


MOVEMENT

The "Movement" tab is used to define the
movement animation of the objects.

Link Elements to single Object: Chains all splines
to one single object

Move Forward: Objects move towards the camera
(linear or random)

Move Backward: Objects move from the camera
to the zero point. (linear or random)

Move XY: Objects come from the side. Pay
attention to the linear angle, otherwise the objects
overlap

Randomer XYZ: Sometimes you don't want the
objects to hit the zero point at the same time. The
Randomer adds a random value to the way the
objects behave until they stop

Move Start Spin: The objects rotate around their
axis until they reach the target point

Attention! As soon as the objects rotate

(X,Y-axe), the depth of the objects are
limited to 120cm.

Scale Objects: The individual objects scale from
0-100%

Depth Animation: The depth of the objects is
stretched at the beginning of the Z-axis and
animated to the stated depth until the defined
point in time
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FADE IN

Panel ProRender

w3 OH

RetroRIG Cam 2* S

Here you can fade in Object A+B in different

ways. Linear or as whole object (Shutter]

Depth, Bevel and Front can be defined
separately

Most of the effects have a range mapper
when the effect should start and end.
(Fade in Starts at, Fade in Ends at)

The actuall position is shown at the slider
on top of the viewport (-62%)
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— Muode Edit UserData

MNull [RetroRIG]
Basic Coord. Object RSyl

() Technoir

() California
() Scanners
) RedThunder
'Z_:_Z' Cyberpunk
() Bonfire

Landscape Reflection Y Position . . . .. . .. 50 cm $ : I

Delay Strenght (0% to actualize viewport) . 0% s |
Spring Strenght (0% to actualize viewport) 0% 4 |

BG Color (Use Black for Alpha-Renderings) * ‘:i’
BG Color Viewport . . ... ... ... 8

HUD VIEWpoeE -« oo @]

¥ Cameras
F Colors

» AB Front Style
» AB Bevel Style

* AB Depth Style

F Movemnent
* FadelnObjects

Fade inFront A . ... ...
Fade In Bevel A .. ... ..
Fade In Depth A . . .. _ ..
Fade In FrontB. . . _ _ . .. I

Fade In Bevel B . . _ . _ .. |
Fade In Depth B .. .. _ .. ]

FadelnStyle. . . _ ... ... Linear Shutter MeonShutter

Fade In Startsat . .. .. q00% o)
Fade In Endsat .. .. ... 0% % |
Fade In Angle (Only Linear) 0° i I

* Shines Reflections

¥ Outline Shine (Static)
* Echo

* Fog'n Thunder

* Glitcher

* LensEffects

* Blitz

* Spotiights

* ToonOutline

* Background Pattern (BETA) . .
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— Mode Edit UserData & ™ < & | . E
ter Panel ProRender o L OO F] Null [RetroRIG]
: : : : | || Basic  Coord. Object [l
S H I N ES In the "Shine" tab, you can define different reflection and gloss effects. — T :
* AB Depth Style
Depth Reflection Rotation: In the first part of the animation the light » Movement
sources moves around the object and influences the depth reflection. As » FadelnObjects
long as the reflection is positive in the “AB Depth Style” tab. = Shines Reflections

, , _ _ Depth Reflection Rotation . . ... .. _.... []
Front Texture Glow: The front of the object lights up at the defined time.

Depth Reflection Rotation Angle 0°- _ _ . .. 360 © % I
Rearshine: The rear end of the object lights up at the end of the animation. e S L ST S o
(Activated in this case') The color equates to the accent color. B e
|

