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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 fiBlu-ray Disc.

|l f you are the type of person who doesndt |
application, thatdés OK with us. DSA is sim
only one section before dA vBiansg cisn ,0 p |Teha sse sre
explains some important concepts about how menus are constructed in DSA.

In This Chapter:

Section 1introduction- page3

Section 2DSA Basicg page6

Section 3The DSA Workspace pagel4
Section 4Authoring Workflowi page25
Section 5Setting up your Projedt page31






Section 1:Introduction

This manual i ntr od DaStudio AutibotingDS®\), wheeh id8al e nder 0's
complete Bluray Disc authoring application.

The information in this manual is designed lb@ginning to intermediate users, especially

users who are unfamiliar withfewor all of the conceptsofBluay Di sc¢c aut horin
be fooled by the simple and straightforward nature of the application, however. DSA is a
powerful, BD-ROM specificaibn conpliant authoring systewith full AACS support,

BDCMF formatting, BD-J support, and moreThe power of DSA lies in its easé-use.

This manual assumes that #n¢horhas a fundamental uatstanding of the graphics

formats used for Bliay Disc menus such as PSDs, PNGs and the like. It also assumes that
theauthoris reasonably skilled in the use of Adobe Photoshopas access to someone

who does. Bltray disc menusra graphicantensive and much of the success of your Blu

ray project will depend othequality of your graphic design.

Terminology

This manual uses some terminology that is commonplace tnaglparlance but may seem
peculiar or confusing if you are weo Blu. This manual also uses some terminology that
is specific to DoStudioWe explain a few of them here before youtgetfar.

DSA
DSA stands for DoStudio Authoripngrhich is the Bleray authoring tool that is about to
enable you to efficientlgreate professional Bltay discs

Blu-ray Disc vs. BD
BD is the official acronym for Bhray Disc. At times in this manual we spell out By
Disc, at other times we use the acronym.

Author

When we saatlyoo fi D ¥ &ufh@D o r aujhans ewarefreferring to the person
who is creating, programming, and designing the disc. Since you are reading this manual
thatauthoris probably you.

Viewer

When we say the Viewer, we are referring to the person who is watching thnayBDisc
that you hae created. The viewer may be watchyogr disc on a sebp Bluray Disc
player, a PS3, or a cquater soft player such as Arcsoft TotalMedia Theatre
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Pop-up Menu

A pop-up menuis a feature found on all professional Bay discs.Unlike DVDs, which
require you to interrupt the video in order to access the menualallows you to display
your menu over the video stream while it is still playing. DSA crgaipsip menus with
ease.

BD Live

BD Live is the rather catchy namevgn to the Internet capabilities of Btay Disc. BD
Live allows you to play games with others online, download content and use social
networking sites to name a few-gfted examples.

Actions

Actionsare unique to DSAActions are playback or navigational behaviors that you can
assign to buttons to create interactivity on your-Bly Disc. Actions are assigned via an
expandable menin the Control Panel window. Actions take the place of ksmgbting
code so love tha!

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

Througtout this manual we often refer to BRYRE when discussing burning a disc. BD
is the name for the writable Bhay disc format. BERE is the name for the-feritable
Blu-ray disc format. All Blaray burners support both BR and BDRE. There is no
functional difference between the two formats in terms of playback. The obvious
difference is that BERs can only be used once, whereas aREDcan be reised multiple
times. Considering that the cost of writable media isrstiditivelyhigh, we recommend
using BDRE 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 procéssmvertingyoup r oj ect 6 s
elementaryaudio 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 Béy disc authoringractical forthe mid-sized
prodicer so weset out to create the ideal tool for D\ADthos who are making the
transition to Bluray disc. Rather than simply map a tool to the BD spec, DSA maps the
DVD authoring workflow to Bluray disc creation.

In order to do thisNetBlender has ideified the most pressing needs of the professional
authoring community and designBoStudioAuthoringto specifically meet those needs
efficiently and affordablypop-up menus, picturén-picture, BDLive, and a robust plum
architecture for inclusion dhird party BDJ applications such as games.



The current release of DSA suppgrtyp-up menu creationBlu-ray 3D supportPicturein-
Picture supporsupport for ' party BD-J (including BD Live featuresind BOCMF

(BD25 & BD50)formattingwith AACS support for replication In other words, DSA does
everything you need to make afessional Bluray disc today. Which features are
available to you depends upon which licenses you have purchRksede consult the
NetBlender website for details.



Section 2:DSA Basics

DSA replaces the complexity of the Blay Spec with simple to understand concepts that
any DVD authorcanlearn quickly. This section briefly explains the concepts and
terminology that aressential to working with DSA successfully.

Menu Elements

Letds begin with t hpepugniesunvVéhantbsildirigmanusincDSMmpr i s e
you will be working withthree basic elementslenu BlocksSetsandButtons

Menu Blocks
Menu blocks areedangularareas of the screen, defined by you,abthor that
contain a menuueh as your Main Menu, or astBmenu such as a menu for chapter
selection or special featureBSA can accommodate 3t graphics for your
menus DMV -only tools can only accég-bit graphics).Menu Blocks can not
overlapon screen. Theyy pi cal |l y have a background i me
sizeon the screen, howeveremu blocks can be transpareitou can create as
many Menu Blocks as your project requires.

Bydefaut , t he Menu Bl ock that is I|isted at the
block that is associated withthe Popp menu butt on on the BD Pl ay
other words, it will toggle on and off screen when the viewer presses themognu

button. You can change which Menu Block is associated with thePagenu button

usingActions, so you can program your disc to display a differentygmpnenu depending

on what part of the dige playing.

Video

Play Film Chapters Bonus Videos Setup

Figure 2-1 - A Bluray Menu Created by DSA



Menu bl ocks can ani mate on auwnpoodverscyeem.

while itis playing.Menu bl oc ks ealement bahmenu.fiThia meams that any
othermenuelements live inside them and are attached to thalmenyou delete a menu
block any sets or buttorm®ntained irthat menu block are also deleted. If you animate a
menu block B of the sets or buttorontainedn that menu block also animate.

Sets

Setsare visual layers of a menu blockvery menu block by default must have at least one

set. A good way to think of Sets is &ssuallayers of your menu block that are stacked on

top of each other. EachSetcb ai ns i ts own set of buttons
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 wittb 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 toreate a Menu block and add 15 buttons to it
(wedl | di scuss buttons bel ow).

But what if your graphic designer wants to include nice icons for each chapter and
groupthe iconsb 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 thdyedaamnsparentOnly one set
in each menu blockan be visible on screen at a time.

Buttons

Buttons are a pretty straigbtivard concept if you have evanthored a DVD. A button is

an area o 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 buttan lbave: 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 tresmote control. And the Activated state is what the
button looks likewvhen the viewer has clicked enter on the remote control. The Activated
state is usually only sedar the brief amount of time after the viewer has click eater
before either a videis 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 wilkldisplayed.

Attention DVD Authors!

v

(
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As described above, the method for creating buttons indlus quite different from
creating buttons for DVD menus. There is
to using in D/D. You (or your menu designer) must create three separate images for a
buttoni each image corresponds to an image state. Your menu designer will be pleased
with this new capability, because he or shiémo longer be limited to a simple &t
graphicoverlay. With DSA, they can create full-B& graphics that appear for each image
state. And of course, DSA can import all of these graphics directly from a layered Adobe
Photoshoygile.

The Image Buffer

A newconcept for DVD authors imanaginghe image buffer for the graphics you include
in menus In DSA, this includes yoyop-up menusand your First Playmage

DSA creates all of the peygp menus as BLJ (Blu-ray DiscJava) so you can use-8i
graphics. The image buffer size varies depending on the Profile of theyBplayer. 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 riéading however, becaugeu can not cram 45.5mb of graphics into
the buffer and expect your disc to function properly @amynBluray playergdue to the
overhead of processing the graphics

NetBlender has founthough extensive testirthat all playersan handle 38mb of
graphics bufér and DoStudio limits you to 32rih so that your discs will play successfully
on all plaers. When you compile your peator run the Validationn the Control Panel
DoStudio calculates thetalfile size for each menu element and wayos if you have
exceeded the 32mb limit.

How is the Image Buffersize calculated?
The size of the Image Buffes based the fact that each pixel in an image uses 4 difytes
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 tag

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

Even a trasparent pixel takes memory.
1 Create a small first play image, such as the text loading.
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Reuse 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 Activateie 8tat 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 meu 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

Actionsare another unique feature of DSA. Actions arefioms that create the interactive

functionality of your Bluray Disc. Some sample actions are: Ri&apter, Show Menu,
Play Sound, and many more. Actions are assigned via the Action Editor which is found in
the Control Panel when you haselected a element that is able to receive an Action
Appendix 1 lists all d the available Actions

Actionscan be assigned to the following elements in your project:

Menu Navigation Buttonénter, Up, Down, Left, Right)

1
1 Menu Block Events (On Show, On Hide) and Menu Button Events (On Show)
1 Remote ControButtons (PlayPausePop Up Menu, Rewind-ast ForwardRed

Button Green Button, Blue Button, Yellow Button)
1 Title Start
1 Title End
1 Chapter Start

Control Panel

=

Action List for the Enter Key event on the Play film button.

