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CrazyTalk Animator is a revolutionary animation suite with all the necessary tools to easily create
pro-level animation. It provides an exciting new approach to traditional 2D animation with
innovative new tools that allow users to apply 3D motions to 2D characters. New powerful
features have opened new possibilities for freely editing 2D motions and viewing them from any
angle with a single click. In addition to HumanlK motion editing and seamless mix-and-match
character customization, CrazyTalk Animator also offers creative and fun visual render styles that
can dictate or enhance the mood of any scene. Powerful features like body motion puppet and
auto lip-sync further reinforce its position as the most creative tool for 2D character animation. It’s
designed for everyone from cartoon and movie creators to artists, illustrators, web designers, and
educators.
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Knowing the Environment @

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
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Name Description
1 | Main Menu The main menu contains each command in CrazyTalk Animator.

There are buttons for you to save, open or create a new project,
2  Project Tool Bar

preview an image of the current frame, or export your project.

The tool bar is able to undo and redo actions, select characters or

3 | General Tool Bar objects, merge selected props, duplicate characters or objects, and set

flip, link, visible or opacity keys to the selected characters or objects.

4 | Camera Tool Bar The tool bar contains buttons to switch between Preview Camera Mode

2014 Reallusion



Property Tool Bar

Functional Tool

Bar

Preview Window

(Working Area)

Content Manager

(F4) and

Scene Manager

(F5)

Play Bar

and Live Camera Mode, zoom in and out of the scene, pan or rotate the
camera, switch to different view modes of the camera, 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 Actor Composer Mode or Prop

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.

The Play Bar contains basic playback tools for previewing actor voice,
motions, and project background music, as well as buttons to bring up

the Project Settings and Timeline panels.
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Main Menu

Stage Mode

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  Bender  Wiew  %Window  Help
1 2 4 o G 8 g

Name Description

e To create an empty project, save or open a CrazyTalk Animator project file
(*.ctProject).

e To switch to the character or prop Composer Mode.
1 | File
e To convert between props and scene objects.

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

e To undo (Ctr + Z) or redo (Ctrl +Y) the last operation.
e To select or duplicate characters, props or objects.

e To set flip, link, visible or opacity keys to the selected characters, props or
2 | Edit objects.
e To perform Timeline commands (loop, speed, break) or set the 3D motion
options, align angle, extend clip length for the selected Motion Clip.

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

e To invoke the Project Settings and Preference panels.

e To create the actor face from an image file (*.jpg, *.png, *.bmp).

e To load the media material for props, image layers or background from image
3 | Create 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).

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

5 | Control

6 | Render

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.

To insert 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.
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Knowing the Environment @

e To export the current project as audio, video or image files.

e To show/hide the on-screen display (FPS, grid line, world axis, stage/composer
mode display).

7 View e To enter the full screen mode.

e 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, or enter

the 3D view mode.
e To restore all the tool bars and panels to the default docking places.

8 | Window
e To show/hide the tool bars, Timeline, Content Manager and Scene

Manager panels.

e 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.
e To login with the member account.
e To check for available program updates.
9  Help e To access the City Marketplace of CrazyTalk Animator.

e To get free bonus content or purchase trial content.

e To activate the content you have paid for or verify all of your content in the

Template and Custom libraries.
e To access the home page of Reallusion or CrazyTalk Animator.

e To show the product information for CrazyTalk Animator.

Composer Mode - Actor

The Menu contains the main commands grouped in File, Edit, Modify, Face Editor, View,

Window and Help menus.

Fil=  Edit Mu:u::lif_l,l FaceEditor  “iew ‘Window Help
1 2 4 ] &

Name Description

1  File e To import a CrazyTalk Animator actor file (*.ctActor) or save the current

actor as a CrazyTalk Animator actor file (*.ctActor).
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2

3

4

5

6

7

Edit

Modify

Face Editor|e

View

Window

Help

To switch back to the Stage Mode.

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

To select sprites, attach props to sprites.

To add joint masks and switch the color of joint masks.

To show/hide or snap connect points.

To launch an external editor to modify the created face image of the actor.
To activate actor 3D motion settings.

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 camera, switch to the different view modes of the camera.

e 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.
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Knowing the Environment @

e To check for available program update.
e To access the City Marketplace of CrazyTalk Animator.
e To get free bonus content or buy all trial content.

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

e To access the home page of Reallusion or CrazyTalk Animator.

e 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.

1 2 3 4 ] 5]

Fil=  Edit  Modify Hin_aw Wwindow  Help
2

Name Description

1 | File e To import a CrazyTalk Animator prop file (*.ctProp).
e To switch back to the Stage Mode.
e To undo (Ctrl + Z) or redo (Ctrl +Y) the last operation.

e To select props, or attach more props to a prop.

2 | Edit

e To launch an external editor to modify the selected prop.

e To launch the Preference panel.
3 | Modi

fy e To launch the Render Style and Sprite Editor panels.

e To show/hide the on-screen display (FPS, grid line, world axis, stage/composer
4 | View mode display).

e 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.

5  Window e To restore all the tool bars and panels to the default docking places.

e To show/hide the tool bars, Content Manager and Scene Manager panels.
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6

Help

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.

EERILL
1 2 3 4

Name Description

New Project

1 Click this button to create an empty project.
(Ctrl + N)
Open Project

2 Click this button to open a CrazyTalk Animator project file (*.ctProject).
(Ctrl + O)

Save As Project
3 Click this button to save the current project to a target directory.
(Ctrl + Shift + S)

City Click this button to search the CrazyTalk Animator2 Marketplace for
¢ Marketplace your desired content items.
Click the Current Frame Preview (F10) button to preview the output
5 | Export 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

vy % Ip (. B, ® opaiy:froo -
| |

T

|
1 2

Name

1 | Undo/Redo

2 | Select

3 | Duplicate

4 | Flip

5 Link/Unlink

Visible/
6

Invisible
7 Opacity

3

[ 3 r:_'l

Description

Click these two buttons to undo (Ctrl + Z) or redo (Ctrl +Y) the last

operation.

Activate this button to multi-select characters, or objects, in the working

area. It will automatically pop up after the selection is done.

e 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.

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

e With the Shift key held, you may temporarily activate the Multi-Select
Mode.

Click this button (Ctrl + Drag Item) to duplicate the selected object or

objects, as well as motions and animations.

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.

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.

Click this button to set a Visible/Invisible key for the selected object or
objects.

Please refer to the Using the Visible Setting section for more information.

Adjust the value to set an Opacity key for the selected object or objects.

2014 Reallusion



"y X

— I

1 2
Name

Undo/Redo

Select

Attach

Show/Hide
Connecting

Points
Snap
Connecting
Points

Add Joint
Mask

Switch Joint

Mask Color

Knowing the Environment @

Please refer to the Using the Opacity for Fade In and Fade Out section for

more information.

Composer Mode - Actor

Description

Click these two buttons to undo (Ctrl + Z) or redo (Ctrl +Y) the last

operation.
Toggle this button to select sprites or joint masks in the working area.

Click this button to attach accessories to the selected actor sprite. Please

refer to the Attaching Accessories to a Character section for more

information.

Toggle this button to show connection points (displayed as green lines).

Please refer to the Setting Connection Points section for more information.

Click this button to snap the head back to the neck, upper torso to the
lower torso, hands to the forearms, and feet to the shins. Please refer to

the Setting Connection Points section for more information.

Click this button to add a joint mask to the selected sprite.

Click this button to cycle through different joint mask colors for better

observation. It will automatically pop up after the color is changed.
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Composer Mode - Prop

Taka B L

S e
1 2 3

Name Description

Click these two buttons to undo (Ctrl + Z) or redo (Ctrl +Y) the last
1 Undo/Redo

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.

2014 Reallusion



Knowing the Environment @

Camera Tool Bar

The buttons in this area control the camera view.

5

|
1

=3 ED A A

2 3 - 5 3]
Name Description

Click this button to switch between Preview Camera Mode and Live

Camera Mode.

Camera Record

Mod o Preview Camera Mode: In this mode, you can pan or rotate the
ode
camera without adding animation keys to it.

(Stage Mode only)

|
I 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.

Camera Zoom (Z) Click to zoom in and out of the scene.
Camera Pan (X) Click to pan the camera.
Camera Rotate (C) | Click to rotate the camera.

Click the triangle button to use the drop-down list to switch to

different modes:

PRI
#

Reset

Eocus Ohject

. Focus All
Camera View =

e Reset (Home): Click to reset the position and the orientation of the

camera.

e Focus Object (F): Click this button so that the camera snaps back

to view the selected object in the current project.

e Focus All: Click this button so that the camera snaps back to view all

the objects in the current project.
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Click this button to switch to 3D mode. You can then check the Z-

depth relationships of each character and object inside the working

area.

e Drag inside the working area with the left-mouse button to view the

Z-depth relationships.
3D View

g (Stage Mode only) |* Drag inside the working area with the right-mouse button to move the

camera to different angles inside the working area.

e 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.

e Alt + Left Mouse Button: Pan the camera.
e Alt + Both Mouse Button: Zoom the camera.

e 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.

A2 O 0@ L = B & @5 W
— ' | ' B ' |

A

B £ D

A. Composer Mode Switch

Name

Description

1. Character

Click this button to activate the Character Composer and create a

new character. Please refer to the Changing Parts of a Character

...... Composer
t section for more information.
=
* Click this button to activate the Prop Composer and create a new
&
2. Prop prop. Please refer to the Modifying a Prop with the Prop Composer and
Composer Creating Composite Props with the Prop Composer sections for more

information.

B. Creation Tools

Name Description
1. Create Click this button to load an image and create a new head. Please refer
Face to the Creating a Face from a Photo section for more information.
B Click this button to convert different media files into props, or an image
2. Create
E layer or background of a project. Please refer to the Creating Props
Media
| section for more information.
.l#. Click this button to import an audio file (*.wav, *.mp3) as the
3. Create
background music or a sound effect. Please refer to the Modifying
Sound
Sound Clips section for more information.
4. Create Click this button to apply a voice to the selected character with
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recording, text-to-speech technique, importing WAV or loading

Script CTS features. Please refer to the Adding Voice to a Character section

for more information.

5. Text Click this button after a text is selected so that you may modify the

Editor (T) text. Please refer to the Using Text section for more information.

C. Render Style & Runtime Composer

Name Description

1. Render Click this button to launch the Render Style panel and modify the color

Style (R) profile of your actor.

Click this button to launch the Runtime Composer panel. You may
2. Runtime

then modify the position, size or texture image of any face feature or
Composer

body part, or add a joint mask to any body sprite. (Pipeline and Pro
(Ctrl +R)

only)

D. Animation Tools

Name Description
1.3D Click this button to launch the 3D Motion Key Editor panel. You may

Motion Key | then change the angle and manually move, rotate or scale each sprite

Editor (M) to the appropriate position in a 3D view. (Pipeline and Pro only)

Click this button to add a motion command to the selected character.

You may then command the character to perform any of the custom
2. Action
motion entries found in the right-click menu. Please refer to the Utilizing
Menu (A)
the Action Menu for Body Motion and Utilizing the Action Menu for Facial

Expressions sections for more information.

Click this button to launch the Sprite Editor panel to generate image
3. Sprite

switching animations. Please refer to the Sprite-based Project section

Editor (S)
for more information.

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

5. 2D
Motion Key

Editor (K)

6. Layer

Editor (L)

Puppet Editor (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.

Click this button to launch the 2D Motion Key Editor panel. You may
then adjust the actor pose, manually move, rotate or scale each body
or face sprite, or freely transform any body part in an image-based 2D

view.

Click this button to launch the Layer Editor panel. You may then

change the layer order of the selected sprites.
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Composer Mode - Actor

You may use the features on this bar to create an actor and modify the face or body sprite of the

O BRRHARET €%
o : N

A. Back to Stage Mode

Name Description

D 1. Back to

Click this button to go back to the Stage Mode.
Stage

B. Actor Modification

Name Description

1. Load G2

Actor

Design Click this button to load a G2 Actor-based design file as your actor.
Template - | (Pipeline and Pro only)

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

3. Convert | Click this button to remap G1 Hand poses for G2 motion. The converted

G1 Hand to | G1 actor can then be saved in G2 actor format and can use G2 actor

G2 Hand sprite content.
4. Actor
Click this button to activate the Actor Proportion panel and choose a
Proportion
desired proportion for your actor.
(P)

5. Render Click this button to activate the Render Style panel and modify the
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C. Sprite
-1
2
;2

Style (R)

6. Vector
Grouping

Tool

7.

Calibration

color profile of your actor.

Click this button to activate the Vector Grouping Tool panel and apply

a desired Render Style for each body part. (Pipeline and Pro only)

Click this button to activate the Calibration panel and carry out body

or face calibration.

Modification
Name Description
Click this button to activate the Validate Multi-angle Setup panel.
1. Validate | You may then focus on the selected sprite (child sprite) and its parent
Multi-angle | sprite to quickly validate each pose, modify the position, size, texture
Setup (M) image or joint mask for the child sprite in multiple angles. (Pipeline and
Pro only)
Click this button to activate the Sprite Editor panel to replace the
2. Sprite
texture image of the selected sprite in order to fit each angle. (Pipeline
Editor (S)
and Pro only)
3. Launch
External Click this button to launch an external editor and modify the created
Image face image of the actor.
Editor
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Composer Mode - Prop

You may use the features on this bar to modify your props.

O WA e

[ e =

A. Back to Stage Mode

Name Description

D 1. Back to
Click this button to go back to the Stage Mode.

Stage

B. Prop Modification

Name Description

1. Render Click this button to activate the Render Style panel and modify the

Style (R) color profile of the selected prop.

2. Vector

Click this button to activate the Vector Grouping Tool panel and apply
Grouping

a desired Render Style for the selected prop. (Pipeline and Pro only)
Tool

C. Sprite Modjification

Name Description

1. Sprite Click this button to activate the Sprite Editor panel to replace the

Editor (S) | texture image of the selected sprite. (Pipeline and Pro only)

2. Launch

External Click this button to launch an external editor and modify the selected
Image image-based sprite.

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.

ol X|oo = Yloo [B{Zloo = wiooo = 8 Hj100 BIR0 Bw w 2
| I I |
I I
1 2 3 - 5
Name Description
1| XY,2 Enter these values to decide the location of the character or the prop.

Enter these values to decide the Width and the Height of the character or the

2 | W, H prop. You can click the Lock/Unlock Ratio L button to toggle the Keep
Aspect Ratio on/off.
3 | R Enter a value to determine the orientation of the character or the prop.
4 Curve/ Switch between the Curve il and Linear i buttons to change the path
Linear from curved to straight.
42
5 | Zero Key Click the Zero Key button to set a neutral transform key (0 value) to each

numerical field in the panel.

¢ In the 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 direction, or even skew the actor or prop sprites to different

angles.
. *p %[99 = v {1268 = wi1o00 = @ H[1o00 (S R |0 = V! Mirror [Forward |»| gl § <= oo

¢ When you enter the Live Camera Mode, you can adjust the camera position, focus, angle, and

switch between curved and linear paths.

M % (es vtz B Z s R0 B W w Q)

-

e After you select a specific Image Layer in the Scene Manager, you can adjust the position, size

and layer order.
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v |60 2 wiioos S8 Hes B MR N B

Composer Mode

Actor Composer

CEEE M |73 [T Y 1543

\_'_1

1

Name
i XY

Angle
2

Linked
3| WH
4 | Mirror
5 | Layer

Face

Depth
6

(for face

only)

Prop Composer

Angle Linked W 1000 = @ H|1o0o o Mirror ! & :‘: :*: Face Depth |1 - | Preview |
[ |

| L

[ [
2 3 5 6

P

Description

Enter these values to determine the position of the actor.
Activate the Angle Linked box to keep a consistent angle.

Enter these values to decide the Width and the Height of the actor. You can

click the Lock/unlock Ratio L button to toggle the Keep Aspect Ratio on/
off.

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

feature.

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

Choose a depth level from the Face Depth drop-down list, then click the
Preview button and move your mouse. The head will be triggered to move with

the mouse cursor for you to observe the face depth.

828 x (17 MM v |56 W 100.0 H 100.0 Rlo =2 A
| | I | \_'_1
1 2 5 -+
Name Description
1 XY Enter these values to decide the position of the prop.
2 | WH Enter these values to decide the Width and the Height of the prop. You can
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click the Lock/unlock Ratio button to toggle the Keep Aspect Ratio on/
off.

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

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

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

W x[o0 = v{oo 2 wiooo 2 8 H[1000 2 R0
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Content Manager and Scene Manager

Content Manager and Scene Manager

1= Content Manager @ nl— 2

« Froject Template » Demo k

Project

‘ Template Custom ‘ v

A0 Cam.. lation  30-to-. . otions  Actor Propartion

Angle Switch  Cartoo.. mation BEvoluti.. imation

2. Y .

Link & Unlink  WMulti-a...imation Path a.. kLoop

¥ |+

4  Content Manager | Scene Manager|

|
o
™
E
| =
T

Name Description

Adjustabl | Drag the border to adjust the width of the Content Manager so that you may

e Border | view more content.
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Click this button to hide the panel of the Content Manager or Scene Manager.

2| Hide When they are hidden, you can press F4 to show the Content Manager, and F5
to show the Scene Manager.
Click the button to individually float the Content Manager or Scene Manager.
3| Float When they are floating, you can double click on the panel name to dock them
back.
Panel Click the tabs to switch between the Content Manager and Scene Manager
¢ Tabs panel.
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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.

1
"E « Project Template ¥ Demak
=)
= I
o ‘ Template Custom v
= Project Template j
N m 4
30 Cam.. lation
e ¢ B
SN
c
o
el
o | 3D-to-...otions
E ]
c .
q | b
Actor Proportion
| I-I i.l
=
Angle Switch
¥ |+ 5
|
Name Description
Category
1 Click these tabs to switch to the corresponding category.
Tabs
Menu
2 Click this button to show the menu for manipulating the Content Manager,
Buttons
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Hide Content Manager

Mew Faolder
Cut

Copy

FPaste

Delete

Rename

Capture Thumbnail

Load Thurmbnail

Change Yiew Made {Ctrl + 1)

Apply

Find File

Show Bavigation Panel

including:

Show and hide (Shortcut: F4), dock and undock the Content Manager.

Basic editing for the custom templates.

Capture the view of the working area, in the current frame, as the thumbnail for

the selected template in the Custom library.

Load an image as the thumbnail of the selected custom template.

Cycle through the content display options.

Size Type Date Modified

49 kB ctproject File 1172272013 10:...

Froject
Froject
Small thumbnail Large thumbnail
Details view
view view

o 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 applying methods.
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e Browse to find the selected template.

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

ontent Content

E ﬁ Project Template ¥ Demo bk E ﬁ Project Template » Demok

© e aaaa— . = e

[ [

o Template Custam v o Template Custom | v

= Froject Temp 1 ' - 1
Dema e e B ¥
L

|T8D Cam...lation 3D Cam...lalion 3D-19-...oliens  Actor Proparion

Angle Switch  Carloo...mation Evoluti... imation

— il wl

5 B

=3

1

30-to-... ofions

Animation

=4
(=]
B
E
<

E

g Actor Proportion Link & Unlink  Muli-a___irmation  Path a.__k Loop
» i — 1 (. [—1 [}
¥ || + ¥ ||+
Show the navigation pane to browse Hide the navigation pane to view more
through all the library folders. content.

Template
and
Custom

Library

Each category is divided into two libraries:

o Template Library: Contains embedded template installed along with the main
program.

e Custom Library: Contains custom templates you add.

4 Templates

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

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

e Use the right-click menu to do basic editing; renaming or changing the thumbnail
of the custom templates.

Applying
and
Adding

Templates

. Ll: Click this button to apply the selected template. This does the

same as double-clicking the content thumbnail. Please refer to the Drag and
Drop section for more information on applying methods.
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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 click 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 Composer Mode; you can not only see any content item,

but also all of the sprites in it.

Stage Mode
Scene Manager =
2
1 QL | caze 5 & 3
Show | Lock| Title
vl = Actor
Wl Easze Out
¥l Eazeln
o) Easeln Out
) Ease Qut In
vl =+ Imange Layer
vl Easze Out In
Wl Eazeln oOut
v Easeln
| 5 6
Name Description
Searching Type full or partial titles of objects in the search field to search for desired
1
Objects objects.

2| Clearing Search | Clear your search and start again.

Click this button to show the menu for manipulating the Scene Manager,
3| Menu Buttons

including:
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LIndock Windou

Hide Scene Manager

Duplicate

Delete

Filter

Sort

Select Inverted
Hide Unzelected
Unhide All

Fename

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

¢ Use the Scene Manager Filter to show objects in specific categories.

|

—
E.] Scene Manager Filter

X

All || Mone H Irvert l

WV actor

v Prop

V| Scene

v Image Layer
v Effect

o]

e Sort selected objects, hide unselected objects or show all objects in the

scene.
Show/Hide Show or hide the selected item. This status does not affect the export
4 Status result.
Check the box so that the object cannot be picked in the Preview
5| Lock window. Please refer to the Using Lock and Unlock section for more

information.

6| Renaming (F2)

Click on the desired object once to select it, click on its name again to
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enter the name-editing mode. You may rename all the items.

Composer Mode

Scene Manager
Body Face Joint Mask 1
2
4
3 face b 4 T 5
Show | Lock Title
) O & Lower Tarso
! O = Upper Tarso
™ O = Meck
W B i Farce
6 7
Name Description
1 Tabs Click the tabs to switch between the Body, Face and Joint Mask tab.

Select the desired body part, facial feature or joint mask under each tab.
2 Sprite Selection
The selected sprite name will be displayed in the field at the bottom.

Searching Type full or partial titles of sprites in the search field to search for desired

Sprites sprites.

4| Clearing Search | Clear your search and start again.

5 Menu Buttons Click this button to show the menu for manipulating the Scene Manager,
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including:

e Show and hide (Shortcut: F5), dock and undock the Scene Manager.
e Delete the selected sprite.

e Hide unselected sprite or show all sprite in the scene.

Show/Hide Show or hide the selected item. This status does not affect the export
° Status result.
Check the box so that the sprite cannot be picked in the Preview
7 Lock window. Please refer to the Using Lock and Unlock section for more

information.

2014 Reallusion



@

Play Bar

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

m—O% b M M » M N[ 1

2 3 4

F | [

5 6 7 8 9 10 11 13

13 14
Name Description
Show the current frame of the project. You may also quickly drag it to
1 | Play Head
any desired frame.
Mark In/Out of
2 | Playback/Export Drag this mark to set the mark in/out frame during playback or export.
Range
Play/Pause (Space
3 To play back current project.
bar)
4 | Stop To stop play back.
To jump to the cue frame of the playback, or to the start frame of the
5 | Jump to Start Frame
project.
6 | Previous Frame To jump one frame backwards.
7 | Next Frame To jump one frame forwards.
To jump to the cue-out frame of the playback, or to the end frame of
8 | Jump to End Frame
the project.
9 | Loop On/Off To toggle playback loop on/off.
10 Current Time 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
11 Project Settings
safe area, and modify the background color or load a background
image.
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12I Show Timeline (F3) To bring up the Timeline.

13 Voice Volume To adjust the volume of the sound effect.

14| Music Volume 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 projects. You may double-click the

panel zone to dock or to float a panel.

Panels Docked

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.

TR TS TR T VT -] x |
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BB W ER " % M. . ® ccom-| 5D . W
B2 wae [ v |mrn (SN Zen 2 wan 2@ HMo MR :\.-Lv| +°
1. ol M e
.# % * Frogect Tarmplaie s Camas
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Panels Undocked

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-display environments, then you may move the panels to one

display while keeping the main program on the other.
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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

B D [ presm G e g i e

HoW o» W@ : |3 lr—Dr

CR =N ", R T e
L ORIk e JF S L & s #

. -;-Huun-:a t | =0 LI O s I R |

Docking Top. Docking Bottom.

[ LF [een posm Copel [ o= i (o [ LF [men g Copel fmim po= i o

L m s &
= - #
nH Bp
B = EQ
a b LA
“ o o
- L i |®
2t +ip
: 2 Rl ;
e -
= =
m L]
| |
] ®
- ™
LMY Ty
- = - - -

i MM WM 1 o Mr—<Cr =k m M oW M@ 1 -N. E -

Docking Left. Docking Right.

(File Handles, Camera Tool Bar and Function (File Handles, Camera Tool Bar and Function

Bar only) Bar only)
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Docking Bottom.
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Docking Left.

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

= ill-r,-ln-l-nr—l-l:l-ni-ln-ll--:o—:.fsl-ll-n-lu.-

L8 Cmse fresen Gomd Beie fom e e
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& .
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Docking Top. Docking Bottom.

Composer Mode
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Docking Top. Docking Bottom.
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Dockable Area for 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.

B L e e L e e e B B BE e e lasd B B W B

liu;n EBEHEE R

“Fb B HHBHG 1 OEs s flli—sr m oW W[ 0N e— L +

Docking Left. Docking Right.

Dockable Area for 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.
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Docking Left. Docking Right.
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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.

B L e e L e e e B
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Docking 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 Animator.

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

dm  Special RCTermplate » Tt

Tt Custol
oy

= e

OF 02 Thinking_01

02 Thinking_03 METhinking_ 04

B.From Source Folder
The Supported file types:

o Image: BMP, JPG, TGA, PNG, Gif, SWF.
o Video: AVI, WMV, RM, RMVB, MP4 for PC, Mpeg, ASF, ASX, MOV, FLV.

o Others (Transparent Videos): iWidget, popVideo.
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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.

dm | animation Termplate ¢ Motion

Dance_.s8c 0 Dance..c_180 l) l,&
L. A

A

Drag and drop a motion template onto the

Animation

The character will start the motion.
character.

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

Character in Composer Mode

When you select a character and switch to the Character 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.
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sl

.....

Left Brow
Fight Brow

.....

= Monocle
e Wlonocle

Drag and drop a prop onto the character.

The prop instantly attaches to the body part.

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.

Drag and drop assets from

CrazyTalk Animator to a folder.

Tras_01.ckprop

Kl

Tres_0Z_Vebow.ctprop  Tres_03_Green,ctprop  |se

Trew_07_Green, chprop

Build a custom library collection.
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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.

A.Creating a Prop with Multiple Media

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

r’ﬂ I:\images\CTA_Images g@.

File Edit ‘ew Favorites Tools ™

: 2l

Hydrant.png Hydrankt_01.png

Thumbs, db

2.Drag and drop into the working area of CrazyTalk Animator.

[ pEr—s i — gl

I-:.n.n:\t-r-m'-i-.-.ulm”f

MMN

»mnl;_m Thassice.

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

- -1
_J I:\images\CTA_Images g@
© Fle Edit Yiew Favorites Tools * '.f

[A
\ rl_]j
| ‘
r) =
Eone.png Wrench. png
Waves, png "

Knowing the Environment @

2014 Reallusion



@)

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

- = =
|- gt W T _ ke =o'k

Ble Bl Vem Fevetes Took P

W h
L

)

B pre) Wrench. orey

4.Pick the sprite and click the Sprite Editor button. All the media will be converted into the

elements of the sprite.
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Drag and Drop Table

Replace Replace
.ctProject | N/A N/A N/A N/A Current Current

Project Project

Add new
.ctActor Replace N/A N/A N/A Replace
character

Replace Replace
.ctHead N/A N/A N/A N/A
Head Head

Apply Apply
.ctPerform N/A N/A N/A N/A
Perform Perform

Apply Apply
.CtFCS Facial N/A N/A N/A Facial N/A

Motion Motion

Apply
Apply Body
.ctMotion N/A N/A N/A Body N/A
Motion
Motion

Apply 3D Apply 3D
.ctMotion | Body N/A N/A N/A Body N/A

Motion Motion

.ctAction | Apply N/A N/A N/A Apply N/A

Replace Replace
.ctBody N/A N/A N/A N/A
Body Body
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Action Action
Menu Menu
Replace all Replace all
Replace all
Props Props
Props under
.ctScene N/A under N/A N/A under
Scene
Scene Scene
Category
Category Category
Add new Add new
.ctLayer N/A N/A N/A N/A Image Image
Layer Layer
Add new Add new Add new
.ctProp N/A N/A N/A
Prop Prop Prop
Add new
Prop or
Image
Replace
Layer, or
.Jpg N/A N/A N/A N/A current
replace
background
current
backgroun
d
Add new Add new
.ctText N/A N/A N/A N/A
Text Text
Add new Add new
.cteffect N/A N/A N/A N/A Effect Effect
Object Object
Add Sound| Add Sound| Add Sound| Add Sound Add Sound
WAV, .MP Effect or Effect or Effect or Effect or | Effect or
Add Voice
3 Backgroun | Backgroun | Backgroun | Backgroun| Background
d Music d Music d Music d Music Music
.cts Apply N/A N/A N/A N/A N/A
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B L

-
-

Voice and
Facial
Motion
Apply
.clp Facial N/A N/A N/A N/A N/A
Motion
.iMotion
Apply Body
(Pipeline N/A N/A N/A N/A N/A
Motion
only)
Add new
Character
.ctm N/A N/A N/A N/A N/A
with Head
Only
AVI, WMV,
RM, RMVB,
MP4 for Add Prop,
PC, Mpeg, Image
N/A N/A N/A N/A N/A
ASF, ASX, Layer or
MOV, FLV, Background
popVideo,
SWF
Add Prop,
BMP, JPG,
Image
GIF, PNG, | N/A N/A N/A N/A N/A
Layer or
SWF, TGA
Background
Add Prop,
Image/ Image
N/A N/A N/A N/A N/A
Video Layer or
Background
.ctAnim N/A Apply Prop | N/A N/A N/A N/A
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.CtActor

Replace Current Actor

.ctHead Replace Replace
.ctBody Replace Replace
.ctUpper Replace Replace
.ctLower Replace Replace
.ctHand Replace Replace
.ctShoes Replace Replace
.ctHdress Attach to Head Attach to Head
.ctTail Attach to Lower Torso | Attach to Lower Torso
.CtFace Replace Replace

.ctEye Add or Replace Add or Replace
.ctNose Add or Replace Add or Replace
.ctMouth Add or Replace Add or Replace
.CtEar Add or Replace Add or Replace
.ctBrow Add or Replace Add or Replace
.ctHair Add or Replace Add or Replace
.ctHdress Add or Replace Add or Replace

2014 Reallusion
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:| .ctTail Add or Replace Add or Replace
:| .ctShoes Add or Replace Add or Replace

Accessories, Glasses,

Caps and Hats attach
Attach to the Body
.ctProp to the Head
Part

Common Props attach

to the Lower Torso

Add more Elements to
Image/Video N/A
the Body Part

Replace Current Sprite | Add Sprite

Add more Elements to
Image/Video N/A
the Prop Sprite
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Composer User Interface Introduction - Actor

The composer user interface for actors is divided into 9 parts. Please refer to the links below for

more details about each part.

i I
3 CraxyTalk Amimator 2 - Project.ctproject | Loe
1 Fle Edt Modly FeceEchor Yiew Window Help |
i v, i 3 B 1
1A v W48 Gailue ges|d + D 4.
S—:We x|1o [T viers [T wioo 318 Hioe TR0 S l.'v’ ShowBone Bosy | v Color| | Swe:[30 5| opacty 100 |2 - 6
T Cantent Manager — g
2 -
@ E * Actor Template ¥
?_ ‘ Froat E ——
ﬂ'z, | Temnplate Custom v
= | -
f’?é > [£]] —_——
b~
. i g =
i mﬂ
'ﬁ: 'E 309& Guy
m
- 4]
s u]
o urmmy
¥ 2 -
Eo
8- “
Emma
| YNy ——
COMPOSER MODE , _
Contert Mansgess | Scens Manage
Name Description
1 Menu The menu contains each command in the Actor Composer Mode.
General Tool The tool bar is able to undo and redo actions, select sprites, attach props
2
Bar 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,
3 | Create Face Bar
or customize the eyes and teeth of your actor.
Camera Tool The tool bar contains buttons to zoom in and out, pan or rotate the
4
Bar camera, or switch to different view modes.
5 | Property Tool Property tools for transforming the selected sprites to enhance the details
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Bar of the 2D/3D animation result.

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

The left-side tool bar can bring you back to the Stage Mode, load an

Functional Tool | actor swf file, optimize the actor details, change the actor proportion and

7
Bar render style, and invoke the Vector Grouping Tool, Calibration, Validate
Multi-angle Setup 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.
Preview
F
8 | Window
(Working Area) o Click the left/right arrows to switch to the 0, 45, 90, 135, 180,
9 p Front 225, 270 and 315-degree view.
; ¢ Click the up/down arrows to switch to the front, back, top and
g bottom view.
v
Content
Manager (F4)
The Content Manager contains embedded and custom templates, and
9| and

the Scene Manager displays all the sprites included in the current actor.
Scene Manager

(F5)
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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
3 Coney el Amimater 3~ Frojctcore u BEx]
1-J5e Ed Mody View window Hep |
24 Al x Wl 3 D a.
44888 xloo 2vioo 3 Wiooo 31 8 Hoiooo F R0 3 |
I T ] Content Manager —7
o
5 o # Prop Template ¥
i g . e
[‘i o Template CuEtom v
= Prop Templata [ ) a
Anirated Props [ —
ﬁ Biz Objecis
Coffee Shop
o] I
] Cant Room Animatad Props
Mask
Office
Qutdaar Stena
Simaon's props
Biz Objecis
6 b
Coffae Shop
——
Commercial
+& ||+
COMPOSER MODE _
Comlent Manage Scens Manager
Name Description
1 | Menu The menu contains each command in the Prop Composer Mode.

The tool bar is able to undo and redo actions, select props, or attach
2 | General Tool Bar

more props to another prop.

The tool bar contains buttons to zoom in and out, pan or rotate the
3 | Camera Tool Bar

camera, or switch to different view modes of the camera.

Property tools for transforming the selected props to enhance the details
4 | Property Tool Bar

of the 2D/3D animation result.

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

panels.

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

(Working Area)

Content Manager

The Content Manager contains embedded and custom templates, and

(F4) and
7 the Scene Manager displays all the attached props included in the
Scene Manager
current prop.
(F5)
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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 composited by one or more sprites.

Sprite Concept

Sprite, Poses and Angles

Preparing a Custom Sprite

Transforming Sprite Elements

Modifying Sprite Elements - Texture and Color

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 elements, 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.

e 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 features 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.
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@
ocz ¥

‘ A

“ ké

N

The sprites that compose a

character

The sprites that compose a

head

The sprites that compose a

prop

usage of sprites.

¢ Since the facial-fitted head of a character has different structures, then it does not support the

Multiple Angles Animations for Characters

In CrazyTalk Animator 2, the character is capable of performing dimensional motions and

expressions, which is generated 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.

character.

The sprites on the bones changes in
accordance with the angles in order to

generate the dimensional animations of the
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Sprite, Poses and Angles (New)

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 Animator 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.
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- n

The upper body is composed of a sprite with Change to different poses for creating sprite

multiple Poses.

Angles in Poses

switch animation.

However, for G2 characters that are able to perform dimensional motions, the poses must contain

more media represent 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, character are able to perform not only the 2D flat

motions, but also 3D dimensional motions.

oy

AA
AR

EOTLOTT

O

% .|
o oo

FaE o )4

The poses of a G2 character have their own Angle components for correctly performing all 3D

motions.

