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Chapter 1: GETTING STARTED  

 

 

 

 

 

 

Familiarize yourself with DoStudio Authoring Edition, and learn everything you need to do 

before you begin to author your first Blu-ray Disc. 

 

If you are the type of person who doesnôt like to read the manual before diving into an 

application, thatôs OK with us.  DSA is simple to use and intuitive.  However, if you read 

only one section before diving in, please read Section 2: ñDSA Basics.ò  This section 

explains some important concepts about how menus are constructed in DSA. 

 

 

In This Chapter:  
 

Section 1:Introduction - page 3 

Section 2:DSA Basics ï page 6 

Section 3:The DSA Workspace ï page 14 

Section 4:Authoring Workflow ï page 25 

Section 5: Setting up your Project ï page 31 
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Section 1: Introduction  

 

This manual introduces you to NetBlenderôs DoStudio Authoring (DSA), which is a 

complete Blu-ray Disc authoring application.   

 

The information in this manual is designed for beginning to intermediate users, especially 

users who are unfamiliar with a few or all of the concepts of Blu-ray Disc authoring.  Donôt 

be fooled by the simple and straightforward nature of the application, however.  DSA is a 

powerful, BD-ROM specification compliant authoring system with full AACS support, 

BDCMF formatting, BD-J support, and more.  The power of DSA lies in its ease-of-use. 

 

This manual assumes that the author has a fundamental understanding of the graphics 

formats used for Blu-ray Disc menus such as PSDs, PNGs and the like.  It also assumes that 

the author is reasonably skilled in the use of Adobe Photoshop, or has access to someone 

who does.  Blu-ray disc menus are graphics-intensive and much of the success of your Blu-

ray project will depend on the quality of your graphic design. 

 

Terminology 

This manual uses some terminology that is commonplace in Blu-ray parlance but may seem 

peculiar or confusing if you are new to Blu.  This manual also uses some terminology that 

is specific to DoStudio.  We explain a few of them here before you get too far.   

 

DSA 

DSA stands for DoStudio Authoring, which is the Blu-ray authoring tool that is about to 

enable you to efficiently create professional Blu-ray discs. 

 

Blu-ray Disc vs. BD 

BD is the official acronym for Blu-ray Disc.  At times in this manual we spell out Blu-ray 

Disc, at other times we use the acronym.   

 

Author 

When we say ñDVD authorò or ñBD authorò or just ñauthorò we are referring to the person 

who is creating, programming, and designing the disc.  Since you are reading this manual 

that author is probably you.  

 

Viewer 

When we say the Viewer, we are referring to the person who is watching the Blu-ray Disc 

that you have created.  The viewer may be watching your disc on a set-top Blu-ray Disc 

player, a PS3, or a computer soft player such as Arcsoft TotalMedia Theatre. 
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Pop-up Menu 

A pop-up menu is a feature found on all professional Blu-ray discs.  Unlike DVDs, which 

require you to interrupt the video in order to access the menu, Blu-ray allows you to display 

your menu over the video stream while it is still playing.  DSA creates pop-up menus with 

ease.  

 

BD Live 

BD Live is the rather catchy name given to the Internet capabilities of Blu-ray Disc.  BD 

Live allows you to play games with others online, download content and use social 

networking sites to name a few oft-cited examples. 

 

Actions 

Actions are unique to DSA.  Actions are playback or navigational behaviors that you can 

assign to buttons to create interactivity on your Blu-ray Disc.  Actions are assigned via an 

expandable menu in the Control Panel window.  Actions take the place of hand-scripting 

code so love them! 

 

Ellipses Button 

The ellipses button is the button with three dots that appears to the right of a text field that 

allows you to select an image, video, or other type of file.  Clicking the Ellipses button 

always displays a dialogue box. 

 

BD-R/RE 

Throughout this manual we often refer to BD-R/RE when discussing burning a disc.  BD-R 

is the name for the writable Blu-ray disc format.  BD-RE is the name for the re-writable 

Blu-ray disc format.  All Blu-ray burners support both BD-R and BD-RE.  There is no 

functional difference between the two formats in terms of playback.  The obvious 

difference is that BD-Rs can only be used once, whereas a BD-RE can be re-used multiple 

times. Considering that the cost of writable media is still relatively high, we recommend 

using BD-RE for burning and testing your discs. 

 

Multiplexing/Muxing 

Multiplexing and Muxing are different words for the same operation.  In this manual they 

are used interchangeably.  Multiplexing is the process of converting your projectôs 

elementary audio and video streams into the file types and structure that are readable by a 

Blu-ray disc player. 

Product Philosophy 

We are committed to making professional Blu-ray disc authoring practical for the mid-sized 

producer so we set out to create the ideal tool for DVD authors who are making the 

transition to Blu-ray disc. Rather than simply map a tool to the BD spec, DSA maps the 

DVD authoring workflow to Blu-ray disc creation. 

 

In order to do this, NetBlender has identified the most pressing needs of the professional 

authoring community and designed DoStudio Authoring to specifically meet those needs 

efficiently and affordably: pop-up menus, picture-in-picture, BD-Live, and a robust plug-in 

architecture for inclusion of third party BD-J applications such as games. 
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The current release of DSA supports pop-up menu creation, Blu-ray 3D support, Picture-in-

Picture support, support for 3
rd

 party BD-J (including BD Live features) and BDCMF 

(BD25 & BD50) formatting with AACS support for replication.  In other words, DSA does 

everything you need to make a professional Blu-ray disc today.  Which features are 

available to you depends upon which licenses you have purchased.  Please consult the 

NetBlender website for details. 
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Section 2: DSA Basics 

 

DSA replaces the complexity of the Blu-ray Spec with simple to understand concepts that 

any DVD author can learn quickly.  This section briefly explains the concepts and 

terminology that are essential to working with DSA successfully. 

 

Menu Elements 

Letôs begin with the elements that comprise a pop-up menu.  When building menus in DSA, 

you will be working with three basic elements: Menu Blocks, Sets and Buttons. 

 

Menu Blocks 

Menu blocks are rectangular areas of the screen, defined by you, the author, that 

contain a menu such as your Main Menu, or a Submenu such as a menu for chapter 

selection or special features.  DSA can accommodate 32-bit graphics for your 

menus (HDMV-only tools can only accept 8-bit graphics).  Menu Blocks can not 

overlap on screen.  They typically have a background image that defines the blockôs 

size on the screen, however menu blocks can be transparent.  You can create as 

many Menu Blocks as your project requires. 

 

By default, the Menu Block that is listed at the top of your projectôs menu tree is the menu 

block that is associated with the Pop-up menu button on the BD Playerôs remote control.  In 

other words, it will toggle on and off screen when the viewer presses the pop-up menu 

button.   You can change which Menu Block is associated with the Pop-up menu button 

using Actions, so you can program your disc to display a different pop-up menu depending 

on what part of the disc is playing. 

 

 
 

Figure 2-1 - A Blu-ray Menu Created by DSA 
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Menu blocks can animate on and off screen.  They can float, or ñpop-upò over your video 

while it is playing.  Menu blocks are the ñparentò element of a menu.  This means that any 

other menu elements live inside them and are attached to them.  When you delete a menu 

block any sets or buttons contained in that menu block are also deleted.  If you animate a 

menu block all  of the sets or buttons contained in that menu block also animate. 

 

Sets 

Sets are visual layers of a menu block.  Every menu block by default must have at least one 

set.  A good way to think of Sets is as visual layers of your menu block that are stacked on 

top of each other.  Each Set contains its own set of buttons (hence the name ñSetò) and each 

Set can contain its own background image or it can be transparent.  Only one Set can be 

visible at a time.  A practical example is best to illustrate this concept: 

 

Imagine you have a movie with 15 chapters and you would like to create a chapter 

menu that allows the viewer to select any of the 15 chapters for viewing.  Simple 

enough, right?  One way to do this is to create a Menu block and add 15 buttons to it 

(weôll discuss buttons below).   

 

But what if your graphic designer wants to include nice icons for each chapter and 

group the icons 5 at a time on the menu block for the sake of visual appeal.  This is 

where sets come in.  You can create 3 sets in your menu block, each with 5 buttons 

on it. 

 

Sets can each have their own background image, or they can be transparent.  Only one set 

in each menu block can be visible on screen at a time. 

 

Buttons 

Buttons are a pretty straightforward concept if you have ever authored a DVD.  A button is 

an area on a menu block that is selectable and clickable with a remote control.  Buttons are 

used to play video or to display new menu items. 

 

In Blu-ray and in DSA, buttons have three images associated with them.  Each image 

corresponds to a state that the button can have: Normal, Selected and Activated.  The 

Normal state is what the button looks like when the viewer has not selected it with the 

remote control.  The Selected state is what the button looks like when the viewer has 

navigated to that button using the remote control.  And the Activated state is what the 

button looks like when the viewer has clicked enter on the remote control.  The Activated 

state is usually only seen for the brief amount of time after the viewer has click enter and 

before either a video is played or another menu item appears. 

 

A button is required to have an image for its Normal state.  The Selected and Activated 

states are optional.  If you do not add a graphic for the Selected or Activated state, the 

graphic for the Normal state will be displayed. 

 

Attention DVD Authors! 
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As described above, the method for creating buttons in Blu-ray is quite different from 

creating buttons for DVD menus.  There is no ñoverlayò layer such as you are accustomed 

to using in DVD.  You (or your menu designer) must create three separate images for a 

button ï each image corresponds to an image state.   Your menu designer will be pleased 

with this new capability, because he or she will no longer be limited to a simple 8-bit 

graphic overlay.  With DSA, they can create full 32-bit graphics that appear for each image 

state.  And of course, DSA can import all of these graphics directly from a layered Adobe 

Photoshop file.   

 

The Image Buffer 

 

A new concept for DVD authors is managing the image buffer for the graphics you include 

in menus.  In DSA, this includes your pop-up menus and your First Play image.   

 

DSA creates all of the pop-up menus as BD-J (Blu-ray Disc Java) so you can use 32-bit 

graphics.  The image buffer size varies depending on the Profile of the Blu-ray player.  BD-

J allows a maximum graphics buffer size of 45.5mb for profile 1.0/1.1 players (61.5mb for 

profile 2.0 players).   