@ Play PlayList

Title Playback Actions

Subtitle Actions

Primary Audio/Video Actions
Secondary Audio/Video Actions
Sound Effect Actions

System Actions

Intellidisc Actions

Animation Actions

vy v v v v v v w

Name My Notes PlayList Name | PlayList - Feature %
Clear Menu Blocks from Screen
T cory P
Remove Action
Change Button Image to Activated

Menu Actions L Change Button Image to Normal

Show My Notes

Change Button Image to Selected
Set Button As Activated
Set Button As Selected

Plays a Pli

m

Playlist Tree Elements

The Playlistelements determine how the video is laid out on yousrBauy di s c .
examine them now.

Audio/Video Segment

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

Figure 2-2 - Action List

Let

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

and up to 32 subtitle track¥.ou can add up to 999 Audio/Video segments to your project.

0 ¢
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2D Segments can also contain one secondary video track (used for-pigbictere
effects) and up to nine Secondary audio tracks. A 3D segment uses two videdhhles
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 scree 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 createyour Audio/Video Segmesityou 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 Playlistcontains playback andamigational information about how your video will play

on your Bluray Disc. You can add a single Audio/Video Segnterat Playlist, or you can
add multiple Audio/Video Segments to a playlist and join them seamlessly. In DSA, this i
represented visually in a timelin@his is analogous to how video is organiaedracks on

a timeline when authoring a standard DVD

When you add an Audio/Video Segmémia Playlisit becomes a Path Iten¥ ou 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 chaptes ffor each

Path Item.

Playlists have Start and End events that you can add A¢tiorkhis allows you to add
authoring features such as showing or hiding Menu Blocks every time a Ftaftistor
ends. Chapters hawa Start event to which you can add Actions.
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Playlist @

[#2-]

| Import -GS | | import » S

¥ @& Disc Information

v () BD-ROM

57

| Audio Video Segments

v [l PlayLists

>

>

>

>

P @& PlayList - Virginia Bonus 3
vi@

(=)

@) English

> @@ BDMV
| AACS
@@ CERTIFICATE

» [@| FBl Warning
B y”ﬂ’z Menu Loop
be y”;'! Feature

353
» (@] Alaska Bonus 1
» (@) Hawaii Bonus 2
> ;”.“; Virginia Bonus 3

» @ PlayList- FBI Warning
"% PlayList - Menu Loop

(3 PlayList - Feature

' PlayList - Alaska Bonus 1

"% PlayList - Hawaii Bonus 2

"

Blu-ray Disc Titles
& DoStudio BD-J Menu

Figure 2-3 - The PlaylistTree

You will notice that when you jump playback from onePlaylist to the next,
there isa delay and often the screen will go black. This is normal due to a
provision in the Blu-ray spec that requires the Bluray player to actually stop

anytime the disc change®laylists.
but it is normal for the player to pause for roughly two seconds.

Blu-ray Disc Titles

By default your project will have one Blua y

di sc ti

t |

e

The actual delay will vary from player to player,

cJal Meendu & h e

title. All of your Playlists are contained in this title and the-BBenu is active across all
of the Paylists. You can see the Playlists represented visually in the Title timeline.

The Bluray Disc titles node in the Playlisee is where you set up your loading screen.

This allows you to define what graphic is displayeesoreen whit 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 Bilay Disc Player and the amount of graphics you have

included in your menus.

fi
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You can position Playlists befotiee Loading Screen if you desire. These Playlists will
play before the BEY menu loads into the Player memory. This can be usefdidplaying
warnings, logos or trailers.

The Playlistdirectly to the right of the Loading Screertle timeline will play once the
menus have loaded. After that, the playback order of the Playlists is determined by the On
EndPlayevents and Actionthat you author into your project.

For more information about setting upwy PlaylisireadSect i on 4 : ASetting
Pl aylist.o




14

Section 3: The DSA Workspace

DoStudio Authoring Edition offers a flexible workspace environment that can be adapted
to a single or multscreen moror 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 &ythuwevia draganddrop.

Layout Editor Tab

Playlist Tab 7.} Elements Tab

File Edi Compile Bun Window Help

Layout Preview Tab

» (V)55 Pop Up Ment

» (V)38 Chapters submenu
» V128 Bonus submenu

» [7188 Setup submenu

AuDIO
5' English

=" French,

German

SUBTITLES

English

'v"r'a!ﬂ-,;v French
<73 German
OFF

Main Menu Bonus Videos Setup

| € 5 Ermors [ A Messages | Last Vaidation Completed At: 8/3/2010at 7.01 PM

vies

ena Loop us
film for the state normal uses 4
film for the state selected uses

22/
fo}Bon:

s for the state s¢
s for the state a

.
2)=] B |
Ready

Control Panel Tab Validator Tab
Figure 3-1 - DSA Worksplace Layout
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Floating Workspace View

You can undock the tabs in the interface by dowghtking them. Thevorkspaceslement
now appears as a resizable window that you can-dlia§ to the location and size of your
choice. The Floating workspace is best for mudisplay settings.

SUBTITLES
English
French
German I
OFF

Play Film Chapters Bonus Videos Setup

Menu Elements Tree Control Panel Validation Tab

Figure 3-2 - DSA Workspace with Floating Windows

You can redock the windows by dragging them oveptirer window and releasing the
mouse cusor over the desired compass point.

Perspectives

DSA | ets you save your favorite window arra
can save multiple Perspectives so if you have multiple authors using the same system they

can each save their owito save a Perspective, arrange the windows to your liking and
select ASave Perspectiveo from the Window m
lets you set a Perspective as the default arrangement, or you can also reload the default

DSA tabbed arrangesnt.

Overview of the Workspace

Navigating the workspace in either display mode is quite simple. The Menu Elements
Window, PlaylistEditor Windowand Disc Tree Windoware teeview windows that
display the organizational layout of yousdielementsYou collapse and expand the
nested items in the tregew by toggling the + and buttons next to the elemeniVhen

you wish to add or delete any element from your projexido so in one of these
windows. Likewise, if you want to selemy element in your project for editing, you
should seledit in one of these two windows.
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The Layout EditoWindow and the Layout Preview Window displthe menus you have
built. To view menu elements in the Layout Edaod Layout Preview Windowselect

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 angimigabem in the
Layout Editor. You can select menu elements in the Layout Préielckingthembut

you cannotmove them.

The Control Panel displays the editable parameters for any iteimayeseleced The
parameters are always relevant togbkected item For example, selecting a menu block in

the Menu Elements window displays the ariorasettings and other properties for the

menu blockn the Control Panel Then when you select a button in the Menu Elements
window, theControl Panel displays the image settings, remote control assignment and other
items specific to the button.

L e tlodksat 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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17

When you start a new prajethe Menu Elements Window is empffo add an element,

right clickin the windowto display the context men The context menu will vary
depending on what elements you have already added to ymectp as well as what
elementyou rightclick, or whatelement is selected when you rigiick 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 Platoshop

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 elemestis Photoshop and

then import them into DSA.

' Playlist , Menu Elements

|== Add Menu Block

Import - EEE

=1 Oin
E=0nHE AddSet
'M »  Remowve Menu Block
> = Collapse
>
> g  Expand

» VI8 Pop Up Menu

» [V|B] Chapters submenu
» [VIBB Bonus submenu

» [VIEB Setup submenu

Figure 3-371 Using the Context Menu

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

Layout Editor. To turn visibility o
name. To turn
one Set can be visible at a time tgming aSeb s

fon, O

-vhechiithe yboo tfioffhe

click the checkbox

ueft
v i s i b will autonyaticallphidéi o n 0

another &t in the menu block that was already visible.

t
of

0
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You may reorder the elementisa the treeview via draganddrop. The top button in a set
is considered the Adefaulto button. This is
buttonwillbe highlg ht ed when a menu is displayed durir

To select an item for editinglick 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
Edior i f the el ementds visibility is set to

=]

Menu Elements @

¥ 7198 \ain Menu Loop
-8 On Show
@= On Hide
v Main Menu Loop Set
¥ [/] (& Play film

O Up Key b
W Down Key
<3 Left Key
o> Right Key
-l On Show I
» [/][H] Chapters
b [V][H] Bonus
b [V][E] Setup
> == Pop Up Menu
» /B8 Chapters submenu
» (VB8 Bonus submenu
» [/B8 Setup submenu

[#]=] (3]

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, Dowey, Left Key and Right KeyThese are Event
ElementsYou highlight these elements to add Actidogour buttons.They also contain

an element called On Show, which allows you to add Actions that occur any ¢éretton
appears on screen.

When you have added actions to an element, a setadircle with a number in it appears
on the el ementdés icon. This is a visual i nd
element.
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Menu Elements @

¥ [7]98 \ain Menu Loop
=8 On Show
m= On Hide

v Main Menu Loop Set

¥ [7] (@] Play film

O Up Key
& Down Key
<1 Left Key
o= Right Key
=0 On Show I
» [7][H] Chapters
¢ [V][H] Bonus
P [V] [E] Setup
» VB8 Pop Up Menu
> == Chapters submenu
> == Bonus submenu
> == Setup submenu

(=)= [8):

Figure 3-5 - Enter Key Evet Copy & Paste

You canCopy and PastActionsthat you have assigned to Menu Elements. Select the
Menu EIl ement (i e. butthngandidgbtrcliclkeand sélestyCopy.fTor t he
paste the Action, select the desired M&tement andight 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 amstieRane action out of several, right

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

Automatically Assigning Remote Controlnavigation to buttons using the Menu

Elements Tree

You can quickly assign the Remote Contraliigation by righiclicking on the Set in the

Menu El ements window. Select AApply Vertic
Navigationo depending on the visual orienta
automatically assign thremote control navigation based on the order of the buttons in the

Set according to your selectidn.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 ©ntrol Assignment to work.