2014 Reallusion



(76)

Preparing a Custom Sprite

You can load different types of media, videos or images 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 =

Please choose an import option :

@HWF- ~

Frop age layer Backoround

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

HEE y_2 1

empky
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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:

o Sprite Editor in actor or prop 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

A.Character

1.Select an existing character.

PN

L.

3.Select a body part (sprite).

2.Click the Character Composer button on the Function Bar.
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g

4.click the I Sprite Editor button on the Function Bar. The Sprite Editor panel shows.
Sprite Editor - L Forearm - 0 =
FPlease click the parts to replace.
You may import new images ar replace the ones you picked.
L Farearm’ L Fareartm 01 LFarearm 02
Empty
(R Q| e/ ®] | |

= You may click another body part without closing the Sprite Editor.

5.Click the Add New Sprite |,Ll button. Load one or more media files.

6.This body part is now a sprite with multiple poses. All the poses are now listed in the panel.
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Sprite Editor - I Forearm - (O

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

L\

LForearm 01 LFarearm 02
r i" ‘
Bone Wrench Wigves

Empty

The possible look of the body part

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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A.Prop

1.Select an existing prop.

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

®

&

3.Click the Sprite Editor button on the Functional Tool Bar. The Sprite Editor panel
shows.
Sprite Editor - L Forearm - 0 El
Flease click the parts to replace.
You may import new images or replace the ones you picked.
Ermpty
(B[ @[/ ®] | |

4.Click the Add New Sprite |,Ll 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 - L Forearm - 0 T

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

S

Hydrant Hydrant_01

Ermpty

-

® | | = |

Different possibilities for a prop

Note:

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

» Video: *.avi, *.wmv, *.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.

i| button

= Select an element thumbnail in the list. Click the Replace Current Sprite |
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.

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.

J I:\images\CTA_Images g@ﬁ

" File  Edit View Favorites Tools > g0

e

Hydrant.prg Hydrant_01.png

Thumbs.db

2.Drag and drop into the working area of CrazyTalk Animator.

Fie Ed Vew Faoies  Took

T R = o |
-

3.A new sprite prop containing several media files is generated.
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B.Appending Media to a Sprite

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

2.Select single or multiple image files in the source folder.

7 I:\images\CTA_Images g@
© File  Edit View Favorites Tools > g0
[A.
S b
1:
) S
Eone.png wWrench.png
Waves.png w

3.Drag and drop onto the target sprite in the working area of CrazyTalk Animator.
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4.Pick the sprite and click the Sprite Editor button. The media will then be converted into

the poses of the sprite.

I

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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Using Sprite-Angle Panel

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.

1111

CrazyTalk Animator provides Sprite-Angle panel so that you are able to view the angles of a

=5 1 =)= A5 270 > Feie)  Elejerefr)

pose. The benefits of using Sprite-Angle panel are:

¢ Examining angles of pose.

e 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:

o Through Sprite Editor

1.Select the character and enter the Composer Mode.
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COMPOSER MODE

2.Pick the body part that you want to examine.
v hJ

ey

3.Click the Sprite Editor button to show the panel.

B P
Sprite Editor - Upper Torso - 0 ﬁ

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

Fose Empty

B G|/ ®] |
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4.Click the l Full-angle Settings button to display the panel for listing the angle

media.

-,

K] Sprite Angle - Upper Torso E

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 1345
180 225 270 4
Bottom Top
‘ Copy Similar

¢ Through Validate Multi-angle Setup Panel

1.Select the character and enter the Composer Mode.

Y

A
COMPOSER MODE

2.Pick the body part that you want to examine.
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3.Click the E Validate Multi-angle Setup button to show the panel.

4.Switch to the Sprite tab.

¥alidate Multi-angle Setup =
FarentAngle: Child Angle:
0 L 4 I} v
Bone Sprite Joint Mask
fl v
% (.33 = Y1104 [
Srale Rotate
w1000 = |8 |H[1000 [ R0 -
Child Anole :
01 _Upper Tarso v
| Full-anole Settings ‘
| Replace ‘

cidick validate

e «wll ® |

5.Click the Full-angle Settings button to display the panel for listing the angle media.

2014 Reallusion



Concept of Sprite Animation @

-,

EISprite 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.

1] 45 40 134
180 224 270 A14a
Bottom Top
‘ Copy Similar

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 perspectives.

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

.

>
COMPOSER MODE
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2.Select a body part.

F |

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

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

| & Sprite Angle - R Forearm E
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 Editar and
choose the target anale first.

A Empky Empity Empty

] 45 40 135
Empty Empty Empity Empty
180 225 270 315
Emipty Empty
Battarn Top

Cuopy Similar ‘
Missing angles in the table. Missing body part in motion.

Copy Sirmilar
4.If the body part can appears to be identical in different perspectives, then clickthe ' |
Copy Similar button.
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5. When the cursor turns to an eyedropper, click on the target angle for sharing.

6. As the cursor turn to be a paint bucket, click on the Empty angle slot to fill it referring to the
picked angle image.

K. Sprite Angle -\KFnrearm

You may choose simiar looking sprites to rep
unchanged. To add neyy custom sprites, plea:
choose the target anglagrst.

BT

st

o 45 g

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

You may choose similar looking sprites to replace any empty slot, or leawve it
unchanged. To add new custom sprites, please return to the Sprite Editor and
choose the target angle first.

1] 45 a0 134
180 224 270 a1a
Empiy Empiy
Bottom Top
Copy Similar

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

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.

g

1. Please select a prop and click the Prop Composer button in Stage Mode.

w -

1 gy |

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

3. Click the 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.
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prite Editor - L. Forearm - 0

Fleaze click the pars to replace.
You may import newe images ar replace the ones you picked.

Growing Tree Leafy Tree

Empty

® | | =B

e

Elements with different sizes and positions

5.You may see the green transform handle box shown around the element.
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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= g

8. Drag the rotation area outside the box to rotate the element.
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The area for rotating

9. Modify the transform point of each elements until they are all aligned.

et

Elements aligned

o When editing, constantly pick other elements of the sprite in order to correctly align all the

elements.

2014 Reallusion



Concept of Sprite Animation @

Modifying the Texture of Body Parts

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 information.

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:

.0

1. Pick a character in the Stage Mode. Click the Character Composer button to switch to

the composer mode.

L

2. Select one of the body parts and then click the = Launch External Image Editor button.

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

ot L et P few et
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4. Edit the image and save. The data will then be automatically transferred into CrazyTalk
Animator.

or L el P Pew Wiedew Heo

=, 3 Mot (] Sewega [1m (5] | el ML
ke

X

el ®E

"
Frul/9poay A

E* ¢elerclibk
gL

2

o Only image-based elements may be modified with an external image editor. If the element is
video or SWF-based, then the Launch External Image Editor button will be disabled.
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Modifying the Texture of Props

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:

b g

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

mode.

COMPOSER MODE
L

2.Select the prop and then click the = 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.
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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.

Ueler cRik 00
H P AP AT

5. Click the Back to Stage D button to update the prop in the Stage Mode.

STAGE MODE
—

o Only image-based elements may be modified with an external image editor. If the element is a
video or SWF-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 selecting 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 [=]

Edgg S E3|

=
v

2.Click the Sprite Editor button.

3.Go to another time frame.
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The Sprite Switch in the timeline displays in the form shown below:

Motion [=]

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.

Eqg 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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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 compacted 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.

-'\-; - LI

i o ' R Upper Upper Tarsa Supermanllpper
— e T0Ors0_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.

e 6

2. 2 .
LT i T K

(W
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3. Go to the time frame after the last switch and set a release key by clicking the Release

R

| 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 (initial sprite status).

1S

AT L
'i
>

h /')
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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 display 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.

Ega_Open Eqa_Shell_OFf

2. Apply a motion with switch effects in it.

—

Motion = [  Mation Clip|

Eng_ S

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.
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Motion

[

Mation Clip

Eag_5

3

4.Set a Release key at the start frame of the motion by clicking the Release button on the Sprite

Editor panel.
[+| Motion [ Mation Clip
Ego_5 E|

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

9
a [
*
>} >
Motion Clip
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Project Settings (New)

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.

M——CE b u M« » MR 1 ||#]Er=—Or
Project Settings Button

[] Project Settings

Time Settings:
Animation Length: {30 frames of 1 secand)
Tatal of (2000 (5 frame
Selecttime unit

0 Time ® Frame

Camera Settings:

® FPerspective (0}

Leng: == == (180 = mm

0 Qrthographic (O

Safe Area
9. 20 R
Background Settings:
Background Color |:]

| Active Image
-
Display Mode;
Stretch v
1 o1

Yiden: | External Files l

| (0]34 l | Cancel

Project Settings Panel
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Time Setting Section

o 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.

e 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.

e 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.

The farther item looks smaller than the front
Two items of identical size viewed 3D 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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The distance does not affect the size of the
Two items of identical size viewed in 3D view
item. (Orthographic mode)

When the camera moves, each object sways at the same speed.

e Adjust the Lens slider to increase or decrease the strength of the Z-depth relationships among the

items.

The Z-depth relationship is strong. The Z-depth relationship is less.
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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 Stage with Safe Area (in CrazyTalk

Animator 1). You can only see the objects Animator 2). You are able to see and edit the

inside of the stage. objects outside of the stage.

e Drag the slider to show the ideal outside area.
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Safe Area = 100 Safe Area =50

e You may 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

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

2014 Reallusion



Project @

g AT
S
e

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.

e Activate the Active image box and then click the @ button to load any prepared image as the
background.

Select from the Display Mode drop-down list to define the mapping method for the image

background.

Prepared Image Stretched
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Tiled
Fit
2X4

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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What is an Actor?

CrazyTalk Animator enables you to create actors by converting almost any type of image or
photo into a character. If you do not wish to use an image, then you may composite characters

with the body parts and built-in facial features found in the existing libraries.

Use your favorite comic character, Super Star or even yourself to create any animation.

Actor Types

T .e,'e”
e .
Vector-based characters Image-based characters Hybrid characters

Actor Functions

A.Changing Facial Features and Body Parts
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B.Facial Expressions
Actors in CrazyTalk Animator have the ability to talk with expressions.

C.Flat Body Motions
G1 and G2 bodies can perform different 2D motions from motion library or the innovative

puppeteering technology.
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D.Dimensional Body Motions
There are also a lot of 3D motions templates designed for G2 characters

can perform dimensional motions.

so that the characters

N
[ | \ g ﬁ
R

®
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G1l and G2 Actors (New)

In CrazyTalk Animator, there are two kinds of characters, G1 (CrazyTalk Animator 1) and G2

(CrazyTalk Animator 2). You can use the G1 characters as you do in the previous version,

however, G2 characters can perform more because of the characteristics below:

Thumbnails and Paths

The thumbnails and paths of the G1 and G2 characters are as described in the table below:

Assets Thumbnail Location (default) Description

¢ Windows XP - C:\Documents and
Settings\All Users\Documents

\Reallusion\Template\CrazyTalk

Gl Animator2 Template\Character\G1\ * The thumbnail of the G1
Characters character is marked with the
\Users\Public\Documents
\Reallusion\Template\CrazyTalk
Animator2 Template\Character\G1\
e Windows XP: - C:\Documents
and Settings\All Users\Documents e The thumbnail of the G1
m \Reallusion\Template\CrazyTalk character is marked with G2.
G2 EE Animator2 Template\Character\
e The RS stands for Render Style,
Characters
e Windows Vista or Above - C: which indicates that the
£\ \Users\Public\Documents character is also given the
\Reallusion\Template\CrazyTalk Render Style settings.

Animator2 Template\Character\
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Angles

G1 characters and their body parts are basically flat with single view (front or side). The

perspectives of the other 9 angles use this view as reference.

G1 character with single view. Each perspective takes the view as reference.
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G2 characters and their body parts, on the other hand, has up to 10 angles.

G2 character with 10 perspectives
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Motion Compatibility
G1 Character
The G1 characters can be merely applied with 2D flat motions just as you use them in the previous

version of CrazyTalk Animator.

G1 character with 2D flat motion applied

Applying 3D or flatten 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
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G2 Character

G2 characters, however, are able to perform not only the flat motions but also dimensional ones (3D
motions) because of the multi-angle characteristic. By applying the 3D motions, you can increase

the possibility for a character 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 only change the color of

the entire body at once. There is not 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 build up with certain render styles. You can snap and change the style of

the characters by clicking prepared profiles. In addition to that, each body part can be adjusted

individually.

G2 character with different render styles. Grouped body parts can be individually

adjusted to compose special appearances and styles.
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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

Flat, only divided into front and Full angle with 10

Angles

side categories. perspectives.
2D Motions Compatibility Fully supported. Fully supported.
3D Motions Compatibility Supported with visual flaws. Fully supported.
Body Parts Replacement Only with G1 characters. Only with G2 characters.
Image-based Fully supported. Fully supported.
Vector-based Fully supported. Fully supported.

Fully supported (except the

Render Style Ability Not supported.

upgraded Eddie and Cherry).
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Mix-matching Composite Characters from the
Library

Creating a 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.

Cantenl Misdget

3 i o = 3 Coswar Muap:  Comm Mmager

3. Select the character if it is not selected.

4.Change the Content Manager to Actor >> Head library.
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—_————

Content Manager

Animation

« Actor Template » Head » Sprite-based ¥

‘ Template

Custom ‘

= Actor Template
*- Character
= Head
¢ [ Sprite-hased
-~ Maorph-based
£ Hyhrid
= Body

)

Head_01

2

Head_02

|

o

S

Head_03

Itll;\

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.
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Replacing an Existing Character

If you want 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.

2.Change to Actor >> Character library.

3. Drag the desired template from the library and drop it onto the selected character.
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4. The original character will now be replaced with the new one. All original animations will be kept.

e 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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Head Types in CrazyTalk Animator (New)

There are three types of heads in CrazyTalk Animator. You can create them by loading and fitting

with an image, composing with various feature parts, or mix up these two types of head.

e This type of head is created by
the Face Creator. The eyeballs
and teeth are inside of the head
like a real person. Please refer to
the Creating Face From a Photo
section for more information.

Morph-based head

e You can also modify this kind of
head by the Face Creator in
the Character Composer.

e This type of head is created by
the Character Composer. Each
facial feature sprite is composed

of image poses.
Image

e If you want to modify this kind
of head, then you need to use
the Character Composer.

head

e Get more facial sprites from
"Facial Component Library -

Comical Style".

Sprite-
based ) ]
e This type of head is created by
Head the Character Composer. Each
facial feature sprite is composed
of vector poses made by tools
that can generate SWF file,

Vector such as Adobe Flash.

head e If you want to modify this kind
of head, then you need to use
the Character Composer.

e Get more facial sprites from
"Facial Component Library -

Comical Style".
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e You can mix up the two kinds of
head to generate special
character by both creating
methods above, as well as
modification.

e The facial features from the
Face Creator and from the
libraries in the Character
Composer >> Head can be
puppeteered or set facial keys
simultaneously.

Hybrid head

e Please switch to the Actor >>
Head, and apply hybrid head
from the Head >> Hybrid
library.

e If you need to add expressions
to the head of this type, then
please refer to the Solo Feature
Selection Puppeteering section
for more information.
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Breaking Down of an Actor (New)

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.

Composer Mode

In the 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.
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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 (from Library)

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.

.0

3.In the Head tab of Content Manger, apply a head template from the Head content folder. For

2. Click the Character Composer button to switch to the Composer Mode.

more information about compositing a custom face, please refer to the Using Predefined Sprites to

Compose a Face section.

Conterd Wieager

Edidia 33

H

4

v | Eoeme Vg

4.To change to the corresponding content libraries, simply switch to the Body tab and select the

templates that belong to the body.
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‘ Template Custom »
= Body Template j.
- Body
- Upper
- Lower
- Hands
#- Shoes Body_00
- Headdress
. |
O Body_01
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Body_02
Y -
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™
N

Apply Upper

Apply Lower

Apply Hands

7

Apply Shoes

Apply Headdress

Apply Tail
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6. Click the Back to Stage D button to update the original character.

o 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.
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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 character.

Conden! Min g

Cosdesi Muvmgei | Sorme Hamger

3. The original character is now replaced with the new one.

f@'l
=’
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Creating G1 Character with Frontal Angle (New)

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 >> Template >> Character >> G1 library (in this case, the

Eddie 01).

X

Content Manager

« Actar v Actor Template » Character » Comic »

‘ Template l Custom ‘
EYIF3EE-

Eddie 01 Cherre 02 Cherry 03

\
/)
e

Actor

| o= | | am | |

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

3. Click the t‘ Character Composer button to switch to the Composer Mode.
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COMPOSER MODE

4.Select the sprite of a body part.

)

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

Sprite Editor - Upper Torso -

Flease click the parts to replace.
You may import nesy images ar replace the ones you picked.

.

Upper Torso: Empty

B g%/ ® | |
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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 Eaitur - Upper Torso -0

FPlease click the parts to repl
You may impoart new images

a
L ‘

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

L Front =

4=

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,

left Calf, left Foot and both Hands; because some default motions will use these poses; take

the left foot as an example:
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e, ol

F Left Foot S Left Foot

There are three poses in the left foot sprite

A motion that utilizes another non-replaced
but only the first one is replaced with a piece

pose in the sprite causes the visual artifacts.
of new media.

& 4

F Left Foot 5 Left Foot

The artifact disappears and the motion
Every pose is replaced with prepared media.
appears correct.

9. Click the Add button under the Content Manager to save the custom character.
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« Actor v Actor Custam k

Actor

Template | Custom v

"

1\

Custam

10.Click the Back to Stage button to bring the new character back to the stage.

STAGE MODE
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Creating G2 Character with Multiple Angles
(New)

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 >> G2 Character >> Replace Dummy.

Content Manager D
:5 « Actar v Actor Termplate » G2 Character » ‘
e
O B
=L
Template Custom v
J =] 4
—
o
o
E Repla...Dummy Amauri_CTh Fruit Man
LS -y (o)

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

Step 2: Replacing the Angles of Specific Body Parts

.0

1. Click the Character Composer button to switch to the Composer Mode.
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2.Select a sprite of a body part (in this case, the upper torso).

LA v

1}

Sprite Editor - Upper Torso - 0

3. Click the Sprite Editor

button to open the panel.

Flease click the parts to replace.
You may import nesy images ar replace the ones you picked.

...................................

‘UpperTorsa: Empty

145
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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

0°
v

Replace Current Sprite button.

6. Select one of the prepared media file that matches this angle and click the Open button.

-~

Open File

&)

D

kMy Recent
Documents

L

Desktop

’a

N

\$

by Documents

ty Computer

@

b N.etwcurk

Look, in: | = MewMan

]l @ & &

Upper_Torso_0,swF

File narme: |

Filez of type:

[ Open l

|.-“-‘-.II Supported Filesz [*.jpa *jpea “.bmp *tga “pn kl

[ Cancel ]

The pose is instantly replaced with the new media.
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7.Click the |

=,

=] Sprite Advance - Upper Torso

Flease pick image source and then choose the target
angle which without imade source.
o ) ~—
o
S .
| I |
1] 45 a0 134
- e II.-' "'.I o
0 I & N
1
i | {d |
180 224 270 314
Bottom Top
Fick l

] Full-angle Settings button to display all media that compose this pose.

147

8. Repeat steps 4 to 7 until 10 media of different degrees are loaded to replace each angle in the

table.
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o L0 155« dg=  Yu5= H0= HiI5¥ TTgn  Egiror)

Check the Sprite Angle panel again to make sure you have replaced all angles.

H.Sprite Advance - Upper Torso
Flease pick image source and then choose the target
angle which without image source,
1] 45 a0 134
180 224 270 A
Bottom Top
Fick l
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Step 3: Replacing Other Body Parts

1. Pick any of the other body parts.

4. Click the Add button under the Content Manager to save the custom character.
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« Actor v Actor Custam k

Actor

Template Custom v

Custom

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.

o Introduction of Validate Multi-angle Setup Panel

o Using Sprite Tab
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Converting CrazyTalk Animator 1 Character to G2
Character (New)

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.

r@ C:\Documents and Settings... L._]@m
. File Edt ‘View Favorites Tools > G
@ Back - -\:) l_@ : é.ﬁ.ddress
; . .
_— e i s.
""Lf ﬁj "-‘ e =
[ ii,{ L] j
Cherry 06.ckAckar Eddie O1.ctackar
v

2.You will be asked to distribute the elements from the G1 character's sprites to adequate angles.
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oading ctor

Choose the corresponding actor angle for CTAZ.

T
A

o

&
r r r r r r r r r

180 225 270 3145 45 90 135 180

G1 front character: set to 0 degree.
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G1 side character: set to 315 degree.

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.

2. Execute the Edit >> Convert G1 Hand to G2 Hand command.

269 Create  Animation  Control  Render  Wie

¥ Lndo Chrl+Z

Delete Dl

®  Select
Duplicake
Flip [ 4
Lirk. | Urlink, k
®  Visible

Cpaciky b

Maticn Clip 4

Conyvert G1 Hand ko G2 Hand

Affected by 30 Makion,,,  Chrl4Shift+O
#+  Project Setkings. .. Ztrl+Shift+P

Preference. .. Chrl4+FP

L 2

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.
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> & & 9 9

OODefauk 0l Relaweda O Relewedb 03 Relaxedc 04 Relased d

F S & b

05 Wictory 2 0% Wictary b 07 Sewena B3 3evenb

b & b 4

090K 100K b Ilones  120neb
®© & ® ©
13 Fist & 14 Fist b 15 Fist ¢ 16 Fist d

17 Pata 18 Pat b 19 Reach a 20 Reachb

2SThumbUpa 26 ThumbUpb 27 Sde a 28 %de b

¥ % @ "

J0Fmeb JlFEte 3 Thumb Up ¢

Take the Fist as an example, the elements of the fists from G1 sprite will be put together as the

angles into the pose, Fist, of G2 sprite.

¢ & @ ¢

price Ior - Le and -

L3 Fist a 14 Fist b 16 Fist d

15 Fisk

|

Flease click the parts to replace.

\

Bottom

@

& @ ® 0
@ @

0.0 G

an 135

O

25 270 M5
Tap

the ones you picked.

31 Fist e
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Step 3: Optimizing the Character (for Pipeline and Pro Versions Only)

1. Click the t‘ Character Composer button to enter composer mode.

F

COMPOSER MODE

2. Click the Confirm Multi-angle Settings button on the tool bar.

P IR EFET €W

3. You will be informed that some objects will be applied to the character, click OK button to start

the conversion.

k- J Confirm Multi-angle Settings

Recalculate sprite layers and joint masks at all other actor angles
bhased on your front settings.

Motice:

o It's recommended that you have prior Muti-angle sprite definition
hefore using this function.

« You can still adding sprites far other angles and re-apply this step
far progressive refinement.

i l | Cancel
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Step 4: Add More Angles to Poses (for Pipeline and Pro Versions Only)

1. Select a body part.

2. 0Open 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 character is 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

1.In the Character Composer, make sure the accessory is selected and then click the .%
Attach button found on the tool bar.

The parent node of this prop is now changed to the body part you assigned.
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cene Manager

e v ST T e e
3

Body

Face

Joint Mask

O

Q

Showe | Lock | Title

KR EEE

4. Click the D Back to Stage button to leave the composer mode and update the character.

159
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5. When the character is in motion, the prop will move along with the character.
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Changing Body Proportion (New)

Each 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.

.0

2.Click the Character Composer button to switch to the Composer Mode.
A
< Front e o, ar

COMPOSER MODE =
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3.In the Composer Mode, click the Actor Proportion

At

button to open the panel.

|

Actor Proportion
1 Default 2 Air Head
4 Hohbhit A Strong
Weight
) 100

3 Stretchy

f Bottom-heawy

4. Click either one of the presets (in this case, the 4 Hobbit) in the panel. The character will

instantly change the appearance.

-
w0
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5. Drag the Weight slider to determine the influence level of the preset to the character.

Weight = 100 Weight = 50

If you want to further adjust the details for each body parts, then please refer to the

Transforming Body Parts section for more information.

163
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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). 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 Character

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.

| /

¥ 5O
.

2.Move your cursor to the inside of the box, and drag to relocate the part.

—

/
Y
e \af

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 comers will help change the size while maintaining the

current ratio.
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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.

R

o Each character pose is fixed in the Composer Mode. Therefore, you can only rotate each

body part, or facial feature, for previewing.

o 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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Using Sprite Editor for Advanced Transformation

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 character. Click the Character Composer button to switch to the composer

mode.

4 Front [

COMPOSER MODE |

2. Use the Sprite Editor to replace the poses or add more poses to the sprite.

L Farearm Fose

.-"-._)_s__u

ey

wh

3. Pick the pose that needs to be modified.
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C

v\mw »

4. Move your cursor to the inside of the box to drag and moving the pose.
E { -.

Note.

Activate the Show Bone box for better allgnlng the poses

w | Color: l_ Size: |30 = opacity: 100 |2

-~ ¥ ShowBone Body
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5. Drag the eight control points around the box in order to change the size of the pose (the corner

ones keep the ratio).

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

7.Repeat the same steps to the other poses listed in the Sprite Editor.

Pick another pose in the sprite. Transform the pose to an ideal appearance.
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e

o To make the same modifications to the poses within another sprite, simply pick another sprites

without closing the Sprite Editor.

o 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
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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:

Upper and Lower
Head and Neck Forearms and Hands Shanks and Feet
Bodies

e 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.

e Body parts with green points will be aligned to body parts with yellow points.

2014 Reallusion



Setting the Connection Points

Follow the steps below (head and neck connection points as examples) to set the connection

points.

1. Select a character.

/s

2. Click the t“

Character Composer button to enter the Composer Mode.

3. Make sure that the Show/Hide Connecting Points button is Down.

4.Drag the head away. You will now see a green point and a yellow point.

-

-

»

)

_J

5. Drag the green and yellow points to the desired position of the body part.
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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.

2-*-2
7.Click the soni Snap Connecting Points button to align the two body parts together with the two
connection points.
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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.
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Modifying Joints with Joint Masks (New)

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.

The character in 45 degree, which causes the
The character in zero degree.
shoulder joint display a visual flaw.

You may need to use the Joint Masks to modify it.

L.

1. Apply a character, select it and click the Actor Composer button to enter the Composer

Mode.

2.Click the Angle Switch to an angle when the flaws show around the joint area.

i By

' COMPOSER MODE
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3. Pick the child body part and you will see a circle shows around the joint, it is the Joint Mask.

R

o If the joint mask does not show, then click the Joint Mask button to add one.

O [x) %N ) S ([

o Click the Switch Joint Mask Color to circularly change the color of the mask color.

D% ]S | e

/
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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 &=

Body Face Joint Mask

F
-
P
p—

e
ol
-

-y

@
i

@)
@

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.
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7.Click the ! or ‘I buttons on the Properties Toolbar to change the layer order of the body
part.

8. Click the D Back to Stage button to return to the stage.

e

o Please note that the change of the layer order can only be seen within the joint mask.

o 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 — Multi-angle
Setup (New)

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.

QW
4 Right [ 2
w
80°
v

In the right view, the left upper arm, forearm  When the Validate Multi-angle Setup panel

and hand are covered by the body, which is opened, the working area shows only the
makes it hard to modify them on the working selected body part and its parent one (in this
area. case, the left hand and the forearm) while the

other body parts are temporarily hidden.

*Please note that this feature is for the Pipeline version only.

Open Validate Multi-angle Setup Panel

.0

1. Apply a character, select it and click the Actor Composer button to enter the Composer
Mode.
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2.Click the Angle Switch to an angle when some body parts are covered by the other ones.

-
_.-""J L

4 Right -

ag®

.4|

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

Joint Mask

179

2014 Reallusion



4. Click the Validate Multi-angle Setup button.

DO RN AeT (e
5. The Validate Multi-angle Setup panel will display.

Euig-angie EEEUD E ﬁ

Farent Angle: Child Angle:
n v 1] v
Eone | Sprite | Joint Mask

Mave ' Bone align |
xlea B vieso [
Scale - FRotate
wliono [3 H[iooo 5] (B8] r[0 [
Child Angle ;

00_Relaxed_Right | »

114 Angle Table

Feplace

] Gwick validate

s O D

Please also refer to the sections below for more information.

o Introduction of Validate Multi-angle Setup Panel

o Viewing Angle Combinations of Parent-Child Body Parts

o Using the Bone Tab

o Using the Sprite Tab

o Using the Joint Mask Tab
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Introduction of Multi-angle Setup Panel (New)

¥alidate Multi-angle Setup |

FarentAngle: Child Angle:

[0 v |0 v

Bone Sprite Joint Mask
Move | Align Bone |
(63 B Y |81.7 B
Scale Rotate
wi1000 |8 |H|1000 [ R0
Child Anle :
11_Relaxed v |
@ Full-anole Settings '
Feplace
| Quickvalidate
2 ) “ | »

Use these two drop down lists to determine the individual angles of
1. Angle Combination the parent and child body parts.

Controls Please refer to the Viewing Angle Combinations of Parent-Child Body

Parts section for more information.

Click the tab to switch to different tab for modifying the Bone,
2. Mode Tabs
Sprite and Joint Mask of the CHILD (selected) body part.

Activate the box so that you may examine the rational angle-

3. Preview Quick Validate | combinations of the parent-child body parts by clicking the IE] IE]

e Y

buttons or by dragging the slider.
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Please refer to the Viewing Angle Combinations of Parent-Child Body

Parts section for more information.

In the pane, you will see different controls in accordance with the
mode tab you choose for modifying the transformation, the sprite,
or the joint mask of the select body part. Please refer to the

sections below for more information:

e Using the Bone Tab

e Using the Sprite Tab

e Using the Joint Mask Tab

Click this button for quickly observing the rotating result of the

selected body part.
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Viewing Angle Combinations of Parent-Child
Body Parts (New)

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.
- ey @

\‘-_{f/

4 Front [ ]

2.Click the Validate Multi-angle Setup button.

QO RWAHAMNSFT B

2014 Reallusion



3. You will find that there are only the selected body part and its parent one show in the working

area (the rest ones are temporarily hidden).

4.0pen the Parent Angle drop-down list to select a specific angle (in this case, Top) for the parent

body part.

¥alidate Multi-angle Setup =

FarentAnagle: Child Anale:

1] v a v
]
45 prite l Joint Mask
80

134
180 |
224 B =

27
15 Rotate

Bottom on o R D
F

The parent body part will immediately turn to the specified angle.

Align Bone

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.
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validate Multi-angle Setup X |
FarentAngle: Child Angle:
a v Top it
. i
Bone | Sprite 45
an
Move 135
- 180
W -3.3 = Y826 2245
270
Scale 15
w1000 5| | @ |H 1000 [Bottom
D

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.

Illogical angle combination Logical angle combination
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1.Select the target body part in the Composer Mode.

Bl Front P | \‘l

m s
P, o e
L b Y
L "l

COMPOSER MODE "\

2.Click the Validate Multi-angle Setup button.

D RN R T [€]e

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.
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alidate Multi-angle Setup
FarentAngle: Child Angle:
1] v 1] v
Bone | Sprite | Joint Mask
Move | Align Bone |
¥ B v B
Scale Rotate
wliono 2 (8]H (1000 =
Child Angle :
M _Upper Tarso v
“ Full-anole Settings |
Replace
V' Quick validate
116 “ E] ®

Click the @ » Previous/Next buttons or the 2058 ) slider to switch to

the previous or next angle combination of the body parts.
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Using Bone Tab (New)

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.

Bone Sprite Joint Mask

Move | Align Bone |

x[as [ v[ime 2
Scale

wiiooo [£f[@)n[woe 5] R0 [E

Child Angle :

11 _Marmal

Full-anole Settings |

Feplace
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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 selected bone, which also change the sprite that stuck on the bone.

1. Select the target facial feature in the Composer Mode.

F

COMPOSER MODE

2.Click the Validate Multi-angle Setup button.

D R AET [Ee o

3.Switch to the Bone tab.

4. Set a desired angle combination of the facial features.

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.
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o The facial feature will be highlighted in Blue.
o You may adjust the bone position by dragging the facial feature.

o 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.

i ove

Khs B v[mes 1

Scale

wltov0 [2 (8w 1000 ]

e —

o Press down the |£] Keep Ratio button for resizing in current ratio.

o You can not set the rotation value of the child (selected) bone.

o 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 Sprite Tab (New)

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 Sprite Joint Mask

M owe

(aa B vfme B

Stale Fotate

wltono [Z](@)n[tono ] R[0 [

Child Angle

01_Upper Tarsa

Full-angle Settings

Replace
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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.

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 tbtor - pper tars -0 =
Phaann clch fel pairts 39 replice
‘Wigas iy Impor furw Eipad Of replics I Snel you pitied
01_Uppar Toasa BasrBally Emply
R x. ® i

1. Select the target body part in the Composer Mode.

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

D mRMRa T [Ee

3. Switch to the Sprite tab.

[
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4. Using the Pose drop-down list to select the desired pose for editing.

Child Angle

Beer Belly

01 _Upper Tarsao
Beer Belly
Immﬂ_

5. Set the values to adjust the transformation data (translation, rotation, scale) of the angle.

fl e

x0 B v[nos B
Scale Fotate

wlios0 121 (8w [1000 2
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Replacing Angle

1. Select the target body part in the Composer Mode.

COMPOSER MODE

2.Click the Validate Multi-angle Setup button.

D RN R T [€]e

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.
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4. Using the Pose drop-down list to select the desired pose for editing.

Child Angle

Beer Belly

01 _Upper Tarsao
Beer Belly
Immﬂ_

The body part will instantly be changed to the other pose.

2014 Reallusion



5. Choose from the Child Angle drop-down list to turn the body part to a specific angle.

Child Angle:

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
The angle is then changed to a prepared one.
prepared media.

You may click the Full-angle Settings button to show the media of the pose to check the

replacing result.
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Before replacement.

45 40

After replacement (the angles of 45 and 90 degree are replaced)

197
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Using Joint Mask Tab (New)

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 Joint Mask

Mave W Active

<[22 T

Scale Fotate

wizas [f[efnzee B R0 |2

Child Angle :
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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.

F .

4 Right

age

COMPOSER MODE n

2.Click the Validate Multi-angle Setup button.

D R Ae T [Ee

3.Switch to the Joint Mask tab.

[»

4.Set the Parent Angle.
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5. Hover your cursor on the Child Angle drop down list and roll your mouse wheel to quickly change
to different angles.

Child Angle:

o
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6. Also click the Bone Rotate Preview button to auto-rotate the bone

counterclockwise.
7.0bserve the joint area to view if there is any connecting visual flaw.

o If there is one or more flaws, then leave the joint mask untouched for adjusting the joint flaws

after close the Validate Multi-angle Setup panel.

o If there is no any flaw, then deactivate the Active box to remove the joint mask under current

parent angle.

[] Active
Child Angle :
Empty
There is no any flaws at the elbow area when Deactivate the Active box because the joint
every Child 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.
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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 selected bone, which also change the sprite that stuck on the bone.

1. Select the target body part in the Composer Mode.

s
4 Right = o
R MODE n

2.Click the Validate Multi-angle Setup button.

EIEZ T4t

3.Switch to the Joint Mask tab.

COMPOSE

4.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.

Drag, scale or rotate the joint mask.
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e —

o You may adjust the joint mask position by dragging it.

o If you want to adjust the size of the joint mask, 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 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.