 

These numbers are misleading however, because you can not cram 45.5mb of graphics into 

the buffer and expect your disc to function properly on many Blu-ray players due to the 

overhead of processing the graphics.   

 

NetBlender has found though extensive testing that all players can handle 32.5mb of 

graphics buffer and DoStudio limits you to 32.5mb so that your discs will play successfully 

on all players.   When you compile your project or run the Validation in the Control Panel, 

DoStudio calculates the total file size for each menu element and warns you if you have 

exceeded the 32.5mb limit. 

 

How is the Image Buffer size calculated? 

 

The size of the Image Buffer is based the fact that each pixel in an image uses 4 bytes of 

memory. This is because every pixel uses four colors: Red, Green, Blue and an Alpha 

Channel to determine the color and transparency of the image. The equation for calculating 

the image buffer size is as follows: 

  

     Width x Height x 4 = number of bytes 

 

For example, an image that is 1920x128 takes up 124 Kb of space: 

  1920 x 128 x 4 = 124,000 bytes 

 

Tips for Managing the Image Buffer size 

¶ Do not create images with a lot of extra transparencies around the actual image. 

Even a transparent pixel takes memory.  

¶ Create a small first play image, such as the text loading.  
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¶ Re-use a background image for all sets by placing the background image on the 

Menu Block instead of on each set.  

¶ Remove any images for the Selected and Activated State that are not being used.  

¶ Keep in mind an image with a long width that is applied to a set can be used to 

remove a lot of extra pixels from Memory.  

¶ Keep in mind an image that is 512 pixels by 256 pixels will take up 1Mb of Image 

Memory.  

¶ Design your menu using rectangles and keep track of a rough estimate of how many 

bytes each rectangle will use. Remember buttons have up to three images per 

rectangle.  
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Actions 

Actions are another unique feature of DSA.  Actions are functions that create the interactive 

functionality of your Blu-ray Disc.  Some sample actions are: Play Chapter, Show Menu, 

Play Sound, and many more.  Actions are assigned via the Action Editor which is found in 

the Control Panel when you have selected an element that is able to receive an Action.  

Appendix II lists all of the available Actions. 

 

Actions can be assigned to the following elements in your project: 

 

¶ Menu Navigation Buttons (Enter, Up, Down, Left, Right) 

¶ Menu Block Events (On Show, On Hide) and Menu Button Events (On Show) 

¶ Remote Control Buttons (Play, Pause, Pop Up Menu, Rewind, Fast Forward, Red 

Button, Green Button, Blue Button, Yellow Button) 

¶ Title Start 

¶ Title End 

¶ Chapter Start 

 

 
Figure 2-2 - Action List 

 

Playlist Tree Elements 

The Playlist elements determine how the video is laid out on your Blu-ray disc.  Letôs 

examine them now. 

 

Audio/Video Segments 

Your audio, video and subtitle assets are added to your project as Audio/Video Segments.  

Each segment can contain one elementary video stream (2D or 3D), up to nine audio tracks 

and up to 32 subtitle tracks.  You can add up to 999 Audio/Video segments to your project. 
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2D Segments can also contain one secondary video track (used for picture-in-picture 

effects) and up to nine Secondary audio tracks.  A 3D segment uses two video files, a base 

view and a dependent view.   

 

Slideshow Segments 

A slideshow Segment allows you to add up to 100 JPEG image in HD or SD resolution that 

will display on screen for a duration up to 255 seconds.  You can add Audio tracks to 

Slideshow titles just as you would a video title.  The viewer can navigate through the 

slideshow images using their remote control while the audio plays uninterrupted.   

 

Once you have created your Audio/Video Segments, you must add them to Playlists.  You 

can add the same Audio/Video Segments to multiple Playlists without taking up extra 

capacity on the disc. 

 

Playlists 

A Playlist contains playback and navigational information about how your video will play 

on your Blu-ray Disc.  You can add a single Audio/Video Segment to a Playlist, or you can 

add multiple Audio/Video Segments to a playlist and join them seamlessly.  In DSA, this is 

represented visually in a timeline.  This is analogous to how video is organized in tracks on 

a timeline when authoring a standard DVD.   

 

When you add an Audio/Video Segment to a Playlist it becomes a Path Item.  You can 

define Chapter points for each Path Item.  The Chapters are defined by the time code of 

each Path Item, not of the entire Playlist.  If you have added the same Audio/Video 

Segment to multiple Playlists, you are allowed to define different chapter points for each 

Path Item. 

 

Playlists have Start and End events that you can add Actions to.  This allows you to add 

authoring features such as showing or hiding Menu Blocks every time a Playlist starts or 

ends.  Chapters have a Start event to which you can add Actions. 
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Figure 2-3 - The Playlist Tree 

 

You will notice that when you jump playback from one Playlist to the next, 

there is a delay and often the screen will go black.  This is normal due to a 

provision in the Blu-ray spec that requires the Blu-ray player to actually stop 

anytime the disc changes Playlists.    The actual delay will vary from player to player, 

but it is normal for the player to pause for roughly two seconds. 

 

Blu-ray Disc Titles 

By default your project will have one Blu-ray disc title called the ñDoStudio BD-J Menuò 

title.  All of your Playlists are contained in this title and the BD-J menu is active across all 

of the Playlists.  You can see the Playlists represented visually in the Title timeline. 

 

The Blu-ray Disc titles node in the Playlist tree is where you set up your loading screen.  

This allows you to define what graphic is displayed on-screen while the Player loads the 

BD-J into memory.  The amount of time this loading screen is displayed on screen depends 

upon the speed/quality of the Blu-ray Disc Player and the amount of graphics you have 

included in your menus. 
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You can position Playlists before the Loading Screen if you desire.  These Playlists will 

play before the BD-J menu loads into the Player memory.  This can be useful for displaying 

warnings, logos or trailers.  

 

The Playlist directly to the right of the Loading Screen in the timeline will play once the 

menus have loaded.  After that, the playback order of the Playlists is determined by the On 

End Play events and Actions that you author into your project. 

 

For more information about setting up your Playlist, read Section 4: ñSetting up your 

Playlist.ò 
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Section 3:  The DSA Workspace 

DoStudio Authoring Edition offers a flexible workspace environment that can be adapted 

to a single or multi-screen monitor setup.   

The Tabbed View 

By default, DSA launches in a single screen tabbed view.  The relative sizes of the windows 

and the location of the tabbed spaces can be adjusted by the author via drag-and-drop. 

 

 

 
Figure 3-1 - DSA Worksplace Layout 
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Floating Workspace View 

You can undock the tabs in the interface by double-clicking them.  The workspace element 

now appears as a resizable window that you can click-drag to the location and size of your 

choice.  The Floating workspace is best for multi-display settings.   

 

 

 
Figure 3-2 - DSA Workspace with Floating Windows 

 

You can re-dock the windows by dragging them over another window and releasing the 

mouse cursor over the desired compass point. 

 

Perspectives 

DSA lets you save your favorite window arrangements.  We call these ñPerspectives.ò  You 

can save multiple Perspectives so if you have multiple authors using the same system they 

can each save their own.  To save a Perspective, arrange the windows to your liking and 

select ñSave Perspectiveò from the Window menu in the toolbar.  The Window menu also 

lets you set a Perspective as the default arrangement, or you can also reload the default 

DSA tabbed arrangement. 

 

Overview of the Workspace 

Navigating the workspace in either display mode is quite simple.  The Menu Elements 

Window, Playlist Editor Window and Disc Tree Window are tree-view windows that 

display the organizational layout of your disc elements.  You collapse and expand the 

nested items in the tree-view by toggling the + and ï buttons next to the element.  When 

you wish to add or delete any element from your project, you do so in one of these 

windows.  Likewise, if you want to select any element in your project for editing, you 

should select it in one of these two windows.   
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The Layout Editor Window and the Layout Preview Window display the menus you have 

built.  To view menu elements in the Layout Editor and Layout Preview Windows, select 

the checkbox next to the element in the Menu Elements window.  You can select menu 

elements and edit the layout of your menu elements by clicking and dragging them in the 

Layout Editor.  You can select menu elements in the Layout Preview by clicking them but 

you cannot move them. 

 

The Control Panel displays the editable parameters for any item you have selected.  The 

parameters are always relevant to the selected item.  For example, selecting a menu block in 

the Menu Elements window displays the animation settings and other properties for the 

menu block in the Control Panel.  Then when you select a button in the Menu Elements 

window, the Control Panel displays the image settings, remote control assignment and other 

items specific to the button. 

 

Letôs look at each window in more detail.  The screenshots will be presented in the Floating 

Workspace view, but the same instructions apply when you are working with the windows 

in Tabbed view. 
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Working with the  Menu Elements Window 

When you start a new project the Menu Elements Window is empty.  To add an element, 

right click in the window to display the context menu.  The context menu will vary 

depending on what elements you have already added to your project, as well as what 

element you right-click, or what element is selected when you right-click in a blank part of 

the window.  Right-clicking a blank space in the window will always give you the available 

options for adding a menu block.   

 

DSA is optimized for importing your Menu Elements from a layered Photoshop 

file.  You have the ability to add/edit/delete individual menu items using the 

Menu elements window in DSA, but practically speaking you will in almost every case 

find that it is most efficient to create and edit your menu elements is Photoshop and 

then import them into DSA.   

 

 
Figure 3-3 ï Using the Context Menu 

 

The Menu Elements Window also determines whether or not an element is visible in the 

Layout Editor.  To turn visibility to ñon,ò click the checkbox to the left of the elementôs 

name.  To turn visibility to ñoff,ò un-check the box to the left of the elementôs name.  Only 

one Set can be visible at a time, so turning a Setôs visibility to ñonò will automatically hide 

another Set in the menu block that was already visible. 
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You may re-order the elements in the tree-view via drag-and-drop.  The top button in a set 

is considered the ñdefaultò button.  This is important because in a few instances, the default 

button will be highlighted when a menu is displayed during playback byéwellédefault. 