AApply Vertical Navigationd assigns remot e
buttons, while AApply Horizont al Navigati on
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and right buttons. The assignment is based on the @irtlez 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.

Playlist ¥ Menu Elements

v == Main Menu Loop
=@ On Show
== On Hide

[::3-" Il__ Main Meni | nnn Set
> [Vimm Fop L Add Button

> == Chapl ¢ Remove Set

> VB8 Bonu
[E17] . . .

> [VISE Setud fig  Apply Vertical Navigation

|@’ Apply Horizontal Mavigation

= Collapse

e Expand

Figure 3-6 - ApplyHorizontal Navigation
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Working with the Playlist Editor Window
The PlaylistEditor displays a tregiew style outline of the video layout of your Blay

disc.
Playlist © Menu Elernents

» & Disc Information
» (&) BD-ROM
¥ B Audio Video Segments

) % Vi{ M Add Multi-Channel Audio
#En 18 Add Audio

# Gy Add Subtitle
EE”I{',: Expand

Bl G = Collapse

I Secondary Bodiolvides
» (W] Alaska Bonus 1
» |l | Hawaii Bonus 2
> |m|Virginia Bonus 3

» [l PlayLists
» [ Blu-ray Disc Titles

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 ftoofttade
icons to expand the node to see the nested elements-cRigreglements in the tree to add
or remove items. To select an item to edit its properties, sotiglethe item in the Playlist
treet o r eveal t h epeitidsathéGontldPanelabl e pr

The Audio Video assets are contained in the Audio Video Segnfélalylists, and Bhuay
Disc Titles.

The Disc Information tab contains setup information for your disc. This is described in the
sectian: 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 witbyr mouse and drag it to the desired location.

You will notice that when you select an elemin the Layout Editor thata@so highlights

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

Layout Editor

onus Videos : Se.tup :

4 i1 3

Mouse coordinates:  X: 1862 Y: 476  Hement coordinates: X: 1333 Y: 907

Figure 3-8 - Using the Layout Editor

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

is no zoom level view. Ifyou wish to see your entire menu in the Layout Editor
it is recommended that you setup DSAn a high resolution duatmonitor display
configuration.
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Working with the Layout Preview Window

The Layout Preview Windows displaysealableview of the layout of your menu
elements.The Layout Preview always displays the entire canvas of your |&yeutull
1920 x 1080 framednd scales it to fit in the Layout Preview window.

Layout Preview

£

Main Menu Chapters Bonus Videos Setup

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 editabtepertiesfor anyitem you select in thenu
Elements and Playligditor windows. Theproperties displayed in the Control panel will
change depending on what item is selected.

Control Panel e ——_—— el ... | &
Button Properties | Remote Control |
@
Editing Element:  Play film -> Main Menu Loop Saf -> Main Menu Loop
Image Properties Settings
Normal DSA_2.0_Demo Content‘images'\Play_fim_nomal png B Top 507  pixels Left 450  pixels
Selected  DSA_2.0_Demo Content‘images\Play_fim_selected png E] Width 202 pixels Height 56 pixels
Activated DSA_2.0_Demo Content\images"\Play_film_activated png [] [gﬁdem”p
MNomal Selected Activated
Pl)=y - Pll=y - JI Y s
| rlziy rlirs) Fi2)y rlirs) rizry rlirr) I
|

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

Encoding Authoring  Playback  Burning Mastering

>

—_—

AE -

Apple Final Cut Pro

néoded Blisti —| DoStudio Encoder DoStudio Authoring Edition  Arcsoft TotalMedia Theatre

fI \_/
“DoStudio

El y
Video/Audio Stream

©

Adabe Photoshop Subtitling

(Menu Graphics)

inputs —_—

51 \\HHIE”\\

/

Figure 4-1 - The Authoring Workflow

Planning

Youdbre probably tired of hearing people tal
ray Disc production. Chances areu can knock out a DVD with very little planning at all.

But keep in mindhatBlu-ray introduces new interactive capabilitisew graphics

requirements, anchandatory protection schemes for replication.

A few items to think through before beginning your project:

Flowchart the interactive aspects of the disc

It is importan to think through how the user will interact with the menu system and
other interactive features of the digCreate a flowchart. Think through every
button on the remote control. Will your main program start automatically or will
you create a video ¢ that youpop-up menu will appear over at program start?

Naming conventions

If you are working with a team @futhos and graphics designers on your disc,

establish a namg convention for your graphigarticularly as they describe menu

elements anduiton states. Many an authoring job has been delayed due to
confusion over the minutiae of which gra
button state vs .Thesehare ndwAanteptyvifaydudnalecorsetoatt e .
of a DVD authoring background.

Bit-budgeting
While the great capacity of Bltay Disc leads to fewer headaches over fitting your
project onto a disc, it is still important to plot dhé size and bitate of your assets.
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Will your Disc be replicated?

If so then AACSs mandatory. DSA prepares your disc for the AACS
encapsulation process that occurs at the replication platitdabntent ownewill
need toexecute thé ACS Provider Agreement in advancH you are not
replicating your dis¢hen you do not red to apply AACS.Please readur
wikipaper on AACS found on the NetBlender website:
http://www.netblender.com/main/resources/wikipapers/aesdependat-
producers/for more details.

Graphics creation

Your menus rely heavily on graphic imagesyou 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 authorinprocess, 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 entireest{@20 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 neeyy take up 20% of the screen since it
popsup over the video. Of course, the actual sizes of your menu elements are up to you
and more importantly the specific requirements of therBluDisc you are authoring.

DSA lets youmport 32 bit PNGs(24 bit+ 8 bittransparencyfor individual menu
elements such as the background image for your menu blocks.

DSA lets you import an entire menu structure as a layered Adobe Phofibshdphis is by

far the most efficient way to design aingport 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 assignedo a menu element accangd to the naming convention. For details about
importing a layered Adobe Photoshop file, Begt II: Section3: Importing Menu Elements
from a Layered Adobe Photoshop file

Video/Audio encoding

DSA supports all three video codecs that are supported by thaypkpecification: Mpg
2, SMPTE VG1 and h.264/AVC. Your video must be encoded as a valit®&bDpliant
elementary stream for it to mux successfully.

DoStudio Authoring Edition does nwoiclude an encoder. DoStudio Workflow Suite
includes a Bleray compliant MPEG! 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/Encodersl.asp

A snapshot of the video codecs that are supported by theadBpecification:

MPEG-2 is the venerable codec that we have worked with in standard DVD for
over a decade. There are many reliablPB& 2 encoders that can output a
compliant HD stream. The downside oPHEG?2 is that it is not nearly as efficient
as VG1 or AVC, so it requires higher data rates (and larger file sizes) to achieve
similar quality esults. Most of the initial Blnay releases were REG-2, however
very few new Bluray titles use this codec

SMPTE VC-1is a new standard that is based on the Windows Media 9 codec from
Microsoft. VG-1 is more efficient than MFEG2 and can achieve higjuality 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 Bitay Discs. AVC encoded streams can often achieve the
same quality of NEG2 at one half the data rate.

Subtitling

DSA supports graphiesased subtitles for Bltay. The subtitle files are a series ebi8
PNGswith an accompanying xml file in .dost format. Several tools export .dost directly.
Please seBart II: Scion 6 fiSubtitle® for details.
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Authoring

After creating your graphics and encoding your video, you are ready to author yaayBlu
Disc. In this manual, Part 1l: Working with DSA details the following authoring activities:

Disc Setup
The Disc setup involvespecifyingthe CMF formatting requirementSjsc and
Organization IDsand other detalils.

MenuCreation

Professional Bluray Discs featurd Peupp 0 menus t hat can fl oat ov
the background. In DSA, you imgo/our menu element graphics and As#éionsto

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 Bluray disc Playlistis 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 sumber

Compileyour Bluray Disc

With your Menus authored and your vidgoucture organizesh your Playlist you are now
ready to compile your Bhiay Disc The compile process is simple, you click the Compile
BD button in DSA. DSA then writes out the HDMV and B@ode that will comprise

your final disc.

Emulation/Testing

Blu-ray Discs involveagreater interactive capabilities than DVD so it is more important than
ever to test your mesuand playback behavior. NetBlender recommends testing your
compiled BD image in a computer based softplayer su€oesd WinDVD or Arcsoft

TotalMedia Theater WinDVD and Total Media Theatare fully speccompliant BD

playess, 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 stag®f the BD process is formatting. In DSA, you simply click the Format BD
button to create thBDCMF image that BD replicators require. Most disc images are being
shipped to replicators on hard drives (due to the size of the files) as pfitiiisg,

however it is advisable to discuss this with your replicator.



Chapter 2. WORKING WITH DSA

Build a popup menu, setup your Playlistompile and format a final Bltay disc image
ready for replication

In This Chapter:

Section5: Setting up your Project

0

ImportingaMenufrom a layeredAdobe Photoshofile | page42

Section 7:Menu Element Propertigdspage60

0 The On ShowEventfor Buttons

The On Show everallows you to assign an action that will execute any time the button
appears on screen. I n most cases, you wil/
actions to the On Show event.