W ave

xlsa 2] viea [

Scale Rotate

wizas [T](@)H(2es [2]  R[o [

o Press down the lﬂl Keep Ratio button for resizing in current ratio.
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Modifying the Texture of Body Parts

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 information.

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:

.0

1. Pick a character in the Stage Mode. Click the Character Composer button to switch to

the composer mode.

L

2. Select one of the body parts and then click the = Launch External Image Editor button.

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

ot L et P few et
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4. Edit the image and save. The data will then be automatically transferred into CrazyTalk
Animator.
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o Only image-based elements may be modified with an external image editor. If the element is
video or SWF-based, then the Launch External Image Editor button will be disabled.
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Modifying Body Parts with Render Style (New)

CrazyTalk Animator provides Render Style feature for changing the color of your character,
either vector-based or image 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:

e Changing Character Render Style - Basic: For switching between different template of Render

Styles.

e Changing Character Render Style - Advanced: For modifying the render styles of individual body

parts and facial features to the templates.

e Grouping Sprites for Render Style: For creating and designing contents that are compatible with

the render style feature.
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Changing Character Render Style — Basic (New)

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.

F

4 Front [ ]

o
v

COMPOSER MODE

2. Click the J;I Render Style button to open the panel.

Render Style =

V! Show Outline

4

Default Line Art Grayscale

Weight

|

3. Click on either of the template to change the render style of the character.

2014 Reallusion



Maonochrame

None: This template shows the initial color of Avant-Garde: Innovative and experimental

the character's sprites. fashion style for the character.

4. Drag the Weight slider to determine the level of the render style effect on the character.

Weight = 30

Weight = 100 (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.
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Show Line = On Show Line = Off

e —

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):

o Changing Character Render Style - Advanced
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Changing Character Render Style - Advanced
(New)

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.

F

4 Front fe

ot
w

COMPOSER MODE

2. Click the JTJ

Changing Character Render Style - Basic section to set the character in different render style).

Render Style button to open the panel (you may optionally follow the steps in the

3. Click on the Advance Settings button at the bottom right of the panel to show the advanced
settings.
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ender Style
I — W Show Qutlins
_— 1
Wieight
Body Part Selection : ColorAdjustment
Group Mame | PartMame - ¥ Afectal
Skin01 Head [] Invert Color
; Brighthess
Skin01 Upper Torsa 2 IIEI
Skind1 Lower Tarso Guntast
i Hue
Skin0z2 Head "
—C— s =
Lpper 01 Upper Torsa
i iR Saturation
Upper 02 Lpper Torso — — EEI
Lower 03 Lower Torso (:)

4.Select an item in the Body Part Selection pane.

Body FPart Selection :

Group Mame | PartMame | =
Skin01 Hands
Skin02 Hands
Dutline Hands
Skin01 Head
Skin02 Head
Hair 03 Head
Hair 04 Head
kouth Head 3

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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Gruup-:l-j_ ';.- Part Name = Group Name Par;jiag ,,* Group Name Part Name =
Skind1 E & Hands Skin01 Hands ~ E\ Sking1 Hands
Dutline Hands Skin01 Head Cutline > Hands
Skin01 Head > Skin01 Lower Tarsa Tangue Head
Skinoz Head Skin01 Shoes Teeth Head
Hair 01 Head Skin01 Lpper Tarso Socket Head
Hair 02 Head Shoes 03 Shoes Skin02 Head
mouth Head Fupil 02 Head Skin01 Head
Taath Haard vl Fromil N4 Haar vl FPuomil 07 Haard v]
PR o] _ =]

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 information.

5. Drag the Brightness, Contrast, Hue and Saturation sliders to adjust the body parts with same
group name.

The color of the body parts with same group
The initial look of the skin color.
name are simultaneously adjusted.
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Click the |Q| Reset button to reset the four sliders to the initial settings of the currently

selected template.

6. If you activate the Invert Color box, then the items in the same group will be changed to the

complementary color.

The color is changed to its complementary
The initial look of the skin color.
color.

213
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Grouping Sprites for Render Style (New)

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 character and switch to the Composer Mode by clicking the Character

Composer button.

r

4 Front 3

(i
v

COMPOSER MODE

Please refer to the sections below for more information about creating G1 and G2 characters:

o Creating G1 Characters with Frontal Angle

o Creating G2 Characters with Multiple Angles

2.Select one of the body parts (in this case, the upper body).
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i

3. Click the

Vector Grouping Tool button to open the panel.

Render Style Group Editor

X,

Body Part Selection ;

SkinO -
Skin0z

Upper 01

Upper02

Lpper 03

Lpper 04

Lower 01

Lower 02

Lower 03

Lower 04

——
Browe

Custom 01
Cstnrn 07

4

Maore Information

Irvert

Shyle List:

Index Angle | Part Mame | Group Mame| =

0 0 UpperT...
1 0 LpperT. ..
2 0 UpperT...
3 0 LpperT. ..
12
Feset Apply

You will see that every angle of the pose is listed in the view port.

T

‘DQ

T T

The right pane of the editor lists the components that build up the angles in the view port.

s Index Angle
- = 0 0
=1 0
‘S 0
—t 1 0
4 45

FPart Mame

Llpper Tarso
Lpper Torso
Llpper Torso
Lpper Torso

pper Torso

Group Mame

Skin01

215
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4. Click to select one of the component row. The selected area in the view port will be flashing.

Ca Index Angle Part Name Group Name
0 0 Llpper Torso
..... 1 = T
..... 2 . P
3 0 Llpper Torso
4 45 Upper Tarso Skin01

5. Select the group name from the left pane of the editor.

:Skin01

Skin02

Lpper 01
Lpper 02
Upper 03
Llpper 04
Lower 01
Lower 02
Lower 03
Lower 04
Shoes 01
Shoes 02

6. Click the Apply button at the bottom right of the editor to assign the group name to the
component.

Skin01 Angle Part Name Group Name
Skin02

Llpper 01 I} Lipper Torsa

Lpper 02

Upper 03 1 1] Llpper Torso Skin1
Lpper 04

Lower 01 2 I} Ulpper Torso

Lower 02

Lower 03 3 I} Lipper Torso

Lower 04

Shaoes 01 4 445 Lipper Torsa Skin01
Shoes 02

7.Repeat the same steps to assign group names to every component that is without a group name.
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45

Part Name

Lpper Torso
Upper Torso
Upper Torso
Lpper Torso

Upper Torsa

___Group Name:
LUpper M1

Skind1
Cutline

Custarm 01

Skin01

Creating Body @

8. Select another body part and repeat step 2 to 7 until every sprite and its angles are grouped.

only assign "lines" to Outline group.

Ly E= LNl R |

-Outling
|

Custom 02
Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08

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

9. Close the editor and open the Render Style panel by clicking the

E button.

button is clicked.

o For the custom object, you can only have three templates after the

N

Render Style

2014 Reallusion



V' Show Outline

@J

Contrast

Default

Saturation

o 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.

FaceEditor  YWiew  ‘Windaw  Help

0 Load Actor 5wk File

#F  Confirm Multi-angle Settings

#  validate Multi-angle Setup M
41 Actar Proportion. .. 2]
ds] Render Style. .. R

¢  Weckor Grouping Toal

%  Sprite Editar ... 3

Togale between G1 G2 render stvles

Biody Calibration g

Face Calibration 2

o Please note that you need to manually set the settings of the ten templates, including the

Default one.

10.The grouped sprites thus can be adjust together.
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| Ji
The outline is turned off The skin tone is adjusted.

R

Please refer to the sections below for more information:

o Changing Character Render Style - Basic

o Changing Character Render Style - Advanced
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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 calibration 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.

Follow the sections below to create a custom character:

o Creating G1 Character with Frontal Angle

o Creating G2 Character with Multiple Angles

‘h

2.Switch to the Composer Mode by clicking the Character Composer button.

i

4 Front ke

4=

COMPOSER MODE

3. Click the ﬁf

templates differs according to the type of the current character.

Calibration button to open the panel. Please note that the number of the
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Calibration

Calibration

Creating Body @

Select sample motion ar load custam mation for actar calibration.

5]

Body Mation:

Select sample maotion or load custom maotion for actar calibration.

5

Body Mation:
o T
All T Rotatian Head Rotate
& 4 *
Lpper Lower Basic Walk

>

All

o | @

Upper Arm

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.

o,
-

Upper body movement

Dance movement
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Runtime Setting up Bones

In addition to build up custom the body proportions of a character in the 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.

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 E Runtime Composer button to open the

panel.
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Runtinme Composer

Body | Face
Bone Sprite | Joint Mask
Sprite angle ;0
fl v
% (22 gl %755 ‘md
Scale : ; i
wi1s37 [2] 8 H[z043 [Z]
® ] || Show Bone

3. By default, it is switched to the Bone tab.

Creating Body @

4. Pick the desired body parts that you want to initialized by clicking on the dummy.
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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.

o It is 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 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.

2014 Reallusion



Creating Body @

o Press down the |l Keep Ratio button for resizing in current ratio.

o 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

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:

e 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.

e 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.

[

3. Go to the time frame when yo
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4.u are not satisfied with the results as described in the beginning of this page.

Anticipation for desired poses.

The pose missing issue.

5. Make sure the character is selected and click the B': Runtime Composer button to open the

panel and switch to the Sprite tab.

Runtime Composer |:|
Boily Face
Bone Sprite l Joint Mask
Sprite angle : 0
Move
w (0.3 = oy ooy s
Scale .
w1000 2 @ H|1z20 I
Rotate :
R |0 -
L+ | = | | Replace |
| ® ‘ v Show Bone
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6. Pick the desired body parts that you want to initialized by clicking on the dummy.

Fixing the Angle-Missing Issue

+

1. For the missing angle, click the | ]Add Sprite button.

2.Load a prepared medium to add a new pose for the empty slot.

Bone Sprite | Joint Mask
Sprite angle - 0
Ao
s
acal — Empiy
Wy
Rotafe™
R0
| & ] Replace

3. The angle-missing issues is then fixed while a sprite switching key of the loaded medium is added.

Maotion D

Body_Sprite [= &

Add a new pose for the missing body A new sprite switching key is added.
part.
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Anticipation for Better Poses.

Replace

1. For adding expected pose, click the | ! Replace button.

2.Load a prepared medium to add a new pose for the empty slot.

Bone l Sprite | Joint Mask
Sprite angle ;. 0

R e

®
Scal T @

)
Rotate™

R 0 =
| o l | x Replace

3. The angle-missing issues is then fixed while a sprite switching key of the loaded medium is added.

Mation |:|

Body_Sprite [=] &

The original angle is replaced by the
A new sprite switching key is added.

new one.

2014 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
w456 = v 1245 =

Scale

e Press down the |£l Keep Ratio button for resizing in current ratio.
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Runtime Setting up Joint Masks

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

Mode. of body parts 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.
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1.In Stage Mode, apply a character.

STAGE MODE

2. Apply a motion to the character.

3. Go to the time frame when the entire or partial edges of two adjacent body parts appear.

—
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i)

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 E
Body | Face
o
® S @
®, Q)
@)
® @
LJ L)
oye
Bone l Sprite l Joint Mask
Z Active Sprite angle : 0
Move
X 88 =4 Y (1184 =<
Scale : .
W [51.4 = 8 H (514 =
Rotate :
R |0 =
| & I V| Show Bone

5. Pick the desired body parts that you want to initialized by clicking on the dummy.
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6. Transform the joint mask by dragging it or the control points on the working area to conceal the

edges.

Move the joint mask to conceal the Scale the joint mask to conceal the

redundant edge lines. redundant edge lines.

7.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 (a8 [y 1154 [

Scale :

W 514 E|: g8 H 514 5
Rotate .
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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.

.0

3.You may also delete the entire head to create a new one.

2. Click the Character Composer button to switch to the Composer Mode.

win QIR

4. Select the Head content folder from the Head tab in the Content Manager.
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‘ Head Template ¥ Head » Sprite-bhazsed » G1»

‘ Template Custom ‘ v
= Head Ternplate J
= Head
. = Sprite-hased @
- Morph-based
o e Hyhrid Boy 01
= Face
[ Brov
i+ Eye
- Worph Eve i é‘:"??
# Mose H
B Mauth i
- Worph houth : Boy 02
- Ear
- Hair -
or
Cherry

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.

i\ A\ gi A

Apply Face Apply Brow and Eye | Apply Nose
@ a
A\ A\ A\

Apply Mouth Apply Ear Apply Hair

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

o 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

When the characters in your scene always face , talk and make any expression directly to the
camera, you only need to create 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).

X

Content Manager

Actar v Actor Template ¥ Character v Comic v

Tem|1-|:_11e l Custom \ v
L)

Eddie 01 Cherry 02 Cherry 03

-

or \\
7"/:_ )

Act

|
Il e | [ o] | |

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

3. Click the t‘ Character Composer button to switch to the Composer Mode.
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COMPOSER MODE

4. Select the sprite of a facial feature (in this case, one of the eyes).

5. Click the Sprite Editor button to open the panel.
Sprite Editor - Left Eye - 315 B

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

01 Mormal 02 Tight Close 03 Mormal Close

» ™ @

(k| @/ ®| [ B

@

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

(i e

02 Tight Close 03 Narmal Close
\ N\
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.

@%/\_.f

01 Marmal 02 Tight Close 03 Narmal Close

LA CO N &

04 Sad 05 Energetic 06 Scared

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

How to Register | Log in.

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

STAGE MODE

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

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 D
Actor v Actor Template ¥ G2 Character k
. : |
e
O B
=L
Template Custom v
Jo e o
— "
o .
o
E Repla...Dummy Amauri_CTh Fruit Man
LS -y (o)

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

Step 2: Replacing the Angles of Specific Facial Features

.0

1. Click the Character Composer button to switch to the Composer Mode.
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COMPOSER MODE

2.Select a sprite of a facial feature (in this case, the nose).

/)

)

Sprite Editor - Nose - 0

3. Click the Sprite Editor

Please click the parts to replace.

button to open the panel.

You may import new images or replace the ones you picked.

U

01_Mormal 02_Angry

03_Raise_Mo._..

B | Q| %.

® |

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

£
| Front =
a°
h 4
5. Pick the pose in the Sprite Editor and click the |£l Replace Current Sprite button.

6. Select one of the prepared media file that matches this angle and click the Open button.

Open File Bx|

-~

Laok i | = MewMan [ﬂ O ?. o T
My Recent
Documents
=
[
Desktop Mose_0.swf

&

by Documents

ty Computer
‘g File name: | [\il [ Open l
My Metwork Files of bype: |.-“-‘-.|I Supparted Files [.jpg *jpea *.bmp *tga *.pn kl [ Cancel ]

The pose is instantly replaced with the new media.
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7.Click the Full-angle Settings button to display all media that compose this pose.

B Sprite Angle - Nose

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

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

) Empty

0 45 a0 135

Empty Empty (

180 225 270 315

Empty Empty

Bottom Top

Copy Similar

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

— 279 3159 0= 459 =l 1359 1999 2259

Teie)  Ele)reeirr)

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

B Sprite Angle - Nose

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

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

N e

0 45 a0 1358
Empty Empty (
180 225 270 315
Bottom Top

Copy Similar

o 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.

o 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.
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4. Click the Add button under the Content Manager to save the custom character.

« Actar v Actor Custam k

Actor

Template Custom v

Custom

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.

o Introduction of Validate Multi-angle Setup Panel

o Using Sprite Tab

2014 Reallusion



248

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 characters at will.

e Please attach accessories to the Face instead of specific facial features in order to avoid
unexpected results.

e Multi-angle accessories are not supported in this version yet.

Wearing Accessory

.0

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

/&

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

« FProp Template ¥ Biz Ohjects »

Template Custom } v

= Prop Template Fosti 1
- Animated Props
-~ Biz Objects RS
- Coffee Shap
- Zommercial
-~ Zanf. Raam
- Wask .
 Office Receiver
- Cutdoar Scene =
RS

- Bimon's props

Glagses

Prop
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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.

node of the face.

Scene Manager =l
Body Face Joint Mask
I.l..
Q =
Show | Lock| Title -
W
o #- R Rabhit Ear 01
i #- Glasses
v -

4. Click the D Back to Stage button and update the character. Whenever the character
performs, the accessory will move accordingly.
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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 Create Face button enabled in Stage Mode or Character 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.

[y

4y B o e @a& pol ' B0%

Use tha Crop Tool to
dafing the head regian.
Use the Image
Frocéssing tools o
adjustthe image
appearance,

b
r

SE o

et | l 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 L 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
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and restart.

Rotating an image

X £l
Click the Rotate 90 CW or Rotate 90 CCW buttons to rotate the image by 90

degrees in the clockwise or counter clockwise direction.

Mirroring an image

Ak
L
Click the Mirror button to mirror the image on the horizontal axis. This function is useful for

images obtained from scanners or cameras.
Automatically adjusting color levels

Click the Smart Level 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

(w1
(|
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.
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 settings 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.

L3 Auto-Fit Anchor Poiats
o %D ®waaaili&

Adjust the positions
of the 4 control
paints, This will later

be used to genarate
the mesh,

[ ver ][ oo

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 adjust the fitting process as displayed in the

o)

reference image. Click the Reset button at any time to cancel your actions and start over.

e —

e 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.

J Face Fitting Editnr

Or e WNedeeolwaaalize ws

Align the Facial
wireframe by
dragqing, rotating,
and scaling the facisl
contral pants.

Mimor

Use the animations
balow to praview and
calibrate your face
fitting results.

o e 8
S ® =

Mead Cancel

Basic Tools

Wireframe Color: Click this button and cycle 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 corrections.

k Select: Click this button to pick and move components of the wire frame. This button is

pressed and activated by default.
o You may move the wires or the individual wire frame points.
o Move the frame points get a wire shape more suited to the face contours.

o To move multiple points simultaneously, hold the Ctrl key and click the desired control points.
The selected control points will turn red. Release the Ctrl key and then move the points to the

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

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

Zoom Tools

7

order to pan to the desired area for modifying.

Pan: After you zoom in the image, you may press down this button and drag the image in

Q

o 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.

Q

Actual Size: Click this button so the image will be shown in its original resolution.

KA
¥ ¥ 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.

&1 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.

Previewing with Calibration Buttons

¢ Click the Calibration buttons to play back a short script intended for calibration.
@

|2
2 @)

e Click the Stop button to stop the playback.
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Facial Wireframe Modes and Replacing Face
Images

You may click the Basic Facial Mode O or Detailed Facial Mode Q button to view the wire
frame around your character. You may also drag the control points, or lines, to fit a character

face more precisely.
Fine-Tuning the Wireframes

1. By default, the Basic Facial Mode O button is pressed.

2. 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.

3. Click to press the Detail Facial Mode Q button to show more wire frame control points.

4. Thoroughly move the control points to make the wire frames even closer to the facial features.

Basic Facial Mode Detailed Facial Mode

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

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

-

2.Press down the Open Mouth Points button.

3. 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.

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 expressions are not exaggerated, sometimes the objects framed within the hair

mesh layer may move a bit.

Character with fluffy hair Skull mesh Hair mesh
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Specifying Face Orientation and Style

Click the Face Orientation . button to adjust the profile style. Then define the face

orientation of the character:

) Face Orientation
— )
O $lmaaalil@ o
Rotate Mask 1o il head
arigntation
Select aface shle
all<(B
=
ClEl&
Strength
10 =
®
Previous QK Cancel

Defining the 3D Face Orientation

o Utilize the Rotate tg: 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
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Selecting Appropriate Face Style
1. Select one of the 9 basic profiles to fit your character.

Select a face style

¢
=JI<J[E]

CJE4)

Strenath -
=lf:1= 10 I-‘

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

3. Press the Preview L] 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:

2014 Reallusion



Creating Face @

Editing the Background Mask

The background mask hides all unnecessary areas of the loaded photo. This helps you only the
areas you are interested in, such as the character's head or body. You can generate a background

mask for your image by utilizing an external image editor before the image is loaded.

Original he_ad image Masked hgad image

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 have created your

mask, load the image into CrazyTalk Animator to proceed with the face creation steps. The alpha

channel information will be automatically applied as a background mask.

& Crazy Family_01.bmp @ 100% (Back... |- |03

ALayers ¥ Channels “Raths % ()
E RGE Chel4er
=3 Red Chrl+1
=3 Gresn Chel+2
=3 Elus Chrl+3
=3 u Alpha 1 Chrl+4
(| 009 | C O Bl ]

Adding and editing alpha channels in an external image editor (e.g. Photoshop)
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e The alpha channel information can be in 32-bit BMP or PNG format.

e 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.

i

razy Family_01.bmp @ imag...

Layers " Channels WPaths S ()
Opacity:

Lock: [ & "I" a8 Fill:

[| 10096

[B] | =2 6.0 ©. 0 & F [
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VividEye Technology

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 E‘
3 » »
-§ « Head Template » Morph Eye » 1. Cartoon
[ 7] T
< ‘ ‘
Template Custom -
= Head Ternplate 1
Head
Face
- B
g .. Eve
a5 = Morph Eye Cartoon_01
- 1. Cartoon
-2 Anime
----- A Animal I
----- 4. Camic :
----- 5. Human :
%" F-Mose :
o - Wouth : Cartoon_02
M -~ Marph Mouth
[+ Ear
I#- Hair
L Cartoon_03
2
= e
L% L+ |
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2. Double click on the desired template to add virtual eyes to the actor. Please refer to the Eye

Template Gallery section for more information.

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

o Eyeball Transform

Eyeball Iris Color and Eyeball Whites

@)

o Eye Light
o Eye Shadow
o Eyelash

o 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

Content Manager Original Eyes Virtual Eyes Applied

« Head Template » Morph Eve » 1. Cartoon »

Template I custom v

Cartoon_01 Caroon_02 Caroon_03

Cartoon_04 Cartoon_05 Caroon_06

Cartoon_07 Cartoon_08

Head

o
=]
[
o

Anime Character

Original Eyes Virtual Eyes Applied

Content Manager

« Head Template » Morph Eye ¥ 2 Anime ¥

w
3

Template Custom

3

Anime_01 Anime_02 Anime_03

Head

Anime_04 Anime_045 Anime_06

Anime_07 Anime_08 Anime_049

g
+I
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Animal

Prop

Content Manager

« Head Template » Marph Eve ¥ 3 Animal ¥

Template

Custom I hd

Original Eyes

Virtual Eyes Applied

Lizard

Snake

Cat Cog
.

Monkey Cri

Toad Treefrog

—

el

Comic Character

Head

Body

Prop

Content Manager

« Head Template ¥ WMarph Eve » 4. Comic #

Original Eyes

Virtual Eyes Applied

Template Custom I b
J & o
Coaomic_01 Comic_02 Comic_03
o 2 9
Comic_04 Comic_04a Comic_0&
e)
Comic_07

L & ][+ |
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Human
This gallery contains natural eye templates for male, female and additional female color cosmetics.

CrazyTalk Animator 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.

e 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

Content Manager

ﬁ Head Template » Morph Eye » 5. Human

Template Cus‘[gm

o . ‘ ‘
L3
£ _M01_Mormal _MDZ_Faded _MO3_Sharp
= . ‘ .
'g _hO4_Sexy _MO5_Browen _MOB_Pirate
m . . ‘
g. FO1_Marmal FO2_Faded FO3_Sharp
i
l -

S S
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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 ‘@’l ‘ﬁ]
Eve Ball-ltis (@
Eve Ball-vhite (22
Eve Light (2
Eye Shadow ()
Evelazh (O
Make up (O
V| Eyelash V] Make up
Transform _l
- 1 &)
& [ ol 25 = B (s 2
Diffuse Opacity
| Import | | Import |
| Remove | | Remave |
Calar ‘al
Brightness Contrast
- 0 =
Hue Saturation
o s oo
Opacity [/ Blur {:}
Qpacity Blur
{100 0
L ® | [ = |

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

A zllel®

Left eye Right eye Both eyes

3. Choose the Eyeball - Iris or Eyeball - White radio button.
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4.In the Transform section, adjust the Move "I" or Scale B values to decide the size of the

eyeball.

Original Eyeball

Eyeball size changed Eyeball position changed

You may click and keep the Check Eyes @ 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.

Evye Settings £
Select: B n ‘@I ‘ﬁl
Eve Ball-lris (@
Eve Ball-vhite (&
Eye Light (O
Eye Shadow (O 1«
Evelash (O /
Make up (O
V| Eyelash WV Make up
Transform _l
[ of3] [s[3 = NEA=
Diffuse Opacity
m | Import | | Impott |
> . | Remove ] | Remove ]
Color ‘al
Brightness Contrast
={_) 1] = = ) = |0 =
Hue Saturation
._.::. i} = ..,::,_ - o :
Opacity f Blur
Qpacity Blur
) 100 i
L ® | [

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

both eyes.

eFNEY«jje]ls

Left eye Right eye Both eyes

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

Original Eye-white and Iris color

Eye-white color changed

Iris color changed

You may click and keep the Check Eyes @ 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 ® button on the Create Face Bar to access the Eye Settings panel.

Eye Settings &
Select: m n ‘@JI ‘ﬁl
Eve Ball-lris (&
Eve Ball-vhite (&
Eye Light ‘@
Eve Shadow (0 >
Evelash (O /
Make up (O
v Eyvelash Vv Make up
Transform ™
1 - - = ET=
Diffuse Opacity
| [ Import ] | Import |
| | Remove | | Remove |
Color ‘6|
Brightness Contrast
() 1] = ) i} =
Hue Saturation
) n : { 1] :
Opacity / Blur ‘al
Opacity Blur
g0 = O -
L ® | [ = |
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3. Press down the Left and/or Right buttons to determine whether you want to adjust individual or

both eyes.

e« B0

Left eye Right eye Both eyes

4.Choose the Eye Light radio button.

5.In the 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.In the Transform section, adjust the position and the size of the eye light.

™
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7.In the Opacity/Blur section, adjust the value of the Opacity and Blur to decrease the overall-
sharpness appearance.

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 sensation.

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 Ed
Select: m n ‘@’I ‘ﬁl
Eve Ball-lris (O
Eve Ball-ywhite (O
Evye Light (&
Eye Shadow (@ :
Evelash (O
Make up (O
V| Eyelash v Make up
Transform
0 0 100
Diffuse Opacity
[ Import ] J. [ Impart ]
| Remove | : | Remave |
Calar ‘6]
Brightness Contrast
=) 1] = =) a -
Hue Saturation
=) o s =) I
Dpacity / Blur ‘al
Opacity Blur
B0 = O i —
L ® | [ = |
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3. Press down the Left and/or Right buttons to determine whether you want to adjust individual or
both eyes.

=

Left eye Right eye Both eyes

4.Choose the Eye Shadow radio button.

5. Adjust the sliders in the Opacity/Blur section.

l l

CAT L

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

Eye Settings Ed
Select: E n ‘@’I ‘ﬁl
Eve Ball-lris (O
Eve Ball-ywhite (O
Evye Light (&
Eve Shadow (O
Evelash (@
Make up (O
V| Eyelash WV Make up
Transform
0 0 = =
Diffuse Opacity
[ Import ] J. [ Impart ]
| Remove | : | Remave |
Calar ‘al
Brightness Contrast
=) 1] = =) = |0 -
Hue Saturation
=) I =) [0 B
Dpacity [ Blur
Qpacity Blur
) | 100 ]
L ® | [

button on the Create Face Bar to access the Eye Settings panel.
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3.You may determine if you want the actor to have eyelash or not by activating or deactivating the

Eyelash check box.

With Eyelashes

Without Eyelashes

4.Choose the Eyelash radio button.
5.1In the Color section; adjust the value of Brightness, Contrast, Hue and Saturation to change

the color of the eyelashes.

4

Click and keep the Click to Close Eyes button pressed in order to view the

Eyelash with closed eyes.
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Length of Eyelash

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

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

Eve Settings
Select: m n ‘QI ‘ﬁl
Eve Ball-lris (O
Eve Ball-ywhite (O
Eve Light (O
Eve Shadow (O
Evelash (O
Make up (@
v Eyelash v hake up
Transform
0 0 100
Diffuse Opacity
[ Import ] [ Impart ]
| Remove | | Remave |
Calar ‘al
Brightness Contrast
i} 1] s {_) a0 =
Hue Saturation
O 0 |2 O -
Opacity / Blur ‘al
Opacity Blur
g0 = O 0

button on the Create Face Bar to access the Eye Settings panel.
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3.You may determine if you want the actor to have makeup or not by activating or deactivating the

Makeup check box.

Without Makeup With Makeup

4.Choose the Makeup radio button.

5.1In the Color section, adjust the values for Brightness, Contrast, Hue and Saturation.

|

4

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

Click and keep the Click to Close Eyes L‘ button pressed in order to view the

Makeup with closed eyes.
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Benefits of Makeup

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

B

m

Well-fitted Eye wires

2. Change the eyes' wires to change the shape of the eyes. You may see the new eyelids mapped

over the original image.
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Change eye shapes Result

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

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 actor blinks without
makeup.

Apply a makeup effect to
conceal the stretching image.
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Mouth Settings

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

« Head Ternplate » Morph Mouth »

‘ Template Custom v

= Head Template -
I+ Head
- Face
- Brow
- Eye
- Morph Eve 01_Maorrnal
- Mose
- Mauth
- Morph Mouth
- Ear
#- Hair

Head

: 02_0Olive

Body

0=_\White

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

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

o Teeth

o Creating Custom Teeth

o Throat

o 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 At button on the Create Face Bar to access the Teeth Settings
panel.

‘Teeth Settings X
Select:
Teeth @ [
Throat (O
Lips Q)
V| Teeth ] Forceto Close
Transform |al

&+ [ of: o [ o -
B |0l 80 [5

Diffuse Opacity
| Import | [ import |
| Remave | | Remove |

Caolar |§l

Brightness Contrast

e 0B (2 0B
Hue Saturation

C 0 = . 0 k=
. A,
Lip Corners {% )
Left Corner Right Corner

e 0 % 0
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2.To set the size of the teeth, use the Scale EI feature. Adjust the X/Y values to adjust the width
and height of the teeth.

Oversized Teeth Scaled Teeth

3.To specify the position of the teeth in the mouth, use the Move "I" parameters. Adjust the X/Y
values to relocate the teeth.

Location offset Location adjusted
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4.Use the Rotate C 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 At button on the Create Face Bar to access the Teeth Settings
panel.

Teeth Settings £l

Select:

Teeth (@

Throat (O

Lips (O
Vv Teeth Force to Close
Transform |6I

& [0 il C [
R | a2 g0 [=

Diffuse Opacity

| Import | I [ | Impott |

| Remave | | Remave |
Calar |6I
Brightness Contrast

i) 1] = ) 0 =
Hue Saturation

() 1] - ) 0 -
Lip Corners
Left Corner Right Carner

i ] ) 0

3. Choose the Teeth radio button.

4.In the Diffuse channel, click the Import button to load the texture image for the virtual teeth.
(jpg, bmp, png are supported, 256 x 166 pixels recommended)
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The teeth image, in PNG format, containing alpha channel.

(The part displayed in the check board pattern area)

o If you import an image in 32-bit BMP, then the black part in the image will be
converted into the alpha channel. 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.

o The part with alpha channel will be transparent and it will reveal the inside mouth
color.

5.In the Transform section, fine tunning the the position and orientation of the teeth to match the
angle of the mouth.

6.In the Color section, adjust the color of the teeth.

Before adjusting the teeth After adjusting the teeth
color 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 < button on the Create Face Bar to access the Teeth Settings
panel.

-':l'eeﬂl Sethings =
Select:
Teeth (O
Throat (@
Lips
WV Teeth ] Farceto Close
Transform (:}
! 0 0 C o
b [1o0 100
Diffuse Opacity
[ Import | [ mport |
[ Remove | S Remove
Color |c:)l
Brightness Contrast
Hue Saturation
e e | [ 2 e e— ([ =
Lip Corners (:}
Left Corner Right Corner
e e | 1] el . | ]

2.Choose the Throat radio button.

3.In the 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 corners 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

button on the Create Face Bar to access the Teeth Settings

panel.
Teeth Settings Ed
Select:
Teeth (O
Throat (O
Lips (@
v Teeth | Forceto Close
Transform
0 0 i
100 100
Diffuse Opacity
o _i Import i ------ _i Import
l Remuove ' Remove
Color
Brightness Contrast
e 0 9. 0
Hue Saturation
(e 1] () 0
Lip Carners |6I
Left Corner Right Corner
=) 0 = =)o 0 =

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

Before adjusted

Lip corners are adjusted

2014 Reallusion



294

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 feature.

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.

Original Image 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

.0

character, you first need to select a character. Then click the Character 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.

2. Move your cursor to inside of the box, and drag to relocate the feature.
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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.

R

o Each character pose is fixed in the Composer Mode. Therefore, you can only rotate each

body part, or facial feature, for previewing.

o 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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Transformation Elements in Facial Features

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)

.0

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

®

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

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

\g__

0Z Tight Close 03 Mormal Close

04 Sad 05 Energetic 06 Scared
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4. Move your cursor to the inside of the box to drag and moving the element.

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 corners, are there to help you change the size while

maintaining the current ratio.

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

e Sprite Concept

e Preparing a Custom Sprite
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Layering the Facial Features (New)

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.

Please refer to the sections below for more information:

o Creating Facial Sprites with Frontal Angle

o Creating Facial Sprites with Multiple Angles

2. Click the i;‘ Character Composer button to switch to the Composer Mode.

COMPOSER MODE
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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 on the Send to Front button until the layer of the facial feature is correctly set.

J ‘l j F Face Depth Preview

The layer of the nose is under the hair. Move the nose to the layer over the
hair.
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o E' Send to Front: Move the selected facial feature one layer up.
o ‘| Send to Back: Move the selected facial feature one layer down.
o ‘i Move to Top: Move the selected facial feature to the top layer.

o ‘jl 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 Left (270 degrees): After moving the
eye up to the layer above the nose. eye up to the layer above the nose.

Please note that the layer order can be different in each angle.

2014 Reallusion



Creating Face @

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.

II! ‘l j J‘ Face Depth 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

5. Repeat the step 1 to 4 for setting different face depth values for each angle to the character.

Please note that the face depth value can be different in each angle.
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Setting and Examining Facial Features — Multi-
angle Setup (New)

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 covered by When the Validate Multi-angle Setup panel

the hair, which makes it hard to modify them is opened, the working area shows only the

on the working area. selected facial feature and its parent one (in
this case, the left eye and the face) while the

other facial features are temporarily hidden.

*Please note that this feature is for the Pipeline version only.
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Open Validate Multi-angle Setup Panel

£

1. Apply a character, select it and click the
Mode.

Actor Composer button to enter the Composer

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 Face Joint Mask

3. Click the Validate Multi-angle Setup button.

D RN LT [E]®

[»
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4.The Validate Multi-angle Setup panel will display.

| tick Malidate - ~
w0 - 4 ) :@
Bone | Sprite | Joint Mask
hilove | Align Bone ]
x[se B v|ises B
Srale - Rotate
w1ono [2] w[1oo [2] (8] R0 [F]
Child Anole :
01 _Marmal v
G Full-anale Settings
Replace
FarentAngle; Child Angle;
1] v 1] v

e ——

Please also refer to the sections below for more information.

o Introduction of Validate Multi-angle Setup Panel

o Viewing Angle Combinations of Parent-Child Facial Features

o Using the Bone Tab

o Using the Sprite Tab
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Introduction of Multi-angle Setup Panel (New)

¥alidate Multi-angle Setup |

FarentAngle: Child Angle:
|0 v |0 v
Bone Sprite Joint Mask
Mawe | Align Bone |
¥ |38 — Y (1568 |5
Scale Rotate
wi1000 |8 |H|1000 [ R0
Child Anle :
01_Mormal v |
. Full-anole Settings
Feplace
| Quickvalidate
0 i RN

Use these two drop down lists to determine the individual angles of
1. Angle Combination the parent and child facial features.

