f f

Givenanangry idle  Hand motion blends from the same Recording hand motion from the middle of the

clip. start previous clip.
frame. (Hand motion blends with previous clip, and forms a new
clip)
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Puppeteering - Character Transformation

In addition to the Creating a Path Animation method, you may also use the Body Puppet Editor panel to create a char-
acter's transformation path.

1. Select a character.

2. Goto a specific time frame where you wish to start to puppet the character's transformation data.

3. Click the % Puppet Editor button to show the puppet panel. If it brings up the Face Puppet Editor panel, then

click the A Switch to Body Puppet button.
The Body Puppet Editor panel will now show.

4. Press the P Move button down.

<®  Preview
5. Ere)ss the Space Bar to start previewing. (Or click the Previewl\ Jbutton and press the Space
ar

Record

6. Press Ctrl + Enter to start recording, or click the ‘ i - i ‘ Record button and press the Space bar to.
start recording the motion during puppeteering. The motion can be triggered with the same mouse manners as you did
in the preview mode.

o, m

7. Press Space bar, or ESC key, to stop recording.
Note:

« Click the Play button on the play bar to view the puppeteering recording results.
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8. Goto tr&e time frame in Step 2. Repeat the steps to puppet and record with the [/ Zoom or Rotate buttons
pressed.
The illustration below shows the Zooming results.

Front view 3D view
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Puppeteering - Base Motion

You may have the character act some preset full-body motions from the library. This saves a lot of time when you need the
character to do common motions found in daily life.

1. Select Base Motion from the Body Animation Profile drop-down list.

]| [+] [#][O] [#]

Body Animation Profile : Base Motion
Base Motion

(.| Body Parts

Idle i n [ R
[THTTE |
Al Y

2. Select the Idle, Mood, Move and Talk icon.

"
ah o

= ‘

Idle

Mood

ove

Talk

| o] -

3. Pick any one motion template from the category list.

= "l E\ .}"‘,
iy i

SAngry S Boxing

S Mormal

<®  Preview
4, Ere)ss the Space Bar to start previewing. (Or click the Preview‘\ Jbutton and press the Space
ar

5. The character will then perform the built-in motion of the template when you move your mouse in a circle.
« A clockwise circle motion will cause the character to move forwards.

« The faster the mouse moves, the faster the character moves.
6. Press the Space bar again to stop previewing.
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. . ® Record
7. Press Ctrl + Enter to start recording, or click the . JRecord button and press the Space bar to

start recording the motion during puppeteering. The motion can be triggered with the same mouse manners as you did
in the preview mode.

8. Press the Space bar or ESC key to stop recording.
9. Once the recording stops, a clip containing all the recorded motions will be stored as a single clip in the Motion Track
of the character.

Note:

« Click the Play button on the play bar to view the recorded puppeteering results.

« Use the front preset for front characters, and the side preset for side characters. Mix and matching presets
may sometimes cause unexpected layer issues.

(7]
. I: The Front preset: Represented with an "F" on the top-left of the icon.

(5] )
o I: The Side preset: Represented with an "S" on the top-left of the icon.

oy L) 8
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Puppeteering - Body Parts

The Solo Body Part Puppeteering method helps you puppeteer specific body parts by mixing and creating a lot more
motions than what the Base Motion category provides.

1. Select a character.

2. Goto a specific time frame where you want to start puppeteering the character's body movements.

3. When the Body Puppet Editor panel displays, select Body Parts from the Body Animation Profile drop-down

list.
Body Puppet ®
|
Body Animation Profile : Body Parts -

Base Motion

@ | I [Body Paris
4. Selectthe Arm, Head, Torso or Leg icons.

o

Head

e 2

k Tarso

5. Pick a motion template from the body part category list.

2L O TA) (T P
2 D) 6| %
Circle Circle L Circle R S Circle

5 B RO E
T ] 3\ % -.‘//f
': \ \ |I\. 4
SCircleL  SCircle R S Stretch 5 Stretch L

N | Pes] PR Q2
<®  Preview

6. Ere)ss the Space Bar to start previewing. (Or click the Previewl\ Jbutton and press the Space
ar

7. The character will perform the built-in motion template when you move your mouse in a circle.
» Move your mouse in a clockwise motion for the character to move forward.

| . -
N i@:@b

A
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10.

11.

« Move your mouse in a counterclockwise motion for the character to move backwards.
Ol
(4
G- | Uy N
LY

« The speed of the motion is determined by the speed of the mouse motion.
Press the Space bar again to stop previewing.

Record
Press Ctrl + Enter to start recording, or click the ! - JRecord button and press the Space bar to

start recording the motion during puppeteering. The motion can be triggered with the same mouse motions as the pre-
view mode.

Press the Space bar or ESC key to stop recording.
Note:

« Click the Play button on the play bar to view the puppeteering recording results.

Go to the time frame in Step 2. Repeat the steps to puppet and record by selecting individual body parts and motion
presets.

iy

e aam | W

12. Once the recording stops, a clip containing all the recorded motions will be stored as a single clip in the Motion Track

of the character.
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Slider Control and Mouse Control

There are two methods to triggering motions within the Body Puppet Editor Panel, Slider Control and Mouse Control.

Slider Control Mode

If you choose the Slider Control radio button, then you can constantly change the character's motion weights and
speed values during Previewing or Recording. The character's motions react instantly to the values.

The main purpose for the Slider Control Mode:

« Previewing Motion
« Fine-tuning motion parameters and finding desired motion pattemns.
« Please note that recording during slider puppeteering is allowed.

1. Given a motionless character that moves from left to right, along a path, as below:

2. Inthe Body Puppet Editor panel, select the Walk preset from the Base Motion category.
3. Choose the Slider Control radio button.

) Mouse control
® Slider control

Exaggeration
—o—
Speed
—O0——
4. Start to preview (hotkey: Space bar) or record (hotkey: Ctrl + Enter).

5. The character starts to perform the preset motion again and again. You may drag the Exaggeration or Speed
sliders to affect the motion in real-time.

« The Speed value decides the speed of the looping motion.

Looping once for a lower Speed Looping several times for a higher Speed
value. value.
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6. Switch to the Preset tab. Picking a body part on the dummy pane will cause the relevant sliders to appear.

Select sprite to manipulate the motion

Hips Down

Hip Motion

7. Start to preview or record. The character will keep repeating the motion.

Initial walking motion
8. Drag the sliders during previewing or recording to change the motion weight of the body parts.

N

Lean forward Head raise Hip Low + Long Stride

Note:

« Click the Play button on the play bar to view the puppeteering recording results.

Mouse Control Mode

® Mouse control
O Slider contro

Exaggeration
0|10 [
[*]

Speed
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The mouse movements trigger the motion of the character. Move the mouse cursor around the axis mark on the
screen to perform a body puppet motion.

Swing clockwise Swing counterclockwise
« You do not always need to make a full circle around the mark in order to produce a complete motion. You can
move back and forth in a simple arc movement to puppet the character to a partial preset motion.

If you select the Jump preset from the Base Motion category, then the general result is as below:

“‘. ??" ,
\BL ¢

-

« The Exaggeration value must be set before Previewing or Recording.
« Changing the Exaggeration value may affect the motion weights during puppeteering.

1 JT _

Low exaggeration value High exaggeration value
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Masking Puppeteering and Multi-Layer Recording

Masking Puppeteering means to puppet individual body parts by masking out unwanted body parts on the dummy, when
you are using Full Body Puppet tool. You can extract specific body parts motion from the base motion presets.

Masking Puppeteering

1. Select one of the presets in the Base Motion.

[F I lﬁ@ [FIE (G
| L [
400 |4 ][4
Stroll Swim Threat Walk
e He 1Mo 3
ﬁ ‘fllg“: %& <
Jump S Fly S Jump S Run
H €
’i\/}“gﬂm ’7@

2. Switched to the Mask tab.

Unselect to Mask out the puppet motion.

<®  Preview

3. Press the Space Bar to start previewing. (Or click the PreviewJ Jbutton and press the
Space bar)

4. Deactivate the body parts of the dummy in order to mask out the motions from these body parts.

Unselect to Mask out the puppet motion.

i
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5. Use the standard method to preview or record the character's motion. Only the selected body parts will be pup-
peteered.

AN
Y

Note:

« Click the Play button on the play bar to view the puppeteering recording results.

Masking with a Start Pose

Although the presets in the four categories only relate to conversation, idle, mood, and move motions; you can always
start with a custom pose and mask out presets from any of the four categories in order to produce newly customized
motions.

1. Select a character.

2. Set apose (sitting pose for example) by using one of the templates in the Content Manager or the Motion Key
Editor.

3. Using the Masking Recording method described above, puppeteer specific body parts without affecting the
pose.
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Multi-Layer Recording

Multi-layer Recording is about recording the character motions, layer by layer. It is helpful when you need to do the
mix-recording. This way, the character can generate thousands of motion combinations from the limited number of tem-
plates. This method applies to both Full Body Puppeteering and Solo Body Part Puppeteering.

1. Follow the Masking Puppeteering procedure described earlier on this page, and record a motion of a specific
body part.

2. Gotothe time frame when the previous motion starts. Select another motion preset.
3. Pick other body parts on the dummy.

4. Puppeteer and record the motions of the un-masked body parts.

5. Repeat to record motions of individual body parts (layer by layer). This way you may generate a whole new
motion with your own puppeteering.

Vg

Note:

« If you do not select other body parts in Step 4, then the motions recorded in Step 1 will be overridden.
» Click the Play button on the play bar to view the puppeteering recording results.
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Defining Custom Motions with the Parameter Sliders

Pro & Pipeline

Each category preset has adjustable parameters. These parameters decide the motion weights of specific body parts. With
these parameters, even a single motion preset can create various motion styles.
*Please note that this feature is for the Pipeline and Pro versions only.

Motion of Original Preset

Hands Head Body
Up Low Bend
Defining Custom Motions

1. Select a character.
2. Select a category and pick a preset.
3. Switchto the Preset tab. You will then see parameters sliders provided for this preset.

Select sprite to manipulate the motion

Hips Down

Hip Motion

4. Start to preview or record. The character will keep repeating the motion.

Initial walking motion

CrazyTalk Animator 3 User Manual - 613



—=" REALLUSION®

5. Pick the body parts on the dummy pane, and then drag the sliders during previewing or recording, to change the
motion weights of individual body parts.

Lean forward Head raise Hip Low + Long Stride

Note:

« The parameters are different from preset to preset.

» Please note that if you are using the Mouse Control mode, then the parameters in the preset tab will all
be disabled. You must adjust the values before previewing or recording.
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Using the 2D Motion Key Editor

CrazyTalk Animator integrates various key-editing panels into one single 2D Motion Key Editor. You may utilize it to
add/modify transform keys to all the limbs on a character.

The 2D Motion Key Editor has two main functions:

« Producing key-by-key animations.
« Modifying existing motion keys.

Please refer to the sections below for more information:

« Introducing the 2D Motion Key Editor

» Using Pose Mode - FK and IK

» Using Body Transform - Transform any Body Parts
» Using Face Mode - Facial Features

» Default Pose and Absolute Key

« Deforming Body Parts to Dramatize 2D Motions
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Introducing the 2D Motion Key Editor

Invoking the 2D Motion Key Editor

The body Key editor facilitates setting or key modifying in Motion related tracks, (the child tracks under the Motion clip
track) by using a more intuitive and interactive interface. To invoke the 2D Motion Key Editor, you may:

« Click the # 2D Motion Key Editor button.
« Double-click on the desired key in the T sub tracks, under the Motion track, to edit the existing key.

« Double-click anywhere in the T sub tracks, under the Motion track, to initiate a new key.

User Interface

2D Motion Key Editor ®

- T

| ResetAll | | Default Pose |

1. Click this button to reset a transform key for the selected body part.

Reset

Sprite « Because the transform keys from the Pose and Body modes are stored in the same tracks, you

will need to switch to Body mode and then click this button if you want to reset transform keys
made from the Pose mode.

2. Click this button to reset the transform keys for all body parts under the current mode.

Reset

Al

3. Click this button to reset the transform keys to all body parts. It is helpful when you want the character to

Default return to the default pose.

Pose

4. ' ' ' In the Pose and the Body mode, you may select specific limbs or body

Dummy i i i

- parts for moving, scaling and rotating.

Pane P L
In the Face mode, you may select specific face features to be moved,
scaled and rotated. This feature is for Sprite-based faces only.
In the Deform mode, you can select specific limbs or body parts to

P deform for a more dramatic motion effect.
5. Click these three buttons to switch to different modes for moving, scaling and rotating selected body

Modes parts or facial features.
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Using Pose Mode - FK and IK

In the Pose mode, you may adjust the limbs with FK (Forward Kinematics) and IK (Inverse Kinematics) methods. You can
do this in order to give characters a general pose, or you can slightly modify individual body parts in Body mode.
2D Motion Key Editor ®

B oo | o

| Resetal || DefautPose

Using FK and IK

1. Select a character and click the * 2D Motion Key Editor button.
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3. Pick aLeg. Drag the cross arrow inside the circle in order to use the IK method to relocate the feet.

/4

« If you want the joints of the legs to be in a correctly angled, then you need to drag the outer circle to form
the angle first.

A\

4. Pick the Body. Drag the cross arrow to move the pelvis of the character. This is easy when wanting the char-
acter bend his/her knees.

“.\.&
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Using Body Transform - Transform any Body Parts
In Pose mode, you can only set the pose to characters. If you need to adjust detailed body parts, then switch to Body
mode in order to fine-tune each body part with exact values.

Enlarge to Create Visual Space Sensations

Although characters in CrazyTalk Animator are flat (2D view), you can always change body sizes to create a visual
space sensation.

1. Select a character and open the 2D Motion Key Editor.

2

B

I

3 NG

.

2. Setapose.

4. Click the 3D View button to view this character.

Although the character appears to have a visual space sensation, it is still actually flat.
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Stretching Animation

1. Set the character's pose in the Pose mode.

2. When the 2D Motion Key Editor appears, switch to Body mode.
3. The dummy pane will change to a detailed one.

4. Click one of the body parts, on the dummy pane, or click the part directly on the character. A transform handle
box will appear around the body part.

5. Un-proportionally scale the selected body part.

Please note that the child node (the shoe in this case) will also be affected.
6. Modify the child node in the same manner, to get the best results.
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Transform Tool

If you need to set a transform key with an exact value, then select the body part and adjust the parameters on the Prop-
erty Tool Bar.

o X, Y: Enter these values to decide the location of the body part.

o W, H: Enter these values to decide the Width and the Height of the body part.

« ™ Lock/Unlock Ratio: Click this button to toggle the Keep Aspect Ratio on/off.
« R: Enteravalue to determine the orientation of the body part.

« Mirror: Activate this box and choose Forward or Reverse from the drop-down list to simultaneously adjust sym-
metric limbs.

o Choose Forward to cause both limbs to transform in the same direction or orientation.

Note:

» Transforming body parts will set transform keys in the Body_Transform track under the Motion main
track and T sub tracks that belong to that particular body part.

E W B, < T @, <
r 5 10 15

Walter ® | | Collect Clip || Transfor
Motion (® ® | 5it_phone_loop_315 - Tran
Body_Transform (%) [¢ <
R Forearm_T ® (& <
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Detaching Animation
In addition to editing the size, you may also move the body parts away in order to create a detaching animation.

1. Select a character and open the 2D Motion Key Editor panel.

:\!_;

2. Goto adesired time frame where a body part starts to detach from the character and set a pose.

Note:

« If your character's head is sprite-based, then you can switch to Face mode to change the body dummy
pane to the face dummy pane. Please refer to the Using Face Mode - Facial Features section for more
information.
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Using Face Mode - Facial Features

If you are using a sprite-based face, then you may use the Face mode for a more dramatic face effect. You can do this by
moving, scaling or rotating the facial features. Please note that this function only applies to Sprite-based faces.

1. Select a character whose expression is already set. Please refer to the Using the Face Key Editor and Using the
Face Puppeteering Panel sections for more information.
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Transform Tool

If you need to set a transform key with an exact value, then select the facial feature and adjust the parameters on the
Property Tool Bar.

o X, Y: Enter these values to decide the location of the facial feature.

« W, H: Enter these values to decide the Width and the Height of the facial feature.
« ™ Lock/Unlock Ratio: Click this button to toggle the Keep Aspect Ratio on/off.
« R: Enter avalue to determine the orientation of a facial feature.

« Mirror: Activate this box and choose Forward or Reverse from the drop-down list to simultaneously adjust sym-
metric features.

« Choose Forward to have both features (the eyes in this example) transform in the same direction or ori-
entation.

Note:

« Transforming facial features will set the transform keys in the Face_Transform track under the Face
Motion main track and T sub tracks that belong to the respective features on the Timeline.

E®m B, & 55 0, «® I
T LA Ly G ) e
Zoey ®| | Collect Clip || Transform |
Face Motion O®
Face_Transform ® <
Mouth_T ® <
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Default Pose and Absolute Key

Inside the 2D Motion Key Editor panel, you may use the Default Pose and Absolute Key to set transform keys to all
body parts and facial features.

The Default Pose helps you reset the transform values for all body parts and facial features instead of resetting them manu-
ally. The Absolute Key sets transform keys according to the current status of the body parts and facial features. This
forces a transition effect that starts from the present time frame.

Default Pose

1. Given a character whose body has been transformed many times. It is sometimes hard to reset everything manu-
ally.

2. Todothis, go to another time frame and click the [_pewutpose |pefault Pose button in the 2D Motion Key Editor
Panel. All body parts will then return to their initial status.

Mation ®® . —

e []
Body_Transform [ o e
Face_T ® &
Neck_T ® ¢
Up Torso_T ® ¢ < <<
RAmM T e ..-—-"/
M @ | | © o o
L Shank_T ® ¢ <
L Foot_T ® (& =2=

CrazyTalk Animator 3 User Manual - 625



~—= REALLUSION"

Absolute Key

You may then use the Absolute Key feature to help you set a key to retain the current transform data. This helps so
that the current pose is not destroyed by the auto transition feature when the pose is between two body motion keys.

1. Select a character, go to forward frame and set an ending pose.
2. The transition effect will auto-generate as shown below:

3. If you change the ending pose as shown in the illustration, then the transition animation will be auto produced as
shown in the right image.

Set new pose Motion results

4. If youwish to keep the middle pose in Step 2, then you must click the * Add Key button on the Timeline or
double-click on the frame of the Body_Transform {rack in Step 2 to retain the pose.

Motion &) (® | Dance_Gym i& - Transition
Body_Transform  (®) [¢ 'o'o'oo'&eaf"‘m&o'o'

A | FaceT ® 'ord»r' '

/ | Neck_T ® [ Hel
Up Torso_T ® <>. I <> I e 3
RArfm T . .
igh_T ® of [ [ 1ol | [ 1]® o

L Shank_T ® o [ 11 1171]e '
L Foot_T ® o/ (o] @ '

The desired pose
5. Modify the ending pose key. The result should be as below:
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Deforming Body Parts to Dramatize 2D Motions

In addition to do the body part transforming to exaggerate your character's motions, you can also collaborate with the Free
Form Deformation (FFD) feature to make the motion even more dramatic.

*Please note that the distortions to the facial features are not supported.

1. Apply a G1 or G2 character.

2. Apply a 2D motion from the library.
=

&

Walk_Happy

~

™

cene

SFX

Walk_Male

3. The character will start to perform the applied 2D motion.

4. Click the * 2D Motion Key Editor button to open the panel.

2D Motion Key Editor ®

B or | e

ResetAl | | Default Pose
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5. Gotothe time frame when you want to set another motion layer key (in this case, the frame the character jumps
high).

6. Switch to the Body tab and adjust the transformation of a body part.

Note:

Please refer to the Using Body Transform - Transform any Body Parts section for more information.

7. Switch to the Deform tab. Select the body part you want to adjust.

9. The deformation keys will be automatically added to the timeline of the character.

Black Dummy ®|[_opacty |[ 30 Motion | IERXIEETN
Motion QNS Perform_Surprise_male_0(0) - Transition...

Body_Deform ®

CrazyTalk Animator 3 User Manual - 628



—=" REALLUSION®

10. Play back to view the tweening results caused by the Motion Layer and Deform keys.
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CrazyTalk Animator provides a feature for you to embed motions to a character. Simply use the right-click menu to com-
mand the character to act the motion. The character can then be saved together with all the action commands.