The AAssaecibaté omhwithéo actions cause the d
depending on what audio track, subtitle track or chapter is currently playing. This allows
you to easily add Asmart selectionsonsto you
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I page67

Section 11:Using Actionsi page93

Section 22Subtitled44

Section 23Compiling your Bluray Disci pagel48

Section 24Viewing your Compiled Disc Imagiepagel53

Section 25Burning a BDR/RE from DoStudid pagel54

Section 2@=ormatting your Bleray Discfor Replicationi pagel55
Section 27Advanced Authoring pagel60

Section 28Advanced Playlists: Secondary Audio/Vid@iP)1 pagel68
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Section 5:Setting up your Project

This sectiondescribes the basic settings for your-Bly Disc project. While all of these
settings are appropriately called fAsetupo i
completed as the first step imetauthoring process. Many of these settings can be edited at

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

This sectionwill guide you through each setup window and describe the editable
parametergor each window

AssetManagement

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 organizetigpurposes, we suggest that you
create subfolders for images and audio/video assets. A sample directory structure would
look like this:

1 My Documents
o DSA Projects
A My BD Project (this is called the root folder for the project)
1 Audio/Video
1 Photoshog-iles
1 Subtitles
myBDproject.dsap

During the authoring process, DSA wi l | crea
projectnamecontent and when you compile your project DSA will create a folder called
projectnameBD that contains the compiled disc image.

Disc Information

To edit your Disdnformation ¢ | i c klInfarrhadorof Dbi ust thedonlbar Or click
t he ADisc I nformationdreenode at the top of t
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Playlist &

import > SN

[= Disc Information

» (=) BD-ROM

» B Audic Video Segments
» [l Playlists

» [ Elu-ray Disc Titles

(#[=]

Figure5.1 - 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 infihnB r o j e cfield. Na me 0

Control Panel =

T2\ Do StudivAuthoring |\ > FulDemofroject Test. dsAp

Properties | BDCMF | Files and Groups Advanced Parameter |
Blu+ay Disc Settings
Discld 382CBBEEGOAG41BS87954BIBF2BAAES Multiplex Audio./Video
Organization Number 2147457572  (between 2147418113 and 2147483647)  Application Number 20817 between 16384 and 32767
Disc Output Folder

Figure 5.2 - The DiscSettings Control Panel
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The Properties Tab

The Discld is a unique identifier for each Bhay title. A default value is entered when

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

Disc Id isnotyour ISAN code, if you have chosen to apply for onéor more information

on | SAN codes, pfleraslendemre nn dhikipaffeAdAfbesd ucer so
NetBlender website herhttp://dostudio.netblender.com/wikipapers/aacs.asp

The Or@nization Number is a unique lbatrepre ent s t he fAstudi 00 cr ec
organization IDthat is chosen should be used on gvbsc created bthat studio. The

Organization ID is a number between 4294901761 and 429496 Th@Snumber is

required by the Rl-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 thersanieer for allof

your projects.

The ApplicationNumber is the ID for the particuléitle being authored. It is a number
between 16384 and 32767%.id a good idea tgenerate numbers for your projecisome
logical order. This number is dierentfrom your Disc Idnumber and is required by the
Blu-ray spec.

The Compileconfiguration settings also let you turn Multiplex Audio/Video ON/OFF.
This is a timesaving feature that allows you to only compile your-B&bde while reusing
your previous video/audio/subtitle muRlease reaBart I, Section5: Compiling your
Blu-ray Discfor more information.

The Output folder
This is where you can set where you want yousrbjudisc to be created. By default the
output folder will be found in the .BD folder where your project file is.

BDCMF Tab

Control Panel

(]

O:\NetBlender\Development | Testing \ Do Studio Authorng \ TestPlan 2.0\Project files\DSA_Demo -> DSA 2.0 Demo.dsAp
Properties EDCMF Files and Groups Advanced Parameter
Setup @
Cuput Directory lSeI_ectl

Disc Label  DSA Demo Disc Master Id 2010 A 30 Version 2.0

Copyright Notice 2010 Owner Motice MetBlender Location Alexandria, VA Facilty VA Operator NB Team

Region A | Allowed | Region B | Allowed * | Region C | Allowed v|

Invalid Region Jpeg: Select |[1920<1080)

Managed Copy

ISAN Number Managed Copy URL |

Figure5.3 - BDCMF Tab in the Disc Settings Control Panel
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You do not need to congte the BDCMHRKorm when you begin your project. Instead, you
can complete the information prior to formatting your final disc image for replication. If
your project willnotbe sent to a replicator, you do not need to fill out this forall at

BDCMF is the mastering format that replicators use to createnBfalmasters. DSA
formats your final Bleray Disc image in the industry stand&DCMF 1.02formatused
by replicators.

Choose the directory where your compiled-Bdy Disc resides by clickingth@ Sel ect 0
button i n t he A Outd DIA witeésrthe commmled ymage toia éolder called
projectname BD i n the projectdéds root folder.

Choosing the right Output Directory is very important for your disc to be etedavith
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 BI».

2. Itis highly recommended that you choose a folder that does NOT hwviearor
folders in it. It shouldean empty folder.

3. The hard drive you are using for your Output Directory must be a WinNdw$s
drive.

Enter the name of the disc in the ADisc Labe
optional fields and do not have to conform to a specific farrfatou 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 Co@emter in the
Owner Notce 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 tke disc should be playable in the three regions specified in theaBlBpec. The
options are: Allowed (disc plays in that region), (disc will not play in that region),
Not_Applicable fegionfree).

Region Aincludes: Americas; B54 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, Russi, and People's Republic of China.

Setting up a Region Error screen

|l f you plan to restrict one or more regions
Invalid Region Jpeg imagelhe purpose of this image is to inform the viewer of the disc

that heir Bluray playercannotplay this title because it is not in the correct region. You
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can make this image to be anything youod
1920x1080 and it is a jpeg image.

Managed Copy

AACS Managed Copywllows the viewer to move content from the By disc to their
computer, server, or a mobile device. The digital rights management of this content is
handled via the Internet, so an AACS proteasd contains a link to a specific Managed
Copy Server. The Bluay disc can also provide links to additional or related content via
this link.

If you wish to implement Managed Capgou must enter a valid URL for the managed
copyauthentication 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 ISAlddes are optional for Bltay discs,
however you will need one if you plan to implement manageg.co

Details on obtaining an ISANumber can be found here:
http://www.netblender.com/main/resources/wikipaperstamemdependenproduces/



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

Control Panel @

D:\NetBlender\Develapment | Testing \ Do Siudio Authorng | TestFlan 2.0\Froject s \DSA_Demo -> DSA 2.0 Demo.dsAp

Properties | BODCMF | Files and Groups Advanced Parameter |
Audio Files Sticky Buttan Group
New Remaove

Subttle Track
ficliag Name Audio /Subtile Track
click SFX wav 0o Audio Track

Audio File Source
lopmert* Testing\Do StudioAuthoring' TestPlan 2.0\Assets\click SFX wa| D

Total file size of included sudio fles: 50 KB I

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 pr oj euttontooperCaldialogkhe boxh BSAtdnmp o r t
importuncompressed .wav files and LPCidav files.

;"" i The BD Specification limits thetotal size of the included audio files t@gmb.

Sticky Buttons Groups are a feature unique to DSA. Sticky Buttensuttons 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 wtiery 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-wamrdliterms your

project will only require a fewguch as: Audio Settings, SubtitlBsttings and Chapter
Selection.

Sticky buttons work in conjunction with the
apply to the on show event of a button. For more informatioasplesfer t&ection21:
Button Association Actions
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Advanced Parameté@rab

Control Panel

=
O:\NetBlender\Develapment | Testing \ Do Studio Authorng \ TestPlan 2.0\Project Ailes\DSA_Demo -> DSA 2.0 Demo.dsAp
Properties | BODCMF | Files and Groups Advanced Parameter

MName
Did Play Cnce

Intial Value  no I

Figure 5.5 - Advanced Parametei&ab in the Disc Settings Control Panel
The Advanced Parameter tab displays a list of Advanced Paranj&iiRiMs) that you
have created for your project. In this window you can add and remove APRMs using the
ANewd and ARemoveod buttons.

For more on APRMs, sdeart It Section9 AdivancedAuthoringo
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Validation Control Panel

Validation =]

5 Validate | ] Copy |[S5Emwrs] i) aim Last Validation Completed At: 8/3/2010at 7:01 PM

The Audio track count with the action for the button AudioEnglish's Enter Button event is higher then the number of audio tracks in your segment FBI Warning.
Please fix this.

The Audio track count with the action for the button AudioFrench's Enter Button event is higher then the number of audio tracks in your segment FBI Warning.
Please fix this.

The Audio track count with the action for the button AudioGerman's Enter Button event is higher then the number of audio tracks in your segment FBI Warning.
Please fix this.

The Subtitle track count with the action for the button SubEnglish's Enter Button event is higher then the number of subtitle tracks in your segment FBI Warning.
Please fix this.

The Subtitle irack count with the action for the button SubGerman's Enter Button event is higher then the number of subtitle tracks in your segment FBl Warning.
Please fix this|

B Control Panel |§§ Validation

Figure 5.6 - Validation Control Panel

The ValidationTab allows you to check farrors prior to compiling your project. The
Validation process is identical to the process that is run when you click Cangligck
Compile.