Controls Please refer to the Viewing Angle Combinations of Parent-Child

Facial Features section for more information.

Click the tab to switch to different tab for modifying the Bone,
2. Mode Tabs
Sprite and Joint Mask of the CHILD (selected) facial feature.

3. Preview Quick Validate
These controls can only be used for the body parts.

(For Body Parts Only)

In the pane, you will see different controls in accordance with the
4. Controls in Tab
mode tab you choose for modifying the transformation or the sprite
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of the select facial feature. Please refer to the sections below for

more information:

e Using the Bone Tab

e Using the Sprite Tab

Click this button for quickly observing the rotating result of the

selected facial feature.
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Viewing Angle Combinations of Parent-Child
Facial Features (New)

When the Validate Multi-angle Setup panel shows, only the Parent-Child facial features show on
the working area for further 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.

F

4 Front ’

o0

2. Click the Validate Multi-angle Setup button.

QO RN T €@

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).

o
TN
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4. 0Open the Parent Angle drop-down list to select a specific angle (in this case, Right - 90

degrees) for the parent.

FarentAngle:

40 v

1]
45

135
180
225
270
314
Bottom
Top

The parent facial feature will immediately turn to the specified angle.

5. 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 Annle:

a0 L

1]
45

135
180
225
270
314
Bottom
Tap

The child facial feature will immediately turn to the specified angle.
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Using Bone Tab (New)

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.

Bone Sprite Joint Mask

Move | Align Bone |

<33 [ v [

Scale

wiiooo [£f[@)n[woe 5] R0 [E

Child Angle :

M _Upper Torso

ﬁ Full-anole Settings |

Feplace
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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 selected bone, which also change the sprite that stuck on the bone.

1. Select the target body part in the Composer Mode.
A e @)

. L
\
g
. B
A

4 Front = l
o
s
P i "_'. . \ \
"’?ir.- 7T T

COMPOSER MODE |\

2.Click the Validate Multi-angle Setup button.

DO RRA AT

)|

»

3.Switch to the Bone tab.

4.Set a desired angle combination of the body parts.

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.
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e —

o The body part will be highlighted in Blue.

o You may adjust the bone position by dragging the body part.

o 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.

il v

xE B v[ms B

Scale

wlov [2 (8w 1000 [

e —

o Press down the |£] Keep Ratio button for resizing in current ratio.

o You can not set the rotation value of the child (selected) bone.

o 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.

2014 Reallusion



314

Using Sprite Tab (New)

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.

Bone Sprite Joint Mask

M owe

«Er B v B

Stale Fotate

wltono [Z][8)n[tono ] R[o [

Child Angle

01_Marmal

Full-angle Settings

Replace
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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.

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.

W

P ¢l th Gt B PEDECH
Fods P RO Sy SRR OF PRplacl D S yOu pedkad

07 _Hammad B ke D2_Angey

COMPOSER MODE

2. Click the Validate Multi-angle Setup button.

D mRMRa T [Ee

3. Switch to the Sprite tab.

[
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4. Using the Pose drop-down list to select the desired pose for editing.

Child Angle ;

Bigkose v

01_Marmal

02_Anory

| 03_Raise_Mose_Flank

g 04_Shrink
05_Raise_Right_Mose_Flank
06_Raise_Right.. rik_Mose_Flank
07 _Raise_Left_Mose_Flank
08_Raise_Left.. . nk_Mose_Flank

5. Set the values to adjust the transformation data (translation, rotation, scale) of the angle.

fd v

x[33 B v[so [
Scale R otate

wisrs [o](8Hlsrs [l Rlo 5]
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Replacing Angle

1. Select the target facial feature in the Composer Mode.

rY

COMPOSER MODE

2.Click the Validate Multi-angle Setup button.

D R RE T [Ee ™

Only the selected facial feature and its parent will be display in the working area.

\Big/

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.

B/

4. Using the Pose drop-down list to select the desired pose for editing.
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Child Anole :

Bigkose v

01_Mormal

02_Angry

03_Raise_mMose_Flank

04_Shrink
05_Raise_Right_Mose_Flank
06_Raise_Right.. rik_MNose_Flank
07 _Raise_Left Mose_Flank
08_Raise_Left.. . nk_Mose_Flank

The facial feature will instantly be changed to the other pose.

|

5. Choose from the Parent Angle and Child Angle drop-down list to a same angle for turning the
entire face.

N

6. Click the Replace button and load one of the prepared media to replace the original one.
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L]
[ Replace

Click the Replace button to load one of

the prepared media.

Note:

N

The angle element is then changed
to a prepared one.

You may click the Full-angle Settings button to show the media of the pose to check the

replacing result.

Before replacement.

45

D

40

After replacement (the angle elements of 45 and 90 degree are

replaced)
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Modifying Texture of Facial Features (New)

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 information.

.

1. Pick a character in the Stage Mode. Click the
the composer mode.

Character Composer button to switch to

F Y

o Front ke

L

2. Select one of the facial features (in this case, the face) and then click the = Launch

External Image Editor button.
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3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the

texture opened in it ready for advanced modifications.

FusHPERN _\;}p

e => ehflk a0

o

if

b

4. Edit and save the image. The data will then be automatically transferred into CrazyTalk

Animator.

P.\./:-!flﬂ'.hl.\.‘-lfl_f

o

S| * |98 |= > ek S /D

o 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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Modifying Body Parts with Render Style (New)

CrazyTalk Animator provides Render Style feature for changing the color of your character,
either vector-based or image 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:

e Changing Character Render Style - Basic: For switching between different template of Render

Styles.

e Changing Character Render Style - Advanced: For modifying the render styles of individual body

parts and facial features to the templates.

e Grouping Sprites for Render Style: For creating and designing contents that are compatible with

the render style feature.
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Changing Character Render Style - Basic (New)

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.

F

4 Front [ ]

4=

COMPOSER MODE

2. Click the J;I Render Style button to open the panel.

Render Style =

V! Show Outline

Default Line Art Grayscale

4

)
KD
18

|
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3. Click on either of the template to change the render style of the character.

Monochrome

None: This template shows the initial color of Avant-Garde: Innovative and experimental

the character's sprites. fashion style for the character.

4.Drag the Weight slider to determine the level of the render style effect on the character.

Weight = 30

Weight = 100 (the character's color will be closer to the

initial color, which is blue)
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5.You can also activate or deactivate the Show Line box to show/hide the contour line of the

character.

Show Line = On Show Line = Off

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):

o Changing Character Render Style - Advanced
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Changing Character Render Style - Advanced
(New)

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.

F Y

COMPOSER MODE

2.Click the JTJ

Changing Character Render Style - Basic section to set the character in different render style).

Render Style button to open the panel (you may optionally follow the steps in the

3. Click on the Advance Settings button at the bottom right of the panel to show the advanced

settings.
Render Style =
V! Show Qutline
Weight o —
O [100 5 ( :=|
Body Part Selectian : ColorAdjustment :
Group Mame PartName ~ V1 AfiectAl
Skin01 Head Invert Color
Skind1 Upper Torso ElrlghtnEEs 0
Skind1 Lowwer TOrso Cantrast
Skin01 Shoes —_ o
Skin02 Head BeT .
Upperm Upper Torso it
Upper 02 Upper Tarso —— — | (i
Lower 03 Lowwer Torso
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4.Select an item in the Body Part Selection pane.

Body Part Selection :

Group Mame | PartMame | =
Skin01 Hands
Skin02 Hands
Dutline Hands
Skin01 Head
Skin02 Head
Hair 03 Head
Hair 04 Head
touth Head 3

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.
sl I

Gruup-ila ;— | Part Name = Group Name | Paﬂ_ﬁa. f;_* Group Name Part Name =
Skind1 ‘ "~ Hands Skin01 Hands & ﬁ Skind1 Hands
Dutline Hands Skin01 Head Cutline > Hands
Skind1 Head - Skind1 Lower Tarso Tongue Head
Skinoz Head Skin01 Shoes Teeth Head
Hair 01 Head Skin01 Llpper Tarso Socket Head
Hair 02 Head Shoes 03 Shoes Skin0z2 Head
mouth Head FPupil 02 Head Skin01 Head
Taath Haard j Fromil N4 Haar j FPuomil 07 Haard j
PR [ |

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 information.
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5. Drag the Brightness, Contrast, Hue and Saturation sliders to adjust the body parts with same

group name.

The color of the body parts with same group
name are simultaneously adjusted.

Click the |,(’_¢J‘ Reset button to reset the four sliders to the initial settings of the currently

selected template.

6. If you activate the Invert Color box, then the items in the same group will be changed to the
complementary color.

The color is changed to its complementary

The initial look of the skin color.
color.
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Grouping Sprites for Render Style

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 character and facial features, switch to the Composer Mode by clicking the

.

Character Composer button.

r s

Front

Please refer to the sections below fo more information about creating G1 and G2 characters:

o Creating Facial Sprites with Frontal Angle

o Creating Facial Sprites with Multiple Angles

2.Select one of the facial features (in this case, the lips).

‘-

B
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3. Click the Vector Grouping Tool button to open the panel.
Render Style Group Editor =
Body Part Selection ; s
SkinD1 . Style List:
Skin02
Index| Angle | FPart Mame  Group Mame =
Upper 01 2 2
Upper02 67 1] Fose
Lpper 03
Lpper 04 R 0 Poze
Lower 01
Lowwer 02 G4 1] Pose
Lower 03
Lower 04 70 0 FPoze
p———
Browe 70 i -
Custom 01 3
Ceton 072 b an Ac o - = Y i LA
More Information Reset Apply

You will see that every angle medium of the pose is listed in the view port.

w

—

<

The right pane of the editor lists the components that build up the angle media in the view port.

Index Angle

FPart Mame

Pose
Pose
Pose
Pose

01_Mormal

Group Mame

Custom 01
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4. Click to select one of the component row. The selected area in the view port will be flashing.

Index Angle Fart Marme Group Mame
67 0 Pose
* BS 0 Pose
g4 0 Fose
ra 0 Pose
0 0 01_Marmal Custom 01

5. Select the group name from the left pane of the editor.

Hair 03
Hair 04
Mouth
Teeth
Tongue
|Lip
Pupil 01
Pupil 02
Eyeball

Socket
Fuvalid

6. Click the Apply button at the bottom right of the editor to assign the group name to the

component.

Hair 03 Index Angle Part Marne Group Mame

Hair 04
Mouth By 0 Fose

Teeth I = :{} :P :u
Tongue | [ L P

|Lip "'" e 0 Pose
Pupil 01
Pupil 02 70 0 Fose

Eyeball
Socket 0 0 01_Marmal Custom 01

Fuvalid
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7.Repeat the same steps to assign group names to every component that is without a group name.

Index Angle FPart Mame Girnup Harme
BY 0 Pose Lip
63 0 Pose Lip
B4 0 Fose Custom 01
70 0 Pose Cutline
0 0 01_Mormal Custom 01

8. Select another facial feature and repeat step 2 to 7 until every sprite and its angles are grouped.

e —

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.

el ol

Custom 02
Custom 03
Custom 04
Custom 045
Custom 06
Custom 07
Custom 08

Qutline
|
|
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M

9. Close the editor and open the Render Style panel by clicking the Render Style button.

e —

M

o For the custom object, you can only have three templates after the Render Style

button is clicked.
W

W Show Outline

4 r
Default Contrast Saturation
Weight : P

o 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.

s FaceEditor  Wiew  Window  Help

B Load Actor Swf File

& Canfirm Mulki-angle Settings

4 validate Multi-angle Setup M

#1  Actor Proportion. .. P

4l Render style... R

o Weckor Grouping Toal

% Sprite Editar ... 5
Bady Calibration r
Face Calibration L

o 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.

The outline is turned off The lip tone is adjusted.

Note:

Please refer to the sections below for more information:

o Changing Character Render Style - Basic

o Changing Character Render Style - Advanced
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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 animations 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.

Follow the sections below to create a custom character:

o Creating Facial Sprites with Frontal Angle

o Creating Facial Sprites with Multiple Angles

2.Switch to the Composer Mode by clicking the t‘ Character Composer button.

F

COMPOSER MODE
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3. Click the

Calibration button to open the panel.

Calibration

Select sample maotion or load custom mation for actor calibration.

.m

L]

Head Rotate

:-d

Expression

Eveball

®

Eve Blink

o

houth 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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CrazyTalk Animator 2 Help
Attach and Link



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

Creating compound props
Situation ¢ Creating conveying animations

for props and actors e Putting accessories onto
characters

e The child node inherits the e The child node inherits the

Similar Behaviors parent's transform data parent's transform data

e The child can be transformed |e¢ The child can be transformed

after linkage after attaching
Generating Keys in the
Timeline * Available o Not Available
Saving Relations in
Projects e Available e Available
Multiple Objects
P ! e Supported e Supported

Saving Parent to Libra e Parent-child relation is broken
9 ry e Parent-child relation is saved

e Only parent is saved

Levels e Multiple levels available e Multiple levels available

e Recursive linking is forbidden |e Recursive linking is forbidden
Hierarchy in Scene * Changes
Manager * No change e 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

“a

1.In the Character Composer, make sure the accessory is selected and then click the
Attach button found on the tool bar.

The parent node of this prop is now changed to the body part you assigned.
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-.S.cene Manager 1%
Body Face I Joint Mask
= o
Q <
Show | Lack| Title -
o : =
il
il
il
v v

4. Click the D 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.

2014 Reallusion



Attach and Link @

Using the Attach Feature

After you create composite props with the prop 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.In the Stage Mode, select a compound prop created earlier.

h g

2. Click the Prop Composer button.

3. By switching to the Scene Manager panel, you will be able to see the sprites that are under the

root node.

Showe | Lock| Title
v = Tent Still
v - Carnpfire_Ani
il - Wooden Box 02
il - ¥Wood
o - Fish

4.Select a sprite which is a child of another one.
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"a

5. Click the Attach button and pick another sprite which you want as a parent.

6. The sprite will then be moved under the new parent.

Show | Lock | Title
) [ = Tent Still
E_'- O = CampfireAni
A | E‘""M
i} O = Yooden Box 02
e | m

7.If you transform the parent, then the child will be affected as well.

e 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.

e Please refer to the sections below for more information:

o Sprite-based Project

o 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. Click the % 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.
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4. Move the play head to another time frame.

5. Repeat Step 1 through Step 3 but pick another target sprite in Step 3.

Pick the other actor's hand as a link target.

6. Play back the project and you will see the prop pass from one character's hand to another.
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1. Select a character.

2. Click the ﬁ

3. Pick the transportation object as the parent of the character.

Link button on the tool bar.
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4. Move the play head to the time frame when the character needs to get off the transportation

object. In this case, the fish.

5. Select the Unlink button in the drop-down list by clicking the triangle beside the link button.

% Link
B Unlink

6. Now when you play back the project, the character will not follow the transportation object after
the specified time frame.

3
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What is 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.

A scene with props

The scene in the 3D view

A scene with props and static background

e

The scene in the 3D 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 custom 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.

Clasarosm 1T
w J—
+ =+

3. A scene containing various props will then be loaded.
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Replacing a Scene

1. Open a project that already contains a scene.

2.Take a closer look at the Scene Manager and you will see the Scene items and all their sub

props.

Show | Lock| Title

O =-Scene
- Background Classroorm 01

- Blackboard

- Bulletin Board 01

- Podium

foenee

K EERRKRE R
OoooooOood

3.In Stage Mode, go to the Scene content folder in the Scene tab of the Content Manager and
apply a template.

dE | Eoene Temalae + Goers b
Tomplate Cantom -
= Grene Tamplate 3
e —— ——
image Laver
# Prope
Bat e mun:
(e 2T
=
“lnitngeem_01
=y
.“:F
g -
@ [ f— 3
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4.The original scene is replaced by the new one.

Observe the Scene Manager to see the differences. The previous props under the Scene are now
all replaced.

Show | Lock| Title |

=) [l = Scene

) O - Bulletin Board 02

) O - Mannet 03

) O -~ Mannet 02

) O - MWagnet 01

) O - Bulletin 02

) O - Bulletin 01

g - —

oraent CTalr s
- Btudent Desk 01
- Student Desk 02
- Student Desk 03
- Bulletin 03

’-\

K E ®
oono
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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

1.In Stage Mode, click the Create Media button and select a prop in the panel.

Create Media =

Please choose an import option :

¢ [ )

Frop Imane layer Backoround

2.Load a media file (an image in this example) and convert it into a new Prop.

Source Image Loaded into CrazyTalk Animator

The newly-added props are all under the Prop item in the Scene Manager.

|Show | Lock| Title
g -
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3. Right-click on the prop you want to add to the scene. In the right-click menu, select the Add to

Scene feature.

Action Menu 4
Sprite Editor

Frop Key Editor

Layer Editar

Add to Scene

Remuove Animation
Delete

Open Timeline Track

4.Look at the Scene Manager, you may see that the prop is now moved under the Scene item.

Show | Lock | Title
¥ O & Scene
® O s
Note:

o Please refer to the Adjusting the Z Values with 3D View section for more information about

how to arrange the Z-depths of props.

o You can also create props with compound sprites. Please refer to the Sprite Concept section

for more information.
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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.

HE | Eowne Temalae + Goers

:
o ] ki
h RN

2.In the scene manager, you may see all the props within the new scene.

Show | Lock| Title

=) [ = Scene

) E - Bulletin Board 02
i) O - Magnet 03

) = - Wagnet 02

) O - hagnet 01

) ] - Bulletin 02

) O - Bulletin 01

- =

odent Chalr s
- Btudent Desk 01
- Student Desk 02
- Student Desk 03
- Bulletin 03

)

ooo

=
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3. Select the desired prop and right-click on it.

4.Choose the Convert to Prop command. The prop will be moved under the Prop item.

Show | Lock| Title |
O = Prop

= Scene

- Bulletin Board 02
- Magnet 03

- Magnet 02

- Magnet 01 _________.--

et Chall LA
- Student Desk 01
- Student Desk 02
- Student Desk 03
- Bulletin 03

Action Menu 3

Sprite Editar

Frop Key Editor

Layer Editor

EEEEEEEE
loooooo

Convert To Prop

)

ooao

Femove Animmation

Delete

E =

Cpen Timeline Track

5. Apply another scene template. This prop will not be replaced while all the other props under the
Scene will be replaced.
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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.

S

# el

z

LE,

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.

2.Select a character or a prop.
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3. Click the '" 3D View button to switch the camera to the 3D top view.

o Drag with the right-mouse button to change the angle of the camera.

o Drag with the left-mouse button to pan the camera.

4. Drag the blue arrow to change the Z-depth of the selected item.

o Changing the depth of an object, in different time frames, may add a transform key to the

timeline.
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1. Use the same project.

Roll the wheel UP to increase the Z value. Roll the wheel DOWN to decrease the Z value.
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o Dragging the icon inside a selected character or prop may also change the depth.

o 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 Perspective 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 a scene.

2.In the Scene Manager, expand the Scene items.

Show | Lock | Title

REREAEEEEERER

1
|
|
1
|
|
1
|

-

=1
|
|
1
|
1
|
|
|

E} Actar
e Artori)
= Scene

- Background Living REoom
- Bofa ROZ

- Tahle 01

-~ Tahle 02

= Atind oy 01

- Picture 01

- Picture 02

- Bofa RO1

- Larmngp
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3. Activate the Lock box beside the props you do not wish to pick.

HEERAEERERREER

Show | Lock | Title

O 2-Actor

e Actar(1)

= Scene
- Backaround Living Room

- Gofa ROZ

- Tahle 02
= indove 01
= Picture 01
- Picture 02
- Bofa RO1

- Lamp

OO0 0 O0D®RROO0MmAO

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 to 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 prop with a sprite containing a single media
file.

1. Prop (invisible) on the stage.
2. Sprite (invisible) in the prop.

3. Element (visible) in the sprite.

A prop with multiple sprites. Each sprite
contains one or more media files.

Below is another example with item structures:

*| Show | Lock | Title

] O =-Woods

| m| o Tree D1 SHil

) O
) O “eTree 01 Still(

A prop named "Woods" in the Stage Mode

Three sprites composite the "Woods" prop in
the Composer Mode
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Tree_03_5til Tree_03

Tres_0z_stil Tree_0Z

Tree_01_Skill Tree_01

e Each "Tree" contains one or more elements (Using Sprite Editor)

e With these elements you may set keys to create an appearance-changing animation.

Please note that muti-angle props are not supported in this version yet.
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Loading Props from Library

In CrazyTalk Animator's Stage 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.In Stage Mode, go to the Prop content folder in the Scene tab of the Content Manager and
apply a template.

o If you apply the prop by drag-and-drop method, then the prop will generate where you drop it.

o If you apply a prop by double-clicking on it, or by clicking the |#l Apply button under
the Content Manager, the prop will then be put in the center of the scene.

L ] L ]
. .
e =

. ~ .
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Creating Props

Creating props inside CrazyTalk Animator will help you build fresh new scenes without needing
templates from the existing libraries. You may also create hybrid scenes by adding embedded props
with custom ones.

Creating Props

1.In the Stage Mode, click the Create Media button.

2.In the Create Media panel, click the Props button.

Create Media D

Please choose an import option :

@HWF- ~

Frop age layer Backoround

3. Load a media file.

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.

-

) I:\images\CTA_Images E]@.

»

File Edit ‘iew Favorites Tools

: 2l

Hydrant.png Hydrankt_01.png

Thumbs, db

2.Drag and drop into the working area of CrazyTalk Animator.

[ pEr—s i — gl

I-:.n.n:\t-r-m'-i-.-.ulm”f

MMN

»mnl;_m Thassice.

3.A new prop will be generated with a sprite containing media files.
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B.Appending Media to a Sprite

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

2.Select a single, or multiple image files, from the source folder.

tli’:“: I\

mEx]

File Edit ‘iew Favorites Tools ™ .',"

Stone_Gold.png Stone_Leaf.png
e Aps
Skane_Origin.png Skone_Snow.png U
w

(o
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3.Drag and drop them onto the target sprite inside the working area of CrazyTalk Animator.

4.Pick the sprite and click the s Sprite Editor button. Now all the media will be converted into
elements of the sprite.

e . . . ' ' - ' . . ' ' gl

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

= Video: *.avi, *.wmv, *.rm, *.rmvb, *.mpg, *.mpeg, *.mpe, *.mp4, *.asf, *asx, *.wm,

* flv, *.mov, *.swf

» Reallusion Specific Format: *.iWidget, *.popVideo

2014 Reallusion



Creating Composite Props with the Prop
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 Prop Composer button.

L L] .
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3.In order to 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.

5. Click the "D 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 : Prop Composer button.

3.In the Composer Mode, look inside the Scene Manager and you will notice that the prop only

contains one sprite.

Show | Lock| Title |
) O -Tree 02 Green Still

4. DO NOT select the prop. Just apply the same tree prop over and over again from the library.

Please note that in the Composer mode, this step is merely borrowing the sprite from the
prop library.
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5. Click the D Back to Stage button to update the prop.

6.You have now created a Forest with one single prop.

o 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:

= What is a Sprite?

= Preparing a Custom Sprite
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Modifying a Prop with the Prop Composer

With the Prop 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 modifications of the transform data.

1.In the Stage mode, select a composed prop with compound sprites.

2.Click the Prop 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.
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5. Repeat the steps to transform one or more sprites inside.

6. Edit the color for each sprite.

7.Click the D Back to Stage button to update the prop.

o 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 the Texture of Props

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 " Prop Composer button to switch to the composer
mode.

COMPOSER MODE
L

2.Select the prop and then click the = Launch External Image Editor button.
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3. CrazyTalk Animator will then launch your specified image editor (e.g. Photoshop) with the
texture opened in it ready for advanced modifications.
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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.

/o

S WG_ 1471 png © 70.7% [Layes 0. R [;Hm

Clelmr QR gl

EIL; -
o
gl s RAN/HPTYN AT

»

5. Click the Back to Stage button to update the prop in the Stage Mode.

STAGE MODE

o Only image-based elements may be modified with an external image editor. If the element is a
video or SWF-based, then the Launch External Image Editor button will be disabled.
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Modifying Props with Render Style (New)

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.

Please refer to the sections below for more information:

e Changing Props Render Style - Basic: For switching between different template of Render Styles.

e Changing Props Render Style - Advanced: For modifying the render styles of individual props to the

templates.

e Grouping Sprites for Render Style: For creating and designing contents that are compatible with

the render style feature.
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Changing Prop Render Style — Basic (New)

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 ’J;I

Render Style ]

Render Style button to open the panel.

V! Show Outline

0 D @

- 2

Default Line Art Grayscale

.:'__",I m h
Weight :

() 100 (=

|

3. Click on either of the template to change the render style of the prop.

Monochrome

Monochrome: This template Neon: Innovative and
shows the initial color of the  experimental fashion style for
prop sprites. the prop.

2014 Reallusion



4. Drag the Weight slider to determine the level of the render style effect on the prop.

% 3

Weight = 30
Weight = 100 (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.

t 2

Show Line = On Show Line = Off

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):

o Changing Props Render Style - Advanced

2014 Reallusion



Changing Prop Render Style — Advanced (New)

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 !;I

Changing Props Render Style - Basic section to set the character in different render style).

Render Style button to open the panel (you may optionally follow the steps in the

3. Click on the Advance Settings button at the bottom right of the panel to show the advanced
settings.

Render Style X

2 W Show Outline
T o T

Weight —
i i) (100 (= r : =‘
Body Part Selection Color Adjustment ;
Group Mame Part Mame V] Affectal
custom 01 Prop | Invert Caolor
BligEnhE Prop Brightness
— 0
i Rrop Contrast
Custorm 08 Frop —®_——— |i
Cutline Frop Hue
— | [
Saturation
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4.Select an item in the Body Part Selection pane.

Body Part Selection :

Group Mame | PartMame
Custam 01 Prop
Custom 04 Prop
Custam OF Prop
Custom 08 Prop
Cutline Prop

You may also grouping the sprites for setting render style together. Please refer to the

Grouping Sprites for Render Style section for more information.

5. Drag the Brightness, Contrast, Hue and Saturation sliders to adjust the parts with same group

name.

The color of the parts with same
The initial look of the skin color. group name are simultaneously
adjusted.

Click the @ Reset button to reset the four sliders to the initial settings of the currently

selected template.
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6. If you activate the Invert Color box, then the parts in the same group will be changed to the

complementary color.

The color is changed to its

The initial look of the cushions color.
complementary color.
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Grouping Sprites for Render Style (New)

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
Prop Composer button.

COMPOSER MODE |

2.Select the prop.

3. Click the .il}

Vector Grouping Tool button to open the panel.

Render Style Group Editor

X,

Body Part
Selection : Style List

Skin01 A
Skin02

Upper 01 0
Upper02
Upper03 1
Lpper 04

Lowwer 01 2
Lowwer 02

Lower 03 3

Index

Birony
-
Cetaen 14

Maore Information

0

0

0

Angle

Fart Mame

ColarBox

ColarBox

ColarBox

ColarBox

Eyelid

Inwert

Group Mame

Reset

Apply

g
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The right pane of the editor lists the components that build up the prop in the view port.

Index Angle FartMarne | Group MNarne
a ColorBox
0 ColorBox
I ColorBox
a ColorBox

4. Click to select one of the component row. The selected area in the view port will be flashing.

Index Angle Part Name | Group Name
0 I ColorBox
1 a ColorBox
2 S
3 : ——

5. Select a desired group name from the left pane of the editor.

FPupil 01
Fupil 02
Eyehall
Socket
Evelid

B

Custom 02
Custom 03
Custom 04
Custom 05
Custom 06
Custom 07
Custom 08
Qutline
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Apply

6. Click the —l Apply button at the bottom right of the editor to assign the group name to
the component.

Render Style Group Editor X
Body Fart i ]
Selection : Style List:

Pupil 01 3 Index Angle Part Name | Group Name
Fupil 02
Eveball rBox

Socket
0 ColorBox

] 2 0 ColarBox Custom 01
Custom 02

Custam 03 3 0 ColarBox

Custom 04

netnm NA |

7.Repeat the same steps to assign group names to every component that is without a group name.

Index Angle PartMame | Group MName
0 0 ColorBox Zustom 03
1 0 ColorBox Custom 02
2 0 ColorBox Custormn M
3 0 ColorBox Outline

8. Select another component and repeat step 2 to 7 until every one is grouped.

I

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.

Custom 02
Custom 03
Custom 04
Custom 05
Custom 0&
Custom 07
Custom 08
Cutline
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9. Close the editor and open the Render Style panel by clicking the button.

e —

M

o For the custom object, you can only have three templates after the Render Style

button is clicked.

Eenier Eiyie ! ﬁ

W Show Outline

4 [ §
g
Default Contrast Saturation
Weight : -

o 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.

Glegd FaceEditor  YWiew  Window  Help

B Load Actor Swi File

#7  Confirm Multi-angle Settings

€ validate Multi-angle Setup M
#1  Actor Propartion... P
del  Render Skyle... R

#  “Wector Grouping Tool

% Sprite Editar ... g

Body Calibration 3

Face Calibration 4

o 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 components thus can be assign with different render styles.

The colors of the surfaces are adjusted (Retro
The outline is turned off
style).

Please refer to the sections below for more information:

o Changing Props Render Style - Basic

o Changing Props Render Style - Advanced
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Using the Attach Feature

After you create composite props with the prop 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.In the Stage Mode, select a compound prop created earlier.

h g

2. Click the Prop Composer button.

3. By switching to the Scene Manager panel, you will be able to see the sprites that are under the

root node.

Showe | Lock| Title
v = Tent Still
v - Carnpfire_Ani
il - Wooden Box 02
il - ¥Wood
o - Fish

4.Select a sprite which is a child of another one.
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5. Click the Attach button and pick another sprite which you want as a parent.

6. The sprite will then be moved under the new parent.

Show | Lock | Title
) [ = Tent Still
E_'- O = CampfireAni
A | E‘""M
i} O = Yooden Box 02
e | m

7.If you transform the parent, then the child will be affected as well.

e 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.

e Please refer to the sections below for more information:

o Sprite-based Project

o 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 Prop Composer. You may arrange the visual logic of the prop as seen below.

Before adjustment After adjustment

Changing the Layer Order

b 4

1.Select a compound prop. Click the Prop Composer button to enter the Composer Mode.

2.Switch to the Scene Manager.

Showe | Lock | Title

<l B R E
b
%
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3. Select the item for which you want to change the order.

4. Click the 'i Move to top, ! Move up, il Move down, and J' 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.

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 Prop Composer button.

3. Select the root sprite of the prop in the Composer Mode. (The root sprite can be found in the
Scene Manager) Turn on the world axis by using the hotkey: Ctrl + A.
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4. Drag the sprite away from the world center (where the axis coordination is).

5. Click the D 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.In the Stage Mode, select a prop.

h g

2.Click the Prop 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.
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5. Drag the Red Point away from its original position. This point is the center, or the pivot, of the
sprite.

6. Click the D 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.

o 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 Prop Composer mode.

1.In Stage Mode, select a prop and save it into the prop library.

2.Switch to the Prop Composer mode.

3. Search for the sprite in the library you saved in Step one. Drag and drop it into the working area

twice.

4. Move, rotate or scale the sprite to the appropriate position.
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5. Set the pivots for each sprite to the right place for correct rotation.

The hierarchy in the Scene Manager:

Show | Lock| Title

v = Bell(1)
= - Dellh
v ~iBeliiz)

6. Use the attach tool to set the sprites into a tree structure.

Show | Lock | Title

=) = Belli1)
. = Bell
= - Bellidy

7.Change the layer order if necessary.

8. Click the D Back to Stage button to update the prop.
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9. The motion of the chained prop can now be set using the Prop Key Editor (shortcut: K) on the
Property Bar.

e

e The Attach feature can only be used in the Composer Mode.

e 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.

e Please refer to the sections below for more information:

o Sprite-based Project

o Sprite Transformation Animations
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Render Style (New) (403

Render Style (New)

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:

e Using Assets with Render Style

e Using Mask Props
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Using Assets with Render Style (New)

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)

e Windows XP - C:\Documents and Settings\All Users
@ \Documents\Reallusion\Template\CrazyTalk Animator2 Template
G2 RS \Character\G2 Character\

Characters
A ’k e Windows Vista or Above - C:\Users\Public\Documents

\Reallusion\Template\CrazyTalk Animator2 Template\Character
\G2 Character\

The XXX within the paths below stands for Business Objects,

Coffee Shop, Conference Room, Office and Outdoor Scene).

b e Windows XP: - C:\Documents and Settings\All Users
rops
P ] \Documents\Reallusion\Template\CrazyTalk Animator2 Template
e \Props\XXX\

e Windows Vista or Above - C:\Users\Public\Documents
\Reallusion\Template\CrazyTalk Animator2 Template\Props\XXX\

e Windows XP - C:\Documents and Settings\All Users
Scenes \Documents\Reallusion\Template\CrazyTalk Animator2 Template
(compact BE’I \Scene\
props) e Windows Vista or Above: - C:\Users\Public\Documents
\Reallusion\Template\CrazyTalk Animator2 Template\Scene\
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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.

3. Apply one or more characters with render style settings from the library.
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4. Select desired assets on the stage (in this case, the round table).

5. Click the E

Render Style button.

V' Show Outline

Line Art Grayscale

Fean Fop A Retro

*
.‘. f

Carton Art Irverted Silhouette

Maonochrame

Weight

O |100 [T
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6. Pick a template in the panel to change the render style of the asset (in this case, the Grayscale).

7.Select multiple objects (props and/or characters).

8. Repeat the same steps to change the render style for them.

E——
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Using Mask Props (New)

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 a scene.

The default path of the mask props are as listed below:

e Windows XP - C:\Documents and Settings\All Users\Documents\Reallusion\Template
\CrazyTalk Animator2 Template\Props\Mask\

e 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.
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A

e 0

A T FTE

; =
W ,:- r'
i s Al
A (s [ [
7 % 4
i 5 /

7

Transform and skew it to an appropriate

Apply a vignette prop. position
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6.You are able to change the Render Style of the objects in the scene to change the tone or the

atmosphere of the project.

The stores are set to Inverted render style. The stores are set to Carton Art render style.

N

oo

o o )
.
)

4
e T

1-]1'.\.\\ -
¥

=

Ry

;
4
4
/
(3
¢
f'
8
4
g
g
g
2

!
b L

e T

B oty

The stores are set to Grayscale render style. The stores are set to Neon render style.
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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 Animator.

Text Types

There are three types of texts in the library. You may use them in different scenarios.

CrazyTalk Animator

Comic Subtitle

Realistic

Suitable for adding text Suitable for adding onscreen

Suitable for adding sign boards.

balloons. subtitles.

Using Text

1. Load or create a project.
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2.In Stage Mode, go to the Text content folder in the SFX tab of the Content Manager and apply

a template.