Using the Action Menu for Motions

1. Select a character containing an action menu with body motions.

Action Menu Editor

ﬁ electricdance
/

3. Select any command except the Action Menu Editor.

Action Menu Editor

electricdance h

4. The character will then start to perform the motion command.

iy
A
l?/ _
See Also:

« Applying an Action Menu from the Library
« Defining a Custom Action Menu
« Collecting Expressions or Motion Clips
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Setting Custom Default Pose with Action Menu

When you apply a G2 character, you may notice that the character stands in a certain pose, which is so-called Default
Pose. However, you may consider them mild and want to define custom default pose for your characters.

The characters with given default poses. Customized default poses reveal the personalities of each character.

You are allowed to customize the default pose by using the Action Menu. The benefit to create a custom default pose are:

« Set an appropriate pose that matches or strengthen the character's personality.
« Sharing a character with custom default pose with your co-workers for group working in creating animations.

Step 1: Creating Custom Motion &2
1. Apply a G2 character (the default pose is baked within it).

|

2. Have the character act a certain motion.

Methods:

« Applying a motion from the library.
« Usethe 3D Motion Key Editor to manually generate key-frame pose or animation.
3. Open the timeline (F3), the Collect Clip and the Motion track of the character.
Black Dummy ®

Collect Clip ®
Mation ®®
3D Motion Layer &) &) |<> @ <>|

4. Make a range within the Collect Clip track (one-frame range is allowed).

Black Dummy ®

Collect Clip ®

Mation O®
3D Motion Layer &) ® Eiiiiii
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Note:

Please make sure that the first frame of the motion in the range contains a desired pose that is suitable for the
character.

Col’

®
D ®)

Mot

3L

e

5. Right click in the range and execute Export 3D Motion command. Save the range as a new 3D motion file.

Collect Clip ®
e O® Insert Frame
otion
Delete Range
3D Motion Layer (&) &)
Export

Export 30 Motion Q
Export Facial Motion
Export Perform

Step 2: Loading Motion Clip to Action Menu

1. Right click on the character and select Action Menu >> Action Menu Editor.

Action Menu » |

Sprite Editor Action Menu Editor Q
Puppet Editor han

Maotion Key Editor 3

Layer Editor

Remove Object Animation
Delete

Timeline

2. Inthe editor, click the Add button and load the motion file created in the previous steps.
Action Menu ®

Action | Frame | Format
RelaxGirl i ct3aDMation

L+ x|

The pose in the first frame of the motion will turn to be the default pose of the character.
Note:

You may click the Default button in the 3D Motion Key Editor to preview the new default pose of the char-
acter.

3. Add the character to the custom library. Each time the character is applied, it strikes a default pose (you may also
see the pose is used as the thumbnail of the character file).

RelaxGirl.ctactor
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Applying an Action Menu from the Library
The easiest way to embed an action menu to a character is through the Content Manager. You may apply, command and

then re-apply another template to have the character command various expressions, or motions, with a couple of mouse
clicks.

Applying an Action Menu

1. Select a character in the Stage Mode.

2. Click the B Action Menu button. You will only see the Action Menu Editor, in the working area.

Action Menu Editor

3. Gotothe Action Menu content folder in the Animation tab of the Content Manager. Double click, or drag and
drop, a desired action menu template from the library.

oot Uasages L]

|y — ®

o2 | Animation Termplale b Ackon Mesu® GIV

e ——
» ncaon
i e o
+ Posam
- dcaenbieny
&

o I Tee

Walee_20

4. Click the B Action Menu button.

5. You will see all the commands compacted in the template. Pick one command and the actor will start performing
accordingly.

Action Menu Editar
ldle_Marmal
ldle_Huff

ke

Run
Talk_Describe
Talk_Explain

Bye Bye
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Defining a Custom Action Menu

Instead of applying action menus from the Content Manager, you can also define your own custom action menus.

What can be Stored in an Action Menu?

An action menu can contain commands for Body Motions, Facial Expressions and even Perform files (A perform file
consists of expressions and motions).

Egypt Dance

Bravo —_—

Oh hly God

Add Commands into Action Menu

1. Select a character in the Stage Mode.

2. Click the B Action Menu button on the left-side tool bar. Alternatively, you may right-click on the character and
select the Action Menu on the right-click menu.

3. Youwill see Action Menu Editor in the working area. Click it.

Action Menu Editor
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4. Click the Add Motion button in the Action Menu panel. It is empty by default.

Action Menu ®

Action | Frame | Format

5. Browse to the template folder of CrazyTalk Animator.
The path of the template folder is:
XP: C:\Documents and Settings\All Users\Documents\Reallusion\Template\Crazy Talk Animator2 Template\
Win 7: C:\Users\Public\Documents\Reallusion\Template\CrazyTalk Animator2 Template\

6. Load any template file from the Face, Motion or Perform folder. The formats supported are *.ctFcs, *.ctMotion,
*.ct3DMotion and *.ctPerform.

Action Menu ®
Action | Frame | Format
Egypt Dance 144 ctMotion
Bravo 151 ctFCS
Oh My God 23 ctPerfarm
L+ [ 3 J[ + J[ = |

7. Optionally repeat Step 2 to 5 until all the desired motions or facial expressions are added into the menu as a com-
mand.

Action Menu Editor
Egypt Dance
Bravo

Oh My God

8. Save this custom Action Menu into the Custom Library for re-use on any other characters.

it g L]
! Tempiate “

3| maton Cumteen+ Acton et

=
ﬁﬂ \ e
A

2\

i

Note:

« If you have created expressions, motions or perform files by Collecting Expressions or Motion Clips,
then you are also allowed to load and convert them into new commands.
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Collecting Expressions or Motion Clips

Pro & Pipeline

Collecting Clips for a Character

In addition to using the templates from the Content Manager, you are also allowed to make custom clips, to apply to
any character, or define the clip as one of the commands in the action menu.
*Please note that this feature is for the Pipeline and Pro versions only.

1.

N

Select a character that already has expressions and motions.

Click the B Show Timeline button (Hotkey: F3).
Press the Collect Clip button down to show its track.

= m s, B, |e &

I = 10 15
Cherry 01 ® | Transform |
Collect Clip ®

Drag to make a range to collect the current motions or expressions into a clip.

B,  |e £| = o
E 5 10 15 - 5 N 35
| Transform ||| Flip || visible |

Right-click within the range. A menu will pop up.

2. o |e x| o

r 5 10 15 | %5 ]

RSN | Transform |[| Fiip ||
Insert Frame
Delete Range
Export
Export 30 Motion
Export Facial Motion
Export Perform

« Export: Merge and export all the keys and clips in the Sub-tracks (under the Motion main track) within the
range as a *.ctMotion file.

« Export 3D Motion: Merge and export all the keys and clips in the Motion track and Sub-tracks (under the
3D Motion Layer track) within the range as a *.ct3DMotion file.

« Export Facial Motion: Merge and export all the keys and clips in the Face Motion track and Sub-tracks
(under the Face Motion main track) within the range as a *.ctFCS file.

« Export Perform: Merge and export all the keys and clips in the Motion, Face Motion track and Sub-
tracks (under the Motion and Face Motion tracks) within the range as a *.ctPerform file.

Note:

« After you once again import the exported 2D motion clip (*.ctMotion), you will find that all the keys have
been flattened into a single clip.
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Actor 01 ® Actor 02 ®
Motion () (® | Move_Run_happy | Motion © ® | Move_Run_happy |
Layer ® A Layer ®fle ’
Body_Transform ® & Body_Transform )
Body_Sprite @l © Body_Sprite [ 15
Body_Deform ®@ | @ Body_Deform @y
L Hand_T ® ° E> L Hand_T &
L Hand_5S @ © L Hand_S (e |5
L Hand_D ®@ |+ e L Hand_D &) o

« After you once again import the exported 3D motion clip (*.ct3DMotion), you will find that all the keys
(Angle keys excluded) have been flattened into a single clip.

Watter ®| [ owoton | Walter ®| 20 woton
Motion [SYE) Toiic Transiion: Lincar,.. Motion @@W
3D Angle @ 3D Angle ® ¥

3D Motion Layer (&) ()| CRECNRE & 3D Mation Layer (&) ®| <

L Arm & |e o o e <>| L Arm ®ii¢ |

« After you once again import the exported facial motion clip (*.ctFCS), you will find that all the keys
except for those in the Voice Clip and Facial Clip tracks have been flattened into a single clip.

Watter ® Watter ®
+ Voice Clip ® [ Bravo + Voice Clip (®) | Brave |
Voice —*‘ Voice —*‘
Lips Lips 1
+ Facial Clip ® [ Bravo w Facial Clip () | Brave |
Head @ o0 @ @ <>| Head @ o0 @ @ <>|
Face @ ¢¢ ¢ ¢ ¢oo0e <><><>| Face @ ¢¢ ¢ ¢ ¢o00e <><><>|
Eye ® ¢ <>| Eye ® |+ <>|
Face Motion ® @ | Bravo Face Motion ® @ | Bravo . |
Face_Transform & | & & Face_Transform & | f
Face_Sprite ® o < Face_Sprite ® f
Face_Deform ® ¢ & & Face_Deform ® [
Mouth_T ® ¢ £ £ E> Mouth_T ® [
Mouth_S @ | @ Mouth_S @k
Mouth_D ® ¢ £ @ Mouth_D ® [

« After you once again import the exported Perform clip (*.ctPerform), you will find that all the keys except

for those in the Voice Clip and Facial Clip tracks have been flattened into a single clip under the
Motion and Face Motion main tracks respectively.
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Walter (&) [ 20 Motion | 20 Motion | Face

Motion ®®

3D Angle ® I
3D Motion Layer (&) ®)|¢ @ e <>|
L Arm @)+ < @ <>|
Layer @ e <&

Body_Transform ®@|* @ £ e
Body_Sprite @[ & | |l ® &
Body_Deform ®@|* @ £ e
RHand_T ®@|* @ @ e
R Hand_5 (3] '<> <

R Hand_D (3] &3 o . o o

+ Voice Clip ()| Brave |

Voice —*‘

Lips
w Facial Clip ® .Bravn |
Head (€3] Gt @ @ <>|
Face @) v¢ ¢ o vov00 <><><>| .
Eye ®@|* <>|
Face Mation ® @] Bravo |
Face_Transform @]+ @ e
Face_Sprite ®@|e <
Face_Deform ®
Mouth_T ®
Mouth_5 ®
Mouth_D ®
Walter ®
Motion @ @ Talk - Transition: Linear, Time Warp: Linear
3D Angle ® .

3D Motion Layer (&) &)
L Arm

Layer
Body_Transform
Body_Sprite

Body_Deform

BRI R

RHand_ T &
R Hand_S <
R Hand_D &
w Voice Clip Bravo
Voice
Lips
w Facial Clip ®
Head ®
Face e oo ¢ o vo000 <><><>| .
Eye ® ¢ <>|
Face Mation ® @ | Bravo |
Face_Transform ®@|* 'f
Face_Sprite (€3] .
Face_Deform ®@|*
Mouth_T ®@|*
Mouth_5S ®@|e
Mouth_D ®@|*
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« You may use the custom clip files with the following methods:
» Drag and drop the file onto a target character.
o Defining Custom Action Menu

Collecting Clips for Props

If you create a prop (containing single or multiple sprites) with animations, and you want to export the animation, then fol-
low the steps below:

Note:

Collecting Clip only collect the data from the Transform, Deform, Sprite Switch and Opacity track, the datain the
Transform track will not be collected.

1. Select a prop (Multiple sprites) with Sprite Transform or Sprite Switch animations.

Missle2

Missle ~
~
Bomber(0) e

/!

2. Click the B Show Timeline button (Hotkey: F3).
3. Press the Collect Clip button down to show its track.

Bomber 3) | Collect Clip TransfoEl
Collect Clip ® |
Motion O®|.

Bomber_T ® ¢

Bomber_S ® o

Missle2_T ® |+

Missle2_S ® o

Missle1l_T ® ¢

Missle1_S ® o

4. Drag to make a range to collect the current animations into a clip.
Mation @ .
Bomber_T ® e
Bomber_S ® &
Missle2_T ® e
Missle2_s @
Misslel_T ® e
Misslel_S ®
5. Right click within the range and select Export. Save it as an animation file (*.ctAnim)
Collect Clip ’ [l
Y o
Bornber_T % Paste Ctrl+/
Bomber_S ke DOelete Del
Misslez_T + Inser Frame
Misslez_5 | Delete Range
Missle1 T + | Export :
Misslel 35 i l
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Applying Animations to Props
If you have exported the animation of a prop, then you may apply this animation to any other props.

1. Select a new prop.

2. Right-click on where you want the motion to start in the prop's Motion track, and select Import to load the anim-
ation into the new prop.
Tree_03_Green ®

Motion

©® @é Cut Ctrl+X
Copy Ctrl+C
Paste Ctri+V
Delete Del
Break Ctri+B
Select All Clips
Align 4
Align Whole Clip 4
Rename

Import

Export
Time Warp
Transition Curve

3. The new prop will then start the animation.
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Using the Motion Key Editor for Free Bone Characters (New forv3)

The Motion Key Editor is used for creating motions for G3 and Free Bone characters with the method named Key Frame
Motion.

To fully understand Key Frame Motion, you will need to remove all the motion clips in the Motion main track. Then create
your own key by the Motion Key Editor for the actor. Please follow the steps below to generate a Key Frame Motion.

1. Select a G3 free bone character.

2. gotothe desired time frame and click the Motion Key Editor button in the Toolbar.
% ¥ 0% (@ s ® 5

3. Inthe Motion Key Editor, select a bone to set a motion key with IK or FK methods.

4. Go to another time frame.
5. Add another key with IK or FK methods.
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Introduction of the Motion Key Editor (New

for v3)

In the Stage mode, G3 and Free Bone characters' motion can be created by using the Motion Key Editor.

Please selecta bone to key frame motion.
You may use Ctrl (or Cmd) + mouse click to lock bones.

40

¥ (o Root
w (1 BoneRoot
v (0 Bone_1
v (0 Bone_2
v & Bone_3
v (0 Bone_4
II fn Bone_5
v (0 Bone_6
v (0 Bone_7
v (o Bone_8
& Bone_9
» & Bone_10

[/ IK Constraints
[ Lock Selected Bone

3‘ | Reset | | Reset All

Bone Tree View You can se
character.

e the structure of the bones and the locking status for each bone of the free bone

2 1K/ FK Switch Use the boxes to switch between IK or FK methods. You can also freely determine the root
bone for the IK chain.

3 Reset Methods These two buttons are used to reset the transformation of the bones in the current layer where
the selected bone is, or of every layer.

4 Menu of the Motion Click this b

utton to show the menu for the Motion Key Editor.

Key Editor Parallel
List Expand
List Collapse

« Parallel: Align all bones to the left side of the list view.
« List Expand: To expand the entire tree view.
« List Collapse: To collapse the entire tree view.

IK/FK Switch
IK/FK Switch

The IK Constraints box is used to determine if you wish to use the IK method or the FK methods. Activate it if you
want to set a motion key with the IK

method.
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Customizing Root Bone of IK Chain

If you select a bone and then activate the Lock Selected Bone, then the bone will turn to be the new root of an IK
chain. It can be rotated by you but it cannot be influenced by its any child bones.

¥

=gl s
O

~®,
" ay ww

X\

Reset Methods

Resetting Bones in a Layer

The Reset button can be used to reset the transformation of each bone of a layer in which any one of the bones is
selected.

Resetting All Bones
The Reset All button is used to reset the transformation of every bone of the character.
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Setting Layer Keys for Characters

After you apply motions to character, the layer order will be determined by auto-calculating the bone structure of the char-
acter. However, the layer order is not always fixed throughout the whole project. You may set layer keys in different time
frames by moving the body parts up or down.

1. Select a character whose leg swings. With the initial layer order; the right leg will always be behind the left leg.

2. Gotothe time frame before the character crossed legs.

. _ L L .
3. Open the Layer Editor by clicking the & Layer Editor button.
Layer Editor €3]
First select the target sprite, next choose layer order, lastly select

reference layer. You may use Ctrl {or Cmd) + mouse click to multi
selectthe source and target.

List:

| Release |

4. Select the body part of the dummy in the panel (you may hold the Ctrl key for selecting multiple body parts).

|

.|

5. Click the Send to Front button.
Note:

. @Send to Front: Send selected body parts one layer above target ones.

. @Send to Back: Send selected body parts one layer below target ones.
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. ®Move to Top: Send selected body parts to the top layer.

. ¥ Move to Bottom: Send selected body parts to the bottom layer.

6. Click on the target body part above which you want to move (you may hold the Ctrl key to select multiple target body
parts).

ey

7. Go to another time frame where you need the layer order to be reset.

8. Click the Releagz Key button to remove the effect of the key. The initial layer order will now be retrieved.

9. Play the project to see the result.
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Using Prop Key Editor (New for v3)

In addition to applying Elastic Motion Templates, you are allowed to create custom elastic motions with CrazyTalk Anim-
ator.

1. Create a prop (iin this case, it is a compound prop with fish bowl and water).

Note:

This prop is deliberately designed for this section. It has two components and it was composed inside the Com-
poser mode.

2. Gotoatimeframe.
3. Move the prop. This will transform the entire composed prop.

Gk 10 15 ] s £l
FishBowl_Bowl  (® vie
Transform ® ¢ &

5. Gotothe time frame when the animation starts.
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6. Click the Prop Key Editor button on the Toolbar.

| v & Bl ®

You will see the Prop Key Editor display on the screen.

[:} Transform ‘ ‘ EH Deform ‘

Move :

X|—32.5HY|2.1 HZ|0.0 H

Rotate :

JEE
Scale:
W|10{}.0 H H |1{}0.0H
[ Lock Ratio
Opacity : i
O 100 5
| Reset | | Reset All |

7. Press down the Transform button to enter the transforming mode.
8. Select the component of the prop and transform it (in this case, the water).

9. .Press down the Deform button to enter the deforming mode.

‘ E}Transform ‘ ‘ EH Deform ‘

[+ Smooth Deformed Object

Opacity :

O 10 5

Reset | | Reset Al |
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10. Deform the component by dragging the 9 control points of the deforming box.

Note:

In order to see the Deform effect working on another prop, you must select the prop, open the Prop Key Editor,
switch to the Deform mode and activate the Smooth Deformed Object box in order to subdivide the prop.

11. Optionally adjust the Opacity value of the component.
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13. The keys are set to the sprite-level tracks (*_T,*_S, * D, *_0).

Ef@e. s 55 2. |- & |
g 10 15 20 s 0
FishBowl Bowl @ | [ Collect Clip | IRIEIERIM [  Fip  J[ vie
Transform ® ¢ L3
Motion @®|.
FishBowl_wate... ® ¢ &
FishBowl_wate... ® |
FishBowl_wate... ® ¢ &
FishBowl_Wat... ® ¢
—

14. Add more keys in order to fine-tune the animation of the sprite component.
FishBowl_Bowl  ® | | Collect Clip |BEIEEM | Fip  |[ visible || Link || oOpacty | WSS

Transform ® ¢ <
FishBowl_\Wat... ® ¢ & & & & & & & &

|
|
|
Motion O®|. ‘
|

FishBowl_wate... ® |
FishBowl_wWate... ® |+

FishBowl_wate... ® ¢

il vy

15. Play back to view the animation. Fine-tune with the Prop Key Editor if necessary.

Usually, you create prop animations by mean of the key-frame-animation method. Instead of that, CrazyTalk Animator
provides libraries in which well pre-made Elastic Motion templates are ready for applying. Most common animations can
be found in the libraries and you just need to apply them to create lively animations for props.

Applying Elastic Motions to Props

1. Apply a prop.
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2. Switch the Content Manager to the Elastic Motion >> Template tab >> ElasticMotion Template >> 1_
Entrance.
®

e ©

=
=
B
E P} | ElasticMotion Template » 1_Entrance » |
=
+ ElasticMoti = =
: W X
g Mation Clip o
0 2_Emphasis Motion Clip Enlarge Fade In
» 3 Exit = = =
: | WY
]
H Grow Jump Move_Bounce
] = =2
) 5% | Py | By
T
WMove_Dampinkdove_DecelerateMove_Elastic
. @ | @ @
s — —
: Y S S
= . —f e
o
E Regain Roll_Bounce Roll_Damping
Jus]
-

[ »

Drag and drop one of the desired templates onto the prop to create an entrance animation.
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You will see the prop performing animation where it is.