Validationperforms an Image Bufféferification tha checks the size of your menu
graphics and displays the total amount of the Image Btifé¢ your project is using. If you
have exceeded the 3tb allowed by DSA, you will receive a warning.

Validationalso checks for errors that Wilccur 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 theerror. Likewise, if a video or audio asset has been moved

or deleted, the Validation wil liserangousf y vy ou
and must be fixed.
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Playlist Language Node

The Bluray Specallowgy ou t o define different | anguage
name of each Title and Chapter in your disc, and an easalisplay 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 therByuformat matures.

This version of DSA allows you to set one language setting. Multiple languaiggsett
will be supported in future versions.

Playlist =

¥ @, Disc Information

» (=) BD-ROM

» Bl Audic Video Segments
» [l PlayLists

» [l EBlu-ray Disc Titles

[ [=]

Figure 5.7 - Setting up the PS3 Display Information

To edit the language settings, select the Language Settings Node in the Bthtgist The
Language Settings propes appear in the Control Panel.
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i The smal image needs the width fo be 476 pivels and the height 240 pixels.
“f} The large image needs the width fo be 840 pivels and the height 360 pivels.

Control Panel @
(7))
Disc Title Name Language | English -
Total Mumber Of Discs In Set 1 This Disc Number In Set Copyright 2010
Small Image (JPG) DSADemo Smallimage jpg I:I
Large Image (JPG) D5ADemo Large image jpg \:’

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 boxuréwersions of DSA will
allow you to add multiple language nodes and specify langsiagafic text and disc icon

imagery for each language.

The ANumber of Di scs in

Set o and

AThi

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

s Di

The Small Image and Large Image options are optional. They let you specify a disc icon
image for use with onscreen displays on-Bly players. Currently, only the PS3 supports
the use of this image. The ages 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 youaBtisc.

DVDau hors understand t hi

S

concept

as

addi

official term for this in the Bluay specification; however you are allowed to add folders
and files to your disc. You can include any type of computer file.

To do this, expanthe BDROM node. You will see that three folders already exist:
BDMV, AACS and CERTIFICATE. These folders make up a standard@Judisc that

plays video.

SC

ng
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Playlist =
Import - R

» &4, Disc Information

v & EDMY
BB AUXDATA
& BACKUP
& BDJO
& CLIPINF
v & JAR
&= 00000
B META
& PLAYLIST
B STREAM
B AMCS
B CERTIFICATE
» Bl Audic Video Segments
» [l PlayLists
» [l EBlu-ray Disc Titles

[ [=]

Figure5.9- Using theBD-ROM Node

To add an additional &l to the root of your disc, right click on the BBBDM node at the
top of the tree and select AAdd File. o Sel
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-BDM node at the top of the
tree and select AAdd Fol der . o You wi ||l now

You can rename the folder by entering a new name in the Control Panel or by selecting th
folder in the tree and clicking F2. You can add files to a folder by right clicking the folder
and selecting AAdd File. o
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Section 6:Importing a Menu from a layered Adobe Photoshop
file using Mosaic

This Sectiondiscussefiow to create import menu graphics from a lageAdobe
Photoshogile using amapplication that comes with DSA ocadlMosaic. Mosaic is a
powerful and flexible application that imports a layered Photoshop file and tenera
discrete DoStudio menu elements out of each layer in the PSD according to a simple
naming convention. Mosaic allows you teingport 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 angnported menu element, or you can
overwrite the authoring with the initial values contained in the PSD.

Mosaicrelies on a haming convention that you must use when labeling the layers of
Adobe Photoshople prior to importing the file. The naming convention relates to the
basic menu elements in DSA: Blocks, Sets and Buttons.

Mosaiccan automatically handle the-sezing of menu elements from one iotpto 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 changaohéseof

menu elements or changed the hierarclstraicture of your menu system.

Additionally, you can add DoStudio Actiodgrectly 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 cal | Actbn$rMo 8ai c

Naming Convention for the PSD Layers

In order for Mosaido successfully assign each layer of the PSD file to its proper role in
DSA you must name each layer according to the naming convention dddmibey 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 Blocki o 0
E x a mpnhb:evtain Menw
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Layers Channels N

Normal ¥  Opacity: [100% »

Lock: L] 7+ @ Fill: [100% »
P [ Subtities Set

P ) Audio Set

|:] mb: SetupBlock BG

P [)Features Set

I:] mb: Features menu

P () Chapters 6-10 Set

P ) Chapters 1-5 Set

I: mb: Chapters Menu

D ) Main Menu Set

An empty layer creates a
transparent background

9 @ @ 9 9 @ 9 9@

This layer contains the Main Menu
block’s background image

Figure 6-1 - Photoshopayers

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 creasmsparent background,
Mosaicwill determine the size of the menu block from the size of the Set.

Sets

Sets are created by wusi.ng Qrheea tfies ea ssoe tf eaartdu rr
ASet 20 andysaroseter monamedescrbhoptorvel y suc
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) ihside t
Photoshorset.

Sets will import with a transparent backgro
background. The naming convention for a set background is:

. fAbg: 0

g: nameofsetbackgroundo.

Set Backgrou

nd
Exampl e: fb

Figure 6-2 - Photoshof.ayer Set and Menu Block Setup

Buttons

Buttons are placed in the Photoslsap and are named according to which button state they
represent:

Normal : fAn: o

4]

Exa mp!l e: n: Chapter 10
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Sel

ected:

Exampl e:

Act i

vat ed: f

Exampl e:

l_ayers Channels . Paths

fis:

0

As: Chapt

a: o

Afa: Chapt
[5]5]

9 9 9 9 9 9 9 9 9 9 9 99 9@

v 3 fudio Set

:l n: Setup Track 3

o

er 1

D
—
[ERN
o

The name given to the PSD set

will be the same as the name of

[::] 52 Setup Track 3

!:| a: Setup Track 2

the DSA set.

':I Setup Track 2
:l £: Setup Track 2

[::] a: Setup Track 2

!:| n: Setup Track 1

':I =2 Setup Track 1

:l a: Setup Track 1

[:] n: Setup Subtitles

!:| 50 Setup Subtities

':I 3t Setup Subtities

El ORI T R —

EZ]"‘“’ SEUP MM e This layer is the default background

= This set has its own background image

8.0 @ & & il ' for the menu block

Figure 6-3 - Photoshog.ayer Button Setup

Add the PSD to Mosaic

To begin the import process, launch Modaig

the Edit menu or pressing the -

Mosaicis a separate application that perfotims import process and transfers the menu
data to DSA. Mosaic must complete the import process or you must exit the Mosaic

s el

ecting

button in the toolbar.

application in order to continue authoring in DSA.

To add a PSD to Mosaic s e |

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

ect

inAdd

P S D0 s dpens adiatodue

will prevent it from properly importing into DSA, yawill be notified at this stage.

Edi

t

Rimpbs) oPhpo o

\Y
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Figure6.17 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:
1 Menu elements that extend beyond the edge of ther&iDef (1920x1080)
1 PSDs that are not the correct bit depth-i§g2= 8 bits per channel)
1 PSDs that contain overlapping buttons in the same Menu Set
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Working with the Mosaic Interface

The Mosaidnterface contains the Import BEethe Control Panel, and four tabs in the
preview pane: Layout Preview, Layer Preview, Import Status, and Mapping.

Layout Preview tab
Layer Image tab

Impont Status tab
Import Tree Mapping tab
2 HetBlender's Mosale - & Photoshep kmpoet Teol =/
P (& Ror

port Trew

mage Dt Son M0
Iagn Folder  evage
¥ (gl Man Mars,

[» EEEE

» [ Mon Marw St

e Ll

» v Chagher| slmers
» il B stmeny
» - R

Layontt Previes 7 Layw oy v IOt Aats Yuur.;

Lontrdl P
Pgene oot Lapw
e \mage Buttee So0 in B
© Let o et
< Lot - b
|
L Control Panel

Figure 6.2 - Mosaiclnterface
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The Import Tree

The Import Tree displays a treeew of your menu elenms that Mosaiceads from your
Photoshogile. 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 yowould see them when they are imported into DSA. It displays some additional
information as well.

Under each Menu Block in the Import Tree you

File  Edit About . . :
will see an icon corresponding to the PSD layer

fnpokiles %X that defines the menu block.
Image Buffer Size 3857168
Image Folder |images You can expand the tree view feach button in
Qg your menus to display an icon for each of the
Y “f%%%hem button state images. You can further expand each
v [] ([ Main Menu Set of the button state icons in the Import Tree to see
v bt Play film an icon that corresponds to the PSD layer that
v [“IN Nomal defines the image for the button state.
& n: MM Play film
Vil acecied. Seleting any item in the Import Tree displays the
vm@;;tih:::e:laymm itemds properties in the
@ = MM Play fim section examines each of
» [] [@l] MM Chapters properties. But | etds |
> M Bonus in the Import Tree before we get into the control
> MM Setup panel poperties.

> [V]gD Alt Menu

» [“]a@ Chapters submenu
» [“]gd Bonus submenu

» [“]gl Setup submenu

E] ['{?‘ UseCurrent] [:‘,}» UseDSA]

Figure6.37 The Import Tree

Image Buffersize

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 tavhmuch of your image buffer is used by

your menu system. For more information about calculating the Image buffer size, please
refer toSection 2: The Basics: The Image Buffer

Selecting the Locaon of your Images Folder

The Image Folder text field allows you to specify the name of the folder you would like
Mosaicto use to store your menu graphidshis folder will always be created inside your
projects .content folderontainedwithin the root directory that houses your project file.
Simply enter a new name in the text fielfithe folder name you specify does not exist
then it will be created when you import your PSD into DoStudio.

