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Heroglyph - Titling and Compositing
By Edward Troxel

A new titler named Heroglyph is now available for
Vegas. proDAD (http://www.prodad.de) has made their
titling and compositing software compatible with Vegas
giving users another plug-in worth consideration.

Upon receiving the CD, my first step was to install
the program. While installing Heroglyph you are pre-
sented with an option to register it as a DirectX Media
component. The box specifically mentions this is for
Vegas 4 but also works with Vegas 5. While not tested,
I suspect it would work with Vegas 3 as well. The ad-
vantage of this approach over products such as Cool3D
is direct integration with the timeline.

Similar to Vegas, the product must be registered in
order to unlock the full program. Registration can be
done via e-mail and you will receive a return e-mail
with the proper instructions to fully register the pro-
gram. I asked about the case in which a single copy of
Vegas was installed on two computers and was told

that installing Heroglyph on both of these systems would
also be acceptable.

Once installed, Heroglyph appears in Vegas as an-
other Gener-
ated Media
tool. Just click
on proDAD
H e r o g l y p h
and add the
“Default” pre-
set to the

http://www.prodad.de
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timeline. This will open the standard Vegas parameter
dialog allowing you to set parameters and length. This
screen also contains a small quirk with a framerate that
defaults to 25 FPS even though my project is set to
29.97 FPS. This was easily changed to 29.97 within the
main interface. This is also not a big surprise as the
company is based in Germany.

The first step is to modify the Length property to be

the desired amount of time for the title. The “use
Heroglyph timebase” option, when unchecked, will au-
tomatically adjust the Heroglyph timeline to play for the
duration specified in “Length”. If checked, it will sim-
ply play based on
the Heroglyph in-
ternal timeframe
and repeat as nec-
essary. This allows
the timelines to be
locked together or
remain totally inde-
pendent.

To enter the
Heroglyph inter-
face, simply click
on the “edit
Title...” button.
The first screen will
show you a series
of templates. Using
the templates will
definitely get you

up and running very quickly. A plus is that they can be
easily modified to meet your exact needs. While tem-
plates can help speed up the creation of your title, they
are not a requirement. Using File - New will allow start-
ing a title with no default selections.

There are a multitude of options available for creat-
ing and adjusting your title. The manual that comes with
the program is a series of tutorials. It is strongly recom-
mended that you go through these tutorials as they illus-

trate how to perform many of the various tasks in the
program. The included help file contains a more thor-
ough explanation of the individual options.

As you can see with the
Heroglyph title added over a
generated media cloud, the
alpha channel is properly in-
terpreted. With a multitude
of options available, many
complex titling effects can be
quickly created. While it will

take some
time and ex-
perimenta-
tion to fully
learn to use
the program,
many inter-
esting ef-
fects can be
quickly and
easily cre-
ated.
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Beginner’s Corner - Text Compositing Reprised
By Edward Troxel

A couple months ago we learned how to composite
text and create the effect used in the intro of Spin City.
With the new compositing tools in Vegas 5, this process
has changed slightly. Although the process may appear
slightly harder, it is, in fact, much more powerful.

Begin the project placing the text on track 1, the
video to place inside the text on track 2, and the back-
ground text on track 3. Just like before, track 2 must be
made a “child” of track 1. However, the position of the

button has moved. In fact, there are now
two buttons - one for “Make Child” and one
for “Make Parent”. Click on the “Make

Child” button on track 2 and you will have a display
similar to what is shown here.

In Vegas 4 you were finished at this point. How-
ever, in Vegas 5 your display will now look like this
image. It appears
to be exactly the
same as if there
were no Parent/
Child relationship
applied.

In Vegas 5
you have to apply
the “Multiply
(Mask)” Compositing mode to Track 1. This must be
applied to the Track compositing mode and not to the
Parent compositing mode. This is the button to the right
of the level
slider. Click
on that but-
ton and

choose Multiply (Mask)
from the menu that appears.
This selection will now give
you the video in Track 2

showing in the  let-
ters and Track 3 ap-
pearing in the back-
ground.