5. Switch to the 3_EXxit library and apply another template to the prop.

6. The prop's animation is thus created without spending a lot of time setting keys.
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Adjusting Applied Elastic Motions
If you wish to adjust the applied elastic motions, then please follow the steps below:

1. Select the prop that has been applied with elastic motions.

Open the Timeline (Shortcut: F3) and expand the Motion track of the prop.

E m BH., o @, ‘ 4z ‘ El‘ pa ‘ @ a @ ‘ > O CurrentFrame: &
F5 10 15 20 25 a0 35 an 45 50 5 o] 65 70 75 60 65 90 95 100 10F 11C 11E 120 12F 130 13 140 148 150
GiftBox ®| | Collect Clip || Transform || Flip i *’isible [ Lk ][ opacty |EEEEE =

Motion QY] Jump - Elastic Motion: Linear, Transition: Li... ERIIeT 00

3. Double-click on the motion clip highlighted in Green to open the Elastic Motion Editor.

To navigate scene, please hold the ALT/Option key + drag
inside the Stage window.

— Mode

(® Entrance O Bit

— Motion

Move :
[ B v[m HzL [
Rotate :

Degree | ] H

Scale :

W| 100.0 H H |100.0 H

[ ] Lock Ratio

Switch Rotation Unit |

Repeat/Enlarge Clip:

1 5

Align :

] FadelIn

Preview | | Motion Curve
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Alternatively, right-click on the clip and select the Elastic Motion Editor item from the Pop-up menu.

il - H

Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Delete Del
Break Ctrl+B
Select All Clips
Align v
Align Whole Clip v

Elastic Motion Editor

Rename
Import
Export

Add to Action Menu
Transfer to Action Menu

Time Warp
Transition Curve

4. Adjust the settings in the editor to fine-tune the elastic motion.
Note:

If you wish to edit the applied elastic motion, then please refer to the Introduction of Elastic Motion Panel
section for more information.
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Introduction of Elastic Motion Panel (Newforv3)
The Elastic Motion can be edited through the Elastic Motion Editor as shown below:

To navigate scene, please hold the ALT/Option key + drag
inside the Stage window.
— Mode
1| ® Entrance O Bit
— Motion
Move :
2| x[a0 Bl v[s Bzl K
Rotate :
Degree | 0 H Switch Rotation Unit |
Scale :
w | 100.0 H H | 100.0 H
[] Lock Ratio
Repeat/Enlarge Clip:
ST
Align :
4
5[] Fadeln
| 6 Preview | | 7 Motion Curve |
- Name : : : L
1 ModeliiELEE These two radio buttons switch the current clip to an entrance or exit animation.
2 Motion You can adjust the RTS settings of the status of the prop at the start or at the end time.
3 Repeat/ Modify the number of this field to repeat and enlarge the current motion clip.
Enlarge Clip
4 Align Use this control to set the center position of the prop for rotating and scaling.
5 FadelIn/ Activate or deactivate this box in order to make the entering or exiting prop gradually become semi-trans-
Fade Out parent and vice versa.
6 Preview Click this button to preview the elastic motion result of the selected animation clip.
7 Motion Click this button to switch to the Motion Curve panel for adjusting the transition method from the start
Curve point (blue bounding box) to the end point (black bounding box).

Entrance or Exit

The Entrance and Exit mode for a elastic motion clip is exchangeable. You can identify if a clip is entrance or exit one
by two methods:

« Radio button in the Elastic Motion Editor: You can identify the clip by the chosen radio button.

To navigate scene, please hold the ALT/Option key + drag
inside the Stage window.

Mode
’7 ® Entrance QO Exit

CrazyTalk Animator 3 User Manual - 655



—
—= REALLUSION"

« Arrow Direction in the working area: When the blue arrow starts from a blue box, the clip is an Entrance clip;
while when the clip is an Exit clip, the blue arrow points to the blue bounding box.

Note:

The settings in the Motion group in the Elastic Motion Editor is used to adjust the status of the Blue Bound-
ing Box. The black box can not be adjusted.

Rotation

The settings in the Motion group is used for modifying the blue bounding box. However, the Rotation in the settings is
the most different from the traditional use of angle setting. You can click on the Switch Rotation Unit button to change
the method for setting the angle of the blue bounding box.

. Degree: The Degrees determine the rotating degrees of the prop when the animation ends; the value range is
from -9999 to 9999 degrees. A negative value rotates the prop clockwise while a positive value turns it coun-
terclockwise.

o Turns: The Turns determines the rotating times for the prop; the value range is from -27.77 to 27.77. It allows two
digits after the floating point. A negative value rotates the prop clockwise while a positive value turns it coun-
terclockwise

CrazyTalk Animator 3 User Manual - 656



A — 1.1}
——= REALLUSION

Repeat / Enlarge Clip

This setting will extend the length of the animation clip by means of repeating the clip itself. It is different from the loop-
ing method because the looping method will always start from the position in the first frame of the clip, while the Repeat
/ Enlarge Clip ensures the props position from the last round when the animation stops.

Note:

If you use the loop method, then the animation will always return to the start point after a animation round finishes.

Align

The align feature is used to determine the center for rotating (described in the previous section).

Note:

This feature does not affect the true pivot of the prop. It is only used as a rotating base.
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Motion Curve
When you click the Motion Curve button, the Elastic Motion Editor will switch to the Motion Curve Editor mode.

N\

Accelerate Smooth Pause and Move

ey
f

Gain momentum Gain momentum Stutter Start
before Move and Damp

)

EndinaBounce Stuttering Start Elastic Startand Sudden Start with

=

_

and End Sudden End Elastic End
f —
Elastic Start and Step

End

| Elastic Motion Editor |

The motion curve only deals with the transition method between the start and end point (the blue and black bounding
boxes), the original animation clip of the prop is not influenced.
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Pipeline Only

In addition to applying Elastic Motion Template, you are allowed to create custom elastic motions with CrazyTalk Anim-
ator.

1. Create a neutral prop.

n

Make sure that the prop's pivot is in the center of it. You can switch to the Composer mode to move the sprite to

Note:

the world origin position (0.0).___

2. Click the Prop Key Editor button on the Toolbar.
%= v & | @n |[©

3. Set Transform and Deform keys (sprite-level) in different time frames to generate key-frame animation of the prop
(in this case, a jump and distortion animation).

(*_T,*_S,*_D, *_0).

= W B, Cr T, ‘ - ‘ ‘ b ‘ ] ] ‘ > O CurrentFrame:EI &'
g 10 15 20 ] El] ] 40 45 50 55 £0 £5 0 B

Neutral_Prop (0 | | collect Clip || Transform || Flip |[ wisible |[  Link |[ opacty |0 %A
Motion O®[ |
Neutral_Prop_T ® ¢ & & & & & & |
Neutral_Prop_5 ® | I
Neutral_Prop_D ® ¢ & & & & & & |
Neutral_Prop_0O ® ¢ |

— £

Note:
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Make sure the sprite starts and ends the animation at the same position to ensure that the prop correctly falls
within the start and end points (blue and black bounding box) when the animation is converted into an Elastic
Motion.

4. Open the Collect Clip track and make a range to include this data.

E m B. =, @ 0

llenlrﬂ_l’mp
Collect Clip

Mation

Neutral_Prop_T

Neutral_Prop_5S

Neutral_Prop_D

Neutral_Prop_0O

5. _Right-click on the Collect C_Iip track in the range, select the Exportitem in the menu.
Insert Frame '
Delete Range

Add to Action Menu
Transfer to Action Menu
This step saves the data as a prop animation file (in *.ctAnim format).
6. Drag and drop the animation onto a prop (it is suggested to use this prop), you will see an animation clip on the

Motion track of the prop.
Ew B, & e ‘ e ‘ = ‘
_ s B e B viae B
Neutral_Prop ® || collect Clip || Transform || Flip |1 vie
Motion (@I JumpOnce - Transition: Linear, Time Warp:...

7. Right-click on the C|Ip and select the Convert to Elastic Motion item in the menu.

g' Cut Ctrl+X
. Ctrl+C

e

Align Whole Cnp
Rename

Import

Export

Time Warp
Transition Curve

The clip will turn green.
Motion (@) JumpOnce - Elastic Motion: Linear, Transit...
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8. Edit the clip with the Elastic Motion Editor.

9. Make sure that the clip on the track is selected.
10. Open the Content Manager and switch to the Elastic Motion library.
11. Click on the Add button to add the selected clip into an Elastic Motion template (*.ctElastic).

Template ©

SFX

| ElasticMotion Custom » |

Prop

"> Bastic Motion

I E—

[ |

12. You can then apply this template to any other props.

Note:

In order to see the Deform effect working on another prop, you must select the prop, open the Prop Key Editor,
switch to the Deform mode and activate the Smooth Deformed Object box in order to subdivide the prop.
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‘ [:}Transform ‘ ‘ EH Deform ‘

[// Smooth Deformed Object

Opacity :

OmoEl

Reset | | Reset Al |
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Using Live Camera

Most of the time you pan, zoom and rotate the Preview Camera to build a scene, and to add and edit characters and props
without setting any keys to the camera. However, if you need to produce a story with camera movements for dramatic ten-
sion, then you can use the Live Camera.

Switching Camera

1. Build a scene.
=

2. Click onthe Camera Record Mode button.

3. The working area will then switch to the Live Camera view. You can figure out the source of the view via the icon
in the top-right, In addition, the rectangle Safe Area outline will change from blue to red.
Y - -

ILRE]

4. Click the Camera Record Mode button again to switch back to the Preview Camera view.
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Using Live Camera

In the Live Camera mode you can pan, zoom and rotate the camera to auto-set a transform key to the animation cam-
era.

1. Whenyou are in Live Camera mode, click the 1 Zoom, & Move or O Rotate buttons to show the para-
meters on the Property Tool Bar.

IE::I xea [ vime B z[ms B rpe B W v O

2. Goto another time frame.

L

4

3. Entervalues in the number fields of the tool bar to auto-set a key to the camera.
v |

« You may us hotkeys to quickly set values instead of typing.
. . Zoom: Alt + Both mouse buttons (or Alt + Rolling the mouse wheel - can not be undo)
. & Move: Alt + Left mouse button
. O Rotate: Alt + Right mouse button

e .
. Curve: Camera moves at a slow-fast-slow pace to smooth its movement.

« X Linear: Camera moves at a constant speed.

« Click the! Defauitiey Reset Key button to set a neutral key to the camera.
4. Repeat the steps until you complete the camera movements in the story.
Note:

« You can determine the size of the Safe Area by setting the Frame Size or Output Size in the Export
Settings panel.

« If you want to further edit other items inside of your project, then return to the Preview Camera to pre-
vent from accidentally setting keys to the Live Camera.
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Introducing the Timeline

Click the Timeline & button on the play bar to open the Timeline Editor.

The Timeline Editor is where you edit animation keys and clips for actors, props, cameras, image layers, sounds, music,
etc.

Timeline ®
EWmB., S 55,86 fEEFHED2@Qa|> 0 cwmetrme @i
5 10 15 20 % ] 35 40 45 50 M55 £0 £5 70 75 a0

Actor ) || Collect Clip || Transform || Flip [T visible ||| Link || Opacily || 3D Motion| || 2D Motion | el
» Moice Clip @ |Ha[:|m¢r |
) e ® ——

Head ® o B B B

Face ® |<> o ¢ ©

Eye ® |<> © @ S

Face Motion ©O®|.

]

A B )

= [

1 Track list Click the Track drop-down list and select the items, in order to show/hide

; them and their master track buttons.
Elwm B,
— | O Project
Ac ¥ G1/G2 Actor
al ™ Prop
—| [ Glasses
[ Glasses(2)

2 Object-related  When you pick an item on the 3D viewer with this button down, the Timeline will only display the

Track tracks of the picked item.
B. Motion Tracks

Actor (0 | | collect Clip || Transform || Flip || visible || Link || opacity || 3D Motion || 2D Motion |

» Vpice Clip ® : [Happy T J

- Exciat clip ®
Head ® . |<> < < @ <>|
Fiace ® |<> o o o @ © <>|
Eiye ® |<> < < @ <>|
Face Motion ®

1 Item Name and Main This track shows an item's name and its master track buttons.
Track Buttons Click on the name to select the item.
2 Track Buttons Click these buttons to show/hide the master tracks of the picked item.

Button Status:

. - Show all of its main tracks.
. - Hide all of its main tracks.

Track Button that contains multiple master tracks:

« Face - Voice Clip, Facial Clip and Face Motion master tracks.
3 Main Track Name and This track shows the name and its data.
Data Click on the name to select the item.
Double click on the name to select all the data in the track.
Click the Cross icon beside the track name to hide the track.
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4
5

Display Sub-Tracks Click this arrow button to show all sub-tracks.
Sub-Tracks Drop-down  Click this drop-down list in order to show/hide sub-tracks.
List

-

Cor B,qp‘c? JE‘ IEI‘II-I- Ix [0 2‘@ a @ E‘D DCurrentFrame: &
=== | s = ) =

10

11

N_ext, Pre- This feature is for the Pipeline and Pro versions only.

\E'.I(.):g Shift Click these two buttons to snap the play head back to the previous, next keys or start-frame clip.
+ TaB) The key or clip will be automatically selected.

AddKey  This feature is for the Pipeline and Pro versions only.

The Add Key button only works for the Camera, Transform, Flip, Opacity tracks, the Head, Face, Eye
and all T and D sub-tracks under the Face and Motion main tracks.

Double-click on the timeline cell area to add a key, or press this button.

Keys can also be automatically added when users alter any key information in the Modify Panel.
Edit Func- Click this button to show the clip editing drop-down list.

f
on cut  ctex o Cut: Select the Cut command, or use hotkey Ctrl + X to cut the target key, or
copy  CHi+C clip, in the clipboard. (Pipeline and Pro only)
Paste Cti+y o Copy and Paste: Select the Copy and Paste commands, or use hotkey Ctrl +
bisieis C on selected keys or clips to copy, and Ctrl + V to paste to the target frame
(single or multiple keys) (Pipeline and Pro only)
« Delete: Select the Delete command or press Delete button to delete highlighted
keys or clips.
Break This feature is for the Pipeline and Pro versions only.

Break works for Clip type data in all tracks/groups.

Click the Break button, or use hotkey Ctrl + B to split the selected clip at a current frame into two new
clips.
Audio Edit- Click the Lips Editor button to show a panel to add or modify lip-synched keys on the Lips track.

ing Tools  Gjick the Sound Modify button to show a panel to modify the clips under the Sound Fx and Music items.

Loopand This feature is for the Pipeline and Pro versions only.

Speed The Loop and Speed buttons work to Clip data in all tracks/groups except for clips in the Sound Fx and
Music items.

Press the Loop button DOWN and drag the clip's right edge rightward to repeat the clip.
Press the Speed button DOWN and drag the clip's right edge rightward/leftward to decelerate/accelerate

the speed.

Pr(_)jgect This feature is for the Pipeline and Pro versions only.

Eg'otllgg Click the Insert Frame button to insert a designated number of frames into the current time frame in order
to increase the length of the project. You may also use this feature to insert frames for individual object
without affecting the length of the project.

Click the Delete Frame button to delete a series of selected frames in order to decrease the length of the
project. You may also use this feature to delete frames for individual objects without affecting the length of
the project.

Click the Add Flag button to add flag marks to the Project track. This allows you to easily hop between
events.

3D Motion Click this button to align the selected motion clip data to the previous clip.

Angle

Align

Zoom Click the Zoom In button, or use hotkey Ctrl + + to increase the time (cell) unit size.

I,rb]\/&ttjjtal Click the Zoom Out button, or use hotkey Ctrl + - to decrease the time (cell) unit size.

Size Click the Actual Size button, or use hotkey Ctrl +/ to show the time unit represented as 30 frames per

Fit to Win- Second.

dow Click the Fit to Window button to view all the timeline items within the timeline window space.

Play and Click the Play/Pause button, or press the space bar to play the project, click again to pause.

Stop Click the Stop button, or press the space bar to stop playing.

Current This field shows the current frame number on the timeline. You may also type-in the frame number to

Frame jump to the target frame. This allows you to go to your precise target location; this is especially con-

venient for animation with clear timing control.
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5 10 15 20 25 30 35 40 45 s 5# ] £5 70 75 a0

| Project || Camera || SoundFxi || SoundFx2 || Music | =

1 Time Unit Bar Drag the bar to move the displayable range to a desired time frame.
Drag the right edge to change the size of the displayable range.

2 Play back and Export Range Drag the two flags to decide the range for playing back or exporting.

3 Play Head Drag to move to the desired time frame.
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Animation Tracks for Character Heads

There are three Master Tracks that belong to a character's head. They are the Voice Clip, Facial Clip and Face Motion
tracks. You may show them by clicking the[_Face _IFace button on any character.

E=

Mr. Rosenberg

» Voice Clip

» Facial Clip

Face Motion

©

® ® ®®

Voice Clip

and Lips.

The Voice Clip master track stores the voice file from the

o

Create Script panel. It contains two sub-tracks, Voice

*Please note that this feature is for the Pipeline and Pro versions only.

D voice clip @ [
E o « The master track stores audio data in Clip form. You can Break, Loop or change the clip
i Speed.
Voice Track
R ® « This track stores audio data in Wave form. You may only view the wave of the voice
¥ Voice Clip ® without any editing.
¥ Voice Clip ) voce i) ]
Voice
Voice e
Lips Lips Track
« You may manually add lip-synching keys to this track by double-clicking on the cells in this
track.

Expressiveness :

O | 100 =

« Please note that if there is a clip in its master track (Voice Clip), then the lip-synching
keys within the clip range will be overridden by the lip-synching keys added later on.
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Facial Clip
The Facial Clip master track stores the facial expression clips from the A Puppet Editor - Face Puppet Editor
panel. It contains three sub-tracks, Head, Face and Eye.
» Facial Clip (€3] Puppet Clip
Em « The datain these three tracks can be set through the * 2D Motion Key Editor - Face
Key Editor.
""_“"""_""’e"' ® « Please note that if there is a clip in its master track (Facial Clip), then the Head, Face,
v EEEIEL = and Eye keys within the clip range will be overridden by facial expression keys added later
Head ® on.
Face ® « Double-click the cell in these three tracks to open the Face Key Editor.
Eye ® . Select and drag facial features to edit.

A. Head Track
« You may add head Rotating and Tilting data in this track.

« Select the Head controls in the pane and drag in the pane to set a Head Key.
B. Face Track

« This track stores the facial expression keys.

« Select the Facial Features on the face dummy and drag in the pane to set a Face Key.
C. Eye Track

« This track stores the eyes rolling and scaling keys.

« Select the Eyes and Eye Scale buttons on the face dummy, and drag in the pane to set an
Eye Key.
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Face Motion - Sprite-based Heads Only

The Face Motion master track stores the clips grouped from its main tracks; Face_Transform, Face_Sprite and all
the T (Transform) and S (Sprite) sub-tracks.

Face Motion @ @ |EEEXT I

Transform Main Track and T Sub-tracks
« You see all transform data of the Sprite-based facial features in these tracks.

« These keys support Move, Copy, Paste and Delete functions.
Mr. Rosenberg &®| . Double-click the cell or the keys in these tracks to open the 2D Motion Key Editor -

= m B

Face Motion O Face Mode.

Face_Transform &) 2D Motion Key Editor ®
SR @ Pose Deform
LEye_T )

Mouth_T &)

R Brow_T &)

L Brow_T ®

Nose_T )

REar_T )

LEar_T )

Front Hair_T &)

Back Hair 01_T )

| Reset Sprite || ResetAll || Default Pose |

Face_Transform Main Track

« Thekeys in this track are only tokens, implying that there are transform keys under its T
sub-tracks on the same time frame.

*Please note that the T sub-tracks are for the &

Face Motion @O®|.

Face_Transform

el versions only.

REye T
LEye T
Mouth_T
R Brow_T
L Brow_T
Mose_T
REar T
LEar. T

Front Hair_T

¢ o[ ¢ ¢ &[4 S¢[S¢[ 6] S ¢

R

Back Hair 01_T
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Sprite Main Track and S Sub-tracks
c « You see all sprite switch data of the Sprite-based facial features in these tracks.

« These keys support Move, Copy, Paste and Delete functions.