Cc
tr
0 0 k
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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 usefulhiive
made a change to just one part of your PSD and you wantrtgpoet only the element that
has changed. In this case;ehecking the box next to an menu element in the Import Tree
will preserve the previously imported graphics and authoringp(estremote control

settings) for that menu element in your DSA project.

You can also select whether or not to import
box found in the control panel when you have selected the menu element. When you make
animpas t / dondét i mport selection in the | mport

and vice versa.

You can make a global Aimport all o selection
bottom of the Import Tree. This will place a green checklinfahe check boxes.
Li kewise, you can make a gl obal Ai mport none

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

@ lil | Ise Cument Actions |

Figure 6.47 The Import Tree footer

Expanding/collapsing the Import Tree view

Use the arrows next to a menu el ementds i con
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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You may select any of the Blocks, Sets or Buttons to view and edit their properties in the

Control Panel Letdébs | ook at the avail abl
Control Panel o x
j Properties Import Layer
Name Main Menu Image Buffer Size In Bytes 444000
Current
Top 838 | Left 420  ‘Width 1500 Height 74
Previous
Top 838 | Left 420 @ ‘Width 1500 Height 74
Ready =
Figure 6.57 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 pixefs the top left of the

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

The ACurrento values
i mporting a PSD, you
the size of t he menu

are for t helfybu@lreyou c
wel ll . seBhé@dPiRvevwiuswdws &
bl ock that i s current

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

You can edit the size and position values of your menu elements stiatesif you desire,
however you will not need to edit these values if you have laid out your menus in
Photoshogo your liking. For example, if your PSD is 1920x1080 at 72 dpi, the position of
all of the menu elements in Mosagcexactly 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
you arere-importing a PSD.

me nu

Buttons

bl

oc k.

Li kewise, you wi

When you select a button in the Layer List Tree, you see three tabs in the Control Panel:
Properties, Actionand Remote Contrdlavigation. The Properties tab describes the
position andsize values for the button. If you areimgporting a PSD you will see both

AiPreviouso and

ACurrento

val ues.

e
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Control Panel a1 x
| Properties l Actions Remote Control Navigation ’ Import Layer
1?)‘;
Event e
Sl (O Use Current (® Use Previous
© Enter
8 gp Name Has Properties .@. Play Title
oum Hide Main Menu Block  No
g ;f:fth Play Title Yes Title Name | Main Video
1ght
< I [>]
Ready

Figure6.61 Control Panel Actionsab for buttons

In the Actiongtab, you see any actiortsat have been imported with the button using

MosaicAction Script You can select the Enter, Up, Down, Left and Right events to see

where Actions have been assigned. If you aiiengorting a PSD with Mosaic Aion

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

by selecting AUse Previouso or you can overw
DSA by selecting AUse Current. o0 iofSguecti ng 0
have authored in DSA with the Actions that are included in the PSD with Mosaic Action

Script.

Control Panel 3 Xx
| Properties ] Actions | Remote Control Navigation ‘ Import Layer

() Use Current (&) Use Previous

Up Button | v!
Left Button | MM Setup v: Right Button | MM Chapters v

Down Button | v]

Ready

Figure 6.77 Control Panel Remote Contrblavigation tab for buttons

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

imported with the button using Mosaction Script A with the Actiongab, you can

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

AUse Previouso or you can overwrite the remo
AUse Current. o Selecting AiUse Currento wil.l
have authored in DSA with tlremote 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 impded flags any errors or warnings
due to problems with the PSD.

' Layout Preview 7 Import Status rMapping r Layer Image g

&J OEnors | i) 79Images |(i) 132 Messages |

Loading PED file C:and SettingsDocumentsProjectsDemo Project for i
Sandbox Demo_Project AssetsDemo Project PRD menupsd E
Loaded the PSD file C:and SettingsDocumentsProjectsDemo Project for ‘ =
Sandbox Demo_Project AssetsDemo Project PSD_menu.psd. e
Validating the Photoshop's information including size, bits per pixel, and color mode.

Loading 101 layers.

Completed Loading PSD File

Mapping Photoshop file.

Created the menu block Main Menu

Created the set Main Menu Set

Created button with one button state of f: MM Play film

Created button state n: MM Play film

Created button state s: MM Play film

Created button state a: MMM Play film

Created button with one button state of n: MM Chapters

Created button state n: MM Chapters

Created button state s: MM Chapters

Created button state a: MM Chapters

Created button with one button state of r: MM Bonus |\i‘

Figure6.81 The Import Status tab
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The Layout Preview Window

The LayoutPreview Window displays the menu layout as it will appear in DSA. You may
select the visibilityn the Layer Preview window of each menu element by clicking the
checkbox next to the el em¥outadsewihalbogonsim t he
their three button states (Normal, Selected, Activated) by using the drop down menu.

'Layout Preview

Display Button State

Import Status 'Mapping 'Layer Image

MNormal

Normal
Activated
Selected

AUDIO
[nglish
French
German
SUBTITLES

English
Frur<h

= Geman

| Main Menu

Figure6.97 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.

' Layout Preview v Import Status 'Mapping ___.rlayer Image

Figure 6.1017 The Layer Image tab

The Mapping Tab

The Mapping Tab allows you to-reap the properties from one menu element to another
menu element when you-naport a PSD in which menu elements have been substantially
re-arranged. Mapping allows you to preserve the authoring (A¢tiemste 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 aweéDSA project, the Mapping tab will only show one
column. The mapping Tab is only designed to be used when youiarpoging a PSD.

By default, the Mapping tab displays two columns: the Current Import and the Previous
Menu. The Current import displayhe 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 ImportTree. You can view the menu blocks, sets, buttons and button state images
(Normal, Selected, Activated) in the trees.
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T T s,
Current Import Previous Menu
Y Main Menu @ (4 Main Menu
] @@ Main Menu Set (2] & P i MainMenuSet
By == Alt Menu S “ [ Main Menu Set | horizontal
2 @Anmnu Set Z] Gr ﬂlnmm
By S Chapters submenu (2] @ Alt Menu Set
i 5 1@ Chapters 15 Set (2] ev gcmuemwmm
) » o [Chapte) ) @ v g Chapters 1-5Set
5 > aChpte 6 o~6 v Chga]
B S |@] Chapter3 (2] =] » (@] Chapter2
2 » (@) Chapterd e = » @] Chapter3
A » (@ ChaptesS & = »  [@] Chapterd
z] I Chapters 610 Set 3] (C] » @] ChapterS
By 'g Bonus submenu < @ » ﬁ Chapters 610 Set
" P‘ ﬁ Bonus Set @ @ o 3 Bonus submenu
By 3 Setup submenu e @ @ Bonus Set
B ..’ 'i.is'ﬁleﬂ. e (534 szpsbnw
@ » (g SetupSet

Figure 6.111 The Mapping tab

When you reamport a PSD, Mosaiattempts to map the existing meglements to the
current import by matching the menu element names. Mapping means that Mosaic will
transfer the

When Mosaids able to map a menu element from the previous menu to the current import,
the layer displays a green button nexit. 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 buttdatss.

If Mosaicis 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 toeasthitfone, or if you add or
delete menu elements from one version of the PSD to the next.

Re-mapping Menu elements with Dragnd-Drop

The Mapping tab allows you to manuallymap a menu element y simply clidkagging

the menu element in one of the traesl dragging it onto a menu element in the other tree.
When you remap 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 Photoshofayers

The Mapping tablao allows you to view the

Photoshogile in layers. Click therrowbutton in
Current Import the upper left hand corner of the Mapping Tree to

display the Lgers.

Figure 6.121 The arrow button that reveals the PSD layers

You will see that the PSIayers are mapped to the Current Import and display green
buttons where a successful map has been achieved. You can change the mapping of the
Photoshopayer to the Current import by dragging and dropping a Phopoltyer 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.

Layout Preview v Import Status /’Mawim Layer Image
Phalo hop File Curtent Impord Previous Menu

Figure 6.131 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

Al mport into DoStudioo from the File menu t
elements will now appear in the DSA project. If you importedladgolution 1920x1080

image then your layout work is done. You will need to assign navigation and Playback
Actionsto the buttons you have just imported.
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Importing Individual Menu Elementsin to DSA

If your PSD contains only one portiof 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 makechanges to your graphics while you are in the middle of authoring yotralu
disc, you can rémport your PSD using MosaicSimply open Mosaic by pressing the
Import PSD button (F3 is the shortcut) and open your updated PSD. Seldtelenents
you wish to reimport by selecting them with the green check boxes and choose whether

you want to preserve the authoring from your
Previouso) or overwrite any aualubésonryounPGD f or t h
(AUse Currento). When you import the PSD in
project.

Mosaic Action Script

Mosaicincludes the ability to read a powerful shorthandation called Mosaic Action
Scriptthat allows you to add actions and remote control navigation to your menu element
inside your PSD. Mosaic Action Script is a great tisaging tool that lets you turn PSDs
into DSA templateshowever it is intended for use by experienced DoStudio Authors.

MosaicAction Scrips are contained in the PSD layer names. In Mosaic 2.0, you can create
special layers without any graphics that just contaisditoAction Scripts in the layer

name without any graphics in the layer. This makes it easyuser¢he Action Script

layers from one PSD to the néxyou just simply copy the layers into a new PSD.