I
Front Glow on Endposition (Ignores Timing) |

Chain Front Glow to Accent Color. . . . . .
FrontGlowColor - - .. ... .. o 0. >
Front Glow Starts at . . . _ . e me s ) 1000 95 v I
Front Glow Endsat_ ... 180% : I
RearShine (AccemtColor, Starts at 40%) . . .
RearshineSize. ... Small Normal [JEEERR VeryBia
— SoloShineFront . . .. .. ............. 14
= SoloShine Bevel . . ... ... ... ...
— SoloShineStyle .. __ ... ____.___ ... | Standard Siripes  Random
==
=2
SokShine Staris ab oo oo siniu i 30 % 5 ' I
SoloShine Endsat. . . . . . . el 17> % » i I
SolkcShneAmgle. - - o] 3150 > : I
Stripes Ball (RealReflection) . .. ... _ .. .. ]
Stripes Ball Startsat . . _ - BT |
Stripes Ball Endsat . .. ... ... ... ... 180% O : I
StripesBall Varations - . . .. ... ... _..... > H Fam | o nsE | H-m
‘. Solo Shine Front: Linear light that illuminates the object at a defined Sl S ) °l
time. Standard, Stripes, Random and PowerGlow? (additional Glow Additional Refiection Gradient . ... ... [_|
Layer] Reflection GradientSize ... .. ... ... 50% 2|
& . i ) ) ) Reflection Gradient Y-Axe ... .. _.__.... 9% > : I
o Stripes Ball: This glow is created by real reflections that are animated e oo — |
as "stripes" in front of the object. The variations determine the number P
and direction of the animated "stripes". Yixtae e i)
* Echo
Additional Reflection Gradient: Similar to the "Stripes Ball" but static. il ek
A luminous gradient is created in front of the object to create an i
additional reflection. SEEELCE
* Blitz
» Hights
E 5 10 15 20 EIE 30 35 40 45 EFI 55 58) 65 70 ?F 80 a5 90 95 R
D PR R e e A S B S B HE R S R D R : » ToonOutline
OF - WEOE 100F |l 100F ~ I I 9 E.T" ! ,l *» Background Pattern (BETA)
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ECHO EFFECT

}\ /
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The Echo effect creates a kind of glow in
front of the object which can be animated
in different ways. There are also four
textures to choose from. The effect looks
best in a frontal view.

The length of the echo-shine can be
defined (recognized in the HUD by two
side parts layer)

= Mode Edit UserData « 1T a8@
Mull [RetroRIG]
Basic Coord. Object Giiplile
I StarsAngle ... 0 v ] :
) Landscape/Sky Contrast .. . 40%  © |
Landscape Rotation _ . . .. 0% 4 I
Landscape Symmetry . . . . . |:|
* AB Front Style
* AB Bevel Style
* AB Depth Style
* Movement
* FadelnObjects

20 Zp- 30 35 a0 45 5'} 35 60 66t 70 Tﬁ

F Shines Reflections
* Qutline Shine [Static)
* Echo

Echo to Object A
Echo to Object B

EchoFX .. .. IEI Echo Straight
f:l Echo Moise

() Echo Stripes
(") Echo Flying Stripes
Movement FX . . 'E:' Move In
() Move Out
(" StickOnObject InsideOut
() StickOnObject (End to 200% for Endless)

Echo Color Style MetalGradient GradientColor ACC+DC Mix

0 i
Echo Startsat. .. 0% % ]
Echo Endsat ... 150% & . i
Echolenght ... 50% = |
Echo Alpha ... 50% = |

X
m—

Glow Brightness 10%
GiowRadius ... 10% -]

Echo Texture Seed O £

* Fog'n Thunder
* Glitcher

* LensEffects

* Blitz

» Spotlights

* ToonOutline

* Background Pattern (BETA) . .
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FOG'N THUNDER

— Mode Edit

X OB R nulRetoriG)

!-1_;':= Stars Angle . .

User Data

Basic Coord. Object Giiplile
25 %

L i )
——
I

sANGUY

sane]

&
&
£

(3} Landscape/Sky Contrast _ _ .
Landscape Rotation . ..... 0%
Landscape Symmetry . . . . . |:|

i, }
e

¥ AE Front Style
* AB Bevel Style

» AB Depth Style

* Movement

* FadelnObjects

* Shines Reflections

* Qutline Shine (Static)

* Echo

¥ Fog'n Thunder
Fog'n Thunder to Object A. . . . . .
Activate Fog'n Thunder to Object B