Mr. Rosenberg ®/|Face_Sprite Main Track
Facemotion  ©@| ° |heswitches inthis track are only tokens, implying that there are switches under its S
_ sub-tracks on the same time frame.
Face_Sprite ® —— 0® |:|
—— @ Face_Sprite ® [o—o—0—00——¢0-
=L @ R Eye_5S B e e -
Mouth_5 ® e ®
R Brow_5S ® T ®
L Brow_5S ® Mouth,_S @l AEENECENNEREE
Nose > ® R Brow_5S ® o
REar_S ® L Brow_5S ® o =
LEar_5 ® Nose_S @l
Front Hair_5 ® = ® o
ar_
Back Hair 01_5 ® e ®
ar_
Front Hair_5 ® [
Back Hair 01_5 ® [

S Sub-tracks (EEEEIEIE only)
« The switches in this track are generated by manually switching elements in the Sprite

Editor. Please note that these switches are re-editable.

« There are other types of switches, there is a mark implying that the switches are pro-
duced from the Voice Clip, Lips tracks and sub-tracks of the Facial Clip track. You
can only edit these marks by editing the keys in the referred tracks.

~ Voice Clip ®
Voice
Lips [G=]
 Facial Clip ® | |New.|
®| [ T[] BT
®| [ P |1 1] b
®| | o1 |1 1] BT
Face Motion ©O®|.
R Eye_S ® - L ——o
LEye_S @ jo—o O
Mouth_5S ® |o—o————ovov0 | o
R Brow_S ® jo—o— 0o
L Brow_S ® [o—o— o0
Nose_S @ [o—o— Lt

Note:

Please refer to the Clip and Key Priority section for more information.
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Motion Tracks for Character and Prop

Character
The Motion master track stores the clips grouped from its main tracks:

« 3D Motion - 3D Angle, 3D Motion Layer and its sub-tracks in blue.
o 2D Motion - Layer, Body_Transform, Body_Sprite, Body_Deform and all the T (Transform), S (Sprite) and D

Deform) sub-tracks. In addition, the clips can also be produced via the A Puppet Editor - Body Puppet
ditor panel.
Motion @ ® Puppet Clip - Transition: Linear, Time Warp: Linear

Layer Main Track

T = « Yousee all layer keys in this track.
= H B+ =

« These keys support Move, Copy, Paste and Delete functions.

Emma @®| « Youmay setlayerkeys by rearranging the order of body parts in the Layer Editor panel.
Motion ®®| . Please referto the Setting Layer Keys for Characters section for more information.
Layer ()

Transform Main Track and T Sub-tracks

E » Yousee all transform data of the body parts in these tracks.
« These keys support Move, Copy, Paste and Delete functions.

B ®| .« Double-click the cell or the keys in these tracks to open the 2D Motion Key Editor -
Motion O® BOdy Mode.

Body_Transform &) 2D Motion Key Editor ®

FaceT ® Pose Deform

Neck_T &)

Up Torso_T &)

R Arm_T &)

R Forearm_T &)

R Hand_T &)

L Arm_T &) @

L Forearm_T &)

LHand_T &)

Lower Torso_T &)

R Thigh_T &)

R Shank_T &)

RFoot T ® | Reset Sprite | | ResetAll | | Default Pose |

L Thigh_T &)

L shank_T & Body_Transform Main Track _ _ _
P & The keys in this track are only tokens, implying that there are transform keys underits T

sub-tracks on the same time frame.

R ) *Please note that the T sub-tracks are for the XSRS versions only.
R Rabbit Ear 02... (&) Motion O® .

R Rabbit Ear 03... () Body_Transform (X [¢00¢ ¢ 06 & 060

L Rabbit Ear 01... &) Face T ® | N N

L Rabbit Ear 02... &) Neck T ® o | lof

L Rabbit Ear 03... &) Up Torso_T ® N

Tail 01_T @) RAmM. T = T

Tail 02_T ® M ®| o

Tail 03_T ® Tail 03_T ®| | <

Tail 04T ® Tail 04_T ® o
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Sprite Main Track and S Sub-tracks
= m « You see all sprite switch data of the body parts in these tracks.

o These keys support Move, Copy, Paste and Delete functions.
® [Body_Sprite Main Track
« The switches in this track are only tokens, implying that there are switches under its S

O® )
. sub-tracks on the same time frame.
Body_Sprite &) -
Motion ®®

Face_ S &) .

Body_Sprite ®) [0 OOO OGO
Neck_S )

Face_S ® (&
Up Torso_S &)

Neck_S ® o
R Arm_S &

Up Torso_5 ® e @ <
R Forearm_5 &)

RArm_S L sl
R Hand_sS ) |——

. S ® [»

L Arm_5 Gi

Tail 03_S ® o
L Forearm_S &)

Tail 04_5S ® fo
L Hand_S (€3] ———————— I I .

S Sub-tracks (EEELIELE

LowerTorso S &), The switches in this track are generated by manually switching elements in the Sprite
R Thigh_s ® Editor.

R Shank_s )

HERRED G’ Flease click the parts to replace.

L Thigh_S (4] You may import new images or replace the ones you picked

L Foot_5 )

R Rabbit Ear 01...  (X)

R Rabbit Ear 02... (&)

R Rabbit Ear 03... (X)

L Rabbit Ear 01... )

L Rabbit Ear 02... (X)

L Rabbit Ear 03... (X)

Tail 01_5 (4]
Tail 02_5 (4]
Tail 03_5 (4]
Tail 04_5S &

Empty
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Deform Main Track and D Sub-tracks

— « You see all deform data of the body parts in these tracks.
« These keys support Move, Copy, Paste and Delete functions.
— - « Double-click the cell or the keys in these tracks to open the 2D Motion Key Editor -
- = Deform Mode.

Body_Deform =

Face_D 3] Pose | Transform

Meck_D =

Up Torso_D =

R Arm_D =

R Forearm_D =

R Hand_D ‘-“

L Arrn_DC =

L Forearrn_DC = " . N*

L Hand_D = .1

Lower Torso_L =

R Thigh_D = . .

2 ::::_:D z | Reset Sprite | | ResetAll | | Default Pose |

c oy Body_Deform Main Track

b shenkt = « Thekeys in this track are only tokens, implying that there are transform keys under its D
Lroot D = sub-tracks on the same time frame.

R Rabbit Ear 01_D [ *Please note that the D sub-tracks are for the BEEdEIE versions only.
R Rabbit Ear 02_D & [#] Motion &[]

R Rabbit Ear 03_0 [# Body_Deform (X [##++ |+ |[#+ | [+ 44

L Rabbit Ear 01_D [¥ Face_D B [+ + +

L Rabbit Ear 02_D [® Meck_D [ + +

L Rabbit Ear 03_D Up Tarso_Or [ +

Tail 01_D E R Arm_D = T

Tail 02_D (] B E) = +

Tail 03_D ] Tail 03_D = + +

Tail 04_D [5) Tail 04_D 3] *
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Prop

The Motion master track stores the clips grouped from its Layer main track, and its sub tracks, T and S.

Motion  © @ ETEIET I

Click the "+" button to show the sprite names in a list. Activate the box to show the Layer track and the paired T and S
tracks. The number of the paired T and S tracks are the same as the number of sprites in the prop.

Layer Main Track

P « Yousee all layer keys in this track.
« These keys support Move, Copy, Paste and Delete functions.
Microphone & o You may setting layer keys by re-arranging the order of sprites in the Layer Editor
Motion OR® panel.
Layer ® « Please referto the Setting Layer Keys for Props section for more information.

T and S Tracks
EmB. o T Sub-track

« Double-click the cell or the keys in these tracks to show the Prop Key Editor on the
Property Tool Bar in order to transform the sprite.

Microphone ®

Motion O I EEE

M?CFODhO”e—T ® S Sub-track

a— « The switches in this track are generated by manually switching elements in the Sprite
Editor.
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Inserting and Deleting Frames

CrazyTalk Animator provides features for inserting and deleting frames.
*Please note that this feature is for the Pipeline and Pro versions only.

The purpose and characteristics of these features are:

« You are allowed to add more time to the current project or trim parts of the project.

« Since even animations of a single object can consist of plenty of clips, keys and switches from various tracks, you
may move them as a whole by using these two features, instead of drag and dropping them one by one.

Transform ® o < Transform ® & @
Flip @ [ oo o Flip ® ol | oo | | [
Visible @fo— | | ot Visible ® o | | o
Link ® o Link ® —507
Motion ©® M Motion ©®H B
Layer ® | Layer ® I tp——
Body_Transform @[ @ |:> Body_Transform (€3] K
Body_Sprite ) lo—— Body_Sprite ® e &
Body_Deform ® ¢ < Body_Deform ® e &

« If you use these two features between keys and switches, then you are actually changing the transition and duration
in-between.

« Inserting Frames and Deleting Frames can be applied to:
« The whole project.
o Individual Actors.
o Individual Props.
« Please refer to the links below for more information.
« Inserting Frames

« Deleting Frames
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Inserting Frames

CrazyTalk Animator provides the Insert Frames feature so that all the keys in a project, or every key of an object, can be
moved once instead of dragging keys one by one.
*Please note that this feature is for the Pipeline and Pro versions only.

Insert Frames for the Whole Project

By using the Insert Frames to the project, you may add more time before the original project. Keys of every object will
be affected and shifted to the later frames. This is useful if you want to add more animations ahead of the story.
* Please note that this method increases the total length of the project.

1. Open the project with animations of different objects. Start from the first frame (two cars moving for example).

Animations start from the first frame. Animations stop at one middle frame.

2. Openthe Timeline (F3).
3. Click the Track List button and select Project to show the project track.

[ Project

4. Press down the Project button. Click the first frame on the track.

5. Click the ™ Insert Frames button on the tool bar. Enter a frame number before the start frame.

Insert Length

10 |

| oK | | Cancel |

6. Click the OK button and the specified number of frames will be added before the start frame. The animations will
be postponed (The cars start to move later) and the total length of the project will be increased.

7. Play the project to view the results.

The animations will be delayed. The animations will stop even later.
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Insert Frames for Individual Objects

After having produced key frame animations (key by key), sometimes you need to increase the duration (transition)
between two keys for individual objects. Instead of dragging the keys one by one on the timeline, CrazyTalk Animator
provides the Insert Frame feature to quickly achieve this goal.

* Please note that the Insert Frame for individual objects only affects the position of the keys. All clip-type data, and
the length of the project, will NOT be affected.

1. Given a project with two characters performing the same motion by body motion keys.

LT

I, /8

@) O
A A
Same start poses Motions end at the same time frame

2. Open the Timeline (F3). Show the Body_Transform tracks of the two characters. Since their motions are
identical, the keys positions will be at the same time frame.

Actor 1 ®| | Collect Clip || Transform || Flip || visible
Mation ©®
Body_Transform ® & < <
Actor 2 ® || Collect Clip || Transform || Flip || visible
Mation O®
Body_Transform ® F < <
3. Click the Collect Clip button of one character to show the corresponding track.

Collect Clip

Collect Clip

4. Click onthe cell where you need to insert frames.
r 5 10 15 o & a0

| Transform || Flip [ visil
H

@ @ £

| Collect Clip || Transform || Flip || visil
H

A

@ @ @

5. Click the ™ Insert Frames button on the tool bar. Enter a frame number.
Insert Frame ®

Insert Length

10 |

| oK | | Cancel |
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6. Click the OK button and the desired number of empty frames will be added.

| o

A

A
Same Start Pose The transition duration extends
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Deleting Frames

After having produced key frame animations (create animation key by key), sometimes you need to decrease the duration
of the transition between two keys. In stead of dragging the keys one by one on the timeline, CrazyTalk Animator provides
the Delete Frame feature to quickly achieve this goal. Please note that any data (clips, keys, switches) in the frame will all

be deleted once you use the Delete Frame command.

*Please note that this feature is for the Pipeline and Pro versions only.

Delete Frames for the Whole Project

The Delete Frame feature working on the project may not only delete the specified number of frames, but also the data
in the frames for all objects in the project. You may use this feature to advance all the animations in the project.

1. Givena project in which the objects are all animated by keys.

4]
'

o~

L
I"b\&‘ = - — - — -

y

L

_— A

Collect Clip

B

Transform

& & &

Collect Clip
& &

Transform

®
®
®
®

& & &

2. Press F3to open the timeline. Click the & Track List button and select Project from the menu.

& Project
» Prop
3. Click the Project button to show the track.
Project ® [ So
Project ®
A ® [
Transform ® |+ o L3
B ® [
Transform ® ¢ < & © &
4. Draginthe track to make a range for deletion.
Project | So
Project

A

LA

.
B

ansform

®
®
®
®
®

.

ansform

®

Collect Clip
& L

& &

5. Click the Ix Delete Frame button.
You will then be prompted to choose the deleting method.

Delete Frame Option ®

®
O

Delete Data
Delete Frame

oK ||

Cancel |

« Delete Data: Delete only the clips, keys and switches within this range.
« Delete Frame: Delete keys, switches, as well as the frames within this range to shorten the length of the

project.
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6. If you Delete Data, the data within the range will be removed. The previous data after the range will stay where it

is.

A ® ==
Transform ® ¢ L3
B ® L
Transform ® ¢ L3

7. If you Delete Frame, the data and frames within the range will be removed. The previous data after the range will

be advanced.

A

Collect Clip

PP

Collect Clip

Transform

B

®® e

Transform -

Delete Frames for Individual Object

In addition to deleting the frames of an entire project, you are allowed to delete frames and/or data for a single object.
This can accelerate the transition between two keys, or even simultaneously delete keys or switches in different

tracks.

* Please note that the Delete Frame for individual objects only affects the position of the keys. All clip-type data and
the length of the project will NOT be affected.

1. Given a project with two props animated by keys. The pin moves away before the ball hits it.

%__%Q e |

2. Open the Timeline (F3). Show the Transform tracks for the ball and the pin.

BowlingBall | [ Collect clip | IIEIE0N |
Transform ® | ¢ e 0 00 ¢

BowlingPin ®

Transform ®

& &

Collect Clip L
i

&

3. Click the Collect Clip button of the ball to show the track.

Collect Clip

CrazyTalk Animator 3 User Manual - 681



—=" REALLUSION®

4. Drag in the track to make a range for deletion.

Collect Clip ®

Transform ® o

BowlingPin ® [
Transform ® ¢ @ @ |

5. Click the @ Delete Frame button.

You will then be prompted to decide the deleting method.

Delete Frame Option ®

® Delete Data
O Delete Frame

| oK | | Cancel |

« Delete Data: Delete only the clips, keys and switches within this range.
« Delete Frame: Delete keys, switches and the frames within this range.
6. If you Delete Data, the data within the range will be removed. The previous data after the range will stay where it

IS.
%«“w—@ s _j?{
/% Oy ¥)
£ A

Aﬂ, . | Bovinggai @[ cole cio | R
Transform ® ¢ @
BowlingPin @ | [ collect clip | IRIEIECTIM |
Transfarm ® ¢ ks @ @

7. If you Delete Frame, the data and frames within the range will be removed. The previous data after the range will

be advanced.

_@“
- ¥

“@@||| eowingpal  ©  cotetcip | Izl
’ Transform ® ¢ s
BowlingPin ® L

Transform ® ¢ < L3 @
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Adding Flags

When you need to jump to specific time frames in your project, you may sometimes need to add flags in order to easily hop
between events.

Adding Flags

1. Open the Timeline (F3).
2. Click the Track List button and select Project to show the project track.
3. Press down the Project button. Click on the target frame in this track.

| Project ® =

Project ®

4. Click the @Add Flag button on the tool bar.
Add Flag ®

FlagID: |001 |

Description :

| Apply |

5. Give the flag a name and put down a description for the flag. Click Apply to insert a new flag into this frame.
6. You may click on another time frame in this track and repeat Step 4 to 5 without closing the panel to add more

flags.
i 50 100 150 200
Project ® So
Project ® N N L

Jump between Flags

There are two methods that you may use to jump between flags:

o Press the Tab key to jump to the next flag.
« Press Shift + Tab keys to jump to the previous flag.
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Animation Timeline Editing

Before starting to read this page, please refer to the Introducing the Timeline section for more information about the user

interface and tools.

Data Types

In CrazyTalk Animator, there are 6 types of data in the tracks for Timeline Editing- Key, Clip, Representative Key,
Switch and un-editable switch, Target-switching, and On/Off.

Data Name From

1 Key Property Tool
Bar
Lips Editor
2D Motion Key
Editor
Prop Key Editor
Opacity Setting

2 Clip Puppet Editor

3 Representative Sprite Transform
Key Key
Sprite Switch

Descriptions

Animation Keys store RTS data (Rotation, Transformation, Scale) and Opa-
city data for all items and sprites, including; camera, actors, props and
accessories.

The animation between two keys can be auto-generated.

Animation Clips store the motion clip segments of character and prop
(accessories).

A clip can be accelerated/decelerated, looped or blended into another clip.
Please refer to the Speed, Loop and Blending section for more information.

This type of key implies that it contains one or more keys (by the e 2D

Motion Key Editor or o Sprite Editor in the stage mode)inthe Tor S
tracks under the Face Motion and Motion tracks.

Mation ®®
Body_Transform (%) @
Neck_T ® e |

Up Torso_T

Body_Sprite
Neck_S

®
Up Torso_5 ®
)

R Arm_5S
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4 Switchand Switch:

Switch Marks Switch: When you use the W Sprite Editor in stage mode to manually
Sprite replace the elements in a sprite, then you are setting a replacement key (also
Editor known as a Switch). As the project plays up to the time frame where the
. switch occurs, then the previous element will be replaced with the des-
Voice Switch Mark: Switch marks are tokens representing the sprite switch tim-
Clips ing, governed by it's master clip (from Voice Lip Synching, Puppeteering)

Lip Synch-or motion key (from Key Editor); it prompts you that there is a sprite switch
ing Keys key in other relevant tracks.

Facial Actor ®
(l::I;F(;Isal + Voice Clip ®
Keys
Voice
Lips
Face Mation ®®
Mouth_5 ®
Nose_5 ®
Actor ®
 Voice Clip ®
Lips : =
w Facial Clip ®
Face ®
Face Motion ®®
Mouth_5 ®
Nose_5 ®
Face Motion ®®
Mouth_5 ®
Nose_5 ® e
5 On/Off Visible Setting = The On/Off data on the Visible track stores only one status of the object.

You may allow the object to be visible (On) at one frame, until it is set to be
invisible (Off) in another.

6 Target-switching Link Setting The Target-switching data resembles the key concept. It stores the tar-
geting relationship between one object and its target. The target can be
changed or even dissolved at any time frame. The Link features for actors
and props (accessories) are under this category.

Note:

o Please refer to the Timeline Shortcuts section for more information.
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Multiple Selection Methods (New for v3)

The data-selecting methods on timeline tracks are as described below:

« Select single key - Single-click on the target key/clip, the selected key/clip will then be highlighted.
o Tab Key - Press Tab to jump to the next key/clip, Shift + Tab to jump to the previous key/clip.

« Select All keys - Double-click on the target track name.

o Multiple key/Clip selection

« Dragthe cursorin the specific track to highlight the keys/clips covered under it.
o Use Ctrl + LBM (Left Mouse Button) to select multiple keys/clips.
« Use Shift + LBM to select the adjacent keys/clips.
« Multiple Keys Selection and Scaling: This feature is applied to span tracks or span objects.

1. Prepare multiple objects with keys and open the their tracks in the Timeline.
Timeline
= m 8. B, i |[@ u | |
r

1o 20 25 a0

H 15
Collect Clip Vis
i &

FishBowl_Bowl(0)

Transform &

Transform

®
®

FishBowl Bowl @ e
@ &

& & & & L I & &
[lsiae]
2. Hold the Ctrl key and drag a red box to include the keys you wish to select.
Timeline
EmEw., & 5 BE. |0 | |
[ 10 15 20 & a0

H
Collect Clip Vis

FishBowl_Bowl... ®

Transform ® M
FishBowl|_Bowl @ transform || IR |
Transform ®

[
3. Drag the arrow key at either end to scale the distances between keys.

j

The distances maybe auto-adjusted because the unit is by frame.
Timeline
EmEw., & 5 BE. |0 | |
[ 10 15 20

H 25 30
Collect Clip Vis

FishBowl_Bowl ®

Transform ®
FishBowl_Bowl(0) ®

Collect Clip Vis

Transform ®
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Clip and Key Priority - Face

Facial expressions could come from different tracks. Therefore, during playback, the program must have a specific priority
when a time frame contains data from different tracks.