Adding Mosaic Action Script to Buttons

To add an Action Script to a button, <create
versions of Photoshgp i n your PSD with the prefix fas: o
would like to add the Action $ipt to. For example:

|y [ as: MM Play Film

This will add Action ScrFptmoto the button c

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, Upymd.eft, 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
Al 0 (pipe) symbol
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For example, | etdseaddvéwb Boti ohs Fhbotmt e &
Wedll add a AClear Menu Blocks from Screeno
Title 1, Chapter 2. To do this our Action Script would look like this:

® vy [0 as: MMPlay Film

@ |:] enter: CA | T001c002

Adding Remote Control Navigation to Menu Sets

To add remote Control navigation to a menu
your PSD with the prefix fing: 60 and the name
Script to. Then amnd ¢ihtehdénd oAlfeinipz2adntsygimbodr

horizontal or vertical navigation. For example:
| ¥ _] ng: Chapters Set 1 | horizontal

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

You can nest your Mosai&sction 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 Subranu SSM_name Submenu name, Set, Button Focus

Example: enterSM_Chapters ~ Chapter Set 1 ~ Qiutton

Hide submenu HSM _name  Submenu name, Button Focus
Example: entetHSM_Chapters MMChaptersButton

Load new Set in Menu Block LS name  Submenuame, Set, Button Focus
Example: entert.S_Chapters ~ Set 2Gh6button

Switch Main Menu Block SWMM_name Set name, focus button
Example: enter: SWMMChapters €hZlbutton

Reset Main Menu RSM
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Set Button As Selected SbS button name
Example: enter: SbS_Chlbutton

Mosaic Action Script: Title Playback Actions
Action Text # of Properties

PlayChapter T0O00c000 Title, Chapter
Example: ater: T001c001
*This will automatically create the title and chapter in your playlist!

Next Chapter NC
Previous Chapter PC
Play PY
Pause PE
Toggle PlayPause TOPP
Stop ST

Mosaic Action Script: Primary Audio/Video Actions

Action Text Properties
Set Audio Track SAT000a000 Title, Track
Set Main Audio Level SLO00 range 1100
Mute Menu Main Audio MTMA

UnMute Main Audio UTMA

Mosaic Action Script: Secondary Audio/VideoActions

Action Text Properties

Set Secodary Video SSVTO000v000 Title, Video Track
Set Secondary Audio SSAT000a000 Title, Audio Track
Set Secondary Audio Level SSALO000 range 1100

Turn Secondary A/V On OnSA

Turn Secondary A/V Off OfSA

Mute Secondary Audio MTSA

UnMute Seondary Audio UTSA

Mosaic Action Script: Subtitle Actions

Action Text Properties

Set SubtitleTrack SSTO000s00 Title, Subtitle Track
Turn on Subtles onS

Turn off Subtitles OfS

Toggle Subtitles TOM

Mosaic Action Script: Sound EffectsActions



Action

Text # of Properties
PlaySound PS00 Sound number
Mute Sound Effects MTS

unMute Sound Effects

UTsS

58
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Section 7:Menu Element Properties

Once you hve imported your Menu graphigeu canfine tune their location on screen
using the Control Panel.

Menu Block Properties

To view a Menu Bl ockodés proper tamensstrees®isect t h
reveals the MenulBo ¢ k pestiespnrth@ Control PaneYou rename youmenu blocks

by typing a new name in the AEditing EIl ement
Control Panel LE
Properties |
.@.
Editing Element: Main Menu Loop TipeMenu Block
Image Properties Size and Position
Backaround DSA_2.0_Demo Content\images‘Main_Menu_Loop_r \:| Top 898 pixels Left 420 pixels
Make Background Transparent Width 1500 pisls  Height |74 TE
.  The size has been detemined by a background image. I you
\I'J wish to change the size remove all background images for
this menu block.

Figure 7-1 - Menu Block Propertiés

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
t h e fBeickdroaindlranspareritoption.

The Properties tab also displays the size anditocatformation for the block as measured

in Pixels. Notice that the size of the menu bloaknotbe 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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Control Panel =)

Properties

@

=
Editing Element: Main Menu Loop Type:Menu Block
Image Properties Size and Position
Background Top 898 pixels Left 420 pixels

] e =
V| Make Background Transparent Width |1500 pixels  Height [74 pixels
.  The size has been detemmined by a background image. K you

\1/ wish to change the size remove all background images for
this menu block.

Figure 7-2 - Menu BlockPropertieswith Transparent Background

In the screenshot above, the MernadR is transparent, so the size of the menu block can
be edited using the pixel values for Width and Height.

You can eposition 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 Phdtteshop

There are instances when dealing with-sldped 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 regardingthe placemet and animation of multiple menu blocks:

You are allowed to create multiplemenu blocks in your project. A practical
example of this would be & have onemenu Blockfor chapter selection, another for
special features, ad perhaps a third for disc setup options. Visually, it is oftn
desirable to position themenu 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, tauthor your animation
Actions in such a way that themenu blocks never overlap on screen at the same time.
For example, if one button onyour Main Menu displays themenu blodk that shows

the chapter selection, and another button o the Main Menu displays themenu 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 anadeiversa. If you allow

both menu blocks to appear in the same location on screen at the same time this can
cause erratic playbak behavior such as one menu block erasing part of the menu

block that it overlaps.



62

On Show and On Hide Events for Menu Blocks

Under ech menu block in your tree you will see two icons: On Show and On Hide. These
area special type ofventthat you can attach Actions. The On Show Event executes the
Actions assigned to it any time the menu block appears on screeneely, the On Hide
event executeevery time the menu block is hidden.

Menu Elements X

» [0 A i Menu
» [#]32 Chapters Menu

¥ [][E] Trackl

@ Enter Ky
£u Up Key
S Down Key
<1 Left Key
o= Right Key
m On Show
> [¥][E] Track2
b [][E] Track3
[#)=)

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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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 cauakllall 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 stackeg @fineach
ot her . Each Set contains its own et of bu
contain its owrbackground imager it can be transparen©nly one Set can be visible at a

time.

By default, every menu block has ond.S€our menu locks can have an unlimited
number of sets.

To view the Set properties, select the set in the Menu Elements wifdosvdisplays the

Set properties in the Control Panel.

Control Panel

=

Properties

Editing Element: Main Menu Loop Set Sef- Main Menw Loap Sef -> Main Menu Loop

Image Properties Size and Position
Background Top 898 pixels Left 420 pixels

7] Make Background Transparent Widh 1500 piele Height 74  piels

.  The size has been detemmined by a background image. f you
1) wish to change the size remove all background images for
this menu block.

Figure 7.4 - SetProperties

———————————

As you can see in the screensabbve, the properties for a set are similahtoproperties
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 setistranpsar ent , t he AMake Background

Transpart

a set is transparent, the background imagbefmenu block will be visible. If the menu
block is also transparent, then the buttons contained in the set will appear to float directl

over the video.

The position angize of a st are determined by the position and size of the menu.blbck
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 whihcge 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 Photoshofile as described in the previous section, Mosagates a separate PNG

file for each of the button states.

To view the button properties, select a button in the Menu ElementsTineewill display
the Button properties irné Control Panel.

Control Panel - —— = 'v——-:: B =]
Button Properties | Remeote Control
@
Editing Element:  Play film > Main Menu Loop Sef > Main Menu Loop
Image Properties Settings
\zl Momal DSA_2.0_Demo Cortent'images'\Play_film_nomal prig D Top 307  pixels Left 450  pixels
\zl Selected DSA_2.0_Demo Content\images'Play_fim_selected png I:| Width 202 pixels Height 56 pixels
[X] Activated DSA_20_Demo Content\images\Play_fim_activated png (-] P

| T |

Nomal Selected Activated

| “157 rlirrd “157 rlirrd “1517 rlirs |

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 angbosition 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 Photdgleop

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 with¢akegest

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 stdfg/ou leavethe Selected and Activatefatesempty, then

your button will be displayed in the normal state regardless of whether it receives focus or
not. This saves space in your Image Buff&ou are allowed to leave the normal state

empty andonly 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 thathey do not overlap each other.
Overlapping the buttons will cause the menu buttons to appear cdff.

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 DSAIcI8t 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 stiselected 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-wamdlterms your
project will only require a few such as: Audio Settings, t8lés Settings andChapter
Selection

Sticky buttons work in conjunction with the
apply to the on show event of a button. For more métion,please refer to the section:
Button AssociationActions

Remote Control Tab

You must assign the remote control navigation properties for each button in your menu
You do this in the Remote Contrtalb.

Control Panel E

Button Properties Remote Control

Up Button I - I

Left Button - Right Button |Chapter2 v]

Down Button I - I

Figure 7.6 - A Button'sRemote ControBettings

Using the combo boxes for each of the directional arrows, select which button should be
highlighted wherthe viewer clicks the directional arrowthe Combo boxes contain a list
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of all of the buttons in your projectf 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 Controhavigation

You can quickly assign the Remote Contraligation by rightlicking on the Set in the

Menu El ements window. Sel ectyHorggntpll vy Verti c a
Navigationo depending on the visual orientat
automatically assign the remote control navigation based on the order of the buttons in the

Set according to your selectidn.other words, you must arrangeur 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.