Fog'n Thunder Style . . _ .. _ .. .. () 01-Thunder
l:::l 02-Fog'n Thunder
(*) 03-ACC Thunder
() 04-SparkiingThunder
D 05-BG-Glow (Nice with colored BG)

Fog'n Thunder creates texture :
{::IUE-ACE Scanlines

effects when Object A/B hitting

the zero point. The presets gg;: .
includuding lightning effects, Sy
scanlines, steam, fog etc. CiatiCakF
_ (_) 11-Bokeh
To change settings manually, SR
activate "Manual Settings" below e
the presets Chain F&T to Accent Color. . . . .. ]
FRTColor. ..o > I
F&T Glow Color . . . ... ...... > Ve
FOR YOUR INFORMATION ONLY: F&T Texture Brightness . . . ... .. 150% |
Because these are delay- R o |

effectors the effect is not _ =
. : : F&T Glow Radius . ... ... _ .. =
synchronized 1:1 in the viewport

which is also known from e ~ -
Mograph Delays. b Glitcher
b LensEffects
F Blitz
k tlights
5 10 15 20 2 30 5640 45 P 55 60 6 70 T 95 WM [3r - —
: : e : T A | ; v ; ! ""' F ToonOutline

7?80 85 %0
@ @ @ Al %

* Background Pattern (BETA) . .
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Choose from different
Lens Effects. Color, size
and animation can be
defined here.

{P 5 10 15 20 Zp- 30 35 a0 45 EP 35 60 65 .EE] Tﬁ 80 a5 90

. OF o 100F || 100F 3 | | LI (%)

Ove.

= Mode Edit UserData < 1TXRaoH

LENS EFFECTS —

(Z) LandscapefSky Contrast . .. 40% O l
Landscape Rotation 0% > ]
Landscape Symmetry .. ... |:|
* AB Front Style
¥ AB Bevel Style
* AR Depth Style
* Movement
* FadelnObjects
* Shines Reflections
¥ Outline Shine (Static)
* Echo
* Fog'n Thunder
¥ Glitcher
* LensEffects
LensGlow to Object A
LensGlow to Object B
Lens Presets . . . . .. Manua als Twinkling PoliceGlow
Fireflies BigFlies Stars Suns
SlowCandles
lenses Startsat . ... 30% |
lenses Endsat .. .. 200%  © . [
Gradient Styles. . _ . D Manual Gl MetalGradient E:l GradientColor
() Accent&Depth-Mix () Tron () BackToTheFuture
L':I Rainbow C::I Gremlins I:'I Terminator
() TotalRecall () BladeRunner () Fargo
i i
A 2 . Flashlight Tt

Random OMN/OFF _ _ . [ |

Random Brightness

FX Lense Brightness

Lens Rotation. . . . _ .
Amount of Lenses . .
Speed Animation . . .
Offset Variation _ . . .

* Blitz
* Spotlights

F ToonOutline

0%

£ 3

0% -

100% © , I
50% o i

0% o , |

0% o I

0% o . i

173 ;
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BI ITZ s Filter Panel ProRender

w3 OH

The Blitz effect creates dynamic flashes depending on
the position and form of Object A. The position of the

starting points (Stroke 1-3) can be changed as well as
the angle (Flash Turn) and speed of the flashes .

— Muode Edit UserData

Mull [RetroRIG]

Basic Coord. Object Giiplile
Landscape Height. . . . . . .. 20 %
Shop Hegith:=arn st e 40 %
6 0T oy e S 0%
SarsStyle . . .. ... ... OFF 2

2.} Stars Brightness . . .. ... .. 40 % i
HarsSiEe oo 25 %

LY. StarsAngle - oo o o H

i) Landscape/Sky Contrast ... 40%
Landscape Rotation ... ... 0%
Landscape Symmetry . . . . . |:|

* AB Front Style

¥ AB Bevel Style

* AB Depth Style

¥ Movement

* FadelnObjects

¥ Shines Reflections

¥ Qutline Shine (Static)