Traditionally this same technique has been applied
to use black and white images as masks as well. If you
add a black and white mask now, the image on track 2
will show through the white
areas but black areas will

show black. Fortu-
nately there is a
simple method to al-
low the video in Track

3 to show
through the
black areas.
Click on the
effect button
on the mask
or on the track
header and
add the “Sony Mask Generator effect”. This will allow
the Track 3 to appear
in the black areas.

While this may
appear to be a more
complicated process,
there is a lot more
compositing power
available in Vegas 5
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Network Rendering, One Man’s Experience...
By Jeff Basch

One of the features that really got my attention in
Vegas 5 was the network rendering feature. I know I
am not alone in that opinion as the forums have several
postings on the subject. This article gives my personal
experience from the setting up of network rendering to
some example renders, and even a few quirks along
the way.

My experiment is by no means truly scientific, but
it is, in many ways, a real world example. I, like many
computer enthusiasts, have managed to assemble sev-
eral machines over the years. Since they are always
worth more to me than on the open market they never
seem to leave my house. Before getting into the setup,
I should probably give a little bit of information regard-
ing my set-up. My set up has three machines. Machine
A (my primary editing machine) is an AMD Athlon 2500+
with 1 GB of DDR RAM. For this experiment, ma-
chine B is an Athlon 1333 with 512MB PC 133 SDRAM

and Machine C is an AMD Slot A 700 MHz machine
with 512MB Pc 100 SDRAM. All machines are con-
nected to the network via 100 MB Ethernet cards. These
are currently the only machines on my home network
and there is no file server.

To utilize Network rendering you must first install
the full Vegas 5 on the host machine. Prior to installing
the render clients on machines B and C, I recommend
you set up a share drive. There are a few ways to do
this. My personal preference is to right-click on the folder
you wish to share within the Windows Explorer pro-
gram and select properties. Once you have done this,
you should end up with something like figure 1. You
must check the “share this folder with others” box,
give the share a name (Wedding in this case) and se-
lect “Allow network users to change my files” to al-
low the other computers to change the files in the di-
rectory. From here, you can select OK and the folder is
all ready for the other computers. Remember this Share
name as it will be important later.

You can repeat this process as many times as
needed until all project files are in some form of share
drive. For this example, all my files are in two shares:
Wedding and RenderOut). I also found it helpful to set
my Temporary files folder under tools to a shared drive.

Now that the Operating System is changes have
been made, I recommend starting the Vegas Network
render service. This is where you will need to set up
the file mappings for each share (see fig 2). You can
set up a new share by selecting clicking in one of the
fields for the row that starts with a *.

For each drive mapping, you will need to set the
local folder name as well as the network name or Uni-
versal mapping. The local name, usually starts with a
drive letter and the Universal mapping usually starts
with a machine name. In figure 2 you can see I set up
two file folder mappings. The first has a local file folder
location of M:\Video\Wedding, where M is the local drive
letter, and a Universal mapping of \\AMD2500\Wedding,
where AMD2500 happens to be the machine name and
wedding is the share name we set up earlier. The ge-
neric universal mapping format is \\<Machine

Figure 1: Setting up a shared folder
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Name>\<Share>. Now we need to tell our host ma-
chine (the machine the jobs will be initiated from) what
other machines on the network are possible renders.
You do this by entering the adding new machines simi-
lar to the way you added drive mappings except you
just enter the machine name. In figure 3 you see 2,
AMD 700 and AMD 1333.

You can now go to each machine that you plan to use
for network rendering (Vegas allows 2 for each pur-
chased license) and install the client software along with
the file mappings. I also recommend setting up a local
drive letter mapping to the universal share. Do this by
selecting Map Network Drive option under the tools
menu in Windows Explorer. Here you select a drive

letter not used and set the mapping up as the universal
mapping previously used (e.g. \\AMD2500\Wedding).
Once this is done on each client that you are going to
use for network rendering, you are ready to network
render a file.