4= special P Terplate » Test

Temate | Custol

(7 02 Thinking_01

BE:v =E=

Text Here|

Avial v (20 v| [k |0
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4. The modified text will now appear in the stage.

e

o The text will appear at all times, unless you are using the Visible Settings or the Opacity

features to set the text timing display.

o Use the Link and Unlink features to link the text to a character's head in order to have the

text follow the character.

2014 Reallusion



Special Effect @

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.

Special FXTemplabe » Obji

Template Custo

DB.Thu... rélonm

10Double Haar &
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3. Move, scale or rotate the effect to where you need it.

—

o The special effects provided in the library are all looping animations in .flv format.

o Object special effects will always appear unless you use the Visible Setting or the Opacity

features to set a timing for them to display.

o Use the Link and Unlink feature to link the special effect to a character's head in order to

have the effect follow 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

For Pipeline users, you are able to import iClone iMotions into CrazyTalk Animator Character.
However, some initial refinements must be made to adjust visual flaws.

itMation (from iClone)

’J %f} Motion Key

e (A)
D Angle Setting

© ©
Adding ;
-+l Clips [ O] Looping
| |
Y @J
I -
T Flattening iMotion
i 1= |
m L
‘f}b (CrazyTalk animator 2-ready) 30 Motion
|
el

A.Determine the initial angle for the entire iMotion.
B. Using the 3D Motion Key Editor to eliminate visual flaws.
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.

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 multiple 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.

"
@L\ 30 Motion
4—:- Motion Layer
[ 2 Keys

— (] -
:3D ’J [\(ﬂétlit; angle

@ ¢ Addi @ J'
ing .
@-"'- Clips B® Looping
Transition Curves

Time Warp ‘
9 O
oo [[[14- | | et L]

R * Collecting

Flattening 3D Motion Clip to 2D Motion
Y * *

& k 2D Editing

A.Setting angle keys to turn the character to different angles during the 3D motion.

B. Use the 3D Motion Key Editor to add motion layer keys to the original motion.
C.Optionally loop or add more 3D motions.

D.You can optionally adjust the transition curve type between two motions or change the time warp
curve for individual motions.

E. Flatten the 3D motion if you want to merge the modifications into the 3D motion.

F. Merge the entire data (3D motion and keys) into a 2D motion for 2D editing.

e

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.

30 ' 270}
d;& 30 and 20 Motions

v

¢ k 2D Editing
(B)
P Sprite Editor ? - Hhaen
‘ P [ = Layer Keys
©) ©)
""'_.'.".1- — J I‘lr’
‘ ( Perspective Puppeteering
E— €
/" Transition Curve —*{"_"" Free Form
Time Warp W Ceformation

© ®)
Motion >< Moving
Alignment Fath

* Exporting Media

A.Use the Sprite Editor to create sprite switching animations.

B. Use the 2D Motion Key Editor to add motion layer keys to the original motion.

C.To exaggerate the spatial and dimensional sensation of the character, set the Perspective
Strength.

D.Use the Puppeteering feature to create more custom 2D motions.

E. The Transition Curve between two keys or clip or the Time Warp Curve for a specific motion
can be adjusted.

F.To distort the body parts for increasing interests, use the Free Form Deformation feature.
G.Use the Motion Align feature to define a specific body part for aligning two motions.

H.You may define the character or prop to move in certain path and direction.

Please refer to the Using 2D Motions section for more information.
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Principles of Animation

Animations @

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 Principles
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 Corresponding Feature(s)

The length of time for an animation to

complete. ©) )
The distance between two key poses. ®) ., )
The compression and extension of an &) S
object during the animation. = R

The animation of an opposite direction prior

to the main animation, which prepare the () (B (F P
viewer that the latter animation is the main| = or = + =/ + =
action.

The explicit animation that makes no Applying Motions from
ambiguity, simply see and know what the 5

animation is, also known as body language.| Library or o)

Setting the key poses, add breakdowns
and then add in-betweens. \8)

The flexibility of an object's animations,

comparing to the main action. :'---E-q;if or :'---E-q;i’ + :'--E-,-if
The length of time for an animation to & (E i )
complete. = 4 o or Y 4 e
The path of the action; usually in smooth 5 @) ()
flow without abrupt changes of directions. = oor = 4 =

Some animations that is secondary to the - ~
main action. The animations can be related :::'B} (D)

. : . = or =
or irrelevant to the main actions.

Push the action even further than you &) 5
think it shall be. = or =
You may use the
Some animations that is secondary to the | combinations of the listed

main action. The animations can be related| features:
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 (B) (D)
drawing is to give good poses for a
character to convince the viewer.

A pleasing quality that makes the animation

' R Style.
enjoyable to look at. ender e

Make the animation feel heavy with proper | . ) 5 )
weight. o)y D) or 24 D
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Using Character Motions (New)

In CrazyTalk Animator, the character motions are divided into two main categories: 3D Motions

(dimensional) and 2D Motions (flat).

‘ Template | Custom v
2D ab

3D Motions and 2D Motions

3D Motions

e The thumbnails of 3D motions in CrazyTalk Animator Motion Library will be marked with text,
l|3D|l.

E )
A

e The 3D motions are dimensional motions. These motions are free in angles.

/
A8

Character with 3D motion applied Correct performing results in else angles
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¢ The 3D motions are from the CrazyTalk Animator Motion Library or from iClone Character

Motion Library

The motions of this type are, by default, in the path below:

o XP - C:\Documents and Settings\All Users\Documents
3D Motions (.ct3DMotion) in \Reallusion\Template\CrazyTalk Animator2 Template\Motion

CrazyTalk Animator \Editable 3D\

o Windows Vista or Above - C:\Users\Public\Documents
\Reallusion\Template\CrazyTalk Animator2 Template\Motion
\Editable 3D\

The motions of this type are, by default, in the path below:

o XP - C:\Documents and Settings\All Users\Documents
\Reallusion\Template\iClone 5 Template\iClone Template

\Motion\
3D Motions (.iMotion) from

o Windows Vista or Above - C:\Users\Public\Documents

iClone
\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
2D Motions

e 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
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e 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).

The motions of this type are, by default, in the path below:

o XP - C:\Documents and Settings\All Users\Documents
2D Motions (.ctMotion) in \Reallusion\Template\CrazyTalk Animator2 Template\Motion

CrazyTalk Animator 2 \Flatten 2D\

o Windows Vista or Above - C:\Users\Public\Documents
\Reallusion\Template\CrazyTalk Animator2 Template\Motion
\Flatten 2D\

The motions of this type are, by default, in the path below:

o XP - C:\Documents and Settings\All Users\Documents

\Reallusion\Template\CrazyTalk Animator Template\Motion\

2biMationsictiMotion) i o Windows Vista or Above - C:\Users\Public\Documents

CrazyTalk Animator 1 \Reallusion\Template\CrazyTalk Animator Template\Motion\
*If you need to purchase additional CrazyTalk Animator 2D
motions, then please surf the official web site: Reallusion

Motion Store

e The thumbnail of 2D motions, for .ctMotion, in CrazyTalk Animator Motion Library will be
marked with text, "S" or "F".

The motion The motion

to the side to the front

e You can easily identify flattened 2D motions by the number of degrees on the thumbnail.

k'

"
™ n ]
‘E,nd/) The number represents

|-|I the degree of the motion.
A
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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 suitable for G2 characters.

The 2D motions to the side or 315 degrees are

suitable for G1 side and G2 characters.

The 2D motions to the front or O degrees are

suitable for G1 front and G2 characters.
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Importing 3D Motions for CrazyTalk Animator
(New)

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 movements, 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:

e Generating the character's motions by the rotations and offset of the bones.

e Setting behind the scene the sprite replacements to ensure the angles are correctly displayed (as

in the illustration, the right hand image is changed from angle 0 to 135).
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e The layer order of the sprites on each body parts is arranged to imply the front-back relations.

i

e The perspectives of the sprites will be changed to indicate the spatial sensations.

2014 Reallusion



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.

1

¢ Rapidly component-changing of the sprites: This is caused by the sensitivity of the sprite

replacement technique.

(NIRRT
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¢ 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.

Step 1: Loading an iMotion

1. Apply a G2 character to ensure the iMotions can be performed correctly.

(=

File

Edit

Favarites T

View

-

s

Surprisec

Thinking.ifMotion
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3. Alternatively, pick the character and execute the File >> Import Animation (Ctrl + I) command.

m Edit Create Animation Control

B MewProject Ctrl+M
& Open Project Ctrl+0
B Save Project Ctrl+5

H  Save As Project Ctrl+5Shift+5

+.  Character Composer

+
Import Model... Ctrl+ M
Import Animation...  Ctrl+|
Exit Ctrl+ 2

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 Issues

1. Make sure the character is selected.

23p . .
2. Click the 3D Motion Key Editor button to open the panel.
3D Motion Eey Editor |
v .
. =
N
oy 1 +
2k ©
| |
o =
180 225 270 S 0 45 890 135 180
Keving Mode:
® Full Body
" Body Part L)
Finning: {'j. _
] Move Lf:l./_./' .’.-'{.I;'l‘l:;\ )
| Rotate 4> \i S
— a A 4 a
| Mirror e B
I\X‘ I\ l.i'l

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.

Animations @
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5. Use the dummies in the panel to select the intersected body parts.

—
T
-/
/
/

6. Switch to the Q’ Move tool and drag the green axis of the gizmo to eliminate the intersection
issues.

The arrow colors of the gizmo represents the three axes: R=X; G=Y; B=2.
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Step 3: Rectifying Directions of Body Parts

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.

—

Please refer to the sections below for more information:

o Using 3D Motion Key Editor

o Fine Tuning the Actor with IK, FK
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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 adjusting the bones as described in the previous section, modify the

issues by the steps below:

1.0pen the Timeline (F3) and the Motion Track of the character.
slack pummy [ | [ Opacity | C

[+ Motion |« | Thinking - Transition Curve: L|

2. Right click on the motion clip to pop up the right-click menu.
Black Dummy 1 | [ Opacity C

[ Motion [x| | Thinkina - Transition Curve: L...
Cut Ctrl+X

Copy Ctrl+C
Paste Ctrl+V
Delete Del

Break Ctrl+B

Flatten Motion Clip
Affected by 3D Motion

3. Choose the Affected by 3D Motion to open the panel.
& Affected by 3D Motion

Sprite Replacement Threshold:

Insensitive Sensitive

v Layer Order

‘ OK | | Cancel

4.To alleviate the rapid changes, decrease the Sensitivity.

ARt

The constantly changes of the poses of the sprite
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§ QWSS

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.

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. Using the 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 modifications.

o 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.

1.0Open Timeline (F3) and the Motion tracks of the character.

Character | Link || Opacity Mation Fac
Mation " [Dance - Transiion Curve Linear, Time War..]
Angle I
Motion Layer + +e e + |
Body + + |
Head * |
L Hand - |
R Hand + * |
L Leq ' + . |
F Leg * + |
2. Right click on the motion modified and select Flatten Motion Clip from the pop-up menu.
Character Fac
+ Motion
| Cut
Copy
Delete Del + *

|

|

|

|

reak |
Flatten Maotion Clip % |
30 Motion Settings... Q |
|

|

+ +
Select All Clips
. + +
Align »
Align Whaole Clip * . *
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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.

(3]
X

Character

‘| Link || Opacity | e Fac = character

‘| Link || Opacity | T Fac

Matian [Dance - Transition Curve: Linar, Time Wer. | Motion [Meras 3 Motion - Transiton Curvei Linear..|
angle 3] = l Angle = ._
Motion Layer 2 W 2 * Motion Layer
Body + * Body
Head % Head
L Hand + L Hand
R Hand + + R Hand
LLleg v v L Lleg
R Leg + & R Leg

The keys are merged into the motion clip after
The modification keys in the timeline before

being flattened
flattened

(except the angle keys)

e 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.

L SN

The layer of the entire left hand is move down Set key to move the for arm back up the

behind the body. 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 (New)

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 certain angles.

Loading an 3D Motion

1.Apply a G2 character.

Move Run_Happy

3. If necessary, then loop the motion clip (in this case, looping three times).

Black Dummy [zl Opacity Maotion | Face

Motion | Mave_Run_Happy - Transition Curve: L...|

Animation

[+ Maotion Layer ] [retrtde 44 G244 45 SHEEH 4
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4. The character will start to perform the applied 3D motion.

5. Open the Timeline (F3) and the Motion track of the character.

Black Dummy = Opacity Motion | Face

Motion - [Move_Run_Happy(0) - Transition Curve: Line

MDtiDr"La'}fEr Lk e +iﬂiﬂ 4 +¢«-1u

There may be already some motion layer keys within the Motion Layer track in order to refine the
clip.

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.

Black Dummy Cpacity Motion Face Black Dummy Opacity Motion Face
' e IR OSSO UREINE | (| Motion - [Merge 30 Motion - Transition Curve: Linear, -
| Cut Crl+x
I Copy Crrl+C -+ + E AR R Y + -+ Motion Layer
Delete Dl
Break Ctrl+B
Flatten Mation Clip %
affected by 30 Motion

Execute the Flatten Motion Clip command. The motion layer keys are merged into the clip

(a new one will be added in the start time frame

to ensure the first body gesture).

2014 Reallusion



@

1. Make sure the character is selected.

2. Click the 3D Motion Key Editor button to open the panel.

——uﬂ. T — T
5 e & 7 _'.

o N

-_=
RN
- -

s

r r r r
180 225 270 A
Keying Mode:

(@ Full Body

(0 Body Part

[
£
(3]
[in]
=
—
(R
m
i
[nm]
=

O
Finning: )
S ol N
[ ] Eotate
T a a

|| Mirrar

| .
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3. Optionally turn the direction of the character to define the angle of the 3D motion.

4.Scrub to the time frame when you want to add motion layer key (in this case, the end frame of
the motion).

5.To adjust the directions of a body part, select the body part with the dummy in the panel.
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6. Switch to the D Rotate tool and rotate the body part by using the rotating gizmo.

The colors of the gizmo represents the three axes: R=X; G=Y; B =2.

7.Go to the 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. Switch to the ‘ﬁ' Moving tool and drag the three axes of the gizmo to offset the bone.

Drag to move the hand up (IK method).

Please refer to the sections below for more information:

o Using 3D Motion Key Editor

o Fine Tuning the Actor with IK, FK

9. Play back to view the tweening results caused by the two motion layer keys.
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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 specific 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.

Black Dummy Callect Clip @
Collect Clip
Motion | Merge 3D Mation - Transition Curve..|
Angle I
| Motion Layer +

2. Drag within the Collect Clip track to determine a range for exporting an angular 2D motion.

Black Durmmy Callect Clip Face
Collect Clip ' b E*E % % E;i
Kotion _
angle l
Motion Layer +

3. Right click within the range and execute the Export command.
Black Dummy Collect Clip Face
| | cut Ctrl+x :
Zopy CErl+C
— Paste Ctrl+ |
Delete Del |

Insert Frame

Delete Range

Export

Export 30 Motion
Export Facial Motion
Export Perfarmm

b

You will be prompted to set a location for saving this new 2D motion clip with the keys (including

the Angle keys) merged into it.
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r@ Begmuﬂ l; ;E
: Fle Edit View F ¥

: Address

l

o 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.

[
=ﬂ.RunWaving - Transition Curve: Line...
!

o 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.

4. Apply the new 2D motion back for further 2D editing, such as Sprite Animation, Transformation

or Deformation.

o A 2D motion is gray while a 3D one is light blue.

o Please refer to the Using 2D Motions section for more information.
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Using 2D Motions (New)

If you are a CrazyTalk Animator Pipeline, Pro, or Standard user, you are free to apply
embedded 2D motions (*.ctMotion) to G1 and G2 characters.

By further editing with 2D Motion Key Editor, character can perform dramatic body transformation
or distortion animations.

Loading an 2D Motion

1. Apply a G1 or G2 character.

2. Apply a 2D motion from the library.

| L |

Perform_See you_0

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 k 2D Motion Key Editor button to open the panel.
2D Motion Key Editor [ x |
Pose I Body Face Deform
Lo | [ b ]

3. Switch to the Pose tab and select a target body part.

4.Go to a time 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.
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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).

6. Switch to the Body tab and adjust the transformation of a body part.

Please refer to the Using Body Transform - Transform any Body Parts section for more

information.
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7.Switch to the Deform tab to deform the body parts of the character.

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.

oy
(} {
- '1.1' 1
n
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.

o
( Y ) . -
e Dragging on the icon X/ Moving on the Z axis.
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¢ Dragging outside of the box: Rotating the character or the prop.

R
b~ 4

¢ Dragging the four side-points: Resizing the character or the prop.

e Dragging the four corner-points: Resizing the character or the prop while keeping the same aspect
ratio.
Please note that the four corner-points proportionally scale the element while the points on the

sides do a non-proportional scale.

0! ﬁ
wly
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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.

- - - - - -

X 00 Y00 7 0o W 100.0 3 H 1000 R0 w w 42

- - - - - -

ooo

=]
]
=]

ooo

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: Enter value to decide the orientation of the character or the prop.

‘e

Switch between the and a buttons to change the path from curve to a straight line.

1]
"i'" 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.
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3. Set a key by transforming inside the working area. A green path automatically forms.

4.If you want to set a key on the Z axis, then you may do so by adjusting the Z values with 3D

view.

5. Play back the project to see the result.

o Each sprite in a prop can also have its own animation. Please refer to the Sprite

Transformation Animations section for more information.
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Editing the Path Shape

Once the path is created, you may need to edit it.

1.Go to 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.
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3. Drag a point on the path, but away from its current location. The line between the two key points

will be automatically modified.

4.Show Property Bar on the working area.

iomo X(oo M vloo B zloo M wliooo P 8 H|1000 R |0

! ooo - s e hs

il X &

Ao

‘e

5. Switch between the and b buttons to change the path from a curve to a straight line.

Curve 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.

=

&

i
N

2.Drag the character to a position where the walking motion starts.

3. When the walking motion stops, drag the character to the end location to create a path.

bff;hﬁ.

4.Play back to see the result.
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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
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3. When the walking motion stops, roll the mouse wheel again to set a new Z depth to the new place
where the walking 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.

o 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.

e Sprite Transformation Animations

e Sprite Switch Animations

e 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 animations.

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.
ioEc K |-640 = v|88 ™ Z|oo [ wiiooo 4 8 Hj10o R0 2 d § w w

- - - -

3. Select the target sprite in the prop.

4. Move, rotate or scale the sprite to set a transform key.
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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.

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.

o The center of individual sprites can be set in the Prop Composer. Please refer to the
Locating the Center section for more information.
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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 selecting 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 [=]

Edgg S E3|

®

2.Click the Sprite Editor button.
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3.Go to another time frame.

F | [ %
The Sprite Switch in the timeline displays in the form shown below:

Motion [=]

Edig_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.

Eqgg 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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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 compacted 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.

-'\-; - LI

i o ' R Upper Upper Tarsa Supermanllpper
— e T0Ors0_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.

e 6

2. 2 .
LT i T K

(W
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3. Go to the time frame after the last switch and set a release key by clicking the Release

R

| 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 (initial sprite status).

1S

AT L
'i
>

h /')
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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 display 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.

Ega_Open Eqa_Shell_OFf

2. Apply a motion with switch effects in it.

—

3]
=
o
=y
=]
a
2]

=

Motion

E

Eog_5
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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.

LN ]

t

[+ Motion . Motion Clip

Egg S 5|

4.Set a Release key at the start frame of the motion by clicking the Release button on the Sprite

Editor panel.
Motion . Mation Clip
Euo_S =

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

9
9 +
¥
- >
Motion Clip
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Setting Layer Keys for Characters (New)

After you apply motions to character, the layer order will be determined by auto-calculating the
bone structure of the character. 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. Go to the time frame before the character crossed legs.

Layer Editor X

3. Open the Layer Editor by clicking the Layer Editor button.

Selectthe sprite layver you wish to change first, then choose action
and target You may use Cirl + mouse click to multi select the source
and target.

Accessary list:

O ]
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4. Select the body part of the dummy in the panel (you may hold the Ctrl key for selecting multiple
body parts).

N |

T 3
L]

5. Click the Send to Front button.

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.

L

o Move to Top: Send selected body parts to the top layer.

o

o 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).

7.Go to another time frame where you need the layer order to be reset.
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8. Click the |L| Release Key button to remove the effect of the key. The initial layer order

will now be retrieved.

L -‘_'_":'.':_ }

9. Play the project to see the result.
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Setting Layer Keys for Props (New)

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 Prop Composer to create a composite prop with multiple sprites (In this example, yellow
planet and red planet).

TN
2.Switch back to the Stage Mode. Click the Ly Prop Key Editor button to set sprite animations

for the red planet. Since the initial layer order is set in the Prop Composer, you can not make it
move to the back of the yellow planet.

— —

3. Open the Layer Editor by clicking the ‘ Layer Editor button.

Layer Editor ﬂ

Select the sprite that you want change layer first, and then choose
action and target.You may use Ctrl + mouse click to multi select the
source and target.

Accessory list:

RedPlanet

YellowPlanet

[ O |

4. Select the objects in the list (you may hold the Ctrl key for selecting multiple objects).
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5. Click the Send to Back button.

o ! Send to Front: Send selected objects one layer above target ones.
o EI Send to Back: Send selected objects one layer below target ones.

o 'jl Move to Top: Send selected objects to the top layer.

o J‘ 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).

T

7.Go to another time frame where you need the layer order to be reset.

8. Click the L 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.
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e

If you observe this composite prop in the 3D viewer, you will see that the animation plays on a
flat board.
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Releasing Layer Keys (New)

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 a pose to a character in 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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4. Go to another time frame.

F

5. Click the |L| Release button to retrieve the initial layer order as in the Composer
Mode.

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 in it.

Layer %]
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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.

- -
@ | [ A
A - =l A
AF T 5

Ay i
--“'9'.5 ’ -v"‘.__,.#.
>

Layer E

3.Set a Release key at the start frame of the motion by clicking the Release button on the Layer
Tab.

Mation Clip
Layer || 5

4.The layer order in the motion will be kept.

[
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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.

2.0nce the prop reaches the middle point of the path, it will be necessary to flip the prop's facing

side.
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3. Drag the play head to the time frame where the character or the prop's side is supposed to turn.

b4
4. Click the 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 horizontal or vertical.

el

pd Horizontal Flip

I verical Flip
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Turning the Character with Angle Keys (New)

After a_G2 character has been applied with 3D motions (Pro or Pipeline version), you are able to

turn the character to different angles while the motions is still correctly performed.

1. Move the character to set the transform path.

l..'i.f 1

2. Move to the start frame of the path.

3. Apply a 3D motion to a G2 character.
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4. Click the =3D 3D Motion Key Editor button to open the panel.

3D Motion Key Editor B

3D View

S ¢ ¢ & »

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).

:! '%t &g‘“ ["i,c ]

6. Move to the time frame when the character needs to change its direction.
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7. Apply 3D motion again to the character.

8. Drag the slider again to set another angle (in this case, 135 degrees).

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.
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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. So if 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 |E‘ 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 Visible/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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4. Have the second prop move along the curve path.

®»
5. Go to the 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 to the 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 or image 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)

Opacity: 100 ~ . _ _
2. By default, the Opacity of a prop is 100. Change it to 0 (zero).

3. Go to 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:

D Motion Eey Editor 5

A

Facial
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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:

3 "
#
n
L]
»

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:

e You can move in a circular pattern around the axis mark on the screen.

e The motion speed is determined by how fast you draw the circle.
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Clockwise Direction
If you drag the mouse in clockwise direction, then the character motion performs forward.

Counterclockwise Direction
If you drag the mouse in counterclockwise direction, then the character motion performs

backwards.

QQQ

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.

__/am
s
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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 characters.

1. Select a character.

2. Click the Create Script button on the Functional Tool Bar. Inside the panel you will find

four different methods for importing voices.

Create Script =

Please choose avoice source;

® T | ©

Record Yoice TTS Wiave File CrazyTalk Script

3. Choose a method and click its button.

o Using the Voice Recorder

o Converting Text to Speech

o Importing Wave/MP3 Files

o Using Talking Scripts
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Using the Sound Recorder

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 connected to your PC.

To record sound, click the Record Voice button. The sound recorder menu will then open.

Voice Recorder =

Input Device: Realtek HD Audio Input v

22 kHz 16 Bits Stereo

e | m B

(] 4 | Cancel l

Follow these steps to create an audio script:

1. Select the source for sound recording from the Input Device drop-down list.

2.Click the Record button to start recording. Recording from the specified input device will then
start.

3. Click the Stop button to stop recording sound.

4. Click the Play button to play back the recording.

5.If you are satisfied with the results, then click the OK button. If not, then press the Record
button to record again.

e The maximum length of a sound recording is 30 minutes.

2014 Reallusion



492

Converting Text to Speech

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.

Iext to Speech Editor D
|
Woice Mode Yolurme 100 =
Microsoft Sam v ;

Pitch -

Woice Format e = 50 [z
16kHz 16Bit Mona v
— Speed 50 =
%
| Hear it | | Cancel i 0] |

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 program.

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 Wave/MP3 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 Create Script button.

2. Click the Wave File button to import a speech file in PCM WAV/MP3 format.
Create Script

Please choose avoice source:

® T & ©

Fecord Yoice TS WWiawe File CramyTalk 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.

e The maximum length of an imported audio file is 30 minutes.
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Using Talking Scripts (CtFcs, Cts, Cip)

CrazyTalk Animator provides useful features for importing script files that can be applied for both
voice-overs and actor expressions.
1. Click the Create Script button.

2. Click the CrazyTalk Script button to import a speech file created with CrazyTalk Animator.
Create Script

Please choose avoice source:

| F m| =

Recard Voice TTS Wiave File CrazyTalk Script

3. Click the Open button to open the file. The file will then be imported and used as a script.

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 Manager, then drag and drop a template to an actor to apply
the voice script.

‘Coawmt Musagur o
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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 produced through the Image-fitting method while the sprite-based head is
created with sprite combinations in the Composer Mode.

\~s ,
i UENGS\

When using the Face Puppet Editor or Face Key Editor to modify expressions, these two head

types will react in different ways.

Morph-based Head Sprite-based Head

7O W\

e Expressions are generated by driving the face|e Expressions are generated by switching

muscles. different facial feature sprites. Please refer
to Face Keys and Sprite-based Heads section
e Transitions between two keys are for more information.

automatically generated.
e There is no transition between two

replacement keys.

e You are allowed to define your own sprite
elements from images or videos.
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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 different 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 Animator. Any lip synching keys set manually before will be kept because of the Clip
and Key Priority.

1.Set a lip synching keys for a character. A new clip will be automatically generated on the Voice
Clip track.

* Yoice Clip New..,
Woice
Lips [isg]

2.Go to some frames ahead, click the Create Script button.
Click on one of the buttons to add a voice to the character.

Create Script =

Please choose awvoice source:

® | i %

Record Woice TTS Wiave File 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.

* Yoice Clip TTS

Woice

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 expressions 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.

Puppet Clip_02

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:

e Face

e Perform

o 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.

3. The character will then proceed to act out the expression.

e

o Each template 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.

o For using the Action Menu templates, please refer to the Utilizing the Action Menu for

Expressions section for more information.

2014 Reallusion



Animations @

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.
2.Go to the Face or Perform content folders in the Animation tab of the Content Manager.
3. Apply the desired template. The character will then show the expression on its face.

4. Wait until the play back auto-stops, then apply the same template again.

5.Repeat Step 3 and 4, in order to loop the expression.

o Please refer to the Speed, Loop and Blending section for more information.
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Using the Sprite Editor to Switch Facial
Expressions

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.

1. Select a character with a Sprite-based head.

3. Click the Sprite Editor button.
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4. Pick any facial feature. You may see all the feature elements listed in the Sprite Editor.

01 Mormal 0z Tight Close 03 Mormal Close

~—

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.

6. Select another feature and repeat Step 4.
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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 Puppeteering panel

e CrazyTalk Animator combines facial animation with revolutionary, real-time puppeteering

controls to empower users with easy-to-use facial expressions commands.

e Introducing the Face Puppet Editor

e Full Face Control Puppeteering

e Solo Feature Selection Puppeteering

e Multi-Layer Recording

e Recording Blinking

e Creating Custom Puppet Profiles
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Introducing the Face Puppeteering Panel

[
Puppet Editor

b |

Face Animation Profile:

1

Full Face Caontrol:

= ~
e e TeTE) reiwl
€

A

Solo Feature Selection :

1. Switch to Body
Puppet

Click this button to switch the panel to body puppeteering.

2. Face Select one of the built-in profiles from the list. Each profile contains various
Animation Profile | expressions.

3. Full Face Select one of the expressions, with pre-defined weight settings, for varying
Control facial features.

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
Selection

Select to change any desired features. The changes will automatically be
converted into keys during 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
next recording

Activate this checkbox so that the new motions, of the selected features,
are blended into existing keys after recording.

9. Preview
(Space bar)

Click this button and then press the Space bar to preview the expressions
triggered by your input device (Mouse by default).

Hotkey: Space bar

10. Record
(Ctrl + Enter)

Click this button and then press Space bar to start recording a motion clip.
Keys will be automatically 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 expressions.

1

1.Select a character and clickthe =~ Puppet Editor button.

<
aza = (@
a Q-

Morph-based face Sprite-based face

2.If the Body Puppet Editor panel shows, then click the |Ll Switch to Face Puppet

button.
Face Animation Profile:
G =0 B 6 =8 B

l1"’11p1mt Editor ‘;Er
‘ g - :- : -:
Solo Feature Selection :

ke
Que

©

|

Z Blend data on next recording

l® | [ e |
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3. Pick a desired profile from the Face Animation Profile list.

ReVeuaEn?

4. Choose a preset in the Full Face Control list.

o 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.

o You may notice that some features in the Solo Feature Selection pane are highlighted

automatically.

5. Press the Space Bar to start previewing. (Or click the Preview button and press

the Space bar)

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 bottom

Mouse cursor moves to the top right right

7.Click the Record E] button 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 character.

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.

[
1.Select a character and clickthe =~ Puppet Editor button.

<
a:a = (@
4 Q-

Morph-based face Sprite-based face

2.If the Body Puppet Editor panel shows, then click the |Ll Switch to Face Puppet
button.
E,lti'ummt Editor

o |

Face Animation Profile:

ﬂ | =
ROCua
Full Face Cantral:

=l S =5 =

Solo Feature Selection :

)

Jlde

|

W Blend data on next recarding

 ® | [ e |
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3. Click the 9‘ Clear Selection button.

All the selected features will be deselected.

o You may optionally select the 3‘ 2‘ Head features to be recorded as well.

5. Press the Space Bar to start previewing. (or click the Preview button and press

the Space bar)
The mouse interactive area covers the entire screen.
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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 bottom

Mouse cursor moves to the top right right

7.Click the Record E] button 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 this character.
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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 control, then facial muscles around the sprite-based facial features may cause

strange visual artifacts to appear.

Distorted artifact.

Deselect all the facial muscles around the sprite-based facial features (except the jaw in this case)

and continue puppeteering.

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 individually.

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. Go to a time frame when you want to start puppeteering.

4. Select one feature and record the puppeteering result as a clip. Please refer to the Solo Feature
Selection Puppeteering section for more information.

5 10 15
| Callect Clip || Transfarm |

5. Go to the time frame specified in step 2.

e

624

6. Click the |Q_‘)‘ Clear Selection button and select another facial feature in the pane.
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7. Start to puppet and record the motion of this selected facial feature.

4 ©

5 10 15
| Collect Clip || Transform |

8. When you stop recording, the motion of the selected feature will be layered into the previous
facial motion clip.

D o

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.
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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 Eyes

Blink Left Eye

Blink Right Eye

2.Click the Preview |Ll button and press the Space bar to start previewing.

3. Click your left-mouse button to blink accordingly.
&

mouse button whenever you want the model to blink.

4. Click the Record | l button and press the Space bar to start recording, press your

5. The blinking of the eyes will be blended into the motion clip once the recording finishes.
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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.Drag in the dummy pane, up or down, to decide the time length for the eyes to blink. You may fully
control the eyelids.

HAA

Drag to half close Drag to full close
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Creating Custom Puppet Profiles

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 |(’_¢J‘ Clear Selection button to deselect all features.

2. Pick the desired features in the Solo Feature Selection pane.

©

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).
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5. Click the Preview 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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Using the Face Key Editor

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:

*
e Click the % 2D Motion Key Editor button. If it shows the Body Key Editor, then click the

- ﬁ | Switch to 2D Face Key Editor button.

e Double-click on the desired key in the Head, Face or Eyes tracks to edit the existing key.

e 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.
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Facial Tab

Facial | Template

Select and drag facial features to edit.

&
|
o)

1. Clear Selection Deselect all features.

2. Add/Modify Head Key | Select to rotate / tilt the head.

Select to highlight the desired features and convert the
3. Solo Feature Selection

changes into keys.

Click to set keys and neutralizes all adjustments made to facial

4. Default Key
features.
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Template Tab

Facial | Template Madity
Expression Stle: |01-Happy v
[Meutral] Happy_1 Happy_2
Happy_3 Happy_4 Happy_5
Happy_B Happy_¥
Expression :

Use the drop-down list to switch to a different expression
1. Expression Style

template library.

Drag the slider to decide the strength of the applied expression
2. Expression

template.
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Modify Tab

*Please note that this feature is for the Pipeline and Pro versions only.

t—’ Raize Inner Left Brow
O
t’ Raize Quter Left Brow
$
e—’ Lowver Left Brow
O
t’ Faize Left Bromw
h’ Faize Le:t Cheek
O
irinkle Maosze
tﬂ o

Raize Left Haze Wing

— o Haise Lip Edges

Facial | Template

Modify

h& Raize Inner Right Brow
'
t* Raize Outer Right Brow
'
té Lower Right Brow
'
Raize Right Brow
t—é )

Raize Right Cheek
t—é '

Croop Lower Lip

[

g Raize Right Mose Wing

Raize Moze WMiing

Expression :

(o |

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. Select the Head Orientation g‘ button in the pane.

2.If you are using the mouse as your input device, then press and hold the left-mouse button inside
the facial feature pane.

3. Move the mouse around, and the model will rotate its head to match the mouse movement. A head
key will automatically be set.

Initial View Mouse Moves Left Mouse Moves Right
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Including the Tilt Status into a Key

1. Select the Head Tilting |2‘ button in the pane.

2.If you are using the mouse as your input device, then press and hold the left-mouse button inside
the facial feature pane.

3. Move the mouse left and right to tilt the model's head accordingly. A head key will automatically
be set.

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.

2D Motion Eey Editor

Facial I Template l Modity

Select and drag facial features to edit.

The Interactive Area

3. Drag the mouse in the interactive area to make the changes.
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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 L 4
01-Hapgy

02-Angry

03-Sad

04-Fear

0a-Surprise

06-Sick

07-4Yink

08-Cthers

09-Camic

3.If you are using the Sprite-Based face, then you may also select the Comic category.

09-Caomic L 4

01-Happy
02-Angry
03-Sad
04-Fear
0a-Surprise
06-Sick
07-Wvink
0a8-others

4.1n the Template Library pane, click on the desired template.

Valia\ W =he. N\ Vs
Angry Happy Marrmal
N b,
o o
e N
Sad Scare Smiley

5. Change the Expression values to adjust the strength of the applied expression.
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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.

| rinkle Mose | | | | ] 1 nirinkle Mose
&d . . & o
| w Raize Left Noze Wiing | w Faize Left Hose Wling

__E Faize Lip Edges | | | wop g Raise Lip Edges |
mp & . m & .
—r o~ Raize Left Lip Edge | " —» gy Raize Left Lip Edge

O O

| w Droop Lip Edges f ; wmopgp Droop Lip Edges
| B
| i | | ——

e —

o Please note that each template is a combination of different values from the facial feature

sliders.