¥ Echo

* Fog'n Thunder

¥ Glitcher

¥ LensEffects

* Blitz
Activate Blitz . . .. .. ... ..
Chain BlitzColor to Accent Color
BliitzColor . . ... ... ... W
Glow Brightness . . _ ... .. ... 20 % 3
BiizStartsat . . .. ......__.. 49 % g
Bitz5peed ... ... ....._... 40 % T
6] Pl = o b R e S e e 1
B Rl e e 30 %
BREE TN o o s e i -20° i
Sirike 1 Offset . _ . .. ... ___. 57 % 5
Srike20f=et - oL B8 %
Strike 3O0ffset . _ ... .. .. __. 100 %
Strikes Amount . _ . ... ... 100 % 2
Blitz Complexity .......... 40 % %

* Spotlights

* ToonQutline

* Background Pattern (BETA)

» Object C - Overlay FX

€« 1380H
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SPOTLIGHT

Spotlight generates volumetric lights which are
generated depending on Object A/B. The presets
containing moving, static and parallel light sources
Noise effects (Turbulence Light) give the volumetric
lights a touch of drama and dynamics.

= Mode Edit UserData
L OB B Nl Retrorig)

Basic Coord. Object Giiplile
Sky Height _ .. ___.___._.. 40 % 4

(3} Stars Brightness . . . ... _. 40% :

(Z) StarsAngle _ ... _ ... _ ... 0

(I} Landscape/Sky Contrast . . . 40 %
Landscape Rotation . ... .. 0%
Landscape Symmetry . . . .. |:|

¥ AB Front Style
* AB Bevel Style

* AB Depth Style

* Movement

* FadelnObjects

* Shines Reflections

» Qutline Shine (Static)
* Echo

* Fog'n Thunder

» Glitcher

b LensEffects

* Blitz

¥ Spotlights

Spotiight to Object A _ . .. . . _ .
Spotiight to ObjectB . . .. . ... ..

spotlight Styles ... (_) 1_Flickering Spots
() 2_Laser Inv.Volumetric

<« 180H

:ﬁ' 3 _Static Clouds (200% for endless)
(®) 4 Linear Parallel Volumetric
() 5_Static Parallel Volumetric

Chain SpotlightColor to Accent Color
Chain SpotlightColor to Depth Color |:|

spotlight Color >
Spoffigft Startsat. - . ... ... .... 0%

Spoflight Endsat . . _ . ... __ .. _. 150 %

Spotlight Gradient Lenght . . _ . _ _. 13%

Spotlight Movement Angle . . . . .. 0°

Spotlight Brightmess _ . . .. __ .. .. 50 %

Turbulence Light . - . . ... ... .. 0%

0 5 0 15 20 30 35 40 45 5 .5255 60 6 70 75 80 8 90 95
L ] | 1 ' | T ] R R R T T D [ O T O O O T
. OF | OF 100F ||  100F 3 | | o JC I ) @

* ToonOutline
* Background Pattern (BETA)

» Object C - Overlay FX
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TOON OUTLINE

2 OH

ToonOutline adds an outline to Object A+B.
Color and stroke width can be defined.

E{ﬁ ES

100 F

Ve,

a0

45

el mcdE

11‘ 52 F
9 /0 ...” H

— Muode Edit UserData
Mull [RetroRIG]
Basic Coord. 8l a B RetroRIG
Object C - Index Leve
Presets
Presets .

Landscape Reflection Y Position

Delay Strenght (0% to actualize viewport)
Spring Strenght (0% to actualize viewport)
BG Color (Use Black for Alpha-Renderings)
BG Color Viewport

HUD Viewport .

¥ Cameras
¥ Colors

» AB Front Style
¥ AB Bevel Style
» AB Depth Style

» Movement

* FadelnObjects

* Shines Reflections

¥ Qutline Shine (Static)
» Echo

* Fog'n Thunder

» Glitcher

* LensEffects

* Blitz

¥ Spotlights

* ToonOutline
ToonOutline Activate :

Chain Color to Accent Color ||
ToonOutline Color

Qutline Thickness - 10
* Background Pattern (BETA)

» Object C - Overlay FX

« T4 68

1Bcm 2 |

@ Manual
() Deactivate All
() Move Forward
- | Mowve+5hine
! | Move+Shine+Lens
! ' Move+Shine+Lens+5Spotlight
' | Retrowave
- | Technoir
: | Califormia
! ' SCanners
() RedThunder
() Cyberpunk

| _J) Bonfire

50 om . I
0% |

0% i

'

&8

ad
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= Mode Edit UserData ra TQI";‘I@E
L OR R nuilRetoria
BACKGROUND PATTERN e s onne DI
~ Background Pattem (BETA) N

Activate Background Pattemn

Background Viewport . . .