Sprite-based head

The facial expressions generated for the Sprite-based head can be from the S tracks, the Motion Clip clips,
the Facial Clip clips, the Face track keys, the Voice Clip clips and the Lips track keys. When the project
plays and meets all these clips or keys, then there is a certain priority for displaying the effect from these
tracks.

« General Facial Features: Switches in the S track > Clips in the Face Motion track > Clips in the
Facial Clip track and its keys in the Face sub-track.

w Facial Clip (9 | Facial Clip

Face ®

Face Mation ®® i i

R Eye_5S ®

o Mouth: Switches in the S track > Clips in the Voice Clip track and its keys in the Lips sub-track >
Clips in the Facial Clip track and its keys in the Face track > Clips in the Face Motion track.

| w Voice Clip
| Lips

| w Facial Clip Facial Clip

Face & <+

Face Motion Mation Clip

Mouth_S o

Morph-based head

The facial expressions generated for the Morph-based head come from the Facial Clip clips, the Face track
keys, the Voice Clip clips and the Lips track keys.

« Keys inthe Lips track > Clips in the Voice Clip track.
« Keys inthe Head, Face, Eye tracks > Clips in the Facial Clip track.

Note:

« Please refer to the Facial Clips and Keys section for more information.
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Clip and Key Priority - Motion, Layer and Sprite

There is a specific priority in the Motion main track, its Layers, Sprites and S (Sprite Switch) sub tracks. When a time
frame contains data from these tracks, then only the data with the highest priority takes effects. In this page, you will focus
on the priority between Motion, Layer and Sprite tracks.

Data in the Motion Track

« The datain the Motion main track is in clip form. The clip stores Layer Keys and Sprite Switches.

o When a character is applied, there is always a one-frame motion clip in blue at the start frame of the project
where the initial layer order and sprite status (as in the Composer Mode) is kept.

« The layer order and sprite switch effects, in this invisible motion clip, last until it meets an applied motion.

« The layer order and sprite switch effects in the interval frames, between two clips, are always the same as the
ones in the last frame of the previous motion clip.

Motion Clip § : | Motion Clip

Priority for Motion Track and Sprite Track

« Switches in the Sprite Track > Switches in the Motion Clip (in the Motion Track).
Motion O®

Body_Sprite ® & ~

Motion

Body_Sprite

« If there is no data in the motion track when you set a release key, then the sprite switch status uses the last
status of the previous motion clip.

Motion Clipi-g T [T S— r'
T
¥ &

& >

« Please refer to the Releasing Sprite Switches section for more information.

Priority for Motion Track and Layer Track

« Keys inthe Layer Track > Keys in the Motion Clip (in the Motion Track).
Motion © ®r
4

Layer ®

Motion

Layer

« If there is no data in the motion track when you set a release key, then the layer order uses the last status of the
previous motion clip.

Mation Clip;.g +Mation C|ip_§ E. ...................
1
@ b

: :

> ——

« Please refer to the Releasing Layer Keys section for more information.
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Show/Hide Specific Tracks

When you use the timeline, sometimes you may need to often show/hide certain tracks. In this section, you will learn how
to show/hide tracks for a more efficient editing with the Object-related Track button.

Timeline - Pick and Switch Items

With the Object-related Track button you may show, in the timeline, only the picked items in order to prevent an over-
spanned timeline. This method applies to all the items in the Scene Manager.

1.

Load a project with various items.

2. Press F3orclick the & Show Timeline button to show the timeline.
3. Press the Object-related Track button.

4. Pick a character in the working area. The timeline will then only show the name of the character and its track but-
tons.

B 1o

Eddie ® Tran:

5. Pick a prop in the working area and the timeline will hide the character's track, and only show the name of the
prop and its track buttons.

B 1o

Fountain_Still ) || Collect Clip || Tran:
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Timeline - Pick and Show ltems
If you wish to show more than one item on the Timeline, then you may use the steps below.

1.

Load a project with various items.

2. Press F3, orclick the B Show Timeline button, to show timeline. The Timeline will then show the first char-
acter name in the Scene Manager by default.

5} 10
Fanny ®| Tran:
3. Make sure that the Object-related Track button is not pressed down.
4. Right-click on another item in the working area to display the right-click menu.

Action Menu

Sprite Editar

FProp Key Editor

Layer Editar

Add to Scene

Remave Animation

Delete

Qpen Timeline Track

5. Select the Open Timeline Track in the menu.
6. This item will then be shown in parallel with the character.

5 10
Fanny )| | Collect Clip || Trane
Fountain_Still ) | | Collect Clip || Tran:
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Using Object-related Track buttons and editing panels
When combining with the Object-related Track button, you can have the timeline show specific track details by open-
ing an editing panel. This method only applies to characters and props (accessories).

1. Press the Object-related Track button.

2. Pick another character. Click the 3 Sprite Editor button
The Sprite Editor displays.
Sprite Editor - R Forearm ®

Flease click the parts to replace.
You may import new images or replace the ones you picked

T

| | CustomAngle I:I |

ag‘

Empty

3. Click on the upper body of the character.

4. You will see that the timeline will automatically show the Up Torso_T, Up Torso_S and Up Torso_D.

Cherry ®|i| Collect Clip || Transform |
Mation ®®

Up Torso_T ®E

Up Torso_5 ®

Up Torso_D ® u
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5. Close the Sprite Editor, and click the # 2D Motion Key Editor.
The Body Key Editor displays.

2D Motion Key Editor ®

B oo | e

-~

| Resetal || DefautPose |

6. Switchto Pose, Body or Face (Sprite-based face only) mode.
7. Pick the individual body parts or facial features.

8. You will see that the timeline automatically shows the T and S tracks of that specific part.

Cherry ® || collect Clip || Transform |
Face Motion O® ||

Nose_T ®

Nose_5S ®
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Replacing Motion Clips (New for v3)

When applying a motion clip to an object (character or prop) in the middle of its animation, the basic rule is to overlap the
motion clip to the original one and take over the control from it, the object thus will perform the new animation accordingly.
However, you can replace the original motion clip without the need to find the start frame by opening the Timeline and scrub-
bing through the time measure. The advantage of this feature is that you can quickly replace a motion clip even though the
Timeline is Closed.

1. Apply a character (G1, G2 or G3).

You can optionally open the Timeline to view the data in the Motion track.

= m B, 2 . ‘ & Js ‘ ‘ ‘ > O CurrentFrame: &'
r H 10 15 20 25 {715] {=11] [=15] Fil] 75

Elastic Folks_M...  ®| | Collect Clip || Transform || Flip | .l

Motion () | Angry(2L) - Transition: Linear, Tim... I
== K

3. Play back the project to observe the motion, pause in the middle of the performance.

You can drag the play head on the play bar to view the motion as well.

)
L

| h
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4. Press down and hold the Alt key and drag another motion template from the library and then drop it onto the char-
acter.

@ |

& 10 15 20 55 ED 5] 70 75

Elastic Folks_M... ® ||

Collect Clip || Transform ||

Meditation - Transition: Linear, Time W... |

| A~
v

Note:

Without holding the Alt key you can apply any clip to the middle of an animation or motion (traditional way to apply
clip templates) without replacing, but overlapping will happen.

= W B. E ‘ «® I ‘ ‘ ‘ > O CurrentFrame: &
[ & 10 15 20 25 55 B0 65 70 75
Elastic Folks_M... () || Collect Clip || Transform || Flip |

Mation

O®

Angry(2L) - Tran Meditation - Transition:

|i
b
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Transition Curves in Tracks (New for v3)

Pro & Pipeline

In CrazyTalk Animator, you are able to set keys or add clips into different tracks. Interpolations can be customized
between different curves so that the transition speeds between two adjacent keys, imitate the physical characteristics of
how the object would move in the real world.

*Please note that this feature is for the Pipeline and Pro versions only.
1. Inthe target track of the Timeline, set two keys (take the Transform track as an example).

)| transform |G
) |¢ <

2. Right-click on the Later one. Select the Transition Curve entry in the Menu.

Transform

"""""""""""""""""""" Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Delete Del

Select All Keyframes

3. You will see the Transition Curve panel display on the screen.

LAz
LT

End in a Bounce

i

and End

Sudden End

Stuttering Start  Elastic Start and Sudden Start with

Elastic End

Elastic Start and
End

4. Move your cursor onto the transition profiles and the thumbnail will play an animated guide to show you the effect of
the transition method.

5. Click on the desired transition effect profile and close the panel.
6. Drag the Strength slider to dramatizing or weaken the transition curve effect.

Strength
ENS

)
h=

Note:

Only the Accelerate, Decelerate, Smooth and Pause and Move profiles can be applied with the Strength value.
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7. The transition curve will then only be generated between these two keys.

&) [_rranstorm |G

Transform ©

Accelerate

Smooth

Gain momentum before Move
Gain momentum and Damp
End in a Bounce

Elastic Start and Sudden End
Elastic Start and End

Linear

Decelerate

Pause and Move

Damping

Stutter Start

Stuttering Start and End
Sudden Start with Elastic End
Step
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Time Warp for Motion Clips (New for v3)

Pro & Pipeline

By default, the playback speed of character motions and prop animation clips are linear. However, you are allowed to alter
the clip with dynamic speeds, which means that the speed of the motion or animation can be altered within the clip.

*Please note that this feature is for the Pipeline and Pro versions only.

1. Apply a motion clip to a character. By default, the motion will be set to Linear mode.
2. Open the Timeline (Shortcut Key: F3) to show a character's Motion track.
3. Right-click on the motion clip and select the Time Warp entry in the Menu

Jump_02(0) -

Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Delete Del

Break Ctrl+B

Flatten Motion Clip
3D Motion Settings...

Select All Clips

Align v
Align Whole Clip v
Reset Pivot

Remove Motion v
Rename

Import

Export

Transition Curve

4. You will see the Transition Curve panel displaying on the screen.

N\

Accelerate Decelerate Smooth Pausze and Move

N UL

Gain momentum Damping Gain momentum Stutter Start
before Move and Damp

ML

EndinaBounce Stuttering Start  Elastic Start and Sudden Start with
and End Sudden End Elastic End

IR

Elastic Start and Step
End
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5. Move your cursor onto the transition profiles and the thumbnail will play an animated guide to show you the effect of
the Transition method.

6. Click onthe desired transition effect profile and close the panel.
7. Drag the Strength slider to dramatizing or weaken the transition curve effect.

Strength
O EXNE

Note:

Only the Accelerate, Decelerate, Smooth and Pause and Move profiles can be applied with the Strength value.

8. Play back to view results.

Accelerate Decelerate

Smooth Pause and Move

Gain Momentum before Move Damping

Gain Momentum and Damp Stutter Start

End in a Bounce Stuttering Start and End
Elastic Start and Sudden End Sudden Start with Elastic End
Elastic Start and End Step

Note:
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Removing Motions of Body Parts

CrazyTalk Animator provides a lot of built-in motion templates for characters. However, sometimes you maybe need to
make small adjustments to specific body parts from motion templates to generate a new custom motion, especially when
you need to keep some body parts to be motionless or in an absolute gesture. To do this, you may utilize the Remove
Motion feature to remove certain body part motions and add Motion Layer keys.

Removing Body Part Motions from a Motion Clip

1. Apply any one motion template from library to a character.

2. Open Timeline (Shortcut: F3). Click the Motion button of the character to show its motion track. You will see
that the motion clip is stored inside the track.

Emma ® | BECITETN | 20 Motion || Face
Motion ®®

3. Right-click on the clip, select Remove Motion and pick the body part (in this case, the Right Hand) from which
you wish to remove motions.

Cut Ctrl+X

Copy Ctrl+C

Reset

Remove Motion Y Body

Rename s

o Left Arm

Eapoxt Right Arm
Left Leg

Time Warp Right Leg

Transition Curve Left Hand
Right Hand

You may optionally repeat the same steps to remove motions from other body parts.
4. Play back and the motion of the body part is removed from the original motion clip.

Right Hand motion
removed.
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Adding Motion Layer Keys to Produce New Motion

After motions of body parts are removed, you may then use the Edit Motion Layer panel to set new poses in body
parts to generate new motions.

1. Clickthe ™ 3D Motion Key Editor button.
2. Modify the motionless body parts to create an absolute posture.

i

3. Optionally attach a prop to the body part in the composer mode.

f

4. Back to the Stage Mode and play back to review the newly generated motion.

« If youonly set motion layer keys, then you will get an offset motion instead of an absolute pose. Use
Remove Motion on an existing motion clip before setting motion layer keys, and the body parts whose
motions were removed will have an absolute pose.

Add motion layer key without using the Remove Add motion layer key after using the Remove
Motion feature. Motion feature.

Note:
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Using Align Features

The sliding issues happens from time to time when you assign motions to a character by either applying motions from the
motion library, or from puppeteering motions by the Motion Puppet. Sometimes, the transition between two motion clips
can also have this issue.

CrazyTalk Animator provides two features, Align and Align Whole Clip, to help you solving this problem.
Body Parts Frequently Generate Sliding
The sliding issues that happen often after you apply motions to a character are:

o Foot Sliding.
« Pivot Sliding.
« Hand Sliding.

Aligning the Whole Clip

1. Apply a motion (in this case, Dance) to a character.

3. Open Timeline (Shortcut: F3). Click the Motion button of the character to show its motion track. You will see that
the motion clip is stored inside the track.

Walter ®|

Motion ®®

4. Make sure that there is another clip before this one (you may move the clip backward, a default clip in the first time
frame will be auto-generated).

Walter ®

Motion © @ [Move_Walk_isppy - Transiion: tinear,

5. Right-click anywhere on the target clip, select the Align Whole Clip and pick one of the commands from its sub-
menu (in this case, the Right Leg).

Cut Ctrl+X
Copy Ctrl+C
-.-_-‘-""‘---__-—-"‘.-

Select All Clips

Align b

Align Whole Clip 3 Torso

Reset Pivot Hoad

Remove Motion » Left Arm
Right Arm

Rename Left Leg

et Right Leg

Export

Time Warp

Transition Curve
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Note:
Because the Align feature requires a target to align to, make sure you have a clip prepared prior to the clip for
aligning. Otherwise, the feature will be disabled.

6. The body part (in this case, the rlght foot) within each frame of the entire clip will be aligned based on the position of
the foot in the end frame of the previous clip.

N Y

The foot before being aligned The foot after being aligned

7. Play back to view the result. The right foot in each time frame is thus aligned without influencing the entire motion
clip.

CrazyTalk Animator 3 User Manual - 702



—=" REALLUSION"

Aligning to the Previous Clip

In addition to align the whole clip, you are able to align a body part in a clip to the final pose of the previous clip. This act
avoid a sliding issue before the later motion starts.

1. Apply a motion to the character along a path.

2. Goto alatter time frame after the walking finishes and apply any one motion template (in this case, ballet).

Emma ®| 3D Motion | IEDTTE:

Motion ®®
3D Motion Layer (&) ) © o

3. Both feet hop as soon as the character starts to perform the latter motion.

4. Right-click anywhere on the later clip, select the Align and pick one of the commands from its sub-menu. In this
case, the Left Leg.

cut Ctrl+X ‘

Copy Ctrl+C

Select All Clips

Align L Torso

Align Whole Clip r Head

Reset Pivot Left Arm

Remove Motion [> fabtaan
Left Leg

Rename Right Leg

Import

Export

Time Warp

Transition Curve

5. The left leg position in the entire later clip is aligned to the ending pose of the previous clip in order to remove the slid-
ing issue between these two clips.

6. Drag the blending range of the latter clip to connect to the previous one to prevent from sudden change of the poses.

 —

Motion ®® I
3D Motion Layer (&) &) © B

 —

Motion ®®
3D Motion Layer (&) &) ©

7. Play back to see the resullt.

Note:

« Always do the alignment before change the blending zone to prevent from unexpected result.
« Please also refer to the Blending Motion Clips section for more information.

CrazyTalk Animator 3 User Manual - 703



—=" REALLUSION®

Speed and Loop

Pro & Pipeline

In CrazyTalk Animator, you may change the speed and loop status of any clip in any track of the timeline (Sound FX and
Music tracks excluded). Adjusting the length of the speed and loop is possible.
*Please note that this feature is for the Pipeline and Pro versions only.

Speed

1. Onthetimeline, select any track where a clip exists.
. Pick the clip.

2
3. Press the ® Speed button Down, on the timeline.
4

Drag the end (right edge) of the clip to change its speed. The longer the clip, the slower it is- and vice versa.
Move your cursor to the end of the clip, it will change into a double-headed
arrow.

Squeeze the clip to accelerate the action.

T Stretch the clip to decelerate the action.

1. Onthe timeline, select any track where a clip exists.
2. Pick the clip.

3. Press the @ Loop button Down.

4

Drag the end (right edge) of the clip to change its loop time. The clip then shows a series of connective rect-
angles, each rectangle represents one loop.

Move your cursor to the end of the clip, it will change into a single-headed
arrow with a plus box.

Move your cursor right to loop the clip.
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Blending Motion Clips

When applying motions one after the other, you will often come across a problem where the last frame of the first clip
doesn't match the first frame of the second clip. The character may be in two completely different poses, and this can
cause a problem when transitioning from one clip to another. In order to blend the poses, you need to use the Blending fea-
ture on the Timeline.

Each clip contains a transition area at the beginning. Find out how to use this area to blend two clips together below.
Note:
« Itis highly suggested that you use either two 2D motions or two 3D motions for the best blending effect.

« Although blending can be performed between 2D and 3D motions, the results may not always be ideal or accurate.

Smoothening Transition for Motions in Identical Directions

1. Apply two motion clips to your scene. The illustrations below show the poses of the character at the end and start

frames of the two clips.
\

_\\l [Motion Clp .. [otion Ciip ..
2. The interval pose of the character remains the same as the last pose of the previous clip. It will suddenly snap to
the pose of the second clip when the playhead encounters it.

[Motion Clip .| [Wotion Clip .| [otion Ciip ..
Still interval pose (without blending) Snapping to the second pose with a sudden change

You may play back to view the motions without transition effect.

3. Select the later clip and notice the blank transition area before the clip. (Empty rectangle)
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Note:

The blending area can overlap the previous clip if you want the blending effect to happen earlier.

Smoothing Transitions for Motions with Different Directions

When a character has two motions that are in different directions, the hopping issue will be even more obvious because
both the directions and the motions suddenly change when the play back runs to the start frame of the latter clip. To
solve the hopping issue, simply add transition effects between two motion clip and the hopping issue will be alleviated
tremendously.

1. Inthis project the character has been given two motions (in this case, a skating in 270 degrees and a frontal pos-
ing motions are created).

[Fiove_RUR_SpARE "y Puppet Clp_01 - Transicr [FiSveRGRSBRE " puppet Clip_01 - Transition:

T

The first running motion is at 315 degrees. The second running motion is at 0 degrees.

2. Play back to view the result. The hopping issue is very apparent during the transition.

iy

3. Drag the blending edge of the latter motion clip ahead to overlap the previous motion clip a little bit.
Simon ®| | Collect Clip || Transform || Flip [ wi

Motion Puppet Clip_01 - Transition Curve

4. Play back to view the result. The hopping issue will turn out to be less drastic and the motions appear to be con-
tinuous.
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Breaking Clips

The Breaking Clips method applies to all the clip-type data in the timeline main tracks (main tracks under Sound FX are
excluded). With this feature you may extract partial clips from a very long clip and delete the redundant clips.
*Please note that this feature is for the Pipeline and Pro versions only.

Breaking Clips

1. Select the character. In this example, the character already moves along a path without any body motion.

3. If you do not want the last half-motion, then press F3 to launch the Timeline.
4. Click the character's Motion main track button. You will see the clip in the track.

EmE. & & BE.B|e E

I 100 200 300
Eddie ®| | Collect Clip || Transform |
Motion (@XE3) Puppet Clip

5. Drag the play head to the time frame where you need to break the clip up into new half clips.

& o mE.e|e sk
I 1 200 300
Eddie ®| | collect cClip || Transform |

Motion @@

6. Click the ™ Break button on the Timeline toolbar.
7. The clip will be divided into two halves.

EwmE, & = B,8|e sk

I 100 200 300
Eddie (0 | | collect Clip || Transform |
Motion © ® [Pupp] Puppet Gl
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8. Select the second one and delete it.