 

To select an item for editing, click it once in the tree view.  This will display the elements 

editable properties in the Control Panel.  It will also highlight the element in the Layout 

Editor if the elementôs visibility is set to ñon.ò 

 

 
Figure 3-4 - Enter Key Event 

 

You will see that buttons contain nested elements for each of the corresponding remote 

control options: Enter Key, Up Key, Down Key, Left Key and Right Key.  These are Event 

Elements. You highlight these elements to add Actions to your buttons.  They also contain 

an element called On Show, which allows you to add Actions that occur any time the button 

appears on screen. 

 

When you have added actions to an element, a small red circle with a number in it appears 

on the elementôs icon.  This is a visual indicator of how many actions are assigned to an 

element.   

 

 

 

 

 

 



 

 

19 

 

 

 

 
Figure 3-5 - Enter Key Event Copy & Paste 

 

You can Copy and Paste Actions that you have assigned to Menu Elements.  Select the 

Menu Element (ie. the ñEnter Keyò for the button) and right-click and select Copy.  To 

paste the Action, select the desired Menu Element and right click the element and select 

Paste.  If the Menu Element has more than one action assigned to it, all of the Actions will 

be Copied and Pasted.  If you want to only Copy and Paste one action out of several, right-

click the action in the Action Editor in the Control Panel. 

 

Automatically Assigning Remote Control navigation to buttons using the Menu 

Elements Tree 

You can quickly assign the Remote Control navigation by right-clicking on the Set in the 

Menu Elements window.  Select ñApply Vertical Navigationò or ñApply Horizontal 

Navigationò depending on the visual orientation of the buttons in the set.  DSA will 

automatically assign the remote control navigation based on the order of the buttons in the 

Set according to your selection. In other words, you must arrange your buttons in the Menu 

Elements tree in the same order that they appear visually on screen in order for the auto 

Remote Control Assignment to work.  

 

 

 ñApply Vertical Navigationò assigns remote control commands to the up and down 

buttons, while ñApply Horizontal Navigationò assigns remote control commands to the left 
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and right buttons.  The assignment is based on the order of the buttons in the Menu 

Elements tree, not on the actual visual layout of the buttons onscreen.  It is acceptable to 

apply both Vertical and Horizontal navigation to the buttons if you so desire.  

 

 
Figure 3-6 - Apply Horizontal Navigation 
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Working with the Playlist Editor Window  

The Playlist Editor displays a tree-view style outline of the video layout of your Blu-ray 

disc.   

 

 
Figure 3-7 - Adding Subtitles 

 

The playlist tree defines the structure of the Audio Video assets on your disc, as well as 

several setup items. 

 

The Playlist tree is set up as series of nested trees.  Click the small arrows to the left of the 

icons to expand the node to see the nested elements.  Right-click elements in the tree to add 

or remove items.  To select an item to edit its properties, single-click the item in the Playlist 

tree to reveal the itemôs editable properties in the Control Panel. 

 

The Audio Video assets are contained in the Audio Video Segments, Playlists, and Blu-ray 

Disc Titles. 

 

The Disc Information tab contains setup information for your disc.  This is described in the 

section: Setting up your project: Disc Information 

 



 

 

22 

 

Working with the Layout E ditor  Window 

 

The Layout Editor displays your menus and allows you to edit their location on screen.  To 

move an item, single click the item with your mouse and drag it to the desired location.  

You will notice that when you select an element in the Layout Editor that it also highlights 

in the Menu Elements window and its editable properties appear in the Control Panel. 

 

 
Figure 3-8 - Using the Layout Editor 

 

The Layout Editor is always displayed at 100% size (1920x1080 pixels).  There 

is no zoom level view.  If you wish to see your entire menu in the Layout Editor 

it is recommended that you setup DSA on a high resolution dual-monitor display 

configuration. 
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Working with the Layout Preview Window 

The Layout Preview Windows displays a scalable view of the layout of your menu 

elements.  The Layout Preview always displays the entire canvas of your layout (the full 

1920 x 1080 frame) and scales it to fit in the Layout Preview window.  

 

Figure 3-9 - The Layout Preview Window 

 

You will notice that when you select an element in the Layout Preview that it also 

highlights in the Menu Elements window and its editable properties appear in the Control 

Panel. 
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Working with the Control Panel 

The Control Panel displays the editable properties for any item you select in the Menu 

Elements and Playlist Editor windows.  The properties displayed in the Control panel will 

change depending on what item is selected. 

 

 
Figure 3-10 - The Control Panel 
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Section 4: Authoring Workflow  

 

 
Figure 4-1 - The Authoring Workflow 

 

Planning 

Youôre probably tired of hearing people talking about the importance of planning your Blu-

ray Disc production.  Chances are you can knock out a DVD with very little planning at all.  

But keep in mind that Blu-ray introduces new interactive capabilities, new graphics 

requirements, and mandatory protection schemes for replication.   

 

A few items to think through before beginning your project: 

 

Flowchart the interactive aspects of the disc 

It is important to think through how the user will interact with the menu system and 

other interactive features of the disc.  Create a flowchart.  Think through every 

button on the remote control.  Will your main program start automatically or will 

you create a video loop that your pop-up menu will appear over at program start? 

 

Naming conventions 

If you are working with a team of authors and graphics designers on your disc, 

establish a naming convention for your graphics particularly as they describe menu 

elements and button states.  Many an authoring job has been delayed due to 

confusion over the minutiae of which graphic is supposed to be the ñSelectedò 

button state vs. the ñActivatedò state.  These are new concepts if you have come out 

of a DVD authoring background. 

 

Bit-budgeting 

While the great capacity of Blu-ray Disc leads to fewer headaches over fitting your 

project onto a disc, it is still important to plot out the size and bit-rate of your assets.   
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Will your Disc be replicated? 

If so then AACS is mandatory.  DSA prepares your disc for the AACS 

encapsulation process that occurs at the replication plant but the content owner will 

need to execute the AACS Provider Agreement in advance.  If you are not 

replicating your disc then you do not need to apply AACS.  Please read our 

wikipaper on AACS found on the NetBlender website: 

http://www.netblender.com/main/resources/wikipapers/aacs-for-independent-

producers/  for more details. 

 

Graphics creation 

Your menus rely heavily on graphic images so you must create them before you begin the 

authoring process.  You always have the option of updating your graphics while you are in 

the middle of the authoring process, however the better prepared your graphics are at the 

beginning, the smoother your authoring process will be. 

 

If you have designed menu graphics for DVD you will need to shift your designs 

conceptually from thinking of the menu as an entire screen (720 x 480 at 72dpi for DVD) to 

thinking of menus as comprised of individual elements  that can float over the video 

anywhere on the screen (1920 x 1080 at 72 dpi for BD).  So while the entire canvas for a 

Blu-ray disc is quite large, your main menu may only take up 20% of the screen since it 

pops-up over the video.  Of course, the actual sizes of your menu elements are up to you 

and more importantly the specific requirements of the Blu-ray Disc you are authoring. 

 

DSA lets you import 32 bit PNGs (24 bit + 8 bit transparency) for individual menu 

elements such as the background image for your menu blocks.   

 

DSA lets you import an entire menu structure as a layered Adobe Photoshop file.  This is by 

far the most efficient way to design and import your menu graphics.  When you use this 

method, you layout your entire menu structure in Adobe Photoshop, then name each layer 

according to the DSA naming convention.  When you import the PSD into DSA, each layer 

is assigned to a menu element according to the naming convention.  For details about 

importing a layered Adobe Photoshop file, see Part II: Section 3: Importing Menu Elements 

from a Layered Adobe Photoshop file. 

 

Video/Audio encoding 

DSA supports all three video codecs that are supported by the Blu-ray Specification: Mpeg-

2, SMPTE VC-1 and h.264/AVC.  Your video must be encoded as a valid BD-compliant 

elementary stream for it to mux successfully.   

 

DoStudio Authoring Edition does not include an encoder.  DoStudio Workflow Suite 

includes a Blu-ray compliant MPEG-4 AVC encoder. 

 

NetBlender has published a paper on its website that lists the current encoders that work 

with DSA.  You can view the paper here: 

http://www.netblender.com/main/resources/wikipapers/aacs-for-independent-producers/
http://www.netblender.com/main/resources/wikipapers/aacs-for-independent-producers/
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http://dostudio.netblender.com/wikipapers/Encoders1.asp 

 

A snapshot of the video codecs that are supported by the Blu-ray Specification: 

 

MPEG-2 is the venerable codec that we have worked with in standard DVD for 

over a decade. There are many reliable MPEG-2 encoders that can output a 

compliant HD stream. The downside of MPEG-2 is that it is not nearly as efficient 

as VC-1 or AVC, so it requires higher data rates (and larger file sizes) to achieve 

similar quality results. Most of the initial Blu-ray releases were MPEG-2, however 

very few new Blu-ray titles use this codec.  

 

SMPTE VC-1 is a new standard that is based on the Windows Media 9 codec from 

Microsoft. VC-1 is more efficient than MPEG-2 and can achieve high quality results 

in the 15mbs range.  

 

MPEG-4 AVC  is the newest of the three codecs and is the most advanced. It is also 

the favored codec for Blu-ray Discs. AVC encoded streams can often achieve the 

same quality of MPEG-2 at one half the data rate.  

 

Subtitling  

DSA supports graphics-based subtitles for Blu-ray.  The subtitle files are a series of 8-bit 

PNGs with an accompanying xml file in .dost format.  Several tools export .dost directly.  

Please see Part II: Section 6 ñSubtitlesò for details. 

http://dostudio.netblender.com/wikipapers/Encoders1.asp
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Authoring  

After creating your graphics and encoding your video, you are ready to author your Blu-ray 

Disc.  In this manual, Part II: Working with DSA details the following authoring activities: 

 

Disc Setup 

The Disc setup involves specifying the CMF formatting requirements, Disc and 

Organization IDs and other details.   

  

Menu Creation 

Professional Blu-ray Discs feature ñPop-upò menus that can float over the video playing in 

the background.  In DSA, you import your menu element graphics and use Actions to 

assign Navigation interactivity such as showing and hiding various menus, and Playback 

behaviors such as playing or pausing a chapter. 