— g~ Droop Lowe

I:::I:

Faise Right
Raise Nose'
= —

R aise Right

o ———
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Face Keys and Sprite-based Heads

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 contains 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:

- e e
[Meulral] Happy_1 Happy_2
E e E=l
L] » i ] L] (]
Happy_3 Happy_4 Happy_5
e e
ik il ik { ]
Happy_ B Happy_7
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1.You are actually changing the slider values in the Modify tab.

** Marrow Eves
o -:::r.—_-

t Cloze Right Eve s

flowve Jaw LeftiRight
£
H O

2.CrazyTalk Animator then receives the value.

Animations @

3. It searches the element list of the facial feature to find if any element maps the value.

q
]

4.0nce it finds the media that maps to the value, then it retrieves the media from the list and

replaces the original element.
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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.

ol

2.If you are using the mouse as your input device, then press and hold the left-mouse button inside

the interactive area.

2D Motion Eey Editor

Facial | Template I Maodify

Select and drag facial features to edit.

g

The Interactive Area
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3. Drag the 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.

4.1If 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.
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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.

A
2.Select any feature in the Face Key Editor and drag in the interactive area to modify the model's

features.

A

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.

A

e The Default Key feature neutralizes the keys in the Head, Face and Eye tracks inside the

current frame.
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Utilizing the Action Menu for Expressions

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.

e

Lo

(@

¢

2.Click the " Action Menu button. You will see a menu pop up.

Action Menu Editar

Brawo

= (@

e
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3. Select any command except the Action Menu Editor.

Action Menu Editar

EEETTV
@a@

e

4. The character will then start the expression command.

tﬁl{]@

See Also:

e Applying an Action Menu from the Library

e Defining a Custom Action Menu

e Collecting Expressions or Motion Clips

Animations @
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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 " Action Menu button. You will only see the Action Menu Editor, in the working
area.

Action Menu Editar

3. Go to the 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.

SRR i
[ 3 - |
! +. EpamaSion Template b o Barg ¥
Tempdats Camiom Y
HrarniSan THrL w_iLl

5 AR W

4. Click the Action Menu button.
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5. You will see all the commands compacted in the template. Pick one command and the actor will

start performing accordingly.

Action Menu Editor

Idle_Maormal

[dle_Huff
Witalk

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).

Eaypt Dance o

Brava e

Ch My God
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Add Commands into Action Menu

1. Select a character in the Stage Mode.

2. Click the E
the character and select the Action Menu on the right-click menu.

Action Menu button on the left-side tool bar. Alternatively, you may right-click on

3. You will see Action Menu Editor in the working area. Click it.

Action Menu Editar
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4. Click the Add Motion button in the Action Menu panel. It is empty by default.

Action Menun =

Action Frame Farrmat

o+ |

5. Browse to the template folder of CrazyTalk Animator.

o The path of the template folder is:
XP: C:\Documents and Settings\All Users\Documents\Reallusion\Template\CrazyTalk 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 Menun =
Action Frame Farmat
Eoypt Dance 144 cthiotion
Brawvo 151 ctF S
Ch Wy God 23 ctPerform
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7. Optionally repeat Step 2 to 5 until all the desired motions or facial expressions are added into the

menu as a command.

Action Menu Editor
Eavpt Dance
Bravo

Ch by God

8. Save this custom Action Menu into the Custom Library for re-use on any other characters.

5|

AT ALY

o 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

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.

2. Click the = Show Timeline button (Hotkey: F3).

3. Press the Collect Clip button down to show its track.

Timeline
— » - ;
— Hl B . 5
Cherry 01 [=] Callect Clip Transfarr
Collect Clip [=]

4.Drag to make a range to collect the current motions or expressions into a clip.

m. ¢3J"‘|| 1

F 3 10 15 | 75 30

Callect Clip | Transform || Flip || Wis

4 3
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5. Right-click within the range. A menu will pop up.

Fr o mLdn |} Mo = o
FE 10 15 . B 30

Collect Clip | Transfarm | | Flip | | Wis
. ut e+
Copy Crl+C
Faste Cirl+4
Delete Del
Inser Frame

Delete Range

Export

Export 30 kotion
Export Facial kotion
Export Perform

o 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.

o 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.

o 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.

o 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.

e ——

o 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.

Actor D1 2D Mation Actor D2 zD Mation
Motion Move_Run_Happy | Motion Move_Run_Happy |

Laver e Layer +
Body_Transform + Body_Transform

Baody_Sprite 1+ Body_Sprite

Body_Deform * + Body_Deform +

L Hand_T + i> L Hand_T

L Hand_% ® L Hand_%

L Hand_D * * L Hand_D +
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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.

Actor D1 Actor 02 30 Motion
Motion _ Motion
30 Angle | [> 30 Angle
[+ 3D Motion Layer [x ||+ * + i 30 Motion Layer [x ||+ I
L &rm . + + o| L arm . |

o 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.
Actor 01 Actor 02
v \aoice Clip = || Brava v iaice Clip = | Brava
Yoice Yoice
Lips Lips
v Facial Clip = || Brava | v Facial Clip = | Brava |
Head * | %" * * 0| Head + | e+ + - o|
Face * - ¢¢¢0| Face # e A e ¢0¢0|
Eye * 0| Eve + 0|
Face Motion Bravo | Face Motion Bravo |
Face_Transform * + Face_Transform *
Face_Sprite i> Face_Sprite &
Mouth_T = * + Mouth_T
Maouth_S [&] [ttt o] Maouth_S e s

o 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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Actor 01 Face Actor 02 = 3D Motion 2D Motion Face
4 Motion o [ewesy | I Motion B
3D angle [ 3D Angle [
3D Motion Layer [x] ||+ + * + 3D Motion Laver [®
L Arm [l )|+ + +* + L Arm [
Layer [ e e s =] Layer [ e
Body_Transform [ * + + |* + Body_Transform [ ||+
Body_Sprite [ fj 1 & @ Body_Sprite [
Body_Deform [ |f + - Body_Deform [ |f +
L Hand_T |+ + + + * + L Hand_T [ |f +
L Hand_% [ fje L Hand_% [ ffe
L Hand_D [ ||+ + L Hand_D [ |f +
(woice Clip [ || Bravo (w Woice Clip [ | Bravo
Woice Moice
Lips I Lips I
(¥ Facial Clip [ || Bravo (w Facial Clip [ | Bravo
Head B+ | e+ . + + Head B |+ | |+ . + |
Face I [f* |[#++ * HEe+ +r e Face X [# [##+ ¥ tees e e
Eye [ ||+ + Eye = |+ +
[+] Face Mation [® || Brava [+] Face Motion [# | Brava i |
Face_Transform (] + + Face_Transform = ?
Face_Sprite [= Jfe Lo [> Face_Sprite [ e
Mauth_T = + + Mouth_T [x
Mauth_S & [ttt Mauth_S =

o You may use the custom clip files with the following methods:

= Drag and drop the file onto a target character.

= Defining Custom Action Menu
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Collecting Clips for Props

If you create a prop (containing single or multiple sprites) with animations, and you want to export

the animation, then you may use the steps below:

1.Select a prop (Multiple sprites) with Sprite Transform or Sprite Switch animations.

2.Click the = Show Timeline button (Hotkey: F3).

3. Press the Collect Clip button down to show its track.

Bomber Callect Clip Transfofmr
Collect Clip

[#] Motion [x]
Bomber_T X |+
Bomber_=
Misslez_T + A
Misslez_= [
Misslel T = |+ .
Misslel_S [
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4.Drag to make a range to collect the current animations into a clip.

Collect Clip 1
[#] Motion
Bormber_T +
Bomber_%
Misslez_T * +
Misslez_=
Misslel_T * +
Misslel_ =

5. Right click within the range and select Export. Save it as an animation file (*.ctAnim)

Collect Clip i l |
: Cut Crl+=
i D Copy Ctrl+
Bomber_T o Paste Ctrl+4/
Bomber_S ] Delete Oel
Misslez T + Ingert Frame
Misslez_s = Delete Range
Misslel_T + ':Exp'ﬁrt
Misslel S

Applying Animations to Props

If you have exported the animation of a prop, then you may apply this animation to any other
props. Please note that the number of sprites of a new prop must be equal to the prop from which

you export the animation from.

1.Select a new prop.
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2. Right-click on where you want the motion to start in the prop's Motion track, and select Import
to load the animation into the new prop.

Tree_03_creen [ | NI

+| Moti

rnonT = Cirle
Copry Crl+C
Faste Ctel+Y
Delete Oel
Break Ctrl+B
select All Clips
Fename

3. The new prop will then start the animation.

Note:

o The animation will fail to load if the sprite number is different from the original one.

Load file failed!

2014 Reallusion



Animations @

Seven Ways to Generating Body Movements

There are seven main methods to generating body movements for a character.

¢ Body Movements from the Library

e Using 3D Motion Key Editor

e Using the Sprite Editor to Switch Hand Gestures

e Runtime Setting up Pose-Switching Animations

e Using the Body Puppeteering Panel

e Using the Body Key Editor

e Utilizing the Action Menu for Body Motion
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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

e 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 Perform library.

AN
. ' m
wadd +

3. The character will then act out the animation.
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e

o 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.

o Each template, in the Perform libraries, contains Motion and Face (voice and expression)
data. Applying a template of this type will have the character perform and speak with

expressions on its face.

o To use the Action Menu templates, please refer to the Utilizing the Action Menu for Body

Motion section 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.
2. Go to the Motion or Perform content folders in the Animation tab of the Content Manager.
3. Apply the desired template. The character then starts to act the motion.

4. Wait until the play back auto-stops, then apply the same template again.

5. Repeat Step 3 and 4 to loop the motion.

o Please refer to the Speed and Loop section for more information.
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Using 3D Motion Key Editor

CrazyTalk Animator meets the highest standards of human bone structure and motion editing
systems. Using HumanlIK 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:

e Producing a Custom Pose or Key-frame Motion

e Layering Motion Layer Keys to Existing Motions

Please also refer to the sections below for more information:

e Introducing the 3D Motion Key Editor

e Locking Bones

e Fine Tuning the Motions with IK, FK

o What is IK / FK?

o How to Use IK?

o How to Use FK?
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Introducing the 3D Motion Key Editor (New)

r T r
180 225 270

keving Mode:

‘@ Full Body
0 Body Part
Finning:

[ Move ﬁ &
[ ] Rotate “ ‘

[] Mirror A =
o i i
Y a a

The dummy in the 3D view displays the character's current 3D pose. You may
1. 3D View | Double Click on a body part to select it.

i}

The 3D tools in the bar can be used to control the direction of the 3D view and
move or rotate the body part.
Camera Tools

. #* Home: Reset to the initial angle of the 3D view.
2.3D o 4 Zoom (Mouse wheel or Alt + Right + Left-mouse-buttons drag in 3D view):
Toolbar Zoom in or out the 3D view.

P Pan (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.
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IK or FK Tools
) £ Move (IK): Move the selected body part (bone).

° 2 Rotate (FK): Rotate the selected body part (bone).

Drag the slider to determine the angles of the G2 character. You can also add 3D

3uAngle angle keys by dragging to different angles in different times to turn the character.

Slider

You may choose the radio button to determine if the chain reaction applies to only
the limbs or the entire body.

e Full Body: When you move any body part, it maybe drives the torso part to move
along.

e Body Part: If you only want to move the limbs or head, then choose this radio
button.

Y
| /

The original pose of Choose Body Part Choose Full Body

the character. and drag the hand, and drag the hand,
only the limb is the entire character
influenced. can be influenced

and moves along.

When you are editing a body part, the locking status of other ones can be defined
5. Pinning in this section.
Status Please refer to the Locking Bones section for more information.

Activate this box so that you may simultaneously adjust the same body parts from
6. Mirror both sides.

Click these two buttons to retrieve pose. Please refer to the Setting Default Keys
and Resetting Motion Layer Keys section for more information.

7. Reset /
Default

8. Dummy |e Select one of the body parts to offset the corresponding bones.

Pane
e Icons:
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: 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 editing another body part.

: A locked body part. It causes the corresponding body part not to move nor
rotate when you are editing another body part.

8 : 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

The Key-frame Motion is the traditional method to create motions for a character. You need to
set different keys in different 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 Key Editor S button.

3D Motion KEev Editor =

,

180 220 270 A 1] 45 a0 134 180
Keving Mode:

® Full Body
0 Body Part
Finning:
Moy = !. & N

Rotate L y i

Mirrar

N -1
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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 a motion key by editing different body parts with IK or FK methods in the dummy pane.

Motion E [I
3D Angle <

3D Motion Layer + | *

Body - +

Head + +

L Hand + | I

R Hand + | |

L Leg + +

R Leg + *

The 3D motion key in the timeline

[E3]

=

=

3]

Set a 3D motion key to the character.
track.

5. Optionally drag the angle slider to change the direction of the character.

{
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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.Set a pose in a time frame.

Motion . EI
3D Angle e

3D Maotion Layer + | |*
Body * *
Head + +

L Hand + | |*

R Hand + | |#

L Leg +* *

R Leg + +

2.In order to auto-generate transitions between two manually set motion keys, you need to make

sure the Edit >> Motion Clip >> Clip Auto Extend is activated.

M

#+  Project Settings...

Preference..

Ctrl+Z

4

Ctrl+5Shift+P

Ctrl+P

v 3D Motion Angle Align

v  Clip Auto Extend
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3. Go to another time frames and set another 3D motion layer key.

Motion = [.]  [First Default Clip ...|
30 Angle = I : ]

. 30 Maotion Layer [X] |+ * *

- Body . + +
Head X |+ + +
L Hand = |+ . +
R Hand B |+ * .
L Leg X |+ + +
R Leg [ |+ + B

The motion layer key generated in the
Setting another motion layer key. tracks. (Transition is auto-generated

as well)

4.The in-between animation is automatically generated.

Key-frame animation is auto-generated.
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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.

—
‘\,_____/—_\—.
il Time Warp Linear _
H Transition Curve | Ease In %J I
Ease Qut I

L Hand N Ease In Qut

R Hand [ |+ Ease Out In

L Leg = |+ Custom

R Leg ([ g

The Ease In curve is applied.

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

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.

*iD
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.
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4. Select and adjust the body parts you wish to edit with the X s or D tools. The key will
automatically be added into the 3D Motion Layer track and be blended into the motion in the
Motion track.

g

Maotion i@ Flatten 30 Motion_01 - Transitio...
3D Angle | |
3D Motion Layer|[x + + |~

Adding a 3D motion layer key for offsetting
The 3D motion layer keys affect the motion clip.
bones.
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Setting Default Keys and Resetting Motion Layer
Keys (New)

In the 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
1 Body Part
Pinning:
Move

Fotate
Mirrar
L ©
LD Y=Y~

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.
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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 character 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 All Animations,
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.

Action Menu g
Sprite Editor
Puppet Editar r
Mation Key Editor »
Layer Editor

Delete h

Cpen Timeline Track

3. The character will keep the current pose. You need to spend a lot of time to modify the bones to
make the character act a pose similar to the default one.
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4. Click the |L

modification.

] Default button in the Edit Motion Layer panel to save the time for

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 Motion layer track and its sub-tracks.

Moticon @ [l
30 Angle o

3D Motion Layer * *
Body + | |+
Head * | e

L Hand + | *

R Hand + |

L Leg + | e

R Leg + | e
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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.

[+ Motion [+ | Flatten 3D Motion - Transition Curve: Line...

3D Motion Layer +*

2. Go to the desired frame, set one Motion Layer key to tune the bone offsets for the Perform
motion.

Motion Bl Flatten 30 Motion - Transition Curve: Line...

3D Motion Layer|[x [+ *
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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:

o Delete this newly added key and add a new key again.

o Click the |("—‘)l Reset button in the Edit Motion Layer panel and start editing again.

The Reset button actually adds a motion layer
key that gives the priority back to the

underlying motion clip.
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5. After a new key is added, the motion after the key will be influenced.

6. Go to the end of the motion and click the |Ll Reset button again to retrieve the pose in
the motion back.

Ay
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Locking Bones (New)

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.In the dummy pane, select the left hand and foot body parts and activate the Pinning >> Move

box.

Pinning:
v Move
Fotate
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You may also right click on one of the body parts to quickly switch its status.

et &

> O
) ©

"

3. Select another body part.

4. Move the corresponding body part of the body part.

The colors of the gizmo represents the three axes: R=X; G=Y; B =2.
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5.The locked left hand and foot will stay where it is.

This is what you see if the moves of

the hand and foot are not locked.
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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 Pinning >> Rotate feature.

1. Apply a character with a start pose.

2.In the dummy pane, select the head body part and activate the Pinning >> Rotate box.

Pinning:
Maove

a a v Rotate

(-] Lih (&

You may also right click on one of the body parts to quickly switch its status.

ap 0"

W P
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3. Select another body part.

4.Use the gizmo to rotate the corresponding body part of the body part.

The colors of the gizmo represents the three axes: R=X; G=Y; B =2.
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5.The head tries to keep at the original angle.

~

This is what you see if the rotation

of the head is not locked.

o 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 (New)

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/FK (New)

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.

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.
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How to Use IK (New)

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 ~— 3D Motion Key Editor button. Alternatively, you may right click on the desired
actor and select Motion Menu >> Edit Motion.

Action Menu 4
Sprite Editor

Puppet Editar 3
Motion Key Editor 4

Layer Editor

3D Key Editor
Actor k

Deform Editor

Remaove Ani

Delete

Open Timeline Track

3. Change to the L tool in the 3D Toolbar.

4. Select a body 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.

HJ
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How to Use FK (New)

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 ~— 3D Motion Key Editor button. Alternatively, you may right click on the desired
actor and select Motion Menu >> Edit Motion.

Action Menu 4
Sprite Editor

Puppet Editor 4
Motion Key Editor 4

Layer Editor

3D Key Editor
Actor k

Deform Editor

Remove Ani

Delete

Open Timeline Track

3. Change to the 9 tool in the 3D Toolbar.

4. Select a body part (in this case, the upper body) by double clicking it on the dummy in the 3D
view or by simply clicking it on the dummy graphic.

A

il
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Using the Sprite Editor to Switch Hand Gestures

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

3. Click the ‘ Sprite Editor button.
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4. Pick one of the hands of the character. You may then see all the elements listed in the Sprite
Editor.

i) il e
.I lll II'l‘"n! II'\; .!]
||_J 4 i J \ :|
00 Default 01 Relaxed a 02 Relaxed b
\.";'1|I'|I [ A Ib- ]
'|;|. 'Illl' [ﬂ II-T'.I ,/:E\)
4 Ly &
03 Relaxed ¢ 04 Relaxed d 05 Vickory 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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7. Different hand gestures will then be assigned.

v

8. Go to different time frames and repeat the procedure to assign more hand gestures to the
character.
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Runtime Setting up Pose-Switching Animations
(New)

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 opening the Sprite Editor.

1.In Stage Mode, apply a character.

2. Apply a motion to the character.

3. Go to the time frame when you want to set a pose that does not exist in the sprite.

Anticipation for desired poses.

[

4. Make sure the character is selected and click the Runtime Composer button to open the

panel and switch to the Sprite tab.
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Runtime Composer |:|

Body Face

Bone Sprite I Joint Mask

Sprite angle : 0

Mowe :
w |03 =y ooy 2
Scale .
Wi 1000 S @ H|{nz2o I
Rotate :
R0 =
B I | % I | Replace ]
| ® ‘ V| Show Bone

5. Pick the desired body parts that you want to initialize by clicking on the dummy.

+

6. For adding expected pose, click the | ]Add Sprite button.

7.Load a prepared medium to add a new pose to the sprite.
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Sprite angle . 0

x|
Sca[l gf’ @

L+ J[ = |

8. The original pose is then switched to the new one and a sprite-switching key is added.

Maotion

=

Body_Sprite

E [ <

The original pose is replaced by

A new sprite switching key is added.

the new one.

9. If you want to have a precise value for the position and size of the new pose, then adjust the

values of the Move, Scale and Rotate.

ove

¥ 456 | vy 1245 2

Scale

W | 46.1

S8 H4E1 S

Rotate :

< e 15

o Press down the || Keep Ratio button for resizing in current ratio.
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Using the Body Puppet Editor Panel

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.

6 | Wb 3 O F

Body Animation Profile: | Base hotion . v

|Body Parts |

o Base Motion (Full Body Puppeteering): This includes full-body puppeteering profiles which you
use to animate characters.

n ldle
ﬂ Mood
Move
Talk

o 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.

B~
T

u Torso
Le
;

e —

LF]

. The front preset: With an "F" on the top-left of the icon.

. The side preset: With an "S" on the top-left of the icon.
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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.

Preset " mMask | (® Slider control

. . . 1 Mousze control
Select sprite to manipulate the motion

Exaggerstion
{r 100 5
Speed
100 (=
Hips Davvn Hipz Up
Hipx Mation

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.

11 Elider cantral

® Mouse control

Exaggeration

2 100 (2

Speed
100

5. Switch to the Mask tab in order to activate, or deactivate, certain parts of the body during

puppet motion.

Preset Mask

Unzelect to Mask out the puppet
mation.
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6. If you are satisfied with the preview results, then press the Ctrl + Enter to start recording.

e

o Click the Play button on the play bar, in order to view your recording results.

o 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

'Puppet Editor ﬁJ

e | Wl & D [F

Body Animation Profile; | Base hotion v

1
(@)

[F] [5] [5]
Idle - 2

Mood MNarmal Huff SAngry 5 Boxing
[5]

jove

e

Talk 5 Marmal

Preset I Mask ‘@ Slider control v/

©) Mouse contral

Select sprite to manipulate the mation

Exagaeration
:u,:;: 100
Speed

=l:1= 100 =

Lean Left Lean Right
iz Hips Dowvn Hips Up
B, o —
® | [ e | 8

1. Switch to Click this button to switch to the Face Puppeteering panel.
Face Puppet
2. Flip Click this button to horizontally flip the selected character.
3. Body Control | g0 t one of the template categories from the drop-down list.
Template . . . . .
C Please refer to the Puppeteering - Base Motion section for more information.
ategory
Mask tab: Select the body part of the dummy for mask puppeteering. Only
4. Preset and the selected part will be triggered during the previewing or recording process.
Mask Pane Preset tab: Define the motion weight of the selected body parts. (Pipeline
and Pro only)
5. Preview Click this button and then press the Space bar to preview the motions
(Space bar) triggered by your input device (Mouse by default).

Press the Move, Zoom and Rotate buttons to puppeteering the
6. Puppeteering transformation motion of the selected character.

Modes Press the Actor button to puppeteer the body movements of the selected

character.
. . Switch tabs to define a triggering methods for character motions.

7. Triggering ) :

Methods 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.

8. Record . . .

(Ctrl + Enter) 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

Please refer to the Puppeteering - Base Motion section for more information.
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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.

Begaing

Only one clip in the track.

Puppet and record from the same start 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 I Eeqgqing

Fuppet Clip

¥

Only one clip in the track.

New clip added from the middle
of the

previous clip.

The previous clip is overlapped
instead of
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.

gy

Given an angry idle clip. same start

Idle_anagry Puppet Clip

Recording r-1and motion from the

middle of the

Hand motion blends from the
previous clip.

(Hand motion blends with
frame.
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 character's transformation path.

1. Select a character.

2. Go to a specific time frame where you wish to start to puppet the character's transformation data.

3.Clickthe =~ Puppet Editor button to show the puppet panel. If it brings up the Face Puppet

Editor panel, then click the Ll Switch to Body Puppet button.

The Body Puppet Editor panel will now show.

4. Press the Move button down.

5. Press the Space Bar to start previewing. (Or click the Preview Ll button and press
the Space bar)
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6. Press Ctrl + Enter to start recording, or click the E} 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.

7y
:)

=
i

Q%Q

7.Press Space bar, or ESC key, to stop recording.

8. Go to the time frame in Step 2. Repeat the steps to puppet and record with the Zoom or

)

The illustration below shows the Zooming results.

Rotate buttons pressed.
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9. If you have puppeteered the Move and Zoom data of the character, then you will see the

Transform Path.

Front 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.

. a | TR SRR

Body Animation Profile: | Base Motion

:Elndy Parts |

2.Select the Idle, Mood, Move and Talk icon.

“ ldle
ﬂ Mood
Move
Talk

3. Pick any one motion template from the category list.

AN 0] []] [

Marmal Huff SAngry 8 Boxing

4

S Marmal

4. Press the Space Bar to start previewing. (Or click the Preview |L| button and press

the Space bar)
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5. The character will then perform the built-in motion of the template when you move your mouse in

a circle.

o A clockwise circle motion will cause the character to move forwards.

&

;'L-":??

.n.

3

o A counterclockwise circle motion will cause the character to move backwards.

o The faster the mouse moves, the faster the character moves.

6. Press the Space bar again to stop previewing.

Space bar to start recording the motion during puppeteering. The motion can be triggered with

7.Press Ctrl + Enter to start recording, or click the | l Record button and press the

the same mouse manners as you did in the preview mode.

8. Press the Space bar or ESC key to stop recording.
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9.0nce the recording stops, a clip containing all the recorded motions will be stored as a single clip
in the Motion Track of the character.

o Click the Play button on the play bar to view the recorded puppeteering results.

o Use the front preset for front characters, and the side preset for side characters. Mix and

matching presets may sometimes cause unexpected layer issues.

LF]

o The Front preset: Represented with an "F" on the top-left of the icon.

o | The Side preset: Represented with an "S" on the top-left of the icon.
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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. Go to 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.

Puppet Editor =

e | |4 & O (F

Body Anirmation Profile: | Body Pars
Base Motion

4.Select the Arm, Head, Torso or Leg icons.

d-i__l-n. A m
. '
| &

s Head
_

5. Pick a motion template from the body part category list.

B T & Y ¢

Circle Circle L Circle B 5 Circle
ms] @ R @

< 7

S Circl... 8 Circl... 5 Stretch 5 Stret. ..
@ [ ] [ | 8 | b

bt

6. Press the Space Bar to start previewing. (Or click the Preview | @ l button and press

the Space bar)
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7.The character will perform the built-in motion template when you move your mouse in a circle.

o Move your mouse in a clockwise motion for the character to move forward.

o
awh%%

o Move your mouse in a counterclockwise motion for the character to move backwards.

9.

o The speed of the motion is determined by the speed of the mouse motion.

N T
a7

8. Press the Space bar again to stop previewing.

9. Press Ctrl + Enter to start recording, or click the L‘ Record 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 preview mode.

10.Press the Space bar or ESC key to stop recording.

o Click the Play button on the play bar to view the puppeteering recording results.
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11.Go to the time frame in Step 2. Repeat the steps to puppet and record by selecting individual
body parts and motion presets.

-
)

sy

12.0nce 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 patterns.

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.In the Body Puppet Editor panel, select the Walk preset from the Base Motion category.
3. Choose the Slider Control radio button.

& Slider cantrol

Mouse control

Exaggetation
b 100

LA

Speed

]

100

L]

4. Start to preview (hotkey: Space bar) or record (hotkey: Ctrl + Enter).
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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.

o The Speed value decides the speed of the looping motion.

1", rll". ) ! *
|i
_— o

/P?r‘ "__ -

o
I | ‘3:

Looping once for a lower Speed value.

Looping several times for a higher Speed value.

6. Switch to the Preset tab. Picking a body part on the dummy pane will cause the relevant sliders

to appear.

Preset I Mask

Select sprite to manipulate the mation

Hips Davwen

Hig Mation
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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.

Lean forward Head raise Hip Low + Long Stride

o Click the Play button on the play bar to view the puppeteering recording results.
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Mouse Control Mode

= Slider control

® Mouge cantral

Exaggerstion
Zpeed

e 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.

e The circular direction triggers the motion forwards or backwards.

Swing clockwise Swing counterclockwise
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e 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.

¢ The Exaggeration value must be set before Previewing or Recording.

¢ Changing the Exaggeration value may affect the motion weights during puppeteering.

° F"\

=

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.

B ] Bc ]

2.Switched to the Mask tab.

Preset Mask

Unzelect to Mask out the puppet
mation.

3. Press the Space Bar to start previewing. (Or click the Preview |

the Space bar)

[F] @ [F] @ 2
Strall Swwirm Threat Wialk

[¥] [ 5] [5] [ 5]

Jurmp SFly SJu... S Run

—Q | button and press
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4. Deactivate the body parts of the dummy in order to mask out the motions from these body parts.

Preset Mask

Unzelect to Mask out the puppet
mation.

JL

5. Use the standard method to preview or record the character's motion. Only the selected body

parts will be puppeteered.

o Click the Play button on the play bar to view the puppeteering recording results.
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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.

o)

b

2.Set a pose (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 templates. 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.

.\' ‘_:':"’ m J,m\

(V)

s Eas

2. Go to the time frame when the previous motion starts. Select another motion preset.

3. Pick other body parts on the dummy.
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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.

o If you do not select other body parts in Step 4, then the motions recorded in Step 1 will be

overridden.

o 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

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 Up Head Low Body Bend Legs Up
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Defining Custom Motions

1. Select a character.
2.Select a category and pick a preset.

3.Switch to the Preset tab. You will then see parameters sliders provided for this preset.

Preset I Mask

Select sprite to manipulate the mation

Hip= Doven

Hig Mation

4. Start to preview or record. The character will keep repeating the motion.

Initial walking motion
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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

e —

o The parameters are different from preset to preset.

o 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 Body Key Editor

CrazyTalk Animator integrates various key-editing panels into one single Body Key Editor. You

may utilize it to add/modify transform keys to all the limbs on a character.
The Body Key Editor has two main functions:

e Producing key-by-key animations.

¢ Modifying existing motion keys.

Please refer to the sections below for more information:

Introducing the Body 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 Body Key Editor

Invoking the 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

Body Key Editor, you may:

o+
e Click the k 2D Motion Key Editor button. If it brings up the Face Key Editor, then click the

_Ji"‘ | Switch to 2D Body Key Editor button.

e Double-click on the desired key in the T sub tracks, under the Motion track, to edit the existing
key.

e Double-click anywhere in the T sub tracks, under the Motion track, to initiate a new key.
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User Interface

2D Motion Key Editor
1 e |
Pose I Body ] Face ] Deform I
D
|
L]
P |}
Lo Lo JL b |]
| | |
1 2 3 4 5 6

1. Switch to 2D

Face Key Editor Click this button to switch the panel for face key editing.

Click this button to reset a transform key for the selected body part.

. e Because the transform keys from the Pose and Body modes are stored in
2. Reset Sprite 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.

Click this button to reset the transform keys for all body parts under the
3. Reset All current mode.

Click this button to reset the transform keys to all body parts. It is helpful
4. Default Pose | when you want the character to return to the default pose.

In the Pose and the Body mode, you may select specific limbs or body parts
for moving, scaling and rotating.

5. Dummy Pane P
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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 deform
for a more dramatic motion effect.

@i
»* . .
e

Click these three buttons to switch to different modes for moving, scaling
and rotating selected body 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 =
Pose l Body I Face Deform

2014 Reallusion



Animations @

Using FK and IK

1. Select a character and click the Motion Key Editor button.

0.

e

2.Pick a Hand. You will see two concentric circles for use with the FK method.

g —
1:1-. 0

E J I— ¥, "' \ e

o Drag the outer circle to rotate the hand, and the geared body, in an opposite direction.

/&
Q3

\

> Y
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o Drag the inner circle to rotate the hand, and the geared body, in the same direction.

=
o= S
- .}r

3. Pick a Leg. Drag the cross arrow inside the circle in order to use the IK method to relocate the
feet.

o 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.
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4. Pick the Body. Drag the cross arrow to move the pelvis of the character. This is easy when

wanting the character 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 Body Key Editor.

2.Set a pose.
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3. Pick individual body parts and change the size of each one.

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 Body 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.

2014 Reallusion



Animations @

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.

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 Property Tool Bar.
®p X |99 = v izes [ wiiooo S @ Hitooo (S RO - V' Mirror |Forward v, g § w w
X, Y: Enter these values to decide the location of the body part.

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: Enter a value 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 symmetric limbs.
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o Choose Forward to cause both limbs to transform in the same direction or orientation.

\ G

[
i
-

o Choose Reverse to cause both limbs to transform in opposite directions or orientations.

].un_. L E ]

« : Click these buttons to perform a horizontal or vertical skew of the body part in
order to fix body stretch or distortion issues.

¢

o ' Vertical Skew Up: Click this button to skew the body part upward in 5-degree increments.
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8

o Vertical Skew Down: Click this button to skew the body part downward in 5-degree

increments.

o Horizontal Skew Left: Click this button to skew the body part leftward in 5-degree

increments.
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o Horizontal Skew Right: Click this button to skew the body part rightward in 5-degree
increments.

R

o 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 ——
= x> oELdES

I FE 10 15

Walter | Collect Clip | | Transfarr
Maotion Sit_phaone_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 Body Key Editor panel.

\! )

2.Go to a desired time frame where a body part starts to detach from the character and set a pose.

3. Go to another time frame and move the body part away (You may optionally resize the body part).

o 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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3. Pick on the face dummy or directly click on the facial feature to select it.

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.

K ¥ gg > v l1ze8 [ w1000 - @ Hitooo (D R0 = V' Mirror Forward || 51 % N

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 a value 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 symmetric features.
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o Choose Forward to have both features (the eyes in this example) transform in the same

direction or orientation.

o Choose Reverse to have both features (the eyebrows in this example) transform in opposite

directions or orientations.

diww

order to fix features stretch or distortion issues.

: Click these buttons to do a horizontal or vertical skew of the facial feature in

¢

o ' Vertical Skew Up: Click this button to skew the facial feature upward in 5-degree

increments.
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8

o Vertical Skew Down: Click this button to skew the facial feature downward in 5-degree

increments.

o Horizontal Skew Left: Click this button to skew the facial feature leftward in 5-degree

increments.

2014 Reallusion



o Horizontal Skew Right: Click this button to skew the facial feature rightward in 5-degree

increments.

e

o 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.

P

»

W <+ > B0 S

150 200 450
Zoey [x] | Collect Clip || Transfarr
Face Motion [x] | Tallk_Explain
Face_Transform l& +
Mouth_T *
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Default Pose and Absolute Key

Inside the Body 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 manually. 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 manually.

o |
I n

‘f} l Default Pose button in the
Body Key Editor Panel. All body parts will then return to their initial status.

2.To do this, go to another time frame and click the |

Mation
Body_Transform * 4 e e 4
i Face_T B [+ B
=~
mn Meck_T + +
Up Torso_T [ [+ + + 4
R oArm. T e ,.ff“/
m [z |* + + *
L Shank_T B |+ +
L Foot T = |+ ‘;
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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
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4.If you wish 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 track in Step 2 to retain the

pose.
+ [Dance_Gymrsstia Transit
4 Body_Transform  [E] |[# &+ +4
:- ' Face_T * * +
/ Meck_T * +
Up Torso_T +* - +
RoArm. T B .--"""/
/_/E'ﬂ'ﬁg-l't'_l' + + # *
L Shank_T + +
L Foot T [= |+ + [+
—_

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
(New)

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.