EwmBE., & & BE.B|e E

fi 100 200 300
Eddie (0 | | collect Clip || Transform |
Motion & & | Pupp...

9. Play back the project and the character's motion will stop at the end of the trimmed clip.

B i»
2 ;.'S E) 'J. .}\
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Collecting Expressions or Motion Clips

Pro & Pipeline

Collecting Clips for a Character

In addition to using the templates from the Content Manager, you are also allowed to make custom clips, to apply to
any character, or define the clip as one of the commands in the action menu.
*Please note that this feature is for the Pipeline and Pro versions only.

1.

Select a character that already has expressions and motions.

Click the & Show Timeline button (Hotkey: F3).
Press the Collect Clip button down to show its track.

Ew e, 2. |e &

I = 10 15
Cherry 01 ® [ Transform |
Collect Clip ®

Drag to make a range to collect the current motions or expressions into a clip.

B,  |e £| = o
r 5 10 15 | 25 0 5
| Transform ||| Flip || visible |

Right-click within the range. A menu will pop up.

2. |e & o

r 5 10 15 - 25 ]
PEEEETN [ Transform |[| Fip |

Insert Frame

Delete Range

Export

Export 30 Motion
Export Facial Motion
Export Perform

« Export: Merge and export all the keys and clips in the Sub-tracks (under the Motion main track) within the
range as a *.ctMotion file.

« Export 3D Motion: Merge and export all the keys and clips in the Motion track and Sub-tracks (under the
3D Motion Layer track) within the range as a *.ct3DMotion file.

« Export Facial Motion: Merge and export all the keys and clips in the Face Motion track and Sub-tracks
(under the Face Motion main track) within the range as a *.ctFCS file.

« Export Perform: Merge and export all the keys and clips in the Motion, Face Motion track and Sub-
tracks (under the Motion and Face Motion tracks) within the range as a *.ctPerform file.

Note:

« After you once again import the exported 2D motion clip (*.ctMotion), you will find that all the keys have
been flattened into a single clip.
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Actor 01 ® Actor 02 ®
Motion () (® | Move_Run_happy | Motion © ® | Move_Run_happy |
Layer ® A Layer ®fle ’
Body_Transform ® & Body_Transform )
Body_Sprite @l © Body_Sprite [ 15
Body_Deform ®@ | @ Body_Deform @y
L Hand_T ® ° E> L Hand_T &
L Hand_5S @ © L Hand_S (e |5
L Hand_D ®@ |+ e L Hand_D &) o

« After you once again import the exported 3D motion clip (*.ct3DMotion), you will find that all the keys
(Angle keys excluded) have been flattened into a single clip.

Watter ®| [ owoton | Walter ®| 20 woton
Motion [SYE) Toiic Transiion: Lincar,.. Motion @@W
3D Angle @ 3D Angle ® ¥

3D Motion Layer (&) ()| CRECNRE & 3D Mation Layer (&) ®| <

L Arm & |e o o e <>| L Arm ®ii¢ |

« After you once again import the exported facial motion clip (*.ctFCS), you will find that all the keys
except for those in the Voice Clip and Facial Clip tracks have been flattened into a single clip.

Watter ® Watter ®
+ Voice Clip ® [ Bravo + Voice Clip (®) | Brave |
Voice —*‘ Voice —*‘
Lips Lips 1
+ Facial Clip ® [ Bravo w Facial Clip () | Brave |
Head @ o0 @ @ <>| Head @ o0 @ @ <>|
Face @ ¢¢ ¢ ¢ ¢oo0e <><><>| Face @ ¢¢ ¢ ¢ ¢o00e <><><>|
Eye ® ¢ <>| Eye ® |+ <>|
Face Motion ® @ | Bravo Face Motion ® @ | Bravo . |
Face_Transform & | & & Face_Transform & | f
Face_Sprite ® o < Face_Sprite ® f
Face_Deform ® ¢ & & Face_Deform ® [
Mouth_T ® ¢ £ £ E> Mouth_T ® [
Mouth_S @ | @ Mouth_S @k
Mouth_D ® ¢ £ @ Mouth_D ® [

« After you once again import the exported Perform clip (*.ctPerform), you will find that all the keys except

for those in the Voice Clip and Facial Clip tracks have been flattened into a single clip under the
Motion and Face Motion main tracks respectively.
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Walter (&) [ 20 Motion | 20 Motion | Face

Motion ®®

3D Angle ® I
3D Motion Layer (&) ®)|¢ @ e <>|
L Arm @)+ < @ <>|
Layer @ e <&

Body_Transform ®@|* @ £ e
Body_Sprite @[ & | |l ® &
Body_Deform ®@|* @ £ e
RHand_T ®@|* @ @ e
R Hand_5 (3] '<> <

R Hand_D (3] &3 o . o o

+ Voice Clip ()| Brave |

Voice —*‘

Lips
w Facial Clip ® .Bravn |
Head (€3] Gt @ @ <>|
Face @) v¢ ¢ o vov00 <><><>| .
Eye ®@|* <>|
Face Mation ® @] Bravo |
Face_Transform @]+ @ e
Face_Sprite ®@|e <
Face_Deform ®
Mouth_T ®
Mouth_5 ®
Mouth_D ®
Walter ®
Motion @ @ Talk - Transition: Linear, Time Warp: Linear
3D Angle ® .

3D Motion Layer (&) &)
L Arm

Layer
Body_Transform
Body_Sprite

Body_Deform

BRI R

RHand_ T &
R Hand_S <
R Hand_D &
w Voice Clip Bravo
Voice
Lips
w Facial Clip ®
Head ®
Face e oo ¢ o vo000 <><><>| .
Eye ® ¢ <>|
Face Mation ® @ | Bravo |
Face_Transform ®@|* 'f
Face_Sprite (€3] .
Face_Deform ®@|*
Mouth_T ®@|*
Mouth_5S ®@|e
Mouth_D ®@|*
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« You may use the custom clip files with the following methods:
» Drag and drop the file onto a target character.
o Defining Custom Action Menu

Collecting Clips for Props

If you create a prop (containing single or multiple sprites) with animations, and you want to export the animation, then fol-
low the steps below:

Note:

Collecting Clip only collect the data from the Transform, Deform, Sprite Switch and Opacity track, the datain the
Transform track will not be collected.

1. Select a prop (Multiple sprites) with Sprite Transform or Sprite Switch animations.

Missle2

Missle ~
~
Bomber(0) e

/!

2. Click the B Show Timeline button (Hotkey: F3).
3. Press the Collect Clip button down to show its track.

Bomber 3) | Collect Clip TransfoEl
Collect Clip ® |
Motion O®|.

Bomber_T ® ¢

Bomber_S ® o

Missle2_T ® |+

Missle2_S ® o

Missle1l_T ® ¢

Missle1_S ® o

4. Drag to make a range to collect the current animations into a clip.
Mation @ .
Bomber_T ® e
Bomber_S ® &
Missle2_T ® e
Missle2_s @
Misslel_T ® e
Misslel_S ®
5. Right click within the range and select Export. Save it as an animation file (*.ctAnim)
Collect Clip ’ [l
Y o
Bornber_T % Paste Ctrl+/
Bomber_S ke DOelete Del
Misslez_T + Inser Frame
Misslez_5 | Delete Range
Missle1 T + | Export :
Misslel 35 i l
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Applying Animations to Props
If you have exported the animation of a prop, then you may apply this animation to any other props.

1. Select a new prop.

2. Right-click on where you want the motion to start in the prop's Motion track, and select Import to load the anim-
ation into the new prop.
Tree_03_Green ®

Motion

©® @é Cut Ctrl+X
Copy Ctrl+C
Paste Ctri+V
Delete Del
Break Ctri+B
Select All Clips
Align 4
Align Whole Clip 4
Rename

Import

Export
Time Warp
Transition Curve

3. The new prop will then start the animation.
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3D Motion Layer Tracks

Pro & Pipeline

The 3D Motion Layer tracks are used for fine-tuning an actor's 3D motions. You may generate simple Key Frame Anim-
ation or add Animation Layers to an existing animation clip. Basically, all the light blue sub-tracks under the main Motion
track, are 3D motion layer tracks.

*Please note that this feature is for the Pipeline and Pro versions only.

Emma @ | BEEIETTTM [ 20 Motion || Face |

-I\-"I0ti0|'1—(\a® l Dance - Transition: Linear, Time Warp: Li
3D Motion Layer (=) (%) ¢ |<>
Body ®)|* |<>
Head ®)|* |<>
L Arm @)+ |<>
R Arm ®)|* |<>
L Leg ®)|+ |<>
R lLeg ®)|+ |<>
L Hand ®)|+ |<>
R Hand )|+ |<>

Note:

« The 3D motion clip will be stored in the Motion main track and highlighted in Blue.
« The 3D Motion Layer and its sub-tracks are also highlighted in Light Blue.

Motion Layer Concept
The Timeline can be docked to the top and bottom of the main program when you drag and drop it into the area. You
may use F3 to toggle the visibility of the Timeline panel.

Motion Clip and Transform Key
Given a 3D motion on a character before the motion is modified with a 3D Motion Layer key.

Y
{
@

/4

The motion will be modified after being affected by a 3D Motion Layer key.
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Key Frame Animation

To fully understand Key Frame Motion, you will need to remove all the motion clips in the Motion main track. Then cre-
ate your own key by key motion for the actor.
Follow the steps below to generate Key Frame Motion.

1. Select a G2 character, and go to the desired time frame to create the first motion key with the 3D Motion Key
Editor.

2. Inthe 3D Motion Key Editor window, utilize the controls to set a 3D motion key.

3. Goto another time frame.

EEEFREREDTCRET D
Simon ®| 2D Motion r Fate
Motion ®®
3D Motion Layer (& &) |¢

4. Add another key.

5. Play the project to see the results. The transition effect will automatically be generated between these two keys.
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Layered Animation

Another powerful feature of the 3D Motion Layer is to fine-tune the 3D motion clips on the Motion main track. The
keys on the Motion Layer track have the highest priority for the bone offset.

1. Apply a 3D motion clip to the character.

A

2. Go to the middle time frame of this motion.

(b

by

| ¢

L
e

—

3. Inthe 3D Motion Layer track, add a motion layer key to any desired time frame.

§

4. The key will influence the entire motion clip unless another key is added afterward.

[
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Restoring Animation from Motion Layer Keys

If you need to eliminate any influence from previous transform layer keys, then you may use the Default feature to set
an initial data to all the virtual bones, so that the original pose can be retrieved.

In the last example, the character bends from the middle of the motion up until the end of the clip. Please follow the
steps below to reset its pose at the end of the motion:

1. Go to the end time frame of the motion.

2. Inthe 3D Motion Key Editor, click the Default button to set initial keys to all the virtual bones.
3. The character will gradually return to the up straight pose at the end of the motion.
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2D Motion Layer Tracks

Pro & Pipeline

The Motion Layer tracks are important tracks for fine-tuning an actor's motion. You may generate simple Key Frame
Animation or add Animation Layers to an existing animation clip. Basically, all the sub-tracks under the main Motion
track, are motion layer tracks.

Mr.Rosenberg  ®
Motion O®H ,‘
Layer @ © [T
Body_Transform ® ¢
Body_Sprite ® [¢
Body_Deform ® &
Face_T ® ¢
Face_S ® (e

Motion Layer Concept
Motion Clip and Transform Key

Given a motion on a character- before the motion is modified with a Transform key.

@9@9999

-

'

RV IER]

The motion will be modified after being affected by a Transform key.

Qbﬁ@ ’ @‘} G%< %\' ,S@'}\'\

Motion Clip and Sprite Switch

Given an existing motion of a character - before the motion is modified with a Sprite switch.
'\» ’r _’v Vv vv Wy vv
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The motion will be modified after being affected by a Sprite switch.

Key Frame Animation

To fully understand Key Frame Animation, you will need to remove all the motion clips in the Motion main track. Then cre-
ate your own key by key motion for the actor.
Follow the steps below to generate Key Frame Animation.

1. Select a character, and go to the desired time frame to create the first motion key with the Body Key Editor.

2. Inthe Body Key Editor window, utilize the Pose and Body mode to set a motion key.

3. Goto another time frame.

EEEES 10 18
4. Add another key.

:
)/
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5. Play the project to see the results. The transition effect will automatically be generated between these two keys.

Layered Animation

Another powerful feature of the Motion Layer is to fine-tune the motion clips on the Motion main track. The keys on the
Motion Layer track have the highest priority for the bone offset.

1. Apply a motion clip to the character.

O @ 0 9 O ¢

=y \'I/
A% 1%

4
{

AYIANRNY

>

2. Goto the middle time frame of this motion.

R .

55 60

3. Inthe Transform main track, add a motion layer key to any desired time frame (if you don't set any other keys later
on, then this key will affect all the latter motions).

D
"

Motz =1
Body_Transform (3

4. The key will affect the entire motion clip.
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Restoring Animation from Motion Layer Keys

If you need to eliminate any influence from previous transform layer keys, then you may use the Default Pose feature to
set an initial data to all the virtual bones, so that the original pose can be retrieved.

In the last example, the character bends from the middle of the motion up until the end of the clip. Please follow the steps
below to reset its pose at the end of the motion:

1. Go to the end time frame of the motion.

2. Inthe Body Key Editor, click the Default Pose button to set initial keys to all the virtual bones.
3. The character will gradually return to the up straight pose at the end of the motion.

o p . Py

. :

INFUPEE]
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Facial Clips and Keys

There are tracks relevant to the facial features of a character, including tracks of clips and tracks of keys. You may need to
know how to use them when you wish to use the timeline for authoring animations.

Voice Clip and Lip Keys

When you apply voices to characters, the lip and mouth animation will be generated automatically by CrazyTalk Anim-
ator. Any lip synching keys set manually before will be kept because of the Clip and Key Priority.

1. Set alip synching keys for a character. A new clip will be automatically generated on the Voice Clip track.
~ Voice Clip ®

Voice

Lips lﬂ

&

2. Goto some frames ahead, click the o Create Script button.
Click on one of the buttons to add a voice to the character.

Create Script ®

Flease choose avoice source :

‘ . Record Voice ‘
\ b

e |

‘ E-"'P" Wave File ‘

‘ Eg CrazyTalk Script ‘

3. The voice will be presented in a clip form inside the Voice Clip track. When the clip encounters lip-synching
keys, it will be overridden by the lip viseme shapes.

+ Voice Clip ® | Bravo_01 [IEM
Voice . ———

Lips
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Facial Clips and Head, Face, Eye Keys

Facial expressions can be produced by two different data types: Facial Expression Clips and Facial Expression
Keys.

If you have already applied a facial expression clip to your character, Facial Expression Keys may override the expres-
sions from the Facial Clip. Please refer to the Clip and Key Priority section.

1. Record a facial expression clip for a character by using the Face Puppet Editor. The facial expression keys will
be automatically generated on the relevant tracks: Head, Face and Eye.

(%

@ e

d & o

o

2. Double click on the time frame (with facial expression key) to add a special facial expression key by using the
Face Key Editor. The original expressions from the Facial Clip will be overridden by the subsequently added
facial keys.
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Modifying Sound Clips

CrazyTalk Animator provides three tracks for adding audio files. After the audio files are loaded, you may adjust the basic
settings for the individual audio clips.

Importing Sound

1. Click the & Create Sound button in the Create menu and select the target track you want the sound to be put in to.
Create

i° Create G3 Free Bone Actor...

B create Media... »

Jd Create Sound... 3 /;': & i,

-'\.\l' Create Script... » /\".'; Sound FX2_.

ﬁ Render Style... R Background Music...
m Runtime Composer.. Ctrl+R I

2. Open the Timeline >> Project and show all the tracks related to the sound for the project.

Eflle. s s E.e|le s
£ 5 10 15 20 =

Project ®

Sound FX1 (30 | rap_tyrics0t

Sound FX2 ®

Music ®

Modifying Sound Clips
1. Select the target sound clip.
2. Clickthe ** Sound Modify button on the timeline toolbar.

3. Drag the slider to decide the Volume, Fade In and Fade Out percentage.
Sound Modifier ®

Clip Mame : rap_lyrics01

@® Sound FX1
O Sound FX2
) Background Music
—Settings
Wolume
O [100 [ %
Fade In
%
Fade Qut
o Ef»
Note:

The maximum percentage of the Fade In and Fade Out is 50%. This means the percentage of the whole clip.
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Applying Elastic Motions to Props (New for v3)

Usually, you create prop animations by mean of the key-frame-animation method. Instead of that, CrazyTalk Animator
provides libraries in which well pre-made Elastic Motion templates are ready for applying. Most common animations can
be found in the libraries and you just need to apply them to create lively animations for props.

Applying Elastic Motions to Props
1. Apply a prop.

2. Switch the Content Manager to the Elastic Motion >> Template tab >> ElasticMotion Template >> 1_

Entrance.
. B o ©
E
% P} |EIasticM0ti0n Template ¥ 1_Entrance ¥ |
=
v ElflsticMotion Template" ’—T—* = =
| | Y| | Y
@ |
E Motion Clip ) : e
0 2_Emphasis Motion Clip Enlarge Fade In
» 3 Exit = = =
) S ARRANE
]
H Grow Jump Move_Bounce
] = =2
. SxAREAGREAS
T
WMove_Dampinkdove_DecelerateMove_Elastic
: SR B
: Y S S
= w e —
o
E Regain Roll_Bounce Roll_Damping
m

»

3. Drag and drop one of the desired templates onto the prop to create an entrance animation.
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The prop will then instantly perform the entrance animation of the template.

5. Switch to the 3_Exit library and apply another template to the prop.

6. The prop's animation is thus created without spending a lot of time setting keys.
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Adjusting Applied Elastic Motions
If you wish to adjust the applied elastic motions, then please follow the steps below:

1. Select the prop that has been applied with elastic motions.

Open the Timeline (Shortcut: F3) and expand the Motion track of the prop.

E m BH., o @, ‘ 4z ‘ El‘ pa ‘ @ a @ ‘ > O CurrentFrame: &
F5 10 15 20 25 a0 35 an 45 50 5 o] 65 70 75 60 65 90 95 100 10F 11C 11E 120 12F 130 13 140 148 150
GiftBox ®| | Collect Clip || Transform || Flip i *’isible [ Lk ][ opacty |EEEEE =

Motion QY] Jump - Elastic Motion: Linear, Transition: Li... ERIIeT 00

3. Double-click on the motion clip highlighted in Green to open the Elastic Motion Editor.

To navigate scene, please hold the ALT/Option key + drag
inside the Stage window.

— Mode

(® Entrance O Bit

— Motion

Move :
[ B v[m HzL [
Rotate :

Degree | ] H

Scale :

W| 100.0 H H |100.0 H

[ ] Lock Ratio

Switch Rotation Unit |

Repeat/Enlarge Clip:

1 5

Align :

] FadelIn

Preview | | Motion Curve
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Alternatively, right-click on the clip and select the Elastic Motion Editor item from the Pop-up menu.

il - H

Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Delete Del
Break Ctrl+B
Select All Clips
Align v
Align Whole Clip v

Elastic Motion Editor

Rename
Import
Export

Add to Action Menu
Transfer to Action Menu

Time Warp
Transition Curve

4. Adjust the settings in the editor to fine-tune the elastic motion.
Note:

If you wish to edit the applied elastic motion, then please refer to the Introduction of Elastic Motion Panel
section for more information.
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Introduction of Elastic Motion Panel (New for v3)
The Elastic Motion can be edited through the Elastic Motion Editor as shown below:

To navigate scene, please hold the ALT/Option key + drag
inside the Stage window.
— Mode
1| ® Entrance QO Exit
— Motion
Move :
2| x[a0 B v[w Ffz[o H
Rotate :
Degree | 0 H Switch Rotation Unit |
Scale:
w | 100.0 H H | 100.0 H
[] Lock Ratio
Repeat/Enlarge Clip:
s [
Align :
4
5[] Fadeln
| 6 Preview | | 7 Motion Curve |
- Name : : : o
1 ModelEEEME These two radio buttons switch the current clip to an entrance or exit animation.
2 Motion You can adjust the RTS settings of the status of the prop at the start or at the end time.
3 Repeat/ Modify the number of this field to repeat and enlarge the current motion clip.
Enlarge Clip
4 Align Use this control to set the center position of the prop for rotating and scaling.
5 Fadeln/ Activate or deactivate this box in order to make the entering or exiting prop gradually become semi-trans-
Fade Out parent and vice versa.
6 Preview Click this button to preview the elastic motion result of the selected animation clip.
7 Motion Click this button to switch to the Motion Curve panel for adjusting the transition method from the start
Curve point (blue bounding box) to the end point (black bounding box).