 

Playlist Setup 

Setting up your Blu-ray disc Playlist is not unlike setting up your title and chapter structure 

for DVD.  Using DSA, you import your primary Video and Audio elements and assign 

them to a Title.  If your title has chapter points you enter those as timecode numbers. 

 

Compile your Blu-ray Disc 

With your Menus authored and your video structure organized in your Playlist, you are now 

ready to compile your Blu-ray Disc.  The compile process is simple, you click the Compile 

BD button in DSA.  DSA then writes out the HDMV and BD-J code that will comprise 

your final disc. 

 

Emulation/Testing 

Blu-ray Discs involve greater interactive capabilities than DVD so it is more important than 

ever to test your menus and playback behavior.  NetBlender recommends testing your 

compiled BD image in a computer based softplayer such as Corel WinDVD or Arcsoft 

TotalMedia Theater.  WinDVD and Total Media Theater are fully spec-compliant BD 

players, so you can test your menus and video playback with confidence.  When you are 

satisfied with your disc, it is advisable to burn several test discs and test them in several set-

top BD players.   

 

Formatting  

The final stage of the BD process is formatting.  In DSA, you simply click the Format BD 

button to create the BDCMF image that BD replicators require.  Most disc images are being 

shipped to replicators on hard drives (due to the size of the files) as of this printing, 

however it is advisable to discuss this with your replicator. 
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Chapter 2: WORKING WITH DSA  

 

Build a pop-up menu, setup your Playlist, compile and format a final Blu-ray disc image 

ready for replication 

 

In This Chapter: 

 
Section 5:  Setting up your Project 

0   

Importing a Menu from a layered Adobe Photoshop file ï page 42 

Section 7:  Menu Element Properties ï page 60 

0  The On Show Event for Buttons 

The On Show event allows you to assign an action that will execute any time the button 

appears on screen.  In most cases, you will apply one of the ñAssociate this button withéò 

actions to the On Show event.   

 

The ñAssociate this button withéò actions cause the display behavior of the button to vary 

depending on what audio track, subtitle track or chapter is currently playing.  This allows 

you to easily add ñsmart selectionsò to your menus without having to set a lot of conditions. 
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 ï page 67 

Section 11:  Using Actions ï page 93 

Section 22: Subtitles144 

Section 23: Compiling your Blu-ray Disc ï page 148 

Section 24: Viewing your Compiled Disc Image ï page 153 

Section 25: Burning a BD-R/RE from DoStudio ï page 154 

Section 26:Formatting your Blu-ray Disc for Replication ï page 155 

Section 27: Advanced Authoring ï page 160 

Section 28:Advanced Playlists: Secondary Audio/Video (PiP) ï page 168 
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Section 5: Setting up your Project 

This section describes the basic settings for your Blu-ray Disc project.  While all of these 

settings are appropriately called ñsetupò it does not mean that all of these settings need to be 

completed as the first step in the authoring process.  Many of these settings can be edited at 

any point in the authoring process prior to formatting your final disc image. 

 

This section will guide you through each setup window and describe the editable 

parameters for each window. 

Asset Management 

It is advisable that you setup a folder called DSA Projects and create a folder for each Blu-

ray disc project within the DSA Projects folder.  It is required that all of your project assets 

be contained in the project directory.  For organizational purposes, we suggest that you 

create subfolders for images and audio/video assets.  A sample directory structure would 

look like this: 

 

¶ My Documents 

o DSA Projects 

Á My BD Project (this is called the root folder for the project) 

¶ Audio/Video 

¶ Photoshop Files 

¶ Subtitles 

myBDproject.dsap 

 

During the authoring process, DSA will create a folder in the projectôs root folder called 

projectname.content and when you compile your project DSA will create a folder called 

projectname.BD that contains the compiled disc image. 

Disc Information  

To edit your Disc Information, click the ñDisc Informationò button in the toolbar.  Or click 

the ñDisc Informationò node at the top of the Playlist tree. 



 

 

32 

 
Figure 5.1 - The Disc Settings via the Disc Information Node 

 

 

 

The editable properties appear in the Control Panel.  You may change the name of you Blu-

ray Disc project by entering a new name in the ñProject Nameò field. 

 

 
Figure 5.2 - The Disc Settings Control Panel 
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The Properties Tab 

The Disc Id is a unique identifier for each Blu-ray title.   A default value is entered when 

you start a new project.  It is recommended that you press the ñGenò button to generate a 

new Disc Id when you start a new project, or at any time prior to replicating your disc.  The 

Disc Id is not your ISAN code, if you have chosen to apply for one.   For more information 

on ISAN codes, please see the ñAACS for Independent Producersò wikipaper on the 

NetBlender website here: http://dostudio.netblender.com/wikipapers/aacs.asp. 

 

The Organization Number is a unique ID that represents the ñstudioò creating the disc.  The 

organization ID that is chosen should be used on every disc created by that studio. The 

Organization ID is a number between 4294901761 and 4294967295.  This number is 

required by the Blu-ray spec.  The number is not managed by any central agency at this 

time, it is simply up to you to pick a number at random and use the same number for all of 

your projects. 

 

The Application Number is the ID for the particular title being authored.  It is a number 

between 16384 and 32767.  It is a good idea to generate numbers for your projects in some 

logical order.  This number is different from your Disc Id number and is required by the 

Blu-ray spec. 

 

The Compile configuration settings also let you turn Multiplex Audio/Video ON/OFF.  

This is a time-saving feature that allows you to only compile your BD-J code while re-using 

your previous video/audio/subtitle mux.  Please read Part II, Section 5: Compiling your 

Blu-ray Disc for more information. 

 

The Output folder  

This is where you can set where you want your blu-ray disc to be created.  By default the 

output folder will be found in the .BD folder where your project file is. 

 

BDCMF Tab 

 
Figure 5.3 - BDCMF Tab in the Disc Settings Control Panel 
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You do not need to complete the BDCMF form when you begin your project.  Instead, you 

can complete the information prior to formatting your final disc image for replication.  If 

your project will not be sent to a replicator, you do not need to fill out this form at all. 

 

BDCMF is the mastering format that replicators use to create BD metal masters.  DSA 

formats your final Blu-ray Disc image in the industry standard BDCMF 1.02 format used 

by replicators. 

 

Choose the directory where your compiled Blu-ray Disc resides by clicking the ñSelectò 

button in the ñOutput Directoryò field.  DSA writes the compiled image to a folder called 

projectname.BD in the projectôs root folder.   

 

Choosing the right Output Directory is very important for your disc to be replicated with 

out any errors.   

 

1. Make sure the hard drive you are formatting too has at least 100GB of space for a 

BD-50 and 50GB of space for a BD-25.  

2. It is highly recommended that you choose a folder that does NOT have any files or 

folders in it.  It should be an empty folder. 

3. The hard drive you are using for your Output Directory must be a Windows NTFS 

drive.  

 

Enter the name of the disc in the ñDisc Labelò field.  The Master Id and Work Id are 

optional fields and do not have to conform to a specific format.  If you are authoring for a 

larger facility, they may supply you data for these fields.  If you are an independent 

production facility, it is up to you whether to make use of them. 

 

Enter the Copyright holder in the Copyright Notice field and the Content Owner in the 

Owner Notice field.  As you would expect, these are often the same organizations.  

 

Enter the name of the authoring Facility, the location and the operator names in their 

respective fields if desired.  These fields are optional. 

 

Select if the disc should be playable in the three regions specified in the Blu-ray Spec.  The 

options are: Allowed (disc plays in that region), (disc will not play in that region), 

Not_Applicable (region-free). 

 

Region A includes: Americas; East and Southeast Asia; U.S. territories; Bermuda.  Region 

B includes: Africa, Europe, Oceania; Middle East; Kingdom of the Netherlands; British 

overseas territories, French territories; Greenland.  Region C includes: Central and South 

Asia; Mongolia, Russia, and People's Republic of China. 

 

Setting up a Region Error screen 

If you plan to restrict one or more regions from playing the disc youôll need to create an 

Invalid Region Jpeg image.  The purpose of this image is to inform the viewer of the disc 

that their Blu-ray player cannot play this title because it is not in the correct region.  You 
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can make this image to be anything youôd like.  The only requirements are that the image is 

1920x1080 and it is a jpeg image.  

 

Managed Copy 

AACS Managed Copy allows the viewer to move content from the Blu-ray disc to their 

computer, server, or a mobile device.  The digital rights management of this content is 

handled via the Internet, so an AACS protected disc contains a link to a specific Managed 

Copy Server.  The Blu-ray disc can also provide links to additional or related content via 

this link.   

 

If you wish to implement Managed Copy, you must enter a valid URL for the managed 

copy authentication server.  Since the requirement for a managed copy server are not yet 

published by the AACS LA, many studios are entering URLs that will redirect to a 

managed copy server at some point in the future.  NetBlender offers a managed copy 

solution that will meet the AACS LA requirements.  Please visit the NetBlender website for 

more details. 

 

In July 2010, the AACS LA declared that ISAN codes are optional for Blu-ray discs, 

however you will need one if you plan to implement managed copy.   

 

Details on obtaining an ISAN number can be found here: 

http://www.netblender.com/main/resources/wikipapers/aacs-for-independent-producers/ 

http://www.netblender.com/main/resources/wikipapers/aacs-for-independent-producers/
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Files and Groups Tab 

 
Figure 5.4 - Files and Groups Tab in the Disc Settings Control Panel 

 

To add audio files such as button sound effects to your menus you must first import the 

files into your project.  Click the ñImport Audioò button to open a dialogue box.  DSA can 

import uncompressed .wav files and LPCM .wav files. 

 

The BD Specification limits the total size of the included audio files to 4mb.  

 

Sticky Buttons Groups are a feature unique to DSA.  Sticky Buttons are buttons that need to 

retain their setting when the menu hides.  A practical example of a sticky button would be a 

language setting button.  If the viewer selects French as the preferred audio track, they will 

expect to see that button still selected when they use the menu again.  Buttons that are not 

assigned to a sticky button group return to their normal state when the menu is hidden. 

 

You may create as many Sticky Button groups as you choose, but in real-world terms your 

project will only require a few such as: Audio Settings, Subtitles Settings and Chapter 

Selection. 