To tell Vegas to use network rendering, you start
like you would any other render except in the Render
As dialog you must select the “Render using Network
computers” option. Once you press save you should
get the box shown in figure 4. You may get an option to
save the project prior to getting to figure 4. From here
you have a few options:
1. You can select the host to render the job. If you do

Figure 2: File Mappings with Local and Universal names

Figure 3: Rendering Computers Specified

Figure 4: Network Rendering Dialog
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Medea G-RAID
Professional Strength FireWire Drive
G–RAID features a hardware RAID design and appears to any Mac or PC workstation or laptop as a single big
and fast FireWire disk drive - simply plug G-RAID in to any available FireWire port, initialize and start
creating!

G-RAID from Medéa Corporation, the leader in disk storage solutions for content creation applications, is
designed from the ground up to support the latest professional non-linear video editing systems.

Available in storage capacities up to 800 GB, G-RAID is also ideal for DVD authoring, 2D/3D animation, audio editing and for system backup.
G-RAID’s FireWire 800 interface and small physical size makes transporting content among computers quick and easy.

Designed for professional content creation applications FireWire 800 and 400 ports
Supports multi-stream video playback with real-time effects Storage capacities up to 800 GB
Unique industrial design, compact aluminum enclosure Mac OS X and Windows XP compatible

this, the entire job will be rendered by the machine se-
lected from the drop down list box
2. You can choose to distribute the network job. If
you select the Distribute Rendering option, the job will
be distributed to all machines in the Renders list as their
capacity allows. You will also need to specify the ma-
chine that will be used to stitch all the smaller job seg-
ments back together.

The Quirks

Earlier I indicated that there were a few quirks that
one needed to be aware of. The first is that jobs like
MPEG2 and AC-3 can not be distributed. You must
distribute an AVI type job and then convert it to a
MPEG2 separately if your project is going to DVD.
This is something I hope that Sony will address in fu-
ture releases. Another quirk to be aware of is that if
you happen to have Quicktime files in your project, the
Quicktime Authoring component must be installed on
each machine used for rendering. I found this one out
the hard way.

The Test Cases.

For jobs that have few pans, crops, or compositing,
I find my AMD2500+ renders at just over real time in
the highest video settings. I recently had a 21 min. video
that was taking nearly 9 hours (8 Hours 42 Min) to
render to MPEG2 because of the panning, composting,
etc I was doing. This is why network rendering really

grabbed my attention. With this job I ran a couple of
additional tests and the results were as follows:
A. 3 PC’s with the AMD 1333 as the Stitch host. Test
Time = 5 Hours 44 Min.
B. 3 PC’s with the AMD 2500 as the Stitch Host. Test
Time = 5 Hours 37 min.
C. AVI to MPEG conversion Test Time 55 Min. which
Needs to be added to the above times to get the same
file as the base line.

You can see from these test results there is savings
using network rendering with complex files. Even though
it may not be as significant as many would hope, it is
still a savings.

What I find more useful is to simply have the re-
mote machine render the job. This way, while one re-
mote machine is pegged at near 100% CPU utilization,
the main machine can be used for editing other videos
with limited performance impact. Granted the render
may take a touch longer in this case and I have added
process of rendering the AVI file to MPEG after the
initial process is complete. However, when taking into
account that I can be productive on my primary editing
workstation during this time, the benefits far outweigh
the cost.

The more complex the project, the bigger the pay-
off. This will become even more significant when Sony
addresses the network rendering of file formats such
as MPEG2 and AC-3. The bottom line for me is that I
plan to make significant usage of network rendering
and, over time, it may be my favorite Vegas 5 improve-
ment.

320GB $399.95 500GB $749.95

http://www.Videoguys.com 800 323-2325

http://www.videoguys.com
http://videoguys.com/Merchant2/merchant.mv?Screen=BASK&Store_Code=VS&Action=ADPR&Product_Code=GRAID160&Attributes=Yes&Quantity=1
http://videoguys.com/Merchant2/merchant.mv?Screen=BASK&Store_Code=VS&Action=ADPR&Product_Code=GRAID320&Attributes=Yes&Quantity=1
http://videoguys.com/Merchant2/merchant.mv?Screen=BASK&Store_Code=VS&Action=ADPR&Product_Code=GRAID500&Attributes=Yes&Quantity=1