AApply Vertical Navigationd assigns remote <c
whil e AApmpminy aHoMavigationodo assigns remote cC
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 onscrders.acceptable to apply both Vel

and Horizontal navigation to the buttons if you so desire.

Playlist ¥ Menu Elements

¥ 9% Main Menu Loop
=l On Show
E= On Hide

> Iil Play |E| Add Button
» [/][E Cha ¥  Remove Set
> [V][H] Bon
» [¥][E] Setu|ﬁ Apply Vertical Navigation |
> D== Pop Up Mer @ Apply Horizontal Mavigation
b B Chapters s
» |28 Bonus sub =  Collapse

> []BE Setup subm 95 Expand

Figure 7.7 - Adding Vertical Navigation



67

Assigning Actionsto Buttons

Part 11: Section5 fiUsing Action® describes how to use Actions to create interactivity for
your Bluray Disc. To assign an action to a buttexpand the button view by clicking the
arrownext to the button in the Menu Elements Window tree. This expands the tree to
display the Bter Key,Up Key, Down Key, Left KeyRight Keyand On Show everfibr

the button you have selected.

To assign an action to a button, you must assign the action directly to the desired Key in the
treeview. When you select one of the Keys, the Actieimsdow appears in the Control
Panel. SeePart Il: Section5 i Us i n gfor Aetatlsialmout assigning Actions.

Menu Elements @

v == Main Menu Loop
=8 On Show
m= On Hide
v Main Menu Loop Set
¥ [7] (@] Play film

O Up Key b
& Down Key
<1 Left Key
o= Right Key
=l On Show I
» [7][H] Chapters
¢ [V][H] Bonus
P [V] [E] Setup
> == Fop Up Menu
» VB8 Chapters submenu
> == Bonus submenu
> == Setup submenu

(=)= [8):

Figure 7.8 - Assigning Actionso ButtonsEvents

The On ShowEvent for Buttons

The On Show evergllows you to assign an action that will execute any time the button
appears on screen. Il n most cases, you wil/
actions to the On Show event.

The AAssaecibaté omhwi théeo actions cause the d
depending on what audio track, subtitle track or chapter is currently playing. This allows
you to easily add Asmart selectionsonsto you
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Section 8:Setting Up Your Playlist

This sectiondescribes in detail the process for setting up the video playback organization of
your Bluray Disc, which is contained in the Playlisee Setting up your Pldist involves
creatingAudio/Video Segmetand adding your elementary video, audio and subtitle
streams, creating Playlists, adding Chapters to Path Items in your Plagistg) theUser
Operations for each Playlist, Setting hp Loading Screen and the arrangement of your
playlists in your Title. If you are using tleptional3D and/or B>JOfeatures of DoStudio,

you will setup those features in the Playlist as well.

Playlist =

(%-| [ import »EEEEES | | Import >

v @ Disc Information
@) English
v (¥) BD-ROM
» @@ BDMV
@ AACS
@ CERTIFICATE
%7 | Audio Video Segments
» (@ FBl Warning
> [ﬁl”! Menu Loop
b [ﬂ-”! Feature
> [’TI,’[Naska Bonus 1
» (@) Hawaii Bonus 2
» (@) Virginia Bonus 3
v ﬁ PlayLists
'@ PlayList - FBI Warning
i PlayList - Menu Loop
" PlayList - Feature
iy PlayList - Alaska Bonus 1
" PlayList - Hawaii Bonus 2
% PlayList - Virginia Bonus 3
Blu-ray Disc Titles
= DoStudio BD-J Menu

v

B

e

b
B
B
B
>
vi@

(=)

Figure 8-1 - Playlist Tree

The Playist Treeis displayed asraexpandablé&reemenu. The Playlist contains the
following elementsDisc Settings, BEROM, Audio/Video Segmest PlaylistsandBlu-
ray Disc Tiles.
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The Disc Settings and BBOM nodes are explained 8ection5: Setting up your Project
This section will describe the steps to setup your Audio, Video, SubttidsSldeshows
in your Playist tree.

When you start a new project your Playlisee contains one empty 2D Audio Video
segment and your DoStudio BDMenu title.

Overview of the DoStudio Bluray Disc Playlist Structure

It is usetil to examine the playlist structure from a highiel view before diving into the
details. The DoStudio Bltay Disc Playlisstructure is comprised of three types of
elements: Audio/Video SegmentPlaylists, and illes.

Audio/VideoSegmers

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 eate 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. Yeagments are f@sable in your project, so
you can add them to multiple playlists without takupgany extra space on the dido
matter how many times you add a Segment to a Playlisiur project, it is only
multiplexed once.

Playlists
Playlists define how your video will play on your Blay 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 Playliatld chapters to the Path Items, control UOPS
during playback, and add Actian§/ost of yourauthoring in the Playlist Tree is directed to
the Playlists.

You can add up to 999 Playlists to your proje¢tu can add your &ments talifferent
playlists as many times as you waitheyare essentially text files thttke up very little
space on gur Blu-ray Disc, so you can use them freely to createdomized playback,
fiPlayAll o features, and more

Blu-ray DiscTitles

Blu-ray DiscTitles are the parent element for your Playlists. Your DoStudio project starts
with one title called he f Do S uMe rou @B.D Ot her wi se, -you
up procedure for the DoStudio BDMenu title by placing Playlists in the title and
determining the location of the BDloading screen. You will onlye able tadd more

titles if you have purchased the DoStudiX.

W i
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Section 9:Audio/Video Segmens
By default your Bluray disc project contairsne2D Segment

To addadditionalSegmentsright c | i ¢ k & e g mk athedPlayliskraeto

reveal thecontext 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 &egmentright click on theéSegment inthe tree n d s RemaveSégmend
from the context menu.

Playlist IE‘
Import - R
» &4, Disc Information
> _ BO-ROM

& FE[/E] Add 2D Segment

M Me | Add Slideshow Segment

= gr  Expand
m|Ha = Collapse
W | Virgitia Bonus o

» [ PlayLists

» [ Blu-ray Disc Titles

y¥YYyYvY vy yYY

(=)

Figure 9.1- Adding a2D Segment

The order of the Segments in the tree does not determine the order they will play.

2D Segment Properties
When you select 2D Segmenin the Playlistreeits propertis are displayed in the Control
Panel. You may rename tekegmenbytypi ng a new name in the

i Nam
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Cantrol Panel

-]

Name

FBI Waming

Frames Per Second |24 -

You assign the frame rate of the video in yeegmenu s i n g

Figure 9.2- Editing a2D Segmers Settings

Adding Primary Audio /Video Streamsto Segments
The type of Video you can add to a segment depepds whether it is a 2D or a 3D

segment. Adding audio and subtitle assets is the same for both 2D and 3D.

t he

AnFrames Per
combo box.The frame rate options are: 23.98, 24, 25, 29.97, 50, 59.94. Segohentn a
Blu-ray disc can have a different frame rate.

2D Segments can also have Secondary Video Streams, which are used fofiRicture
Picture. 3D segments do not support Secondary video streamisifdfioration about
setting up a Secondary video stream, please rethetSectionAdvanced Playlists:
Secondary Audio/Vide@PiP).

Primary Videofor 2D

A segmentnust fave avideo file assigned to it. You cannot create atghty 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 elemerpandhe Primary Audio and/ideo

element in the Playligtee and select a Video File in the control panel using the ellipses

button.

Supported Video Codecs:
DoStudio supports all of the Biay Disc formats for video:

T MPEG2HD (.m2v, .m2p, .mpg, .mpgg
1 SMPTE VG1 (.vcl)
T MPEG4 AVC (.avc, .264, .h264)

Audio Track

To addan audiotrackto a Title, rght click the Primary Audi&/ideo elementin the Playlist

Editor treeto display the contexhenu and setet 1 Ad d
track from the dialogue box. To updatechange a file after it has been adddéidk¢he

Audi

00

and

choos
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Audio Track element in the tree arelect an audio file for the track in tld®ntrol Ranel
using the ellipses button. od 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)

=A =4 =4 =4 4 -4 -4

Adding Dolby TrueHD to your project

Dolby TrueHD consists of a core 5.1 Dolby Digital file (.ac3) plus a ésssV.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:

Control Panel |§
'@'
MName English Language | English -
Mudio File  D:\MetBlender'\Development Testing Do Studio Authoring Test Plan 2.0 Assets'\Feature 10MinEnglish.ac3 \:l
Dolby TrueHD
Audio File -]

Figure 9.3- Audio Settings

Adding Multi -channel LPCM files to your project

DoStudio supports multichannel LPCMvav) files in 6channel (5.1 surround) and 8
channel (7.1 surround) configurations.

The channel configurations are as follows:
6-channel configuration (5.1) - the channel asgnment 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, RIs (rear left surround), Rrs (rear right surround), RS, Lfe

Using a single Interleavednav 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, thesdathe multichannel .wav file to your Primary Audio

the same way you would add a stereo .wav file or any othdesdilggaudio sourcdy

right-clicking the Primary Audio/Videe | e ment and sel.ecting AAdd

Using individual .wav files

You can also add multichannel LPCMdio by adding individual .wav files. To doghi

right-click on the Primary Audio/Videelementinyour Playisi nd s el ect AAdd M
Channel Audio 0

Figure 9.4- Adding MultiChannel Audio

A new Audio Track will be added to your PlaylisBelect it in the Playlist tree and select
each individual .wav file in the fields in the Control Panel.

















































































































































































































































































































































