 

Sticky buttons work in conjunction with the ñAssociate this button withéò actions that you 

apply to the on show event of a button.  For more information, please refer to Section 21: 

Button Association Actions. 
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Advanced Parameter Tab 

 
Figure 5.5 - Advanced Parameters Tab in the Disc Settings Control Panel 

 

The Advanced Parameter tab displays a list of Advanced Parameters (APRMs) that you 

have created for your project.  In this window you can add and remove APRMs using the 

ñNewò and ñRemoveò buttons. 

 

For more on APRMs, see Part II: Section 9 ñAdvanced Authoring.ò 
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Validation Control Panel 

 
Figure 5.6 - Validation Control Panel 

 

The Validation Tab allows you to check for errors prior to compiling your project.  The 

Validation process is identical to the process that is run when you click Compile or Quick 

Compile.   

 

Validation performs an Image Buffer Verification that checks the size of your menu 

graphics and displays the total amount of the Image Buffer that your project is using. If you 

have exceeded the 32.5mb allowed by DSA, you will receive a warning. 

 

Validation also checks for errors that will occur due to missing assets in your project or 

actions that reference missing or erroneous project elements.  For example, if you have 

added a Show Submenu Action that references a menu element that has been deleted, the 

Validation will notify you of the error.  Likewise, if a video or audio asset has been moved 

or deleted, the Validation will notify you that the assetôs path in the Playlist is erroneous 

and must be fixed. 
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Playlist Language Node 

The Blu-ray Spec allows you to define different language settings for your Discôs name, the 

name of each Title and Chapter in your disc, and an onscreen display icon.  Currently, only 

the Sony PS3 supports the onscreen display icon, but other players will likely support this 

in the future.  No players currently support the display of the Title and Chapter names in 

multiple languages, but this will likely be supported as the Blu-ray format matures. 

 

This version of DSA allows you to set one language setting.  Multiple language settings 

will be supported in future versions.   

 

 
Figure 5.7 - Setting up the PS3 Display Information 

 

 

To edit the language settings, select the Language Settings Node in the Playlist Editor.  The 

Language Settings properties appear in the Control Panel. 
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Figure 5.8 - Editing the PS3 Display Information 

 

The Disc Title Name is the same as the name you have designated in the Disc Settings. 

 

You may select the language from the list in the combo box.  Future versions of DSA will 

allow you to add multiple language nodes and specify language-specific text and disc icon 

imagery for each language. 

 

The ñNumber of Discs in Setò and ñThis Disc Number in Setò fields are optional. 

 

The Copyright field should be completed with the name of the copyright holder. 

 

The Small Image and Large Image options are optional. They let you specify a disc icon 

image for use with onscreen displays on Blu-ray players.  Currently, only the PS3 supports 

the use of this image.  The images must be in JPEG format (.jpg) in the appropriate pixel 

sizes.  The small image is 416 x 240 and the large image is 640 x 360.   

 

Working with the BD -ROM Node 

In some cases you may wish to include additional computer files on your Blu-ray disc.  

DVD authors understand this concept as adding ñROMò material to a DVD.  There is no 

official term for this in the Blu-ray specification; however you are allowed to add folders 

and files to your disc. You can include any type of computer file. 

 

To do this, expand the BD-ROM node.  You will see that three folders already exist: 

BDMV, AACS and CERTIFICATE. These folders make up a standard Blu-ray disc that 

plays video. 
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Figure 5.9 - Using the BD-ROM Node 

 

To add an additional file to the root of your disc, right click on the BD-ROM node at the 

top of the tree and select ñAdd File.ò  Select the file from your computer (it can be located 

anywhere on your workstation) and click OK.  You will now see the file listed in the tree. 

 

To add an additional folder to your disc, right click on the BD-ROM node at the top of the 

tree and select ñAdd Folder.ò  You will now see the folder listed in the tree.  

 

You can rename the folder by entering a new name in the Control Panel or by selecting the 

folder in the tree and clicking F2.   You can add files to a folder by right clicking the folder 

and selecting ñAdd File.ò   
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Section 6: Importing a Menu from a layered Adobe Photoshop 

file using Mosaic 

This Section discusses how to create import menu graphics from a layered Adobe 

Photoshop file using an application that comes with DSA called Mosaic.  Mosaic is a 

powerful and flexible application that imports a layered Photoshop file and generates 

discrete DoStudio menu elements out of each layer in the PSD according to a simple 

naming convention.  Mosaic allows you to re-import a PSD an unlimited number of times 

during the authoring process if your menu design undergoes design changes. You can 

choose to preserve your current authoring for any re-imported menu element, or you can 

overwrite the authoring with the initial values contained in the PSD. 

 

Mosaic relies on a naming convention that you must use when labeling the layers of your 

Adobe Photoshop file prior to importing the file.  The naming convention relates to the 

basic menu elements in DSA: Blocks, Sets and Buttons. 

 

Mosaic can automatically handle the re-sizing of menu elements from one import to the 

next and it includes a powerful mapping feature that allows you to move the authoring from 

one menu element to another even when you have fundamentally changed the names of 

menu elements or changed the hierarchical structure of your menu system. 

 

Additionally, you can add DoStudio Actions directly to menu elements in your Photoshop 

file by adding layers to your PSD with a special kind of short hand notation in the layer 

name called ñMosaic Action Script.ò  

 

Naming Convention for the PSD Layers 

 

In order for Mosaic to successfully assign each layer of the PSD file to its proper role in 

DSA you must name each layer according to the naming convention described below for 

Menu Blocks, Sets and Buttons. 

 

Menu Blocks 

To define a Menu Block in a PSD, you create a layer graphic in the root of the layers list 

and name it with the following prefix: 

  

 Menu Block ñmb:ò 

  Example: ñmb: Main Menuò 
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Figure 6-1 - Photoshop layers 

 

If you wish to create a menu block with a transparent background, create an empty layer 

and name it according to the naming convention.  If you create a transparent background, 

Mosaic will determine the size of the menu block from the size of the Set. 

 

Sets 

Sets are created by using the ñsetsò feature in Photoshop.  Create a set and name it ñSet 1ò 

ñSet 2ò and so on, or name your sets more descriptively such as ñChapters1-5ò or 

something like that.  There are no special characters to enter in the layer name for the Set.  

You just give it a name. 

 

You will place your button graphics and set background image (optional) inside the 

Photoshop set. 

 

Sets will import with a transparent background unless you specify an image for the setôs 

background.  The naming convention for a set background is: 

 

Set Background: ñbg:ò 

Example: ñbg: nameofsetbackgroundò. 

 

 
Figure 6-2 - Photoshop Layer Set and Menu Block Setup 

 

Buttons 

Buttons are placed in the Photoshop set and are named according to which button state they 

represent: 

Normal: ñn:ò 

 Example: ñn: Chapter 1ò 
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Selected: ñs:ò 

 Example: ñs: Chapter 1ò 

 

Activated: ña:ò 

 Example: ña: Chapter 1ò 

 

 
Figure 6-3 -  Photoshop Layer Button Setup 

 

 

Add the PSD to Mosaic 

To begin the import process, launch Mosaic by selecting ñImport Photoshop File(s)ò from 

the Edit menu or pressing the                button in the toolbar.   

 

 

Mosaic is a separate application that performs the import process and transfers the menu 

data to DSA.  Mosaic must complete the import process or you must exit the Mosaic 

application in order to continue authoring in DSA. 

 

To add a PSD to Mosaic, select ñAdd PSDò from the Edit Menu.  This opens a dialogue 

window that lets you select your PSD.  When you select the PSD, Mosaic reads each of the 

layers and generates a log in the Import Status tab (see below).  If your PSD has errors that 

will prevent it from properly importing into DSA, you will be notified at this stage. 
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Figure 6.1 ï The log window that is displayed when you select your PSD for import 

 

Some of the common errors that will be caught and flagged include: 

¶ Menu elements that extend beyond the edge of the HD frame (1920x1080) 

¶ PSDs that are not the correct bit depth (32-bit = 8 bits per channel) 

¶ PSDs that contain overlapping buttons in the same Menu Set 
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Working with the Mosaic Interface 

The Mosaic Interface contains the Import Tree, the Control Panel, and four tabs in the 

preview pane: Layout Preview, Layer Preview, Import Status, and Mapping.  

 
 

Figure 6.2 - Mosaic Interface 
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The Import Tree  

The Import Tree displays a tree-view of your menu elements that Mosaic reads from your 

Photoshop file.  Notice that the tree view of the Import Tree is similar to the tree view of 

the Menu Elements window in DSA.  The tree displays the Menu Blocks, Sets and Buttons 

just as you would see them when they are imported into DSA.  It displays some additional 

information as well. 

 

Under each Menu Block in the Import Tree you 

will see an icon corresponding to the PSD layer 

that defines the menu block. 

 

You can expand the tree view for each button in 

your menus to display an icon for each of the 

button state images.  You can further expand each 

of the button state icons in the Import Tree to see 

an icon that corresponds to the PSD layer that 

defines the image for the button state. 

 

Selecting any item in the Import Tree displays the 

itemôs properties in the Control Panel.  The next 

section examines each of the itemsô control panel 

properties.  But letôs look at a few more functions 

in the Import Tree before we get into the control 

panel properties. 

 

 

 

 

 
            

 

Figure 6.3 ï The Import Tree 

 

Image Buffer size 

The Import Tree calculates the size of your menu graphics in bytes and displays this value 

at the top of the Import Tree.  This relates to how much of your image buffer is used by 

your menu system.  For more information about calculating the Image buffer size, please 

refer to Section 2: The Basics: The Image Buffer. 

 

Selecting the Location of your Images Folder 

The Image Folder text field allows you to specify the name of the folder you would like 

Mosaic to use to store your menu graphics.  This folder will always be created inside your 

projects .content folder contained within the root directory that houses your project file.  