IC

Perform_See you_0

G

Perform_...e_male_0

3. The character will start to perform the applied 2D motion.
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>
4. Click the k 2D Motion Key Editor button to open the panel.

2D Motion Key Editor [ x|

Pose l Body I Face I Deform

O Lo | b |

—_—

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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4

6.Switch to the Body tab and adjust the transformation of a body part.

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.
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8. 0n the working area, drag the four control points to distort the body parts.

9. The deformation keys will be automatically added to the timeline of the character.

Black Dummy | Qpacity || 30 Motion |

Motion

20 Motion

Perform_Surprise_rale_0{0) - Transitian ...

Body_Deform * *

10.Play back to view the tweening results caused by the Motion Layer and Deform keys
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Utilizing the Action Menu for Body Motion

CrazyTalk Animator provides a feature for you to embed motions to a character. Simply use the

right-click menu to command 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.

o~

| JRES |

n

2.Click the " Action Menu button.

F"‘ ‘A“’

Action Menu Editar

electricdance
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3. Select any command except the Action Menu Editor.

b 4 Action Menu Editar

Y e, |

1

4. The character will then start to perform the motion command.

> | -

See Also:

®:

e Applying an Action Menu from the Library

e Defining a Custom Action Menu

e Collecting Expressions or Motion Clips

2014 Reallusion



Setting Custom Default Pose with Action Menu
(New)

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.

Customized default poses reveal the
The characters with given default poses.

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:

e Set an appropriate pose that matches or strengthen the character's personality.

e Sharing a character with custom default pose with your co-workers for group working in creating
animations.
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Step 1: Creating Custom Motion

1.Apply a G2 character (the default pose is baked within it).

2. Have the character act a certain motion.

Methods:

o Applying a motion from the library.

o Use the 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 [x Collect Clip 30 Motion
=

Collect Clip
[ Motion %] | First Default Clip - Transition Curwve: Li...
30 Motion Layer + + +

4. Make a range within the Collect Clip track (one-frame range is allowed).

Black Dummy [x Collect Clip
Collect Clip ‘ l\} [: E E E»
|& Motion "\ | First Default Clip - Transition Curve: Li...|
30 Motion Layer * * +
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Please make sure that the first frame of the motion in the range contains a desired pose that
is suitable for the character.

[ |+ 3

[ +

+*

—

e S

5. Right click in the range and execute Export 3D Motion command. Save the range as a new 3D

motion file.

Cut
cop}f

IE| Paste

Delete

Insert Frame

Delete Range

Export

Ctri+X I

“iic Bl Transition Curve: L. |

Ctri+Vv +

Del

Export 30 Moation

Export Facial Motion

Curumrt Merforms

Step 2: Loading Motion Clip to Action Menu

1. Right click on the character and select Action Menu >> Action Menu Editor.

b

Sprite Editor

Puppet Edita

Action Menu Editor

Man

Motion Key Editor
Layer Editor

Delete

Open Timeline Track

Remove Animation

4
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2.In the editor, click the Add button and load the motion file created in the previous steps.

Action Menu n
Action Frame Format -
RelaxGirl 23 ct3aDMotion
* T | + || % |

You may click the Default button in the 3D Motion Key Editor to preview the new default

pose of the character.

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 " Action Menu button. You will only see the Action Menu Editor, in the working
area.

Action Menu Editar

3. Go to the 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.

SRR i
[ 3 - |
! +. EpamaSion Template b o Barg ¥
Tempdats Camiom Y
HrarniSan THrL w_iLl

5 AR W

4. Click the Action Menu button.
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5. You will see all the commands compacted in the template. Pick one command and the actor will

start performing accordingly.

Action Menu Editor

Idle_Maormal

[dle_Huff
Witalk

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).

Eaypt Dance o

Brava e

Ch My God
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Add Commands into Action Menu

1. Select a character in the Stage Mode.

2. Click the E
the character and select the Action Menu on the right-click menu.

Action Menu button on the left-side tool bar. Alternatively, you may right-click on

3. You will see Action Menu Editor in the working area. Click it.

Action Menu Editar
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4. Click the Add Motion button in the Action Menu panel. It is empty by default.

Action Menun =

Action Frame Farrmat

o+ |

5. Browse to the template folder of CrazyTalk Animator.

o The path of the template folder is:
XP: C:\Documents and Settings\All Users\Documents\Reallusion\Template\CrazyTalk 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 Menun =
Action Frame Farmat
Eoypt Dance 144 cthiotion
Brawvo 151 ctF S
Ch Wy God 23 ctPerform
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7. Optionally repeat Step 2 to 5 until all the desired motions or facial expressions are added into the

menu as a command.

Action Menu Editor
Eavpt Dance
Bravo

Ch by God

8. Save this custom Action Menu into the Custom Library for re-use on any other characters.

5|

AT ALY

o 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

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.

2. Click the = Show Timeline button (Hotkey: F3).

3. Press the Collect Clip button down to show its track.

Timeline
— » - ;
— Hl B . 5
Cherry 01 [=] Callect Clip Transfarr
Collect Clip [=]

4.Drag to make a range to collect the current motions or expressions into a clip.

m. ¢3J"‘|| 1

F 3 10 15 | 75 30

Callect Clip | Transform || Flip || Wis

4 3
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5. Right-click within the range. A menu will pop up.

Fr o mLdn |} Mo = o
FE 10 15 . B 30

Collect Clip | Transfarm | | Flip | | Wis
. ut e+
Copy Crl+C
Faste Cirl+4
Delete Del
Inser Frame

Delete Range

Export

Export 30 kotion
Export Facial kotion
Export Perform

o 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.

o 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.

o 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.

o 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.

e ——

o 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.

Actor D1 2D Mation Actor D2 zD Mation
Motion Move_Run_Happy | Motion Move_Run_Happy |

Laver e Layer +
Body_Transform + Body_Transform

Baody_Sprite 1+ Body_Sprite

Body_Deform * + Body_Deform +

L Hand_T + i> L Hand_T

L Hand_% ® L Hand_%

L Hand_D * * L Hand_D +
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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.

Actor D1 Actor D2 3D Mation
Motion _ Motion
30 angle ] i> 30 Angle
[+ 3D Motion Layer [x] ||+ + + [ 30 Motion Layer [x] ||+ I
L Arm * + + 0| L Armn + |

o 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.

Actor 01 Face Actor 02
v \aice Clip [# | Bravo v \aoice Clip [# | Bravo
Yoice Yoice
Lips Lips e e e |
v Facial Chp Bravo | v Facial Chip Bravo |
Head * | 1% * * 0| Head + | e + - ¢|
Face + [sele o [olele]e ¢¢¢¢| Face o [olele] [o] [olele]e ¢¢¢¢|
Evye =i+ 0| Eve + 0|
Face Motion Bravo | Face Motion Bravo |
Face_Transform * + Face_Transform *
Face_Sprite ] [> Face_Sprite 3
Mouth_T * + Mouth_T
Mouth_5 ] [ttt it i Mouth_5 ] |ttt it

o 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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Actor 01 Face Actor 02 = 3D Motion 2D Motion Face
4 Motion o [ewesy | I Motion B
3D angle [ 3D Angle [
3D Motion Layer [x] ||+ + * + 3D Motion Laver [®
L Arm [l )|+ + +* + L Arm [
Layer [ e e s =] Layer [ e
Body_Transform [ * + + |* + Body_Transform [ ||+
Body_Sprite [ fj 1 & @ Body_Sprite [
Body_Deform [ |f + - Body_Deform [ |f +
L Hand_T |+ + + + * + L Hand_T [ |f +
L Hand_% [ fje L Hand_% [ ffe
L Hand_D [ ||+ + L Hand_D [ |f +
(woice Clip [ || Bravo (w Woice Clip [ | Bravo
Woice Moice
Lips I Lips
(¥ Facial Clip [ || Bravo (w Facial Clip [ | Bravo
Head B+ | e+ . + + Head B |+ | |+ . + |
Face I [f* |[#++ * HEe+ +r e Face X [# [##+ ¥ tees e e
Eye [ ||+ + Eye = |+ +
[+] Face Mation [® || Brava [+] Face Motion [# | Brava i
Face_Transform (] + + Face_Transform = T
Face_Sprite [= Jfe Lo [> Face_Sprite [ e
Mauth_T = + + Mouth_T [x
Mauth_S & [ttt Mauth_S =

o You may use the custom clip files with the following methods:

= Drag and drop the file onto a target character.

= Defining Custom Action Menu
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Collecting Clips for Props

If you create a prop (containing single or multiple sprites) with animations, and you want to export

the animation, then you may use the steps below:

1.Select a prop (Multiple sprites) with Sprite Transform or Sprite Switch animations.

2.Click the = Show Timeline button (Hotkey: F3).

3. Press the Collect Clip button down to show its track.

Bomber Callect Clip Transfofmr
Collect Clip

[#] Motion [x]
Bomber_T X |+
Bomber_=
Misslez_T + A
Misslez_= [
Misslel T = |+ .
Misslel_S [
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4.Drag to make a range to collect the current animations into a clip.

Collect Clip 1
[#] Motion
Bormber_T +
Bomber_%
Misslez_T * +
Misslez_=
Misslel_T * +
Misslel_ =

5. Right click within the range and select Export. Save it as an animation file (*.ctAnim)

Collect Clip i l |
: Cut Crl+=
i D Copy Ctrl+
Bomber_T o Paste Ctrl+4/
Bomber_S ] Delete Oel
Misslez T + Ingert Frame
Misslez_s = Delete Range
Misslel_T + ':Exp'ﬁrt
Misslel S

Applying Animations to Props

If you have exported the animation of a prop, then you may apply this animation to any other
props. Please note that the number of sprites of a new prop must be equal to the prop from which

you export the animation from.

1.Select a new prop.
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2. Right-click on where you want the motion to start in the prop's Motion track, and select Import
to load the animation into the new prop.

Tree_03_creen [ | NI

+| Moti

rnonT = Cirle
Copry Crl+C
Faste Ctel+Y
Delete Oel
Break Ctrl+B
select All Clips
Fename

3. The new prop will then start the animation.

Note:

o The animation will fail to load if the sprite number is different from the original one.

Load file failed!
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Setting Layer Keys for Characters (New)

After you apply motions to character, the layer order will be determined by auto-calculating the
bone structure of the character. 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. Go to the time frame before the character crossed legs.

Layer Editor X

3. Open the Layer Editor by clicking the Layer Editor button.

Selectthe sprite layver you wish to change first, then choose action
and target.¥ou may use Ctrl + mouse click to multi select the source
and target.

Accessary list:
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4. Select the body part of the dummy in the panel (you may hold the Ctrl key for selecting multiple
body parts).

N |

T 3
L]

5. Click the Send to Front button.

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.

L

o Move to Top: Send selected body parts to the top layer.

o

o 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).

7.Go to another time frame where you need the layer order to be reset.
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8. Click the |L| Release Key button to remove the effect of the key. The initial layer order

will now be retrieved.

L -‘_'_":'.':_ }

9. Play the project to see the result.
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Skewing the Props (New)

In addition to translate, rotate or scale props, you are able to skew them to roughly fix the slant or

purposely title the props, or to generate more interesting animation.

Tilting Props for Fitting Scenario

This feature is very useful when you get a prop from others and you need to fix the slant or tilt it
to fit the scene-context, especially for the Vector-based one (for the image one, please edit the

texture of the props with external image editor).

1. Build a scene.

2. Apply a prop into the scene. You may sometimes find that the perspective of the prop does not
always ideally fit into the scene (as shown in the illustration below).
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(1Y
3. Select the prop. Click the k 2D Motion Key Editor button. You will see four more buttons
show on the right side of the property bar.

d N ww

4. Click one of the buttons to skew the prop so that it can perfectly fit into the perspective of the
scene (please note that you may optionally transform the prop for optimizing the result).

The perspective of the prop (transformed)

Skew the prop.
conforms the one of the scene.

5. Press the ESC key to leave the 2D editing mode.
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Creating Skewing Animations

By using the skewing skill, you are able to create skewing animation for generating dramatic and
special animations.

* Please note that the track for skewing keys is not provided yet.

1. Apply a prop to a prepared scene.

2. Go to a specific time frame and set a skewing key.

3. Go to another time frame to set another skewing key.
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4. Repeat the steps as may times as you want.

5.You may also add more props and do the same steps to them (optionally apply transform data to

the props if needed).

6. Play back and the props start to distort to create a dramatic result.

The skewing brings dramatic results to
the animation.
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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 tension, then you can use the Live Camera.

Switching Camera

1. Build a scene.

2.Click on the o 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.

L

(O]
4. Click the D 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 camera.

2

1. When you are in Live Camera mode, click the Zoom, Move or Rotate buttons
to show the parameters on the Property Tool Bar.

M X 84 = v (1128 B Z|14018] R0 B W W (:)

-

2.Go to another time frame.

— el

F |

3. Enter values in the number fields of the tool bar to auto-set a key to the camera.

o You may use hotkeys to quickly set values instead of typing.

" Zoom: Alt + Both mouse buttons (or Alt + Rolling the mouse wheel - can not be undo)

X ¥

. Move: Alt + Left mouse button
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" Rotate: Alt + Right mouse button
" Curve: Camera moves at a slow-fast-slow pace to smooth its movement.

. Linear: Camera moves at a constant speed.

o Click the (:) Reset Key button to set a neutral key to the camera.

4. Repeat the steps until you complete the camera movements in the story.

o You can determine the size of the Safe Area by setting the Frame Size or Output Size in
the Export Settings panel.

o If you want to further edit other items inside of your project, then return to the Preview

Camera to prevent from accidentally setting keys to the Live Camera.
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Introducing the Timeline

| m—
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.

imeline

= | “«4 + » E. Or [ S M I = = [ M Mx [ A [ @ a & I P B CurrentFrame: 156
— 25 50 75 100 125 [ 150 1 175

ctor | Collect Clip | | Transform | | Flip | | Visible | | Link | | Opacity | | 30D Motion | | 2D Motion |

» ¥oice Clip | Woice Clip |

+ Facial Clip [ D |
Head |o STTTRITTR ebwe] oo w1 e o] [T T[]0 ¢¢+
Face el wllwiloninlle blosialoialoommes
Eye LAl e

Face Motion |:| | |

Click the Track drop-down list and select the items, in order to show/hide

them and their master track buttons.

1 | Track list
O Project
F Actor
* Prop
® Glasses
O Glasses(2)
Object- When you pick an item on the 3D viewer with this button down, the Timeline
2

related Track | will only display the tracks of the picked item.
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B. Motion Tracks

Actor | Collect Clip | | Transform | | Flip | | Wisible || Link | | Qpacity | | 30 Motion | | ZD Motion |
*Yoice Clip : Tueice Clip[ ] !
i -‘T"“' clip N r=-i- clip
||-Iead RN SR SRR e AR R S i
Face e TS TR IR R R R R TR KRR et
Eye |o * e -

[i] Elzce Motia: |:|

Item Name
1 | and Main

Track Buttons

e This track shows an item's name and its master track buttons.

e Click on the name to select the item.

2 | Track Buttons

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.

Main Track

3 | Name and

This track shows the name and its data.

Click on the name to select the item.

5 | Drop-down

List

Data e Double click on the name to select all the data in the track.
e Click the Cross icon beside the track name to hide the track.
Display Sub-
4 Tracks e Click this arrow button to show all sub-tracks.
Sub-Tracks

e Click this drop-down list in order to show/hide sub-tracks.
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C. Toolbar

[

«-I-»‘.-D.[QJ“[DE[[HD}[E]Z[@,QQ:: P W CurentFrame: 156
— — ¥

rmm— p—— rm—

Next, Previous

1 | (Tab, Shift +

This feature is for the Pipeline and Pro versions only.

e Click these two buttons to snap the play head back to the previous, next
keys or start-frame clip.

Tab)
e The key or clip will be automatically selected.
This feature is for the Pipeline and Pro versions only.
e 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
2 | Add Key and Motion main tracks.

e Double-click on the timeline cell area to add a key, or press this button.

e Keys can also be automatically added when users alter any key information in
the Modify Panel.

3 | Edit Function

Click this button to show the clip editing drop-down list.

Cut Cirl+
Copy  Ctrl+C
Faste  Ctrl+W
Celete Del

e Cut: Select the Cut command, or use hotkey Ctrl + X to cut the target key,
or clip, in the clipboard. (Pipeline and Pro only)

o Copy and Paste: Select the Copy and Paste commands, or use hotkey Ctrl
+ 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)

o Delete: Select the Delete command or press Delete button to delete
highlighted keys or clips.

4 | Break

This feature is for the Pipeline and Pro versions only.

o Break works for Clip type data in all tracks/groups.

e Click the Break button, or use hotkey Ctrl + B to split the selected clip at a
current frame into two new clips.
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e Click the Lips Editor button to show a panel to add or modify lip-synched

5 Audio Editing keys on the Lips track.
Tools
¢ Click the Sound Modify button to show a panel to modify the clips under
the Sound Fx and Music items.
This feature is for the Pipeline and Pro versions only.
e The Loop and Speed buttons work to Clip data in all tracks/groups except
Loob and for clips in the Sound Fx and Music items.
6
Speed e Press the Loop button DOWN and drag the clip's right edge rightward to
repeat the clip.

e Press the Speed button DOWN and drag the clip's right edge rightward/

leftward to decelerate/accelerate the speed.
This feature is for the Pipeline and Pro versions only.

e 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

Project Editing affecting the length of the project.
7
Tools e 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.

e Click the Add Flag button to add flag marks to the Project track. This

allows you to easily hop between events.
3D Motion
8 Angle Align e Click this button to align the selected motion clip data to the previous clip.

e Click the Zoom In button, or use hotkey Ctrl + + to increase the time (cell)

unit size.

Zoom in/out |* Click the Zoom Out button, or use hotkey Ctrl + - to decrease the time

9 | Actual Size (cell) unit size.

Fit to Window |e Click the Actual Size button, or use hotkey Ctrl + / to show the time unit

represented as 30 frames per second.

¢ Click the Fit to Window button to view all the timeline items within the

timeline window space.
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10| Play and Stop

e Click the Play/Pause button, or press the space bar to play the project,

click again to pause.

e Click the Stop button, or press the space bar to stop playing.

11| Current Frame

This field shows the current frame number on the timeline. You may also
type-in the frame number to jump to the target frame. This allows you to go
to your precise target location; this is especially convenient for animation

with clear timing control.

D. Time Scrub

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.

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 | F3%8 | Face button on

any character.

- — Lo

= H]

Mr. Rosenberg [=]

» ¥oice Clip [=]
» Facial Clip [x]
[+] Face Motian [=]
Voice Clip
o
The Voice Clip master track stores the voice file from the Create Script panel. It contains

two sub-tracks, Voice and Lips.

*Please note that this feature is for the Pipeline and Pro versions only.

voicecp i [T

e The master track stores audio data in Clip form. You can Break, Loop or
change the clip Speed.

Voice Track

— *IH e This track stores audio data in Wave form. You may only view the wave
of the voice without any editing.
Mr. Rosenberg [l Moice Clip [ | Moice Clip{0)
v Moice Clip [=]
Yoice W_
Voice
Lips Track
Lips

e You may manually add lip-synching keys to this track by double-clicking on
the cells in this track.
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Expressiveness ;

——O [100[5]

W00

e 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.

The Facial Clip master track stores the facial expression clips from the Puppet Editor -

Face Puppet Editor panel. It contains three sub-tracks, Head, Face and Eye.

Sracialce  § NEECTI
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kTN

e The data in these three tracks can be set through the 2D Motion

Key Editor - Face Key Editor.

o Please note that if there is a clip in its master track (Facial Clip), then
the Head, Face, and Eye keys within the clip range will be overridden by
facial expression keys added later on.

e Double-click the cell in these three tracks to open the Face Key Editor.

(¥ Facial Clip

Head

Face

| E E ==

Eye
e You may add head Rotating and Tilting data in this track.

e Select the Head controls in the pane and drag in the pane to set a Head
Key.

e This track stores the facial expression keys.

e Select the Facial Features on the face dummy and drag in the pane to
set a Face Key.

.

e This track stores the eyes rolling and scaling keys.

e 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

gl votncie |

Transform Main Track and T Sub-tracks

e You see all transform data of the Sprite-based facial features in these

tracks.

e These keys support Move, Copy, Paste and Delete functions.

e Double-click the cell or the keys in these tracks to open the 2D Motion

Key Editor - Face Mode.

: : ]
2D Motion Eey Editor

= — L

Mr. Rosenberg

3|

Face Motion

E3|

Face_Transform
R Eve_T
LEye_ T
Mauth_T

R Brow_T

L Brow_T
MNose_T

R Ear_T
LEar_T

Front Hair_T

Back Hair 01_T

EE EEEREEEREEREE R

o L o J[ b

Face_Transform Main Track

keys under its T sub-tracks on the same time frame.

The keys in this track are only tokens, implying that there are transform

*Please note that the T sub-tracks are for the Pipeline and Pro versions

only.
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[+] Face Motion [=] I
Face_Transform = f#:_ + + "0_: +
R Eye_T = |+ * +
LEye_T = [+
Maouth_T +
R Brow_T [x [+ *
L Brow_T X |+
Mose_ T [=] -l
R Ear_T [ i [+ |+
LEar T & |+
Front Hair_T B [+ *
Back Hair 01_T B |+

Sprite Main Track and S Sub-tracks

tracks.

e You see all sprite switch data of the Sprite-based facial features in these

e These keys support Move, Copy, Paste and Delete functions.

e The switches in this track are only tokens, implying that there are

[+] Face Motion [=]
switches under its S sub-tracks on the same time frame.

Face_Sprite [=
REye S E [+] Face Motion [=] !
L Eye.S & Face_Sprite (=l Q—t—ﬁ—ﬂﬁ—ﬁ-ﬁn
Mouth_5 = R Eye_% £ |¢ + <=
R Brow_s S LEye_5 Ed kﬁ
L Brow S | Mouth_S | hﬂ—n—h—
Mose_S = R Brow_5 & |
R Ear_% = L Brow_5 = F& e
L Ear_%= £ Mose_5 | k
Front Hair_%= [=] R Ear S & e :
Back Hair 01_5 [ L Ear S ® ¢ R

Front Hair_= [= ré _ﬂ

Baclk Hair 01_% [ |‘
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e The switches in this track are generated by manually switching elements in
the Sprite Editor. Please note that these switches are re-editable.

e There are other types of switches, there is a mark implying that the
switches are produced 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.

x Yoice Clip 3|
Vioice
Lips E
(¥ Facial Clip 3|
a [ T T EL]
Face B 4[]
eye g ol
[+] Face Matian =R
R Eve_S [ [t o b=
L Eye_5 =]
Mouth_5S [x] a—e--—-m-e-e-m 1
R Brow_5S [l i—t e
L Brow_5 et e
Mose_ 5 B [t et

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:

e 3D Motion - 3D Angle, 3D Motion Layer and its sub-tracks in blue.

e 2D Motion - Layer, Body_Transform, Body_Sprite, Body_Deform and all the T (Transform), S

i
(Sprite) and D (Deform) sub-tracks. In addition, the clips can also be produced via the
Puppet Editor - Body Puppet Editor panel.

Layer Main Track

You see all layer keys in this track.

—

"‘" e These keys support Move, Copy, Paste and Delete functions.

e O You may set layer keys by rearranging the order of body parts in the
- Layer Editor panel.
[+] Motion =

Layer [# le Please refer to the Setting Layer Keys for Characters section for more

information.
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Transform Main Track and T Sub-tracks

= [H e You see all transform data of the body parts in these tracks.

e These keys support Move, Copy, Paste and Delete functions.

Emma

E3]

e Double-click the cell or the keys in these tracks to open the 2D Motion

Motion )
Key Editor - Body Mode.

3

E

Body_Transform

otion Key Editor

e |

Pose ] Body I Face ] Deform

E

Face_T

Meck_T

B

Up Tarsa_T

[

R arm_T

[E|

=

R Forearrn_T

R Hand_T

B

L arm_T

E

E

L Forearm_T

LHand_T

B

B

Lower Torso_T

R Thigh_T

E

R - T N T

R Shank_T

[E|

R Foot_T

=

: Body_Transform Main Track
L Thigh_T

B

L Shank_T

E

L Foot T e The keys in this track are only tokens, implying that there are transform

]

keys under its T sub-tracks on the same time frame.
R Rabbit Ear 01_T

]

*Please note that the T sub-tracks are for the Pipeline and Pro versions

R Rabbit Ear 02_T

E

only.
R Rabbit Ear 03_T
[+] Motion |:|
HREORIEar 01T Body_Transform LR R e * 4
L Rabbit Ear 02_T Face T - - -
L Rabbit Ear 03_T fees b B ullN
y Up Torso_T = +
Tail 01_T [
Roarm_T =] - ________.—-r"
Taill 02_T - -
Taill 03_T Tail 03_T B *
: Tail 04_T ES *
Tail 04_T e s
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Sprite Main Track and S Sub-tracks
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k-

B =] e You see all sprite switch data of the body parts in these tracks.
e These keys support Move, Copy, Paste and Delete functions.
Body_Sprite Main Track
Emma [x]
Motion . . . . i
e The switches in this track are only tokens, implying that there are
Body_Sprite switches under its S sub-tracks on the same time frame.
Face_5S [+ Motion B
Body_Sprite K= e e
Meck S
Face_%
Up Tarso_S Meck_s
R AMM = E Up Torso_S |
R APT_S = ]
R Forearm_3S -z
R Hand_5 = Tail 03_% f==
Tail 04_%= []
L Arm_S = — s
S Sub-tracks (Pipeline and Pro only)
L Forearm_5
L Hand_% . . . . . .
e The switches in this track are generated by manually switching elements in
Lower Torso_S the Sprite Editor.
R Thigh_3S —
Please clickthe pars to replace.
R Shank_S E| ou may import nevw images or replace the ones you picked.
R Foot S Body l Face
L Thigh_% [
L Shank_= [
L Foot_= ,ﬁ
R Rabbit Ear 01_%
R Rabbit Ear 02_5
R Rabbit Ear 03_5
L Rabbit Ear 01_5 [x
7] Custom Angle
L Rabbit Ear 0Z2_%
L Rabbit Ear 03_5 [
Tail 015 E Empty
Tail 02_%
Tail 03_%5
Tail 04_%=
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Deform Main Track and D Sub-tracks

S o e You see all deform data of the body parts in these tracks.

e These keys support Move, Copy, Paste and Delete functions.

Emma

E3]

e Double-click the cell or the keys in these tracks to open the 2D Motion

Motion

3

Key Editor - Deform Mode.

EI; Enggn Eey Eilgr ﬂ

E

Body_Deform

Face_D ’7
Meck_D L]

Up Torsa_D Pose ] Body ] Face ]W
Roarm_D

=

R Forearrn_D

R Hand_Dr

B

L N

L arm_D

E

L Forearrn_D

L Hand_DO

B

B

Lower Torso_D

R Thigh_DCr
R Zhank_D B
2 il e Lo J b
R Foot_D
L Thigh_D Body_Deform Main Track
L =hank_D [=]
L Foot_ D e The keys in this track are only tokens, implying that there are transform
R Rabbit Ear 01 D keys under its D sub-tracks on the same time frame.
* _ - - .
R Rabbit Ear 02_D Please note that the D sub-tracks are for the Pipeline and Pro versions
_ only.
R Rabbit Ear 03_D
L Rabbit Ear 01_D Motion B
- Body_Ceform e e 4 e * e

L Rabbit Ear 0z_Dr

Face_D + * +
L Rabbit Ear 03_D St - JTT
Tail 01D EI Up Torso_D +
Tail 02_0 R Arrn_D 2 St Ly

+*

Tail 03_D -b

Tail 03_D A +
Tail 04_O

Tail 04_D +
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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.

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

e You see all layer keys in this track.

R = e These keys support Move, Copy, Paste and Delete functions.
- —|* You may setting layer keys by re-arranging the order of sprites in the
Microphone [=]
Layer Editor panel.
[+] Motion [=]
Layer [# |o Please refer to the Setting Layer Keys for Props section for more
information.
Tand S Tracks
T Sub-track
= _ .
e 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.
bl il [ (BB % -B40 (S Y a8 S Zion S owioon 2@ Hiooo S R0 g § =
| Motion “/ | s Sub-track
Micraphone_T =]
Microphone_S ®|° 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:

e You are allowed to add more time to the current project or trim parts of the project.

e 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.

Transfarm [ §+ + Transfarm £ * +
Flip = Flip [ | +
Visible (5| Visible (]
Link [= Link [=]
[+ Mation ] [+ Maotion ] D
Layer Layer ]
Body_Transform [ Body_Transform [
Body_Sprite 5] Body_Sprite [E] ¢:I
Body_Defarm [= Baody_Defarm = * i

o If you use these two features between keys and switches, then you are actually changing the
transition and duration in-between.

o Inserting Frames and Deleting Frames can be applied to:
o The whole project.
o Individual Actors.
o Individual Props.

e Please refer to the links below for more information.

o Inserting Frames

o 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.

2.0pen the Timeline (F3).

3. Click the Track List button and select Project to show the project track.

® Project

F Prop

4. Press down the Project button. Click the first frame on the track.
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5. Click the IE Insert Frames button on the tool bar. Enter a frame number before the start

frame.
M
nEe TATne
Insert Length
10

]34 ] [ 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.

Same start poses Motions end at the same time frame

2.0pen 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 || wisible
[+] Motion B

Body_Transform [ |+ . ‘

Actor 2 | Collect Clip || Transform || Flip | isible
[+ Motion E]

Body_Transform [ |+ + ’
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3. Click the Collect Clip button of one character to show the corresponding track.

Caollect Clip

Collect Clip

4. Click on the cell where you need to insert frames.

F 5 10 15 I 25 30

Collect Clip | Transform | | Flip | | Wis
v
B
+ + *
| Collect Clip | | Transform | | Flip | | Wis
[
* * +

5. Click the IE Insert Frames button on the tool bar. Enter a frame number.

o

i

Insert Length

10

0] 24 ] [ Cancel
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6. Click the OK button and the desired number of empty frames will be added.

7.The time of the two keys will be extended, as well as the transition motion in-between.

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. Given a project in which the objects are all animated by keys.

A [x] Caollect Clip Transform

Transform[=] |+ + *

B [=] Caollect Clip Transform

Transform/x |+ * + * *

2.Press F3 to open the timeline. Click the = Track List button and select Project from the menu.
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3. Click the Project button to show the track.

Project Project

| Camera || So

Project

4

Collect Clip

Transfarm

* +

B

Collect Clip

Transfarm

Transform *

Transfarm * *

+ + +

4.Drag in the track to make a range for deletion.

Project Project

Project

RS R

Ly

A

Collect Clip
#

& #

B

Collect Clip

Transfarm

Transfarm

Transform * *

* + +

5. Click the (I Delete Frame

You will then be prompted to choose the deleting method.

button.

t] Delete Frame Option

=,

=

i@ Delete Data

O Delete Frame

(] l | Cancel

o Delete Data: Delete only the clips, keys and switches within this range.

Using Timeline @

o 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.

- v Cow e A [=] Callect Clip Transform

@ . A . Transform|x |+
) - [ . ' . T f_.: . '|:|
;i i i B [x] Collect Clip Transform

el . -

""" i Transform/x= |+ +

7.If you Delete Frame, the data and frames within the range will be removed. The previous data

after the range will be advanced.

.»-_-'ur . A [=] Callect Clip Transform

* A * Transform/x |+ + desss——————————————
i W
i B [x] Collect Clip Transform

JE—___ | 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.
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1. Given a project with two props animated by keys. The pin moves away before the ball hits it.

““h—B

%_'\

Jesoe)

Aty

2.0pen the Timeline (F3). Show the Transform tracks for the ball and the pin.

BowlingBall [=]

Caollect Clip

Transfarm

Transform

+

BowlingPin

Callect Clip

Transform

+ *

+*

3. Click the Collect Clip button of the ball to show the track.

Collect Clip

Collect Clip

4.Drag in the track to make a range for deletion.

Collect Clip

NN

Transform

+

* %+ ] »

BowlingPin

Callect Clip

_

Transfarm

Transform

+ *

+

5.Click the '

Delete Frame button.

You will then be prompted to decide the deleting method.
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[] Delete Frame Option

i@ Delete Data

) Delete Frame

]34 l | Cancel

o Delete Data: Delete only the clips, keys and switches within this range.

o 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.

A

by

BowlingBall [=]

Transform

Callect Clip

Transform

#

BowlingPin [=

Transfarm

Collect Clip

Transform [

# # # #

7.If you Delete Frame, the data and frames within the range will be removed. The previous data

after the range will be advanced.

Ay

i

lr-:

BowlingBall [

Transfarm

Collect Clip

Transform

¥

BowlingPin [+

Collect Clip

Transform [«

#* * #» *
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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

1.0pen 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

Project

4. Click the [Hl Add Flag button on the tool bar.

r[.] Add Flag <)

FlagiD: |00t

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.
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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.

a0 100 150 200
Project [ Project | Camera || =0

Project [

p b»

Jump between Flags

There are two methods that you may use to jump between flags:

e Press the Tab key to jump to the next flag.

¢ Press Shift + Tab keys to jump to the previous flag.

2014 Reallusion



Using Timeline @

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.

Yoice Clip

Data
From Descriptions
Name
Property Tool
Bar
Animation Keys store RTS data (Rotation, Transformation,
Lips Editor
Scale) and Opacity data for all items and sprites, including;
1| Key 2D Motion Key
camera, actors, props and accessories.
Editor
The animation between two keys can be auto-generated.
Prop Key Editor
Opacity Setting
Animation Clips store the motion clip segments of character
2| Clip Puppet Editor
and prop (accessories).
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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

DN 1}
the 2D Motion Key Editor or Sprite Editor in the
stage mode) in the T or S tracks under the Face Motion and

Motion tracks.

Facial Keys

[+ Motion .
Body_Transform [x] +
Meck_T =] “- * *
Sprite Up T T / *
Represent P -
3 Transform Key R arm T F / I -
ative Key -
Sprite Switch e
="
[+] Motion [x] .
Body_Sprite [=]
Meck S [=] 11 ;
Up Torso_5S [=] / G
R Arm_% =] [
Switch: “
Sprite Editor Switch: When you use the Sprite Editor in stage mode
to manually replace the elements in a sprite, then you are
Switch .
tch Mark: . .
Switc ar setting a replacement key (also known as a Switch). As the
and . .
4 Voice Clips project plays up to the time frame where the switch occurs,
Switch Lip Synchin
P Sy 9 then the previous element will be replaced with the designated
Marks
Keys one.
Facial Clips

Switch Mark: Switch marks are tokens representing the sprite

switch timing, governed by it's master clip (from Voice Lip
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Synching, Puppeteering) or motion key (from Key Editor); it

prompts you that there is a sprite switch key in other relevant

tracks.
Acor
v ¥oice Clip [¥ |Waice Clip
L
Voice
Lips $
»Facial Clip [=] I
[+#] Face Motion [ |:| ' *
Maouth_%
Mose_5 [=]
Acor
(* ¥oice Clip [=]
Lips =
v Facial Clip [= Mew,,
Face *
[#] Face Mation  [=] |:|
Maouth_S [=] i r
Nose_ % Le = =

The On/Off data on the Visible track stores only one status of|

5| On/Off Visible Setting | the object. You may allow the object to be visible (On) at one
frame, until it is set to be invisible (Off) in another.
The Target-switching data resembles the key concept. It
stores the targeting relationship between one object and its
Target-
6 Link Setting target. The target can be changed or even dissolved at any
switching

time frame. The Link features for actors and props

(accessories) are under this category.

e Please refer to the Timeline Shortcuts section for more information.
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Key/Clip Selections
o Select single key - Single click on the target key/clip, the selected key/clip will then be
highlighted.

e Tab Key - Press Tab to jump to the next key/clip, Shift + Tab to jump to the previous key/clip.
e Select All keys - Double-click on the target track name.
o Multiple key/Clip selection

o Drag the cursor in the specific track to highlight the keys/clips covered under it.

o Use Ctrl + LBM (Left Mouse Button) to select multiple keys/clips.

o Use Shift + LBM to select the adjacent keys/clips.
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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.