Entrance or Exit

The Entrance and Exit mode for a elastic motion clip is exchangeable. You can identify if a clip is entrance or exit one
by two methods:

« Radio button in the Elastic Motion Editor: You can identify the clip by the chosen radio button.

To navigate scene, please hold the ALT/Option key + drag
inside the Stage window.

Mode
’7 ® Entrance QO Exit
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« Arrow Direction in the working area: When the blue arrow starts from a blue box, the clip is an Entrance clip;
while when the clip is an Exit clip, the blue arrow points to the blue bounding box.

Note:

The settings in the Motion group in the Elastic Motion Editor is used to adjust the status of the Blue Bound-
ing Box. The black box can not be adjusted.

Rotation

The settings in the Motion group is used for modifying the blue bounding box. However, the Rotation in the settings is
the most different from the traditional use of angle setting. You can click on the Switch Rotation Unit button to change
the method for setting the angle of the blue bounding box.

. Degree: The Degrees determine the rotating degrees of the prop when the animation ends; the value range is
from -9999 to 9999 degrees. A negative value rotates the prop clockwise while a positive value turns it coun-
terclockwise.

o Turns: The Turns determines the rotating times for the prop; the value range is from -27.77 to 27.77. It allows two
digits after the floating point. A negative value rotates the prop clockwise while a positive value turns it coun-
terclockwise
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Repeat / Enlarge Clip

This setting will extend the length of the animation clip by means of repeating the clip itself. It is different from the loop-
ing method because the looping method will always start from the position in the first frame of the clip, while the Repeat
/ Enlarge Clip ensures the props position from the last round when the animation stops.

Note:

If you use the loop method, then the animation will always return to the start point after a animation round finishes.

Align

The align feature is used to determine the center for rotating (described in the previous section).

Note:

This feature does not affect the true pivot of the prop. It is only used as a rotating base.
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Motion Curve
When you click the Motion Curve button, the Elastic Motion Editor will switch to the Motion Curve Editor mode.

N\

Accelerate Smooth Pause and Move

ey
f

Gain momentum Gain momentum Stutter Start
before Move and Damp

)

EndinaBounce Stuttering Start Elastic Startand Sudden Start with

=

_

and End Sudden End Elastic End
f F—
Elastic Start and Step

End

| Elastic Motion Editor |

The motion curve only deals with the transition method between the start and end point (the blue and black bounding
boxes), the original animation clip of the prop is not influenced.
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Creating Elastic Motions (New for v3)

Pipeline Only

In addition to applying Elastic Motion Template, you are allowed to create custom elastic motions with CrazyTalk Anim-
ator.

1. Create a neutral prop.

n

Make sure that the prop's pivot is in the center of it. You can switch to the Composer mode to move the sprite to

Note:

the world origin position (0, 0).

2. Click the Prop Key Editor button on the Toolbar.
| % ¥ & B0 ®

3. Set Transform and Deform keys (sprite-level) in different time frames to generate key-frame animation of the prop

(in this case, a jump and distortion animation).

)

Make sure that the keys are set to the sprite-level tracks (*_T,*_S, *_D, *_0).

, o Tmeme : ) e
. = W B, Cr T, ‘ J= ‘ ‘ hra) ‘ ] B2 ‘ > O CurrentFrame: &
| r I} 10 15 20 25 3“ i) 40 45 50 55 E0 E5 Fill Fis)
Neutral_Prop (0 | | collect Clip || Transform || Flip || wvisible || Link || oOpacity -~
| [motion O®[. '
g e 2 RREMERRE “NNRE "EERE “NNRE "ERRE “BENNNRSEN RSRERAERE NRRENEERE NARRERREE NEREE
0 Neutral_Prop_S ® <> . [
I Neutral_Prop_D ®<> . & & & 1] & & &
Neutral_Prop_0 ®<>

<

Note:
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Make sure the sprite starts and ends the animation at the same position to ensure that the prop correctly falls
within the start and end points (blue and black bounding box) when the animation is converted into an Elastic
Motion.

4. Open the Collect Clip track and make a range to include this data.

E m B. =, @ 0

llenlrﬂ_l’mp
Collect Clip

Mation

Neutral_Prop_T

Neutral_Prop_5S

Neutral_Prop_D

Neutral_Prop_0O

5. _Right-click on the Collect C_Iip track in the range, select the Exportitem in the menu.
Insert Frame '
Delete Range

Add to Action Menu
Transfer to Action Menu
This step saves the data as a prop animation file (in *.ctAnim format).
6. Drag and drop the animation onto a prop (it is suggested to use this prop), you will see an animation clip on the

Motion track of the prop.
Ew B, & e ‘ e ‘ = ‘
_ s B e B viae B
Neutral_Prop ® || collect Clip || Transform || Flip |1 vie
Motion (@I JumpOnce - Transition: Linear, Time Warp:...

7. Right-click on the C|Ip and select the Convert to Elastic Motion item in the menu.

g' Cut Ctrl+X
. Ctrl+C

e

Align Whole Cnp
Rename

Import

Export

Time Warp
Transition Curve

The clip will turn green.
Motion (@) JumpOnce - Elastic Motion: Linear, Transit...
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8. Edit the clip with the Elastic Motion Editor.

9. Make sure that the clip on the track is selected.
10. Open the Content Manager and switch to the Elastic Motion library.
11. Click on the Add button to add the selected clip into an Elastic Motion template (*.ctElastic).

Template ©

SFX

| ElasticMotion Custom » |

Prop

"> Bastic Motion

I E—

[ |

12. You can then apply this template to any other props.

Note:

In order to see the Deform effect working on another prop, you must select the prop, open the Prop Key Editor,
switch to the Deform mode and activate the Smooth Deformed Object box in order to subdivide the prop.
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‘ [:}Transform ‘ ‘ EH Deform ‘

[// Smooth Deformed Object

Opacity :

OmoEl

Reset | | Reset Al |
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Preference

Execute the Edit >> Preference command from the menu to display the Preference panel.

— Display — Render
[ ] Show Grid (Ctrl+G) Maximum Image Import Size :

Grid Color : D | 8 Million Pixel

Grid Spacing : E Max Real-time Map Size :

512x512
Grid size : | 100 [4] | 5

|1 Snap to Grid (Ctrl+W) Real-time Vector Render Quality

[ Angle Snap (Crl+E): | g = | Low

PopVideo Resolution :

[ ] Show getting started on start-up

: Previ
[ ] Show don'task again message | i

[] Show FPS (Ctrl+F)
[] World Axis (Ctrl+A)

— Texture
Temporary Folder :

[l sSmoe etk chy s | ~TMEBHIHFE~NLOCALS~1 1Temm| IE‘

[/ Anti-alias Texture Editor :
| Photashop CS21Phatoshon.exe | @

— Scene Undo

Texture Launch Settings :
= g
T
imes n PNG with Alpha

& PNG

— Motion
] Allow 3D Motion Editing within 2D Motion Clip
|1 Auto-play motion clip after applying
[ ] Timeline Audio Scrubbing

[ ] Timeline Clip Snapping

A. Display Information Section

B. System Section
C. Motion Section
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Display Information Section

The settings in this section provide information for your reference during editing or recording. However, this information can
not be seen in the output files.

— Display
[] Show Grid (Ctrl+G)

Grid Color : E
Grid Spacing : E
Grid Size : E

[ ] Snap to Grid (Ctrl+W)
[ Angle Snap (Ctrl+E): | g =

|| Show getting started on start-up

[ ] Show don'task again message
[] Show FPS (Ctri+F)
|1 World Axis (Ctrl+A)

| | stage/Composer on screen display

[+ Anti-alias

Show Grid, Grid Color, Spacing and Size

In Select Mode, you may use the Alt key to accelerate the camera switch operation.

« If youwant to show the grid in the working area, then you may check the Show Grid box, or press Ctrl + G to
toggle the grid.

Oy A Oy A
Grid Off Grid On

« Your can change the color of the grid by using the color picker.

S o

-

' A F

r.;sjr \ YL N

The default grid color. The grid color changes to purple.

-

« You may also change the Grid Spacing value to decide the size of the grid cell .
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HEE

LY AR

The grid spacing = 50
o The Gird Size decides the number of the grid cells on both sides of the gird.

¢ g

‘;ﬁ‘!\.\_ ﬁ"‘n\.‘_
Grid size =1 Grid size =2

Snap to Grid

Check the Snap to Grid box so that your objects always snap to the intersecting points on the floor grid when they are
manipulated by the Move tool.

Snap Grid = OFF Snap Grid = ON

Angle Snap

You may check the Angle Snap box and define an angle that your objects will snap to when they are manipulated by
the Rotate tool. They will rotate by the specified angle each time.

45°

0N

Angle Snap=
45

FPS

FPS (Frames Per Second) indicates the rendering performance of your system with the current project.
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o Check/Uncheck the FPS box to show/hide the Frames Per Second information on the 3D viewer.
« Alternatively, you may press Ctrl + F to toggle FPS on/off.

World Axis

When the World Axis box is on, a coordinate displays in the origin.

« Activate/Deactivate the World Axis box to show/hide the world axis, or press Ctrl + A to toggle on/off.
« The R.G.B. color of the World Axis represents the X, Y, Z direction (R=X, G=Y, B=2)

Stage / Composer on screen display

The Stage/Composer On-screen Display may show the mode name at the bottom of the working area to indicate if
you are in the Stage or Composer mode.

STAGE MODE COMPOSER MODE

Stage Mode Composer Mode

Anti-alias

An anti-aliased output will produce a smooth image with less jagged edges and pixilated areas. Activate the box to turn
the Anti-alias feature on.

Anti-alias Off Anti-alias On
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System Section

— Render

Maximum Image Import Size :

| & Million Pixel - |

Max Real-time Map Size :

| 512x512 v|

Real-time Vector Render Quality :

[ il

PopVideo Resolution :

| Preview - |
— Texture

Temporary Folder :

| | (]

Texture Editor :
Scene Undo
Texture Launch Settings :
m
mes [20 | PNG with Alpha
® PNG

Scene Undo

Set the Scene Undo to decide how many actions you can Undo/Redo. The maximum is 99. A higher value requires
more resources of your system.

Render

This setting decides the resolution rendered in the working area. If you encounter a blurry result, especially with image-
based items, then try to increase the value of this setting to render the working area in higher resolution.

« Real-time Vector Render Quality: This drop-down list determines the edge smoothness of the vector-based
objects rendered in the working area. It mainly influences the curves of the objects. Please note that this setting
does not affect the export resolution.

—— =

Low Mid High

Temporary Folder

The temp folder is a folder for temporary files created by CrazyTalk Animator during operation. You can define where
temporary files are saved in the preferences settings.

o Click the Open & putton in the Temp Folder option and browse to a folder you wish to use as the temp folder.

« Make sure the hard disk the temp folder is located in has sufficient free space, especially when you are using
CrazyTalk Animator to produce high resolution videos.
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Texture Editor
You can select an external application for use as a texture editor with CrazyTalk Animator. Textures edited using the

"Launch" feature of the CrazyTalk Animator material editor will open with the image editor selected in this section.
(e.g. Adobe Photoshop)

o Click the Open & pbutton in the Texture Editor option and browse to the executable file of a suitable texture
editor application.

Texture Launch Settings

When you click the 5 Launch External Image Editor button in the composer to edit the image-based elements in a
sprite, you are allowed to decide the way the image is opened in the external editor.

« PNG with Alpha: Choose this radio button to open the image as single PNG file with transparent background
(alpha channel).

| Upper Torso.p... L._]LI:IJW

33.33% | B |

« PNG: Choose this radio button to open the image as two PNG files. One is the original image and the other is a
black-and-white PNG that depicts the opacity status.

rﬁll_lppel Torso_0... |= |8 @Upper Torso_ﬂ...[._]Ll.:l_Jm
7
a [
¥ 1
-
333% | ] 3333% | ]
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Motion Section

When modifying the motions applied to actors, you may decide whether to show the useful information dialog. You can turn
it on or off by using the Preference panel.

Mation
[+ Allow 3D Motion Editing within 2D Mation Clip
[+ Auto-play motion clip after applying

[+ Timeline Audio Scrubbing

[+ Timeline Clip Snapping

Show Information Dialog

When the Allow edit 3D motion on a 2D motion clip box is activated, a dialog prompts you that the current 2D
motion clip will be cut out after your editing in the 3D Motion Key Editor.

1. Apply a 2D motion clip to the actor.
2. Open the Timeline and drag the play head to the clip where you need to do 3D motion editing.

Motion |

i
@@ Idle_Fighting_315 -

180 225 270 315

Keying Mode :

@® Full Body
O Body Part

Finning :

@)
D Maove “A &“
| Rotate
_

[ Mirror
)
e e
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4. A dialog shows by default, to remind you that the remaining 2D motion clip will be cut out. You may hide this dia-

log by deactivating the Allow edit 3D motion on a 2D motion clip box in the Preference panel.
rE CrazyTalkﬁ\imatDrS MW

You are attempting to edit 3D motion on a 2D motion clip, CrazyTalk Animator will cut
outthe remaining 2D clip from the current frame for 3D editing.

Proceed now?

f
5.

In order to keep the 3D Motion data, a one-frame 3D motion clip in blue will be generated that overrides the
remaining 2D motion clip.

EwmB., & = OB. e e k|

£ 5 10 15 20
Actor ®

Idle_Figh...

=z
=

g
®
®

CrazyTalk Animator 3 User Manual - 744



—=" REALLUSION®

Exporting

CrazyTalk Animator now offers the convenient feature of exporting your project into multimedia formats that are com-
patible with a wide range of devices. For instance, you can now convert your work to an AVI file with DVD and HD quality.
You can also convert it into sequenced image (BMP/JPG/TGA/PNG) files to broadcast on a web server.

Click the L Export button on the Project Tool Bar to access the Export Settings panel.

Format | WMV >

Quality Compressor:
Video :

Audio :

|\_/ Enable Stereo Vision Output

| Anaglyph (Red / Cyan)

Convergence Distance
O}
py

Frame Size :| HD 720p (1280x720)

Qutput Size
’71230 ] « [ Lock Ratio
[+ Super Sampling

Frame Rate :

Export Range

O al
O] Range

From To

|\_/ Render popVideo with High Quality
[+ Render Hidden Objects

A. Media Types
Mode Tabs

Video: Output Flash Video/PopVideo/Wave Files.
Image: Output Sequenced Images.

B. Format and Quality
In this section, you may choose the image, video and audio quality output.

« Utilize the Format drop-down list to decide the format of the exported media.
« Drag the Video and/or Audio sliders to set the quality of the exported media.

« Determine if you want to export the entire project or just one image. You may press F10 to preview the output
image of the current frame.

| ® Sequence O Current Frame |

Note:

PC:
« By default, the export format is WMV; however if you want to further edit the exported video with an

external video editor, then please choose AVI RAW data for lossless post production; this maintains
color fidelity for high quality production.

» For more information about PopVideo, please refer to the popVideo Converter Online Help.

« If youwish to export as a popVideo with transparent background, then please remember to set the back-
ground as a solid color.
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« If youwant to export into a WMV file format, then you will need to first download and install the WMVEn-
coder9 from the Microsoft website.

Mac:
o The supported video formats are MOV and WAV.

C. General Settings
In this section you may set projects as 3D media and set other general settings.

» 3D Output: Please refer to the Creating a 3D Stereo Project section for more information.
« General Settings: Please refer to the General Output Settings section for more information.
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General Output Settings
The general output settings for Video and Image are described in this section.

|\_/ Enable Stereo Vision Output

| Anaglyph (Red / Cyan) -]

Convergence Distang == E

« Activate the Enable Stereo Vision output to export your project as a 3D stereo media.
The supported formats:

o Video: WMV, AVI, MP4 for PC.
« Image: BMP, JPG.
» Please referto the Creating a 3D Stereo Project section for more information.

« If you are using a virtual Microsoft operating system on a Mac personal computer, then you may need to enable the
Super Sampling box in order to rectify the aliasing issues in exported media. (Please note that the Anti-alias in the

Preference panel shall be enabled as well.)
« Specify the resolution for the output frame by entering the height and width, in pixels, in the Output Size boxes.

« Choose the Range radio button if you only want to export a specific part of the project.
You may also drag the Mark in/Mark out controls beneath the play bar (the red triangles in the illustrator below) to
specify the range to be exported.

=0,
4

[

« Enter the desired frame rate, in frames per second, in the Frame Rate box.

« If youwant to export an FLV file for using on a web page, then activate the Produce HTML Page box to preview the
results of your project in a browser. You may copy the code and the flv files onto your web site.
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Exporting PNG Image

You can utilize the Quick Capture to Clipboard feature in order to quickly paste a scene from CrazyTalk Animator into
external application software (such as Microsoft PowerPoint or Apple Keynote), instead of exporting via the normal
method.

Your plain documents thus can be more interesting and appealing to the audience.

1. Create a simple document, in this case, a Microsoft PowerPoint file.

('8 1t Season
B Znd Season
1 3rd Season
O 4th Season

2. Open CrazyTalk Animator and create a scene.

\

4. Execute Render >> Quick Capture to Clipboard >> Transparent PNG. (Shortcut: Windows - F7; Mac - fn + F7)

Render

= CurrentFrame Preview  F10

Render Video

Render |mage

Render Audio...

Quick Capture to Clipboard » TransparentPNG F7

Animated Gif Fa

5. Switch to the target document of the external software.
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6. Paste the data (Ctrl + V) in the system clipboard to the document.

('8 1t Season |
B Znd Season
1 3rd Season
O 4th Season

B Znd Season

('8 1t Season |
£ 3rd Season

O 4th Season

Possible Example:

CrazyTalk
Animator 2
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Exporting Gif Animation

Not only can you quick capture still PNG files and paste them into external application software, but you can also directly
import gif animations to give your documents a more attractive and unique look. You may also include multiple objects in a
gif animation. Take Saul and his skateboard for example.

1. Create a simple document, in this case, the Microsoft PowerPoint file.

4. Execute Render >> Quick Capture to Clipboard >> Animated Gif. (Shortcut: Windows - F8; Mac - fn + F8)

Render

@ Current Frame Preview  F10

Render Video

Render |mage

Render Audio...

Quick Capture to Clipboard » TransparentPNG F7

Animated Gif Fa
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5. Set the parameters in the panel and click the Quick Capturel S | button at the bottom of
this panel.
Crazy Talk Animator 3 ®
Image Quality :
O
1 2 3 4 5

[+ Transparent

Frame Rate : E

Captured Animation Range :

From To

Looping Options :
O Once

® Forever
) Loop Count: Times

| Export |

« Transparent: If you want to export a GIF Animation with alpha channel information, then activate this box.
» Looping Options: These three radio buttons determine the looping times of the GIF Animation.

6. Switch to the target document of the external software.

7. Paste the data (Ctrl + V) in the system clipboard to the document.

8. Transform the pasted object to fit suitably into your document.

Note:

« Once you click the Quick Captu_rel ks | button, the captured GIF Animation will
be stored in the clipboard on a Windows computer, and you can directly paste it to a target application, such

as Microsoft PowerPoint.

« ForaMac user, after you click the Quick Capture, the captured GIF Animation will get saved on the
Desktop. Instead of using copy-and-paste, you will need to drag the captured animation into a target applic-
ation, such as Apple Keynote (version 6.2 or later for this feature), for correct animation results.
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Length, Quality, Resolution and Backgrounds

Length Regulations for Gif Animation

When you want to quick-export GIF animations, you are allowed to select single or multiple objects. Check out the
following illustrations:

*Please note that the length is determined by the mark-in/mark-out flags that are auto-placed according to the
Objects being Selected, the Motion or Animation Clips of them and the Play Head Position.

« Single object (with motion or animation) selected:

n
.
4 .
100
|
4 N
n
.
4

100

If no clip spans the play head, then 100 frames starting from the
play head will be exported.

If a clip spans the play head, then the export range automatically
changes to the same length as the clip.

If no clip spans the play head, then 100 frames starting from the
current frame will be exported.