Simply enter a new name in the text field.  If the folder name you specify does not exist 

then it will be created when you import your PSD into DoStudio. 
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Choosing which menu elements to import 

You can choose which elements to import by using the green check boxes.  By default, all 

elements are checked for import.  You may, for example uncheck entire menu blocks or 

sets, or individual buttons, to only import the elements you need.  This is useful if you have 

made a change to just one part of your PSD and you want to re-import only the element that 

has changed.  In this case, un-checking the box next to an menu element in the Import Tree 

will preserve the previously imported graphics and authoring (actions, remote control 

settings) for that menu element in your DSA project. 

 

You can also select whether or not to import an element using the ñImport Layerò check 

box found in the control panel when you have selected the menu element.  When you make 

an import/donôt import selection in the Import Tree it will be reflected in the control panel 

and vice versa. 

 

You can make a global ñimport allò selection by clicking the ñUse Currentò button at the 

bottom of the Import Tree.  This will place a green check in all of the check boxes.  

Likewise, you can make a global ñimport noneò selection by clicking the ñUse DSAò 

button at the bottom of the Import Tree.  This will uncheck all of the check boxes.   

 

 
Figure 6.4 ï The Import Tree footer 

 

Expanding/collapsing the Import Tree view 

Use the arrows next to a menu elementôs icon to expand or collapse the tree layers under it.  

You can use the + / - buttons at the bottom left corner of the Import Tree to expand or 

collapse the entire tree all at once. 
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Control Panel Properties 

You may select any of the Blocks, Sets or Buttons to view and edit their properties in the 

Control Panel.  Letôs look at the available properties in detail. 

 

 
Figure 6.5 ï Control Panel Menu Block Properties 

 

Menu Blocks 

When you select a menu block in the layer List tree, the Control Panel displays the name of 

the menu block, the image buffer size and the size and position properties for the menu 

block.  The Top and Left position fields are measured in pixels from the top left of the 

screen.  The width and height fields describe the size of the menu block.  

 

The ñCurrentò values are for the PSD you currently have loaded into Mosaic.  If you are re-

importing a PSD, you will see ñPreviousò values as well.  The ñPreviousò values describe 

the size of the menu block that is currently in your DSA project.  If you havenôt changed 

the size of the menu block the values will be the same. 

 

You can edit the size and position values of your menu elements at this stage if you desire, 

however you will not need to edit these values if you have laid out your menus in 

Photoshop to your liking.  For example, if your PSD is 1920x1080 at 72 dpi, the position of 

all of the menu elements in Mosaic is exactly the same as you designed them in Photoshop. 

 

Sets 

Selecting a Set in the Layer List tree displays the same position and size values as when 

you select a menu block.  Likewise, you will see both ñPreviousò and ñCurrentò values if 

you are re-importing a PSD. 

 

Buttons 

When you select a button in the Layer List Tree, you see three tabs in the Control Panel: 

Properties, Actions and Remote Control Navigation.  The Properties tab describes the 

position and size values for the button.  If you are re-importing a PSD you will see both 

ñPreviousò and ñCurrentò values. 
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Figure 6.6 ï Control Panel Actions tab for buttons 

 

In the Actions tab, you see any actions that have been imported with the button using 

Mosaic Action Script.  You can select the Enter, Up, Down, Left and Right events to see 

where Actions have been assigned.  If you are re-importing a PSD with Mosaic Action 

Scripts, you can choose to preserve the Actions you have authored in DSA for that button 

by selecting ñUse Previousò or you can overwrite the authoring you have performed in 

DSA by selecting ñUse Current.ò  Selecting ñUse Currentò will replace any Actions you 

have authored in DSA with the Actions that are included in the PSD with Mosaic Action 

Script. 

 

 
Figure 6.7 ï Control Panel Remote Control Navigation tab for buttons 

 

In the Remote Control Navigation tab, you see any remote control navigation that has been 

imported with the button using Mosaic Action Script.  A with the Actions tab, you can 

choose to preserve the remote control navigation you have authored in DSA by selecting 

ñUse Previousò or you can overwrite the remote control navigation authoring by selecting 

ñUse Current.ò  Selecting ñUse Currentò will replace any remote control navigation you 

have authored in DSA with the remote control navigation that is included in the PSD with 

Mosaic Action Script. 
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Import Status Tab 

The Import Status tab contains a log that is generated when you initially select your PSD 

for import.  It lists all of the menu layers that are imported and flags any errors or warnings 

due to problems with the PSD. 

 

 
Figure 6.8 ï The Import Status tab 
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The Layout Preview Window 

The Layout Preview Window displays the menu layout as it will appear in DSA.  You may 

select the visibility in the Layer Preview window of each menu element by clicking the 

checkbox next to the elementôs name in the Import Tree List.  You can view the buttons in 

their three button states (Normal, Selected, Activated) by using the drop down menu. 

 

 
Figure 6.9 ï The Layout Preview tab 
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The Layer Image Window 

The Layer Image Window displays the image associated with the item that is currently 

selected in the Import Tree List. 

 

 
Figure 6.10 ï The Layer Image tab 

 

The Mapping Tab 

The Mapping Tab allows you to re-map the properties from one menu element to another 

menu element when you re-import a PSD in which menu elements have been substantially 

re-arranged.  Mapping allows you to preserve the authoring (Actions, remote control 

navigation) that is currently assigned to one menu element and map it to another one.  This 

prevents you from ever having to simply start over because you have made too many 

changes to your menu design. 

 

If you are importing a PSD into a new DSA project, the Mapping tab will only show one 

column.  The mapping Tab is only designed to be used when you are re-importing a PSD. 

 

By default, the Mapping tab displays two columns: the Current Import and the Previous 

Menu.  The Current import displays the layers that are currently being imported from your 

PSD by Mosaic.  The Previous Menu displays the current menu structure in your DSA 

project.  You can expand the trees using the triangle icons in the same way that you expand 

the Import Tree.  You can view the menu blocks, sets, buttons and button state images 

(Normal, Selected, Activated) in the trees.   
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Figure 6.11 ï The Mapping tab 

 

When you re-import a PSD, Mosaic attempts to map the existing menu elements to the 

current import by matching the menu element names.  Mapping means that Mosaic will 

transfer the  

 

When Mosaic is able to map a menu element from the previous menu to the current import, 

the layer displays a green button next to it.  Selecting a mapped menu element in the 

previous menu tree displays a line connecting it to the mapped element in the current 

import.  Menu blocks will map to menu blocks, sets will map to sets, blocks map to blocks 

and button states map to button states. 

 

If Mosaic is not able to successfully map a menu element from the previous menu to the 

current import, then the unmapped element displays a red button next to it.  This can 

happen when you move a button from one menu or set to a different one, or if you add or 

delete menu elements from one version of the PSD to the next. 

 

Re-mapping Menu elements with Drag-and-Drop 

The Mapping tab allows you to manually re-map a menu element y simply click-dragging 

the menu element in one of the trees and dragging it onto a menu element in the other tree.  

When you re-map a menu element a new connector line will be drawn between the 

elements and they will both display green buttons. 
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Displaying the Photoshop layers 

The Mapping tab also allows you to view the 

Photoshop file in layers.  Click the arrow button in 

the upper left hand corner of the Mapping Tree to 

display the Layers.   
 

 

 

 

 

Figure 6.12 ï The arrow button that reveals the PSD layers 

 

You will see that the PSD layers are mapped to the Current Import and display green 

buttons where a successful map has been achieved.  You can change the mapping of the 

Photoshop layer to the Current import by dragging and dropping a Photoshop layer onto a 

menu element in the Current Import Tree.  This will redraw the connecting line and change 

which layer from the PSD is used for the Menu element. 

 

 
Figure 6.13 ï The Mapping tab with the PSD layers displayed 

 

Importing the  Menu Elements into DSA 

When you are ready to add or update the menu graphics in your DSA project, select 

ñImport into DoStudioò from the File menu to complete the import process.  The menu 

elements will now appear in the DSA project.  If you imported a full resolution 1920x1080 

image then your layout work is done.  You will need to assign navigation and Playback 

Actions to the buttons you have just imported. 
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Importing Individual Menu Elements in to DSA 

If your PSD contains only one portion of your menu and the pixel size of the PSD is smaller 

than 1920x1080, the element will appear in the top left corner of the Layout Editor Window 

when you import it into DSA.  You can then position the menu block on your own. 

Re-importing a PSD 

If you make changes to your graphics while you are in the middle of authoring your Blu-ray 

disc, you can re-import your PSD using Mosaic.  Simply open Mosaic by pressing the 

Import PSD button (F3 is the shortcut) and open your updated PSD.  Select which elements 

you wish to re-import by selecting them with the green check boxes and choose whether 

you want to preserve the authoring from your DSA project for those menu elements (ñUse 

Previousò) or overwrite any authoring for those menu elements with the values in your PSD 

(ñUse Currentò).  When you import the PSD into DSA, it will update the graphics in your 

project. 

 

Mosaic Action Script 

Mosaic includes the ability to read a powerful shorthand notation called Mosaic Action 

Script that allows you to add actions and remote control navigation to your menu element 

inside your PSD.  Mosaic Action Script is a great time-saving tool that lets you turn PSDs 

into DSA templates; however it is intended for use by experienced DoStudio Authors. 

 

Mosaic Action Scripts are contained in the PSD layer names.  In Mosaic 2.0, you can create 

special layers without any graphics that just contain Mosaic Action Scripts in the layer 

name without any graphics in the layer.  This makes it easy to re-use the Action Script 

layers from one PSD to the next ï you just simply copy the layers into a new PSD. 

 

Adding Mosaic Action Script to Buttons 

To add an Action Script to a button, create a ñGroupò (these are called ñSetsò in older 

versions of Photoshop) in your PSD with the prefix ñas:ò and the name of the button you 

would like to add the Action Script to.  For example: 

 

 
 

This will add Action Scripts to the button called ñMM Play Filmò 

 

Next, you add layers inside the Group that include the actual Action script shorthand.  You 

can specify whether to add the Action to the Enter, Up, Down, Left, or right event for the 

button by using the prefixes: 

 enter: 

 up: 

 down: 

 left: 

 right: 

 

If you want to add more than one action to a button event you separate the actions with the 

ñ|ò (pipe) symbol. 
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For example, letôs add two actions to the Enter event for the button called ñMM Play Film.ò  

Weôll add a ñClear Menu Blocks from Screenò Action and a Play Chapter Action that plays 

Title 1, Chapter 2.  To do this our Action Script would look like this: 

 

 
 

Adding Remote Control Navigation to Menu Sets 

To add remote Control navigation to a menu Set with Action Script, create a ñGroupò in 

your PSD with the prefix ñng:ò and the name of the Set you would like to add the Action 

Script to.  Then add the ñ|ò (pipe) symbol and either ñhorizontalò or ñverticalò to add 

horizontal or vertical navigation.  For example: 

 

 
 

You do not need to add any layers inside the group. 