Clip and Key Priority

Sprite-based head

w0 (@95

&
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.

o 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.

» Facial Clip Facial Clip

Face *

Face Motion Motion Clip

R Eyve_%=

e 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.

» ¥oice Clip Voice Clip

Lips

v Facial Clip Facial Clip

Face *

Face Motion Motion Clip

Mouth_%
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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.

e Keys in the Lips track > Clips in the Voice Clip track.

e Keys in the Head, Face, Eye tracks > Clips in the Facial Clip track.

e Please refer to the Facial Clips and Keys section for more information.
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Clip and Key Priority — Motion

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
e The data in the Motion main track is in clip form. The clip stores Layer Keys and Sprite

Switches.

e 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.

e The layer order and sprite switch effects, in this invisible motion clip, last until it meets an applied

motion.

e 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

i | Motion Clip
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Priority for Motion Track and Sprite Track

e Switches in the Sprite Track > Switches in the Motion Clip (in the Motion Track).

[+] Motion

]

B

Mation Clip

Body_=prite

K

F—

e Release key has the Sp

rite Track temporarily hand out the switch priority to the Motion Track.

[+] Motion

]

D L e
R R

Body_Sprite

F————,

o 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.

—r

¢ Please refer to the Releasing Sprite Switches section for more information.

Priority for Motion Track and Layer Track

¢ Keys in the Layer Track > Keys in the Motion Clip (in the Motion Track).

[+] Motion

]

[] Motion Clip

Layer

e Release key has the Layer Track temporarily hand out the priority to the Motion Track.

[+] Motion

5

e L d
=

Layer

e

e 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.

e 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 F3 or click the Show Timeline button to show the timeline.

3. Press the Object-related Track button.
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4. Pick a character in the working area. The timeline will then only show the name of the character

and its track buttons.

| Callect Clip || Transfarr

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.

Fountain_5till | Callect Clip || Transfarr
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Timeline - Pick and Show Items

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.

| m—
2.Press F3, or click the Show Timeline button, to show timeline. The Timeline will then show
the first character name in the Scene Manager by default.

= B « + » E.dn| @
5 10 15
Cherry | Collect Clip || Transform

3. Make sure that the Object-related Track button is not pressed down.
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4. Right-click on another item in the working area to display the right-click menu.

Action Menu

Sprite Editar

Frop key Editor
Layer Editor

Add to Scene
Rermove Animation
Delete

Cpen Timeline Track

5. Select the Open Timeline Track in the menu.

6. This item will then be shown in parallel with the character.

r5 10 15

Cherry

| Collect Clip || Transform

Fountain_Still

| Collect Clip || Transform
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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 opening 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 - Sprite Editor button
The Sprite Editor displays.

Sprite Editor - B Forearm =

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

Body Face

CustomaAngle |0 v

LA

Empty
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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 W || Collect Clip || Transforn
Up Torso_T & [+
p Torso_= K
Up Torso_D +
*x
5. Close the Sprite Editor, and click the 2D Motion Key Editor.

The Body Key Editor displays.
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: : ]
2D Motion Key Editor i

e |
Pose | Body I Face I Deform
- ___,.F-'"Iilll
o~
oY) | (&) I | “F)

6. Switch to 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

Mose_T

Nose_5S

+

1
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Transition Curves in Tracks

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.

Set the Transition Curve
1.In the target track of the timeline, set two keys (take the Transform track as an example).

Transform Flip

Transform + -

2. Right-click on the Later one. Select an item from the Transition Curve entry in the menu.

Cut CirHx
Copy Cir+C
Delete Del

Select All Keyframes

Transition Curye g Linear

Ease In
Ease Out
Ease In Out
Ease Out In
Step
Custarm

The transition curve will then be generated between these two keys only.

Transform o

Transition Curves

Linear - Constant Speed | Ease In & Out - Slow, Fast, Slow
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| Ease Out & In - Fast, Slow, Fast

Ease Out - Deceleration Step

Dramatizing the Transition Curves

If you need more dramatic transition results, then you may use the Custom feature provided in the

pop-up menu to adjust the steep of the transition curves.

1. Right-click on the Later key. Select Transition Curve >> Custom.

f - = 1

[] Transition Curve ﬁ
Cure Option
Eazeln v '
Less Maore

2014 Reallusion
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http://help.reallusion.com/CrazyTalk_Animator_2/ENU/Pipeline/flv/Transition_06.flv

2.Select a curve type from the Curve Option drop-down list.

Cumve QOption

EaseIn [ |
| Linear

| Ease Qut
|Easze In & Qut

Ease Qut & In
| Step

. Drag the slider to increase or decrease the variation of the curve. Note: When you decrease to

w

the left-most side, the curve will be very similar to the linear curve.

Less dramatic General Ease In

More dramatic Dramatized transition
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Time Warp for Motion Clips (New)

By default, the playback speed of motion and animation clips of characters and props 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.

2.0Open Timeline (Shortcut Key: F3) to show character's Motion track.

3. Right-click on the motion clip and select any warping method from the Time Warp entry.

LIt Cir+x

Copy CirC

Paste Ciry
e o

Femove Motion 3

Linear

Fename Ease In

e Ease Out

Expoit Ease In Out

Time Warp 3 Ease Out In

Transition Curve 3 Custom

4.Play back to view results.

L
o amm:
] ()
 ______ | S—

Ease In - Acceleration

14
— Lt
CICT
) | S

Ease Out - Deceleration

e
i

it
*

g
]
1)
¥

L
L ¢
) ()
. | S

Ease In & Out - Slow, Fast, Slow

ot
P
1

g
I
HL

— et
CICT
i |

Ease Out & In - Fast, Slow, Fast
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722

Dramatizing Transition Methods

If you need more dramatic motions, then you may use the Custom feature, provided in the pop-up
menu, to adjust the steep of the transition curves.

1. Right-click on the motion clip. Select Time Warp >> Custom.

k-] Time Wrap Curve
Curee Cption
Ease In v
Less Mare

2.Select a curve type from the Curve Option drop-down list.

Curve Option

Ease In v
Linear

.Ease Cut
Easze In & Cut
Eaze Qut & In

[68)

.Drag the slider to increase or decrease the variation of the curve. Note: When you decrease the
variation curve to the left-most side, the curve will be similar to the linear curve.

=

ey

F)
&

Less dramatic General Ease In

More dramatic Dramatized time warp effect
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Removing Motions of Body Parts (New)

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 # || 3D mMotion || 2D Mation | Face

[+ Mation [ | Mowe_wall_Fermale - Transitiu:uh Curve: Lines
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3. Right-click on the clip, select Remove Motion and pick the body part (in this case,

Hand) from which you wish to remove motions.

Cut Ciri+x
Copy CirHC
Feset Pivot
Remove Mation k Body
Head
Fename
Left Hand
Irnport :
Right Hand
Export
: Left Leg
Tirme \Warp r Right Leg
Transition Curve r

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.

the Right
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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.Click the 3D Motion Key Editor button.

2. Modify the motionless body parts to create an absolute posture.

——ip

3. Optionally attach a prop to the body part in the composer mode.

P
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4.Back to the Stage Mode and play back to review the newly generated motion.

o If you only 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.

)
™ i ) ()

Add motion layer key without using the Add motion layer key after using the Remove

Remove Motion feature. Motion feature.
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Using Align Features (New)

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:
e Foot Sliding.

¢ Pivot Sliding.

e Hand Sliding.

Aligning the Whole Clip

1. Apply a motion (in this case, Dance) to a character.

2.Link the character to another object in the scene. Play back to see the result.
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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 | Qpacity || 30 Motion || 20 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 Qpacity || 30 Motion || 20 Motion

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 Crl+x
Copy Clr+C
W

Align whole Clip | o=

Reset Pivot Head
Left Hand

Remaove Mation Y Right Hand

Rename e

Impart Right Leg

Export

Time \arp 4

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.
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6. The body part (in this case, the right 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.

i e

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.
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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.Go to a latter time frame after the walking finishes and apply any one motion template (in this
case, ballet).

Emma Qpacity 30 Motion | 20 Motion

Motion

30 Motion Layer ﬂ |¢

3. Both feet hop as soon as the character starts to perform the latter motion.
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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
Copy

Select All Clips
Align

Align Whale Clip
Feset Pivot

Femove Motion

Fename
Irmport
Export

Cirl+x
CirC
h' Tarso
: Head
Left Hand
| Right Hand
k Leftleg
Right Leq

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 sliding issue between these two clips.
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Speed and Loop

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

1.0n the timeline, select any track where a clip exists.

2. Pick the clip.

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

Mowve_Run_Happy .
SR ISEaRED change into a double-headed arrow.

Move_Run_Happy

Squeeze the clip to accelerate the action.

MexE RN HApRY. Stretch the clip to decelerate the action.

Loop

1.0n the 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 rectangles, each rectangle represents one loop.

Move your cursor to the end of the clip, it will
Move_Fun_H B+ change into a single-headed arrow with a
plus box.

Move_Run_Happy
—_—

Move your cursor right to loop the clip.
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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.

= W o« » B.di| &
100 200 300
Eddie [x] | Collect Clip || Transform |
Motion Puppet Clip
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5. Drag the play head to the time frame where you need to break the clip up into new half clips.

= W o« o+ o»oE.d] S

100 200 200

Eddie | Callect Clip || Transform |
) om L
6.Click the " Break button on the Timeline toolbar.

7.The clip will be divided into two halves.

= W O« o+ » B G

100 200 300
Eddie | Callect Clip || Transfarm |

Motion Pupp... Puppet C...|

8. Select the second one and delete it.

= W O« o+ » B G

100 200 300
Eddie | Callect Clip || Transfarm |
Motion FPupp...

9. Play back the project and the character's motion will stop at the end of the trimmed clip.
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Collecting Expressions or Motion Clips

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.

2.Click the = Show Timeline button (Hotkey: F3).

3. Press the Collect Clip button down to show its track.

Timeline
— = - ;
= Hl < -
Cherry 01 ] Collect Clip Transforr
Collect Clip [

4. Drag to make a range to collect the current motions or expressions into a clip.

B . ¢3J"‘|| 1S

F 5 10 15 | 75 30

Collect Clip | Transform || Flip || Wis

4 L3
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5. Right-click within the range. A menu will pop up.

Fr o mLdn |} Mo = o
FE 10 15 . B 30

Collect Clip | Transfarm | | Flip | | Wis
. ut e+
Copy Crl+C
Faste Cirl+4
Delete Del
Inser Frame

Delete Range

Export

Export 30 kotion
Export Facial kotion
Export Perform

o 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.

o 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.

o 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.

o 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.

e ——

o 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.

Actor D1 2D Mation Actor D2 zD Mation
Motion Move_Run_Happy | Motion Move_Run_Happy |

Laver e Layer +
Body_Transform + Body_Transform

Baody_Sprite 1+ Body_Sprite

Body_Deform * + Body_Deform +

L Hand_T + i> L Hand_T

L Hand_% ® L Hand_%

L Hand_D * * L Hand_D +
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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.

Actor D1 Actor D2 3D Mation
Motion _ Motion
30 angle ] i> 30 Angle
[+ 3D Motion Layer [x] ||+ + + [ 30 Motion Layer [x] ||+ I
L Arm * + + 0| L Armn + |

o 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.

Actor 01 Face Actor 02
v \aice Clip [# | Bravo v \aoice Clip [# | Bravo
Yoice Yoice
Lips Lips e e e |
v Facial Chp Bravo | v Facial Chip Bravo |
Head * | 1% * * 0| Head + | e + - ¢|
Face + [sele o [olele]e ¢¢¢¢| Face o [olele] [o] [olele]e ¢¢¢¢|
Evye =i+ 0| Eve + 0|
Face Motion Bravo | Face Motion Bravo |
Face_Transform * + Face_Transform *
Face_Sprite ] [> Face_Sprite 3
Mouth_T * + Mouth_T
Mouth_5 ] [ttt it i Mouth_5 ] |ttt it

o 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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Actor 01 30 Motio Face Actor 02 = 3D Motion 2D Motion Face
4 Motion o [ewesy | I Motion B
3D angle [ 3D Angle [
3D Motion Layer [x] ||+ + + 3D Motion Laver [®
L Arm [l )|+ + + L Arm [
Layer [ e e s =] Layer [ e
Body_Transform [ * + + + Body_Transform [ ||+
Body_Sprite [ fj 1 & @ Body_Sprite [
Body_Deform [ |f + - Body_Deform [ |f +
L Hand_T |+ + + + + L Hand_T [ |f +
L Hand_% [ fje L Hand_% [ ffe
L Hand_D [ ||+ + L Hand_D [ |f +
(woice Clip [ || Bravo (w Woice Clip [ | Bravo
Woice Moice
Lips Lips
(¥ Facial Clip [ || Bravo (w Facial Clip [ | Bravo
Head B+ | e+ . + + Head B |+ | |+ . + |
Face I [f* |[#++ * HEe+ +r e Face X [# [##+ ¥ tees e e
Eye [ ||+ + Eye = |+ +
[+] Face Mation [® || Brava [+] Face Motion [# | Brava i |
Face_Transform (] + + Face_Transform = ?
Face_Sprite [= Jfe Lo [> Face_Sprite [ e
Mauth_T = + + Mouth_T [x
Mauth_S & [ttt Mauth_S =

= Drag and drop the file onto a target character.

= Defining Custom Action Menu

o You may use the custom clip files with the following methods:
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Collecting Clips for Props

If you create a prop (containing single or multiple sprites) with animations, and you want to export

the animation, then you may use the steps below:

1.Select a prop (Multiple sprites) with Sprite Transform or Sprite Switch animations.

2.Click the = Show Timeline button (Hotkey: F3).

3. Press the Collect Clip button down to show its track.

Bomber Callect Clip Transfofmr
Collect Clip

[#] Motion [x]
Bomber_T X |+
Bomber_=
Misslez_T + A
Misslez_= [
Misslel T = |+ .
Misslel_S [
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4.Drag to make a range to collect the current animations into a clip.

Collect Clip 1
[#] Motion
Bormber_T +
Bomber_%
Misslez_T * +
Misslez_=
Misslel_T * +
Misslel_ =

5. Right click within the range and select Export. Save it as an animation file (*.ctAnim)

Collect Clip i l |
: Cut Crl+=
i D Copy Ctrl+
Bomber_T o Paste Ctrl+4/
Bomber_S ] Delete Oel
Misslez T + Ingert Frame
Misslez_s = Delete Range
Misslel_T + ':Exp'ﬁrt
Misslel S

Applying Animations to Props

If you have exported the animation of a prop, then you may apply this animation to any other
props. Please note that the number of sprites of a new prop must be equal to the prop from which

you export the animation from.

1.Select a new prop.
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2. Right-click on where you want the motion to start in the prop's Motion track, and select Import
to load the animation into the new prop.

Tree_03_creen [ | NI

+| Moti

rnonT = Cirle
Copry Crl+C
Faste Ctel+Y
Delete Oel
Break Ctrl+B
select All Clips
Fename

3. The new prop will then start the animation.

Note:

o The animation will fail to load if the sprite number is different from the original one.

Load file failed!

2014 Reallusion



742

3D Motion Layer Tracks (New)

The 3D Motion Layer tracks are used for fine-tuning an actor's 3D motions. You may generate

simple Key Frame Animation 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.

Eraoes = 30 Motion | 20 Motion | | Face

T l Dance - Transition Curve: Linear, Time !
3D Motion Layer[¥
Body
Head
L Hand
R Hand
L Leg
R Leg

e The 3D motion clip will be stored in the Motion main track and highlighted in Blue.

e The 3D Motion Layer and its sub-tracks are also highlighted in Light Blue.
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Motion Layer Concept
Motion Clip and Transform Key

Given a 3D motion on a character before the motion is modified with a 3D Motion Layer key.

The motion will be modified after being affected by a 3D Motion Layer key.

—h
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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 create 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.In the 3D Motion Key Editor window, utilize the controls to set a 3D motion key.

3. Go to another time frame.

5 10 o 1 [ 0] a0
Simon [2] m 2D Mation EF-fu:na

Motion | |:|

30 Motion Layver [=] |+
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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.

2. Go to the middle time frame of this motion.
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3.In the 3D Motion Layer track, add a motion layer key to any desired time frame.

Y

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.In the 3D Motion Key Editor, click the | {F} | 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

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 [x] 2D Motion

[=] |:| Motion Clip_.._.—_l

Motion

Layer
l

Body_Transform
l

Body_Sprite

l
Body_Deform

I

Face_T
I

Face_=
I

Face_D

Motion Layer Concept

Motion Clip and Transform Key

Given a motion on a character- before the motion is modified with a Transform key.

i \.‘.j \_,( &/ \-J \.;‘.z

&) '-(;:,:
. : : . \ { :

The motion will be modified after being affected by a Transform key.

r 4

i
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Motion Clip and Sprite Switch

Given an existing motion of a character - before the motion is modified with a Sprite switch.

The motion will be modified after being affected by a Sprite switch.
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Key Frame Animation

To fully understand Key Frame Animation, you will need to remove all the motion clips in the
Motion main track. Then create 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.In the Body Key Editor window, utilize the Pose and Body mode to set a motion key.

3. Go to another time frame.

2014 Reallusion



752

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 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.

W ¥ W b b= =y e

RV I EN

.\‘
o

2.Go to the middle time frame of this motion.

Q m
Lt e
\&
=y v

o)
p Y
b,

45 &0 5 ]l
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3.In the 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).

[#] Motion

Body_Transform [= (

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.In the Body Key Editor, click the | )FJ | 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 0
a0 = W
iy .l

| 2 ">
*{Q ! Y 7 'l
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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 Animator. Any lip synching keys set manually before will be kept because of the Clip
and Key Priority.

1.Set a lip synching keys for a character. A new clip will be automatically generated on the Voice
Clip track.

= Yoice Clip Mew..,
Yoice
Lips )

2.Go to some frames ahead, click the Create Script button.
Click on one of the buttons to add a voice to the character.
'Ereate Script

Please choose awoice source:

o j vy (%

Record Yoice SIS Wave File 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.

* Yoice Clip TTShudioFile |
Yoice — i —— ——

Lips [Fr=EmEE)
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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 expressions 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.

Puppet Clip_02

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

J4d
1. Click the Create Sound button in the Stage Mode.

2.Select the target track you want the sound to be put in to.

-

[J Create Sound

Please choose an audio file ;

% i

i #x: J

Sound Fx1 Sound Fx2 Backoround Music

3. Open the Timeline >> Project and show all the tracks related to the sound for the project.

Project Sound Fx¥l Sound Fx2 Music
Sound FX1 rap_lyrics0l

Sound Fxz2 [=]

Music
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Modifying Sound Clips

1. Select the target sound clip.

2.Click the Sound Modify button on the timeline toolbar.

3. Drag the slider to decide the Volume, Fade In and Fade Out percentage.

Clip Marme | rap_lyrics01
® Sound Fx1

A

(00 Sound Fx2

=
.\C_j

)

Background Music

Settings
Yolume
O %
Fade In
Fade Out
O

The maximum percentage of the Fade In and Fade Out is 50%. This means the percentage of

the whole clip.
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Preference

Preference

761

Execute the Edit >> Preference command from the menu to display the Preference panel.

Display
| Show Grid { Cirl + &)

Grid Colar: |I]

Grid Spacing: 100 2

-

Grid Size . (100 [

| Snap to Grid

| Angle Snap: |0

W Show getting started on startup

| Show FPS (Ctrl + F)
| World Axis (ST + A)

1? StagefComposer on screen display

W Anti-alias

hiotion

1{ Allowy edit 30 motion on a 2D mation clip

A.Display Information Section

B. Motion Section

C.System Section

~Scene Undo

-

Levels: |20

-

Render

Maximum image Impoart size:

2 Million Pixel
Max real-time map size:

512w812

Texture

Tempaorary Folder
GHU~ALOCALS ~1Temnpt
Texture Editar :
shop CS3APhotoshop.exe
Texture Launch Settings:
8 PHG with Alpha
PHG
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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 + 3]
Grid Calar; '_‘
Grid Spacing: 100 =

-

Grid Size ;. (100 [

Snap to Grid

Angle Snap: |0 =

-

vV Show getting started on start-up
V' Show don't ask again message
Show FPS (Ctrl + F)
Wiord Axis (Ctrl + A)

v StagelComposer on screen display

V' Anti-alias
Show Grid, Grid Color, Spacing and Size

e If you want to show the grid in the working area, then you may check the Show Grid box, or

press Ctrl + G to toggle the grid.

Grid Off Grid On
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e You can change the color of the grid by using the color picker.

¢ You may also change the Grid Spacing value to decide the size of the grid cell .

¢ The Gird Size decides the number of the grid cells on both sides of the gird.
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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.

Angle Snap= 45
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FPS

FPS (Frames Per Second) indicates the rendering performance of your system with the current

project.

e 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.

5 0.00

World Axis

When the World Axis box is on, a coordinate displays in the origin.

e Activate/Deactivate the World Axis box to show/hide the world axis, or press Ctrl + A to toggle
on/off.

e The R.G.B. color of the World Axis represents the X, Y, Z direction (R=X, G=Y, B=2Z)

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
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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.
! | 3' | 3

Anti-alias Off Anti-alias On
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Motion Section (New)

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.

Motion

v Allow edit 3D motion on a 2D maotion clip
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.

2.0Open the Timeline and drag the play head to the clip where you need to do 3D motion editing.

Timeline
= W« » B . —
5 10 15 Pl
Actor []
Erotion i |G R
3. Click the

3D Motion Key Editor button on the Functional Tool Bar to access the 3D
Motion Key Editor.
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3D Motion Eey Editor =]
Y "
*
i~ 4
b
y ~%*
7 ¢
| |
—l___-.{fl- )
150 225 2';'0 5 a 45 QIIJ 134 190
keying Mode:
@ Full Body
O Body Part
Pinning:
] move
| Rotate y 4
. a
| Mirror
b

4. A dialog shows by default, to remind you that the remaining 2D motion clip will be cut out. You
may hide this dialog by deactivating the Allow edit 3D motion on a 2D motion clip box in the

Preference panel.

[ ] CrazyTalk Animator 2

=

from the current frame for 200 editing.

Proceed now?

Y'ou are attermpting o edit 30 mation an a 20 motion chip, CTAZ will cut out the remaining 20 clip

5.1In 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.

Timeline
= H » B, dn | |
F 5 10 15 20
Actor []
@Motion [ TGN
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System Section

Scene Lndo

Fy

Lewels: |20 |,

Render

mMaximum image Import size:

g million Pixel v
mMax real-time map size:

5124512 v

Texture
Termporary Folder :
GHU~ALOCALS~11Templ | ".i.
Texture Editar
shop CS3Photoshop.exe "'ir,
Texture Launch Settings:
PG with Alpha

8 PMNG

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.

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.

-
e Click the Open ™ | button in the Temp Folder option and browse to a folder you wish to use as
the temp folder.

e 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)

|:'
« Click the Open |:.| button in the Texture Editor option and browse to the executable file of a
suitable texture editor application.

Texture Launch Settings

When you click the

external editor.

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

e PNG with Alpha: Choose this radio button to open the image as single PNG file with transparent
background (alpha channel).

™ Upper Torso.p... Q@

33.33% | L

¢ 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.

r

.ﬁ

33.33% | Iy

i Upper Torso_0... B@

33.33% | T
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Exporting

CrazyTalk Animator now offers the convenient feature of exporting your project into multimedia
formats that are compatible 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. Exporting Flash files is also supported so you
may output your projects as flash animation.

S

Click the Export button on the Project Tool Bar to access the Export Settings panel.

Yideo

T
Format: [wmy

Quality Compressor:

VYidea:

Audio:

1 — =
I WV Enahble Sterea vision autput @

Anaglyph (Red f Cyan)

Convergence Distance

Frame Size : |HD 720p(1260:720)

Qutput Size

-

1280 ® V| Lock Ratio

-

¥ Super Sampling

-

Frame Rate . 30

Export Range:
oAl
® Range

Fram 14 To

-

V| Render Hidden Ohjects
Produce HTML Fage

A. Media Types

e Video: Output Flash Video/PopVideo/Wave Files.
Mode Tabs

e Image: Output Sequenced Images.
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B. Format and Quality

In this section, you may choose the image, video and audio quality output.

o Utilize the Format drop-down list to decide the format of the exporting media.
e Drag the Video and/or Audio sliders to set the quality of the exporting media.

e 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

poes: |

e 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.

e For more information about PopVideo, please refer to the popVideo Converter Online Help.

e If you wish to export as a popVideo with transparent background, then please remember to

set the background in solid color.

o If you want to export into a WMV file format, then you will need to first download and install
the WMVEncoder9 from the Microsoft website.

C. General Settings

In this section you may set projects as 3D media and set other general settings.

e 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.

W Enable Stereo Vision output
Anaglyph (Red [ Cyan) v

Convergence Distance
{ 500

4(kF

Frame Size : |HD 720p01280x720) v
Qutput Size
1280 2w 720 Vv Lock Ratio

-

v Super Sampling

Frame Rate : a0 s

Export Range:
all
® Range
From 14 To | 100 =

- -

Vv Render Hidden Objects
FProduce HTML Fage

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.
o Image: BMP, JPG.

o Please refer to 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.

oy
:|\_ I

F [ 9

Enter the desired frame rate, in frames per second, in the Frame Rate box.

If you want 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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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.

v Enable Sterea Vision output
Anaglyph (Red FCyam) v

Convergence Distance
; s00

1k

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 integrated.

Convergence Distance =0 Convergence Distance = 100
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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 information, please refer to the Specifying Face Orientation and Style.

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 | Low Convergence
(Target object is near) (Target object is far)
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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 sensation 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 parallax 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 binocular focus is lead to fall behind the display. This phenomena is called

Positive Parallax.

e

I

i

Your convergence point is lead to fall behind

Positive Parallax

the display.
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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

Zero Parallax

point to fall on the display.

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 binocular focus is lead to fall in front of the display. This phenomena is call

Negative Parallax.

&

The L and R images lead your convergence

Negative Parallax

point to fall in front of 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.

No 3D Device Required 3D Device Required
Anaglyph (Red/Cyan) Polarization Shutter
Stereo Anaglyph Side by Side Side by Side

Format

3D Player (Usually Bundled 3D Player (Usually Bundled
with 3D Displays) with 3D Displays)

Free Free

e Stereo Movie Maker Stereo Movie Maker

Player Any General Video Player

Stereo Movie Player
Paid

Stereo Movie Player

nVidia 3D Vision Player
 DDD Player Paid

Stereoscopic

DDD Player

e Stereoscopic

Red/Cyan Glasses Polarization Glasses Shutter Glasses
Glasses | 3D Passive Glasses List 3D Passive Glasses List 3D Active Shutter Glasses
List
Display | General Display 3D Display (Polarization) 3D Display (Shutter)
3D Graphic Card (nVidia
Graphic
General Graphic Card General Graphic Card 9600 or above)
Card

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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http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Passive_Glasses
http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Passive_Glasses
http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Shutter_Glasses
http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Shutter_Glasses
http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Stereo_nVidia
http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Stereo_Displays
http://www.reallusion.com/templates/linkcount/linkcount.asp?lid=3D_Live_Demo

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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Viewing with Any Device

If you would like to view your 3D Stereo image or video with any common device, then you may

export the media in Anaglyph 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 or images

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.

Y —yy

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.
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Viewing with Specific External Devices

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).
3. 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.
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Viewing with Bare Eyes

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.

4 Y —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.

TA L 5. Y —y

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.

i/ Y Vs 4V ——y
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Viewing on YouTube

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".

Tags: |yt3d-enable=true|

Tags: \i3denable=tue

3. Visitors may use YouTube as a 3D player by selecting the media type in the drop-down list.

Cyvan (change..)

o If the 3D result is not correct, then you may add "yt3d:swap=true"to fix the issue.

o 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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Keyboard Shortcuts @

Global Shortcuts

On-screen Display

Function Shortcut

FPS Display Ctrl + F

Grid On/Off Ctrl + G

World Axis On/Off Ctrl + A
Show/Hide Content Manager F4

Show/Hide Scene Manager F5

Show/Hide Timeline F3

Show Project Settings Ctrl + Shift + P
Show Preference ctd + P

Show Online Help F1

Right-Mouse Button

Show Pop-up Menu
p-up (Character, Prop, Special Effect, Text)

Working Area - Camera Manipulation

Function Shortcut
Preview Render Result (Current Frame) F10
Full screen mode F11

F - Frame Selected (Focus Object)

uick Camera Positionin
Q 9 Home - Default Camera Position

Z - Zoom
Camera Manipulation Switch X - Pan
C - Roll
Move Camera - Alt + Left-Mouse Button
Manipulating Camera in Object Editing Mode Zoom Camera - Alt + Both-Mouse Button or
Mouse Wheel
Roll X-Z Right-mouse button (3D View Only)
Zoom in/out Mouse wheel
Zoom in/out Right + Left-mouse buttons
Toggle Orthographic/Perspective Camera 0]

Tips - Speed movement:
Holding the Shift key while rolling the mouse wheel will increase the zooming speed by 10x.

Function Shortcut

Undo Ctrl + Z

Redo Ctrl +Y

Play / Pause Spacebar
Duplicate Items Ctrl + Drag Item
Delete Object Delete

Show Actor 3D Motion Settings Ctrl + Shift + O
Show Runtime Composer Ctrl + R
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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)

Fix SWF Broken Issues
Import Model

Import Animation

Exit

R
M

A

Select Character/Prop/SFX + S
U

Ctrd + U

Select Character/Prop + K

Ctrl + K

Select Prop + K

L

]

T

F10

Ctrl + L
Ctrl + M
Ctrl +1
Ctrl + Q

Item Transform

Function

Move along X Axis
Move along Y Axis
Move Along Z Axis
Rotate by Z Axis

Vertical, horizontal and diagonal move

Shortcut

Left/Right Arrow Keys
Up/Down Arrow Keys

Ctrl + Up/Down Arrow Keys
Ctrl + Left/Right Arrow Keys
Shift + Drag

Function

Open Project
New Project
Save Project
Save As Project

Shortcut

Ctrl + O

Ctrl + N

Ctrl +S

Ctrl + Shift + S

Function
Toggle Angle Snap On/Off
Toggle Snap to Grid On/Off

Shortcut
Ctrl + E
Ctrl + W

Content Manager

Function
Switch View Mode

Shortcut
Ctrl +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

Reverse Motion Clip
Break Motion Clip

Actor Angle Key

Actor Angle Key

Clip Auto Extend Switch

Shortcut

Ctrl + C

Ctrl + X

Ctrl +V

Delete

Home

End

Left Arrow Key
Right Arrow Key
Tab

Shift + Tab

+

\Y

Ctrl + R

Ctrl + B

1 (45 degrees rightward)
[ (45 degrees leftward)

Ctrl + D
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Shortcuts in Editors

)]
=
[
Q
o
=
o
Q.
o

2D Motion Key Editor
Function Shortcut
Select Body/Face Ctrl + Select Viewport Sprite

3D Motion Key Editor
Function Shortcut
1 (45 degrees rightward)

Angle

[ (45 degrees leftward)
Move W
Rotate E

Runtime Composer
Function Shortcut
Show/Hide Bone B

Action Menu Editor

Function Shortcut
Delete Item Delete
Select Item Up/Down Arrow Keys

Layer Editor
Function Shortcut

Multiple Select/Deselect Sprites

(Including Child Sprites) Ctrl + Shift + Select Sprite

Multiple Select/Deselect Sprites Ctrl + Select Sprite
Text Editor

Function Shortcut

Select All Text Ctrl + A

Apply Text Ctrl + F

Puppet Editor

Function Shortcut
Preview Start/Stop Spacebar
Record Start Ctr + Enter
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Composer Mode

Working Area

Function Shortcut
Undo Ctrl +Z

Redo Ctrl +Y

Show Validate Multi-Angle Setup M

Show Actor Proportion p

Show Render Style R

Show Sprite Editor S

Angle 1 (45 degrees rightward)

[ (45 degrees leftward)
Show/Hide Bone B

Actor Proportion

Function Shortcut
Focus on Specific Profile Up/Down/Left/Right Arrow Keys
Apply Profile to Current Actor Enter

Render Style
Function Shortcut
Focus and Apply Specific Profile to Current Actor | Up/Down/Left/Right Arrow Keys

Vector Grouping Tool
Function Shortcut

Focus on Desired Group Name (Group Name
Selection Pane)

Focus on Desired Item (Style List Pane) Up/Down Arrow Keys

Up/Down Arrow Keys

Validate Multi-angle Setup
Function Shortcut
Preview/Stop Bone Rotation Spacebar

Sprite Editor
Function Shortcut
Preview/Stop Animated SWF

(must click on the preview button first) Spacebar
Delete Angle Delete
Delete Pose Ctrl + Delete
Show/Hide Full Angle Setting Panel T

(Must focus on the Sprite Editor first)
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Face Fitting Related Steps

Function Shortcut
Undo Ctrl + Z
Redo Ctrl +Y
Zoom In +

Zoom Out -

Zoom Fit *

Zoom Real Size /
Preview/Stop

(for Face Orientation step only) Spacebar

Eye Settings

Function Shortcut
Preview/Stop Spacebar
Left Eye =

Right Eye -

Check Eye

Miscellanea

Function Shortcut
Replace SWF Actor Alt +Q
Fix SWF Broken Issues Ctrl + L
Import Model Ctrl + M
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Pipeline with DrawPlus

DrawPlusx4 is not only a fully-featured graphics tool, but also a proven content design pipeline
for CrazyTalk Animator. DrawPlusx4 brings data compatibility and ease-of-use to CrazyTalk
Animator designers, as it saves time and effort on full scale Adobe Flash and Photoshop
projects. With DrawPlusx4, now you can combine the power of image paint, vector draw and
animated Flash content (SWF) in one complete toolbox.

Please refer to the pages below for more information:

e Draw & Paint for CrazyTalk Animator main page

e The User Guide for CrazyTalk Animator & DrawPlus
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Accessing Whitepaper

Whitepapers and Quickstep guides to help you to create your content for either commercial resell
or to use in whatever projects you are working on. CrazyTalk Animator Developer Guides are in
depth instructions on the steps necessary to create content with a variety of programs such as
Flash and Photoshop. The CrazyTalk Animator Developer Guides offer 2D artists s a
comprehensive guide to constructing Animator characters, 2D scenes, accessories, props, cameras,

and more. All guides are written to flow with existing pipelines.

e Login to your member account and learn how to create your own multi-dimensional characters.

e Register any edition of CrazyTalk Animator under your Reallusion member account to gain
access to this valuable document in your personal member page.
How to Register?
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