Background Pattem Preset  Manual  RetroWave oD
Cyberlines  SpotOnly

Pattem:= = ot aiioas st Lines 1 b
. / f"'f ,-r"f S~ Manual Texturs b Background_pattern.jpg a
; _,.""’/ T e . 0900
—~ Invert Pattern. . . ... .. .. [
- - Tl Background Gradient Style () Manual
; () MetalGradient
""" / . () GradientColor
— I re——— -
' - e (®) Accent&Depth Mix
i . | () ACCMid
O Acc
i
Tl e X0 i
¥l53313 o
AngleBox _ _ ... ....... -180° :I :
Box Animation Strenght X . 52%  C ]|
L —— Box Animation Strenght ¥ . 0% s
Endless Animation _ . _ . . _ ]
Radial FadelM _ . . _ .. .
R Normal FadelN . .. ]
’ Bax UV ... ]
Layouk SEe - L. lss e 30% ] |
With Background Pattern a virtual environment is set Turbulence Strenght . _ __ 0% |
in the background which can be edited in angle, form, Line Width . ... ... ... s 2Nl |
position and texture. The textures can be animated in X Heos Comipiesain s% I
and Y position. The settings here invite you to e e w%
experiment. =
Random Seed ... ... ... 509 >
Edge-Vignette ... s0% ]
Edge-Vignetie Invert. . . . .
Background Spot . . (O OFF
) Smooth Light

------------------------ A e A N R o 8 0 e o i o p o] P "I""I""I""I""l""l""l'"'I""I"" E}Tl.ﬂ'bulEnEELl'ght

Chain Color to Accent Colo

@MRgnner www.rennerflorian.com
Background Color _ _ . .. o
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OBJECT C-OVERLAY

Beside the 3D objects A and B you will find here the
effect settings for Object C. The Overlay effect. Unlike
Object A and B, this shape is only treated in 2D and is
rather intended for additional information or graphics.
But also in combination with an identical outline/spline
like object A or B, additional effects can be achieved.

w3 OH

35

100F ||

40 45 .49 55 60 65 70
T B S| s ey S e i

100 F

— Muode Edit UserData

MNull [RetroRIG]

Object RHSyelie

Basic Coord.
* AB Front Style
* AB Bevel Style

* AB Depth Style

* Movement

* FadelnObjects

* Shines Reflections

* Outline Shine (Static)
* Echo

* Fog'n Thunder

P Glitcher

* LensEffects

* Blitz

* Spotlights

* ToonOutline
* Background Pattern (BETA)

* Object C - Overlay FX

Overlay FX. . .. .. .. .. ) NoFX
() FX1_Laser Front

e

=
7S
]
5]
&
-

{_) FX3_Symbols

) FX4_A_Outliner -

) FX4_B_Outliner «-

i ) FX5 DoubleDragon

i ) F¥6 DoubleDragon_Outline
) FX7_Meon

(_) FX8_MeonFlicker

(®) FX9_Brush

() FX10_Digital

L

i

a o4 e e o T

ik ]

[

I

]

Overlay Startsat. . .. _ . -100 %

Overlay Ends at . 3% = |

Chain to Accent Color . . |:|

Overlay Color. . . . _ .. '

Overlay Glow Brightness  10% = |
Overlay Glow Radius. .. 10% =0 |
Glow After FX . . _ . . _ . i

Linear Width Section. . . | 250

Linear X Positionm _ _ _ .. LH
Linear Angle . .. ... .. 0-°
Outline Radius . . . _ . . . 24% -

StartDepth/LaserDepth 50 %

- 1R060H
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