 

You can nest your Mosaic Action script groups inside of one group to keep your PSD layers 

organized and manageable. 

 

Mosaic Action Script: Menu Actions 

 

Action      Text   Properties 

 

Hide Main Menu    HMM  

   

Toggle Main Menu    TOM  

   

Clear Menu Blocks from Screen  CA  

    

Show Submenu  SSM_name Submenu name, Set, Button Focus 

 Example: enter: SM_Chapters ~ Chapter Set 1 ~ Ch1button 

 

Hide submenu     HSM_name    Submenu name, Button Focus 

 Example: enter: HSM_Chapters ~ MMChaptersButton 

 

Load new Set in Menu Block   LS_name Submenu name, Set, Button Focus 

 Example: enter: LS_Chapters ~ Set 2 ~ Ch6button 

 

Switch Main Menu Block   SWMM_name  Set name, focus button 

 Example: enter: SWMM_Chapters ~ Ch1button 

 

Reset Main Menu    RSM  

   



 

 

58 

Set Button As Selected   SbS   button name 

 Example: enter:  SbS_Ch1button 
 

Mosaic Action Script: Title Playback Actions 

Action      Text   # of Properties  

 

Play Chapter     T000c000  Title, Chapter 

 Example: enter: T001c001 

 *This will automatically create the title and chapter in your playlist! 

Next Chapter     NC    

Previous Chapter    PC    

Play      PY    

Pause      PE    

Toggle Play/Pause    TOPP    

Stop      ST    

 

Mosaic Action Script: Primary Audio/Video  Actions 

Action      Text   Properties 

Set Audio Track    SAT000a000  Title, Track 

Set Main Audio Level    SL000   range 1-100 

Mute Menu Main Audio   MTMA    

UnMute Main Audio    UTMA    

 

Mosaic Action Script: Secondary Audio/Video Actions 

Action      Text   Properties 

Set Secondary Video    SSVT000v000  Title, Video Track 

Set Secondary Audio    SSAT000a000  Title, Audio Track 

Set Secondary Audio Level   SSAL000  range 1-100 

Turn Secondary A/V On   OnSA    

Turn Secondary A/V Off   OfSA    

Mute Secondary Audio   MTSA    

UnMute Secondary Audio   UTSA    

 

Mosaic Action Script: Subtitle Actions 

 

Action      Text   Properties 

Set Subtitle Track    SST000s00  Title, Subtitle Track 

Turn on Subtitles    OnS    

Turn off Subtitles    OfS    

Toggle Subtitles    TOM    

 

Mosaic Action Script: Sound Effects Actions 
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Action      Text   # of Properties 

Play Sound     PS00   Sound number 

Mute Sound Effects    MTS    

unMute Sound Effects   UTS    
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Section 7: Menu Element Properties 

 

Once you have imported your Menu graphics you can fine tune their location on screen 

using the Control Panel. 

 

Menu Block Properties 

 

To view a Menu Blockôs properties, select the menu block in the Menu Elements tree.  This 

reveals the Menu Blockôs properties in the Control Panel.  You rename your menu blocks 

by typing a new name in the ñEditing Elementò text box. 

 

 
Figure 7-1 - Menu Block Properties 

 

The Properties tab displays the file that is used as the background image for the menu 

block.  You can update the background image by selecting a new one using the ellipses 

button.  If the menu block has a transparent background, the checkbox is checked next to 

the ñMake Background Transparentò option. 

 

The Properties tab also displays the size and location information for the block as measured 

in Pixels.  Notice that the size of the menu block cannot be edited in the control panel when 

a background image is defined.  The size of the background image determines the size of 

the menu block.  
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Figure 7-2 - Menu Block Properties with Transparent Background 

 

 

In the screenshot above, the Menu Block is transparent, so the size of the menu block can 

be edited using the pixel values for Width and Height. 

 

You can reposition a menu block by entering new pixel values into the Top and Left text 

boxes in the Properties tab.  In most cases, you will not need to do this because you can 

determine the precise location of the menu blocks when designing your Photoshop file.   

There are instances when dealing with odd-shaped menu blocks, or other menu blocks 

whose background image does not fill the entire menu block area, where the ability to make 

fine adjustments to its position is required. 

 

 

Note regarding the placement and animation of multiple menu blocks: 

You are allowed to create multiple menu blocks in your project.  A practical 

example of this would be to have one menu Block for chapter selection, another for 

special features, and perhaps a third for disc setup options.  Visually, it is often 

desirable to position the menu blocks to appear in the same area of the screen and 

animate on and off.   

 

When authoring a project that involves multiple menu blocks that appear in the same 

part of the screen, the responsibility is on you, the author, to author your animation 

Actions in such a way that the menu blocks never overlap on screen at the same time.  

For example, if one button on your Main Menu displays the menu block that shows 

the chapter selection, and another button on the Main Menu displays the menu block 

that contains the special features, you must be sure that the chapter selection is always 

hidden before the viewer can select the special features and vice versa.  If you allow 

both menu blocks to appear in the same location on screen at the same time this can 

cause erratic playback behavior such as one menu block erasing part of the menu 

block that it overlaps. 
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On Show and On Hide Events for Menu Blocks 

Under each menu block in your tree you will see two icons: On Show and On Hide.  These 

are a special type of event that you can attach Actions to.  The On Show Event executes the 

Actions assigned to it any time the menu block appears on screen.  Conversely, the On Hide 

event executes every time the menu block is hidden. 

 
Figure 7.3 - On Show and On Hide Events 

 

 

Animation actions can be assigned to the On Show and On Hide events that animate the 

menu block on and off screen. 
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Set Properties 

 

Often, you will design a menu that requires more buttons than you can reasonably fit 

onscreen at one time.  A practical example of this would be a chapter selection menu in 

which you have perhaps 25 chapters to choose from.  While you could place all 25 chapter 

icons in your menu block, it might be desirable to break them into smaller groups and 

display the groups individually. This is what Sets are designed to do. 

 

A good way to think of Sets is as layers of your menu block that are stacked on top of each 

other.  Each Set contains its own set of buttons (hence the name ñSetò) and each Set can 

contain its own background image or it can be transparent.  Only one Set can be visible at a 

time. 

 

By default, every menu block has one Set.  Your menu blocks can have an unlimited 

number of sets. 

 

To view the Set properties, select the set in the Menu Elements window.  This displays the 

Set properties in the Control Panel. 

 

 
Figure 7.4 - Set Properties 

 

As you can see in the screenshot above, the properties for a set are similar to the properties 

for a menu block.  If the set has its own background image it is reflected in the Properties 

tab.  As with menu blocks, you can update the image using the ellipses button.   

 

If the set is transparent, the ñMake Background Transparentò option will be checked.  When 

a set is transparent, the background image of the menu block will be visible.  If the menu 

block is also transparent, then the buttons contained in the set will appear to float directly 

over the video. 

 

The position and size of a set are determined by the position and size of the menu block.  If 

you change the background image and it is not the same size as the menu block and set, you 

will be prompted that selecting the new image will change the size of the menu block. 
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Button Properties 

 

In Blu-ray, unlike with DVD, button images are comprised of three images corresponding 

to three states that buttons can have: Normal, Selected and Activated.  When you import a 

layered Photoshop file as described in the previous section, Mosaic creates a separate PNG 

file for each of the button states.  

 

To view the button properties, select a button in the Menu Elements tree.  This will display 

the Button properties in the Control Panel. 

 

 
Figure 7.5 - Button Properties Control Panel 

 

The Properties tab for a button displays the image files that are assigned to each button 

state.  You can update the files by clicking the ellipses button.  

 

The size and position of the button are also displayed in the Properties tab.  You can 

reposition a button by entering new pixel values into the Top and Left text boxes in the 

Properties tab.  In most cases, you will not need to do this because you can determine the 

precise location of the buttons when designing your Photoshop file.    

 

The size of a button is determined by the size of the largest image used for the button states.  

The button state images DO NOT need to be the same size.  DSA will take the largest 

image and make that the size of the button.  Smaller images will be centered in the button 

area. 

 

Your button must have a graphic for at least one of the states.  Most buttons have at least a 

normal state and a selected state.  If you leave the Selected and Activated states empty, then 

your button will be displayed in the normal state regardless of whether it receives focus or 

not.  This saves space in your Image Buffer.  You are allowed to leave the normal state 

empty and only have a graphic for the Selected and Activated state. 
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To delete a graphic from one of the button states, click the large black X to the left of the 

selection text box. 

 

PERFORMANCE WARNING: Overlapping Buttons  

You should position your buttons so that they do not overlap each other.  

Overlapping the buttons will cause the menu buttons to appear cut-off. 

 

Sticky Button Groups 

The Properties tab is where you assign a button to a Sticky Button Group.  Sticky Buttons 

Groups are a feature unique to DSA.  Sticky Buttons are buttons that need to retain their 

setting when the menu hides.  A practical example of a sticky button would be a language 

setting button.  If the viewer selects French as the preferred audio track, they will expect to 

see that button still selected when they use the menu again.  Buttons that are not assigned to 

a sticky button group return to their normal state when the menu is hidden. 

 

You may create as many Sticky Button groups as you choose, but in real-world terms your 

project will only require a few such as: Audio Settings, Subtitles Settings and Chapter 

Selection. 

 

Sticky buttons work in conjunction with the ñAssociate this button withéò actions that you 

apply to the on show event of a button.  For more information, please refer to the section: 

Button Association Actions. 

 

Remote Control Tab 

You must assign the remote control navigation properties for each button in your menu.  

You do this in the Remote Control tab. 