« Multiple objects (with motion or animation) selected:

If no clips span the play head, then 100 frames starting from the
current frame will be exported.

If only one clip spans the play head, then the export range auto-
matically changes to the same length as the clip.

If multiple clips span the play head, then the export range auto-
matically changes to accommodate the length of both clips com-
bined.

If only one clip spans the play head, then the export range auto-
matically changes to the same length as that clip.
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® If no clips span the play head, then 100 frames starting from the
= current frame will be exported.

ad——7—k

100

» Please note that the quick-export range is automatically determined, however you are able to drag the mark-
in/mark-out flags to manually change the length.

Controlling Animated GIF Quality and Size

The smoothness of the captured animation is defined by Frame Rate, and the default setting is 15fps. As an
example, a 4 second 15fps 500x700 Animated GIF with higher render quality might produce a file around 1MB in
size, so be aware of your frame-rate and resolution settings in order to maintain a balance of optimized performance,
visual quality, and data size for your application.

The Resolution of GIF Animations

The captured GIF Animation result is exactly the same as the current object display size (pixel) in CrazyTalk
Animator in order to speed up the capture process. This being the case, you can scale up/down the desired objects
on the screen in order to get a higher or lower resolution for your animated GIF. For example, if you are working with
a high-resolution display mode (something like a MacBook Pro 15” model has a 2880x1800 retina display), you will
get a very high GIF resolution output when using the capture feature.

Note:

If you wish to define an absolute output size, please export to media formats instead.

Transparent GIFs - Optimized for different Background Colors

If you choose to render a transparent animated GIF file with alpha channel information, when exporting the anim-
ation data, CrazyTalk Animator will use the project background color for calculation of edge anti-aliasing. There-
fore, make sure the project background color matches your target background to get the best edge quality. Before
capturing your animation clip, click the Project Settings button on the play bar to select a suitable Background
Color in order to export an animated GIF that will best adapt to your background color.

3 —0 pOKa» ol 1+ g J+—o0

The background color of the project is white by default, and it may not fit in well with various situations. For
example, a white background color will produce great results on a document with a white background, but may pro-
duce some artifacts along the edge of a black document, and vice versa.

T T S e R e T S R s R B T e R R e S R e

Click to add title Click to add titl

Background Settings : Background Settings :

Background Color |_] Background Color |_]

A white Background Color works fine on a white background cuent, but it may present an unwanted white
outline on a black one.
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R T I e -

Click to add titl Click to add title

Background Settings :

| — il

n -
A black Background Color fits well on a document with a black background, but it may produce a thicker edge
on a document with white background.

Background Settings :

Backaround Color: |§|

Possible Example:

CrazyTalk
Animator 2
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Creating 3D Stereo Projects in CrazyTalk Animator
If you want to output a 3D stereo media, then please follow the steps below:

1. Open the Export Settings panel.
2. Enable the 3D Stereo Vision box. Choose the Anaglyph (Red/Cyan) or Side by Side radio button.
3. Drag the slider to define the value for Convergence Distance.

+ Enable Stereo Vision Output :
Anaglyph (Red/ Cyan)

Convergence Distance
500

Convergence Distance

The Convergence Distance value decides the convergence distance as you playback the output media. The higher the
value, the closer the objects tend to pop-out in relation to the convergence point. The lower the value, the farther the
objects move to the back of the convergence point.

In the illustrations below, the CrazyTalk Animator project is taken as a box with the character and comic effects integ-
rated.

=]

Convergence Distance = 1 00

Convergence Distance =

Profile and Convergence Distance

Take note that the profile of the character may affect the depth value of the whole 3D stereo project. For more inform-
ation, please refer to the Specifying Face Orientation and Style.

=il (—
Profile Strength: Weak Profile Strength: Strong
(Convergence Distance = 0) (Convergence Distance = 0)
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The Concepts of 3D Stereo Vision

How is a 3D Stereo Sensation Generated?

Stereo vision is generated by two perceived views in our brains. Our brain combines the similarity of the two views, while
the small differences between them lead our mind to sense the depth of space. As a result, these two views turn out to be a

single three dimensional stereo picture.

The two views perceived by the eyes The anaglyph result

There are two primary factors to generating a 3D stereo vision; Convergence and Parallax.

Convergence

The convergence is the angle formed by our eyes and the observed object. The higher the angle value is, the nearer the
observed object is to our two eyes, and vice versa.

High Convergence
(Target object is near)

Therefore, when the convergence is fixed, any object between you and the convergence point will be closer to you,
while the object beyond the convergence point will be farther away from you.

Please note that if the Convergence is higher then 6 degrees, which means the object is too close to you, then your
eyes will feel uneasy. On the contrary, when the value is too small, which means the object is too far, the stereo sen-

sation will be lost.

Parallax

The parallax images are the images passing through to your left and right eyes. All 3D stereo media contain a pair of par-
allax images that individually, and simultaneously, pass to your left and right eyes. This is to convince your brain that

there is an existence of depth.
Positive Parallax

When the target object offsets to the right in the left image, and offsets to the left in the right image, then your bin-
ocular focus is lead to fall behind the display. This phenomena is called Positive Parallax.
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Your convergence point is lead to fall behind the display. Positive Parallax

Zero Parallax

When the paired parallax images superimpose on the display, then your binocular focus is lead to fall on the same
display, which is the Zero Parallax.

The L and R image lead your convergence point to fall on the display. Zero Parallax

CrazyTalk Animator 3 User Manual - 757



—=" REALLUSION

Negative Parallax

When the target object offsets to the left in the left image, and offsets to the right in the right image, then your bin-
ocular focus is lead to fall in front of the display. This phenomena is call Negative Parallax.

e &

The L and R images lead your convergence point to fall in front of Negative Parallax
the display.
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Environment for Viewing 3D Stereo Media

After exporting your 3D stereo content, you may need some specific viewing devices.

Stereo Format
Player

Glasses

Display
Graphic Card

No 3D Device
Required
Anaglyph
(Red/Cyan)
Anaglyph

Any General Video
Player

Red/Cyan Glasses

3D Device Required
Polarization

Side by Side
3D Player (Usually Bundled with 3D
Displays)

Free

Stereo Movie Maker
Stereo Movie Player

Paid
DDD Player
Stereoscopic

Polarization Glasses

3D Passive Glasses 3D Passive Glasses List

List
General Display
General Graphic
Card

3D Display (Polarization)
General Graphic Card

Shutter

Side by Side
3D Player (Usually Bundled with 3D
Displays)

Free
Stereo Movie Maker
Stereo Movie Player

nVidia 3D Vision Player
Paid

DDD Player

Stereoscopic

Shutter Glasses
3D Active Shutter Glasses List

3D Display (Shutter)
3D Graphic Card (nVidia 9600 or
above)

NVidia Total Solution

For more information on available 3D products, please refer to the Available 3D Products page.

Also visit our web site: Additional Video Demos and How-to Documents .
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Viewing Methods for 3D Stereo Media
Viewing with Any Device

Viewing with Specific External Devices
Viewing with Bare Eyes

Viewing on YouTube
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If you would like to view your 3D Stereo image or video with any common device, then you may export the media in Ana-
glyph format. The only equipment needed is a pair of Red-Cyan glasses.

Anaglyph (Red/Cyan) Method

This method employs anaglyph media and anaglyph filters. Anaglyph media can be videos orimages made of two color
layers. These two layers, containing differently filtered colored images for left and right eyes (as described above),
superimpose in each frame (for video) or image.

In order to produce the sensation of depth, you must use two identical color filters (Red-Cyan glasses) to pass images
separately to the left and right eyes. However, this method can result in color-loss issues due to the colored filters.

CrazyTalk Animator 3 User Manual - 761



—=" REALLUSION®

If you would like to view your 3D stereo media without any color loss present in the anaglyph solution, then you may choose
to export your media in Side by Side format. This method however, requires specific playback devices for viewing.

Side by Side Method

In order to have a better stereo vision experience, then it is recommend that users employ the following prerequisites:

1. Side by side media (exported from CrazyTalk).

2. Specialized player (for creating alternating-frame sequencing or superimposed video).
Specialized display.

4. Filtering devices (for separately filtering images to the left and right eyes).

The interval time to playback the left and right images are rather short. The human brain takes the paired images and
synchronizes them together in order to generate the feeling of depth.

For more details about players, displays and filter devices, please refer to the Environment for Viewing 3D Stereo Media
section.

CrazyTalk Animator 3 User Manual - 762



—=" REALLUSION

Side by Side Method - Without Equipment

This method utilizes media that consists of a pair of side-by-side offset frames (for video) or images. You do not need

any special device to view this type of media, you only need to adjust the focus of your binocular vision so that the

images from both sides overlap with each other.
Y

In order to overlap the paired frames or images, and sense the depth of the media, you may employ your bare eyes with
the Parallel Viewing technique.

Parallel Viewing Method
You may need to practice in order to learn how to use this viewing technique:

1. Look at any far away object that is beyond your display device.
2. You may then notice that the two actors may double and appear as four.

ii Y Jr Y XA o V.
&/ > | »
1

3. Then adjust your eyes so that the two actors, in the middle, overlap with each other. Eventually you will see the
3D actor pop-out in front of you.
\| Y -—y
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Uploading to YouTube

If your 3D stereo media is in Anaglyph format, then you may simply upload it to YouTube with any conventional

method. If you would like to upload your 3D stereo media onto YouTube in Side-by-Side 3D format, then follow the
steps below:

1. Prepare your 3D stereo media.
2. Upload it to YouTube. In the Tag section, type in "yt3d:enable=true".

yt3d:enable=trug|

Tags:  y3denable=tue

3. Visitors may use YouTube as a 3D player by selecting the media type in the drop-down list.

360p © 3D*
Note:
Note:

« Ifthe 3D result is not correct, then you may add "yt3d:swap=true"to fix the issue.

« If you choose any type other than the two-color methods in Step 3, then you must have specific display
devices to perceive the correct 3D stereo effect.
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Global Shortcuts

On-screen Display
Function

FPS Display

Grid On/Off

World Axis On/Off
Show/Hide Content Manager
Show/Hide Scene Manager
Show/Hide Timeline

Show Project Settings
Show Preference

Show Online Help

Show Pop-up Menu

Working Area - Quick Capture
Function

Transparent Png

Animated Gif

Transparent Mov

Shortcut (Windows)
Ctri+F

Ctrl+ G

Ctrl+A

F4

F5

F3

Ctrl + Shift + P
Ctrl+ P

F1

Right-Mouse Button

(Character, Prop, Special Effect, Text)

Shortcut (Windows)
F7
F8
F9

Working Area - Camera Manipulation

Function
Quick Camera Positioning

Camera Manipulation Switch

Manipulating Camera in Object
Editing Mode

Roll X-Z
Zoom in/out
Zoom in/out

Shortcut (Windows)
F - Frame Selected (Focus Object)

Home - Default Camera Position

Z-Zoom
X-Pan

C -Raoll
Move Camera - Alt + Left-Mouse Button

Zoom Camera - Alt + Both-Mouse Button or
Mouse Wheel

Right-mouse button (3D View Only)
Mouse wheel
Right + Left-mouse buttons

Toggle Orthographic/Perspective O

Camera
Tips - Speed movement:

Shortcut (Mac)
Command + F
Command + G
Command + A

Command + Shift + P
Command +,

F1

Right-Mouse Button

or
Ctrl + Mouse Button

Shortcut (Mac)
F7

F8
F9

Shortcut (Mac)
F - Frame Selected (Focus Object)

Fn + Left Arrow Key - Default Cam-
era Position
Z-Zoom

X-Pan

C-Roll
Move Camera - Option + Mouse
Click

Zoom Camera - Option + Both-
Mouse Button

Ctrl + Mouse Click (3D View Only)
Mouse Scroll Up/Down

Option + Both Mouse Buttons

0]

Holding the Shift key while rolling the mouse wheel will increase the zooming speed by 10x.
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Working Area

Function

Undo

Redo

Play / Pause

Duplicate Items

Delete Object

Show Actor 3D Motion Settings

Show Runtime Composer

Show Render Style

Show 3D Motion Key Editor
Show Action Menu

Show Sprite Editor

Show Puppet Editor

Show Face Puppet Editor
Show 2D Motion Key Editor
Show Face Motion Key Editor
Show Prop Key Editor
Show Layer Editor

Show Lips Editor

Show Text Editor

Preview Rendering Result
(Current Frame)

Full screen mode

Full screen mode without safe
area

Fix SWF Broken Issues
Import Model

Import Animation

Exit

Item Transform
Function

Move along X Axis
Move along Y Axis
Move Along Z Axis

Rotate by Z Axis

Vertical, horizontal and diagonal
move

File

Function

Open Project
New Project
Save Project
Save As Project

Snap

Function

Toggle Angle Snap On/Off
Toggle Snap to Grid On/Off

Content Manager
Function
Switch View Mode

Shortcut (Windows)

Ctri+Z

Ctri+Y

Spacebar

Ctrl + Drag ltem

Delete

Select Character + Ctrl + Shift + O

Select Character/Prop + Ctrl + R

Select Character/Prop + R
Select Character + M
Select Character/Prop + A
Select Character/Prop/SFX + S
Select Character + U
Select Character + Ctrl + U
Select Character/Prop + K
Select Character + Ctrl + K
Select Prop + K

Select Character + L
Select Character + J
Select Text+ T

F10

F11
F12

Ctrl+L
Ctrl+ M
Ctrl + 1

Ctrl + Q

Shortcut (Windows)
Left/Right Arrow Keys
Up/Down Arrow Keys
Ctrl + Up/Down Arrow Keys

Ctrl + Left/Right Arrow Keys
Shift + Drag

Shortcut (Windows)
Ctrl+ O

Ctrl+ N

Ctrl+S

Ctrl + Shift + S

Shortcut (Windows)
Ctl+E
Ctrl+ W

Shortcut (Windows)
Ctrl +1

Shortcut (Mac)

Command + Z

Command + Shift + Z
Spacebar

Command + Drag Iltem

Delete

Select Character + Command +
Shift + O

Select Character/Prop + Com-
mand + R

Select Character/Prop + R
Select Character + M

Select Character/Prop + A
Select Character/Prop/SFX + S
Select Character + U

Select Character + Command + U
Select Character/Prop + K
Select Character + Command + K
Select Prop + K

Select Character + L

Select Character + J

Select Text+ T

Command + F10

Command + F11
Command + F12

Command + L
command + Shift + M
Command + |
Command + Q

Shortcut (Mac)

Left/Right Arrow Keys

Up/Down Arrow Keys

Command + Up/Down Arrow Keys

Command + Left/Right Arrow
Keys
Shift + Drag

Shortcut (Mac)
Command + O
Command + N
Command + S
Command + Shift + S

Shortcut (Mac)
Command + E
Command + Shift + W

Shortcut (Mac)
Command + 1
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Timeline Shortcuts

Timeline

Function

Copy Keys or Clips

Cut Keys or Clips

Paste Keys or Clips
Delete Keys or Clips

Go to Start Frame

Go to End Frame

Go to Previous Frame
Go to Next Frame

Jump to Next Key or Clip
Jump to previous Key or Clip
Zoom in the Timeline
Zoom out the Timeline
Add key Frame

Break Motion Clip

Actor Angle Key

Actor Angle Key

Shortcut (Windows)
Ctl+C

Ctrl+ X

Ctrl+V

Delete

Home

End

Left Arrow Key
Right Arrow Key
Tab

Shift + Tab

+

Y,

Ctrl+B

] (45 degrees rightward)
[ (45 degrees leftward)

Shortcut (Mac)
Command + C
Command + X
Command + V

Delete

Fn + Left Arrow Key
Fn + Right Arrow Key
Left Arrow Key

Right Arrow Key

Tab

Shift + Tab

+

\Y

Command + B

] (45 degrees rightward)
[ (45 degrees leftward)
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Shortcuts in Editors

Multiple Select/Deselect Sprites
(Including Child Sprites)
Multiple Select/Deselect Sprites

Puppet Editor
Function

Preview Start/Stop
Record Start

Composer Mode

Working Area

Function

Undo

Redo

Show Validate Multi-Angle Setup
Show Actor Proportion

Show Render Style

Show Sprite Editor

Angle

Show/Hide Bone
Mirror Selected Sprite
Mirror to Actor Left
Mirror to Actor Right

Actor Proportion

Function

Focus on Specific Profile
Apply Profile to Current Actor

Vector Grouping Tool
Function

Focus on Desired Group Name (Group Name Selec-

tion Pane)

Focus on Desired Item (Style List Pane)

Validate Multi-angle Setup
Function
Preview/Stop Bone Rotation

Sprite Editor
Function
Preview/Stop Animated SWF

(must click on the preview button first)

Add Full Angle
Add Current Angle
Replace Full Angle

Ctrl + Shift + Select Sprite
Ctrl + Select Sprite
Shortcut (Windows)

Spacebar
Ctrl + Enter

Stage Mode
3D Motion Key Editor
Function Shortcut (Windows) Shortcut (Mac)
Angle ] (45 degrees rightward) ] (45 degrees rightward)
[ (45 degrees leftward) [ (45 degrees leftward)
Move w W
Rotate E E
Runtime Composer
Function Shortcut (Windows) Shortcut (Mac)
Show/Hide Bone B B
Layer Editor
Function Shortcut (Windows) Shortcut (Mac)

Command + Shift + Select Sprite
Command + Select Sprite
Shortcut (Mac)

Spacebar
Command + Enter

Shortcut (Windows) Shortcut (Mac)
Ctl+Z Command + Z

Ctl+Y Command + Shift + Z
Select Sprite + M Select Sprite + M

P P

R R

Select Sprite + S Select Sprite + S

] (45 degrees rightward) ] (45 degrees rightward)

[ (45 degrees leftward)
B

Ctrl + Shift+ M
Ctrl + Left Arrow Key
Ctrl + Right Arrow Key

Shortcut (Windows)
Up/Down/Left/Right Arrow
Keys

Enter

Shortcut (Windows)
Up/Down Arrow Keys

Up/Down Arrow Keys

Shortcut (Windows)
Spacebar

Shortcut (Windows)
Spacebar

Ctrl+ N
Ctrl + Shift + N
Ctrl+R
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[ (45 degrees leftward)
B

Command + Shift + M
Command + Left Arrow Key
Command + Right Arrow Key

Shortcut (Mac)
Up/Down/Left/Right Arrow
Keys

Enter

Shortcut (Mac)
Up/Down Arrow Keys
Up/Down Arrow Keys

Shortcut (Mac)
Spacebar

Shortcut (Mac)
Spacebar

Command + N
Command + Shift + N
Command + R
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Replace Current Angle Ctrl + Shift + R Command + Shift + R
Copy to All Angles Ctrl+ O Command + O

Copy to Current Angle Ctrl + Shift+ O Command + Shift + O
Delete Current Sprite Delete Delete

Delete Full Angle Ctrl + Delete Command + Delete

Delete Current Angle Ctrl + Shift + Delete Command + Shift + Delete
T

Show/Hide Full Angle Setting Panel T

(Must focus on the Sprite Editor first)

Mask Editor

Function Shortcut (Windows) Shortcut (Mac)

Undo Ctrl+Z Command + Z

Redo Ctl+Y Command + Shift + Z

Zoom in/out Mouse wheel Mouse Scroll

Zoom In + +

Zoom Out - -

Zoom Fit * *

Zoom Real Size / /

Brush Size [ to decrease [ to decrease
]toincrease ]toincrease

Switch Front/background Brush B B

Color Range

Mouse Click + Shift to
increase
Mouse Click + Alt to

Mouse Click + Shift to
increase
Mouse Click + Option to

decrease decrease
Brush B B
Eraser E E
Blur R R
Face Fitting Related Steps
Function Shortcut (Windows) Shortcut (Mac)
Undo Ctrl+Z Command + Z
Redo Ctl+Y Command + Shift + Z
Zoom In + +
Zoom Out - -
Zoom Fit * *
Zoom Real Size / /
Preview/Stop Spacebar Spacebar
(for Face Orientation step only)
Eye Settings
Function Shortcut (Windows) Shortcut (Mac)
Preview/Stop Spacebar Spacebar
Left Eye = =
Right Eye - -
Check Eye
Miscellanea
Function Shortcut (Windows) Shortcut (Mac)

Fix SWF Broken Issues
Import Model

Ctrl+L
Ctrl+ M
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