 

 
Figure 7.6 - A Button's Remote Control Settings 

 

Using the combo boxes for each of the directional arrows, select which button should be 

highlighted when the viewer clicks the directional arrow.  The Combo boxes contain a list 
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of all of the buttons in your project.  If you want to delete remote control navigation form 

an arrow button, simply select the blank setting at the top of the list in the combo box. 

Automatically assigning the Remote Control navigation 

You can quickly assign the Remote Control navigation by right-clicking on the Set in the 

Menu Elements window.  Select ñApply Vertical Navigationò or ñApply Horizontal 

Navigationò depending on the visual orientation of the buttons in the set.  DSA will 

automatically assign the remote control navigation based on the order of the buttons in the 

Set according to your selection. In other words, you must arrange your buttons in the Menu 

Elements tree in the same order that they appear visually on screen in order for the auto 

Remote Control Assignment to work.  

 

ñApply Vertical Navigationò assigns remote control commands to the up and down buttons, 

while ñApply Horizontal Navigationò assigns remote control commands to the left and right 

buttons.  The assignment is based on the order of the buttons in the Menu Elements tree, not 

on the actual visual layout of the buttons onscreen.  It is acceptable to apply both Vertical 

and Horizontal navigation to the buttons if you so desire.  

 

 

 
 

Figure 7.7 - Adding Vertical Navigation 
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Assigning Actions to Buttons 

Part II: Section 5 ñUsing Actionsò describes how to use Actions to create interactivity for 

your Blu-ray Disc.  To assign an action to a button, expand the button view by clicking the 

arrow next to the button in the Menu Elements Window tree.  This expands the tree to 

display the Enter Key, Up Key, Down Key, Left Key, Right Key and On Show event for 

the button you have selected. 

 

To assign an action to a button, you must assign the action directly to the desired Key in the 

tree-view.  When you select one of the Keys, the Actions window appears in the Control 

Panel.  See Part II: Section 5 ñUsing Actionsò for details about assigning Actions. 

 

 
 

Figure 7.8 - Assigning Actions to Buttons Events 

 

The On Show Event for Buttons 

The On Show event allows you to assign an action that will execute any time the button 

appears on screen.  In most cases, you will apply one of the ñAssociate this button withéò 

actions to the On Show event.   

 

The ñAssociate this button withéò actions cause the display behavior of the button to vary 

depending on what audio track, subtitle track or chapter is currently playing.  This allows 

you to easily add ñsmart selectionsò to your menus without having to set a lot of conditions. 
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Section 8: Setting Up Your Playlist  

 

This section describes in detail the process for setting up the video playback organization of 

your Blu-ray Disc, which is contained in the Playlist Tree.  Setting up your Playlist involves 

creating Audio/Video Segments and adding your elementary video, audio and subtitle 

streams, creating Playlists, adding Chapters to Path Items in your Playlists, editing the User 

Operations for each Playlist, Setting up the Loading Screen and the arrangement of your 

playlists in your Title.  If you are using the optional 3D and/or BDJO features of DoStudio, 

you will setup those features in the Playlist as well.   

 

 
Figure 8-1 - Playlist Tree 

 

The Playlist Tree is displayed as an expandable tree menu.  The Playlist contains the 

following elements: Disc Settings, BD-ROM, Audio/Video Segments, Playlists, and Blu-

ray Disc Titles.  
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The Disc Settings and BD-ROM nodes are explained in Section 5: Setting up your Project. 

This section will describe the steps to setup your Audio, Video, Subtitles, and Slideshows 

in your Playlist tree. 

 

When you start a new project your Playlist Tree contains one empty 2D Audio Video 

segment and your DoStudio BD-J Menu title. 

 

Overview of the DoStudio Blu-ray Disc Playlist Structure 

 

It is useful to examine the playlist structure from a high-level view before diving into the 

details.  The DoStudio Blu-ray Disc Playlist structure is comprised of three types of 

elements: Audio/Video Segments, Playlists, and Titles. 

 

Audio/Video Segments 

Segments are your actual video elementary streams.  If you have audio and subtitles, they 

are associated with the video streams in the segment.  To create a slideshow you add a 

series of still images to create a slideshow segment. 

 

You must add your elementary streams as segments in your project before you can author 

how they should playback on your disc.  Your segments are re-usable in your project, so 

you can add them to multiple playlists without taking up any extra space on the disc.  No 

matter how many times you add a Segment to a Playlist in your project, it is only 

multiplexed once. 

 

Playlists 

Playlists define how your video will play on your Blu-ray Disc, and how your video will 

interact with your menus.  You add one or more Segments to a playlist (they are called Path 

Items once they are added to a Playlist), add chapters to the Path Items, control UOPS 

during playback, and add Actions.  Most of your authoring in the Playlist Tree is directed to 

the Playlists. 

 

You can add up to 999 Playlists to your project.  You can add your Segments to different 

playlists as many times as you want.  They are essentially text files that take up very little 

space on your Blu-ray Disc, so you can use them freely to create randomized playback, 

ñPlay Allò features, and more. 

 

Blu-ray Disc Titles 

Blu-ray Disc Titles are the parent element for your Playlists.  Your DoStudio project starts 

with one title called the ñDoStudio BD-J Menuò.  Otherwise, you will define the disc start-

up procedure for the DoStudio BD-J Menu title by placing Playlists in the title and 

determining the location of the BD-J loading screen.  You will only be able to add more 

titles if you have purchased the DoStudio EX. 
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Section 9: Audio/Video Segments 

By default your Blu-ray disc project contains one 2D Segment.   

 

To add additional Segments, right click on the words ñSegmentsò in the Playlist tree to 

reveal the context menu.  Select the type of Segment you want to add.  Note that you will 

only see the option to add a 3D segment if you have purchased the 3D Authoring Module 

license. 

 

To delete a Segment, right click on the Segment in the tree and select ñRemove Segmentò 

from the context menu. 

 

 
Figure 9.1 - Adding a 2D Segment 

 

The order of the Segments in the tree does not determine the order they will play.   

 

2D Segment Properties 

When you select a 2D Segment in the Playlist tree its properties are displayed in the Control 

Panel.  You may rename the segment by typing a new name in the ñName Field.ò 

 



 

 

71 

 
Figure 9.2 - Editing a 2D Segment's Settings 

 

 

You assign the frame rate of the video in your segment using the ñFrames Per Secondò 

combo box.  The frame rate options are: 23.98, 24, 25, 29.97, 50, 59.94.  Each Segment in a 

Blu-ray disc can have a different frame rate. 

 

Adding Primary Audio /Video Streams to Segments 

The type of Video you can add to a segment depends upon whether it is a 2D or a 3D 

segment.  Adding audio and subtitle assets is the same for both 2D and 3D. 

 

2D Segments can also have Secondary Video Streams, which are used for Picture-in-

Picture.  3D segments do not support Secondary video streams.  For information about 

setting up a Secondary video stream, please refer to the Section: Advanced Playlists: 

Secondary Audio/Video (PiP). 

 

Primary Video for 2D 

A segment must have a video file assigned to it.  You cannot create audio-only segments.  

By default, when you create a 2D segment an empty Video element is created in the tree. 

 

To add your HD video stream to the Video element, expand the Primary Audio and Video 

element in the Playlist tree and select a Video File in the control panel using the ellipses 

button. 

 

Supported Video Codecs:  
DoStudio supports all of the Blu-ray Disc formats for video: 

¶ MPEG-2 HD (.m2v, .m2p, .mpg, .mpeg) 

¶ SMPTE VC-1 (.vc1) 

¶ MPEG-4 AVC  (.avc, .264, .h264) 

Audio Track 

To add an audio track to a Title, right click the Primary Audio/Video element in the Playlist 

Editor tree to display the context menu and select ñAdd Audioò and choose the file for the 

track from the dialogue box.  To update or change a file after it has been added, click the 
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Audio Track element in the tree and select an audio file for the track in the Control Panel 

using the ellipses button.  You may add multiple audio tracks to a Title.  

 
Supported Audio Codecs:  

¶ LPCM 2.0, 5.1, 7.1 (.wav) 

¶ Dolby Digital 2.0, 5.1 (.ac3) 

¶ Dolby Digital Plus (.ec3) 

¶ Dolby TrueHD (.ac3 core + .mlp) 

¶ DTS-HD  (.dtshd) 

¶ DTS-HD High-Resolution (.dtshd) 

¶ DTS-HD Master Audio (.dtshd) 

Adding Dolby TrueHD to your project 

Dolby TrueHD consists of a core 5.1 Dolby Digital file (.ac3) plus a lossless 7.1 TrueHD 

file (.mlp).  To add a TrueHD file to your project, select the core .ac3 file first, then add the 

.mlp file in the second dialogue box that appears.  It will look like this: 

 

 
Figure 9.3 - Audio Settings 

 

Adding Multi -channel LPCM files to your project 

DoStudio supports multichannel LPCM (.wav) files in 6-channel (5.1 surround) and 8-

channel (7.1 surround) configurations.   

 

The channel configurations are as follows: 

 

6-channel configuration (5.1) - the channel assignment is:  

(from channel 1 to channel 6) 

L, R, C, LS, RS, Lfe 

 

8-channel configuration (7.1) - the channel assignment is  

(from channel 1 to channel 8) 

L, R, C, LS, Rls (rear left surround), Rrs (rear right surround), RS, Lfe 

 

Using a single Interleaved .wav file 
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The channels can be interleaved in a single .wav file by your audio editing package.  If you 

have a single, interleaved file, then add the multichannel .wav file to your Primary Audio 

the same way you would add a stereo .wav file or any other single-file audio source by 

right-clicking the Primary Audio/Video element and selecting ñAdd Audioò. 

 

Using individual .wav files 

You can also add multichannel LPCM audio by adding individual .wav files.  To do this, 

right-click on the Primary Audio/Video element in your Playlist and select ñAdd Multi-

Channel Audio.ò   

 
Figure 9.4 - Adding Multi-Channel Audio 

 

 

A new Audio Track will be added to your Playlist.  Select it in the Playlist tree and select 

each individual .wav file in the fields in the Control Panel. 

 






















































































































































































































































