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

Knowing the Environment

The main user interface of CrazyTalk Animator 2 is divided into 9 parts. Please refer to the links

below for more details about each part.

3 4

| EZ CrasyTalk Animator 2 - 3D Camera Simulation ctproject ' | =Jo/E3
1 Fie Ewt Creste pnimsion Copil Fender Yiew ‘Window Heb ]

Ziﬁﬂ-\!‘;[ﬂp"\ x I i*.ﬁ.‘l’ Gpal:lb'.lﬂtl'.ﬂi.';}".:)ﬁu dll

d:ome X (oo o Yoo = Z(oo [ Wioeo 18 Hpimw IR0 Slw w B
.' Content Manager — 5
*
R ﬁ Project Template » Demo ¥
Nn Temglaie Custom -
= Projact Template &
F Duarnin
Jd
6 | 30 Carn.._lation
v r F
LT
s ; —
- E 3E-4o-.. ofions
B < e &
vy
& Actor Proporion
| |
. =
» Angle Swilch
& & +
!J o B B . o= Cortert Mansgst | Scene Manager
9
Name Description
1 | Main Menu The main menu contains each command in CrazyTalk Animator.

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

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

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

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

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

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

Functional Tool

Bar

Preview Window

(Working Area)

Content Manager

(F4) and

Scene Manager

(F5)

Play Bar

and Live Camera Mode, zoom in and out of the scene, pan or rotate the
camera, switch to different view modes of the camera, or enter the 3D

mode.

Contains property tools for transforming actors, props, sprites or effects

to enhance the details of the 2D/3D animation result.

The left-side tool bar can switch to Actor Composer Mode or Prop

Composer Mode, create characters and objects, add voice clips for

the characters to generate motions with, modify the text, modify the
render style and runtime setup for the characters, or invoke the Action
Menu Editor, Sprite Editor, Puppet Editor, 2D and 3D Motion Key

Editor, Layer Editor panels.

The characters and props in the scene as well as the export range

bounded in the Safe Area can be observed in the Preview Window.

The Content Manager keeps embedded and custom content you can
apply to your scene, and the Scene Manager displays all the

characters or objects included in the current project.

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

the Project Settings and Timeline panels.
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Main Menu

Stage Mode

The Main Menu contains the main commands grouped in the File, Edit, Create, Animation,

Control, Render, View, Window and Help menus.

File  Edit Create Animation  Control  Bender  Wiew  %Window  Help
1 2 4 o G 8 g

Name Description

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

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

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

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

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

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

e To invoke the Project Settings and Preference panels.

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

e To load the media material for props, image layers or background from image
3 | Create files (*.jpg, *.jpeg, *.bmp, *.gif, *.png, *.tga, *.gif) or video files (*.avi,
*.wmv, *.rm, *.rmvb, *.mpeg, *.mpg, *.mpe, *.mp4, *.asf, *.asx, *.wm,

*.flv, *.mov, *.popvideo, *.swf).

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

5 | Control

6 | Render

To create a script for the selected actor by recording voice, Text-to-Speech
Editor, loading an audio file (*.wav, *.mp3) or CrazyTalk script file (*.ctFcs,

*.cts, *.clp, *.ct7script, *.ct7motion).
To launch the Render Style and Runtime Composer panels.

To launch the Action Menu, Action Menu Editor, Sprite Editor, or Layer
Editor panel for the selected actor, prop, or object.

To launch the 2D Motion Key Editor, 3D Motion Key Editor, Puppet Editor,

Motion Key Editor, and Lips Editor panels for the selected actor.

To show the Prop Key Editor on the Property Tool Bar for the selected
sprite of the prop.

To launch the Text Editor or Sound Modify panel.
To set keys for the selected prop or scene object on the Property Tool Bar.

To add keys on the selected track (Transform, Flip, Facial Layer, Face Motion)
(Pipeline and Pro only), or set a transform key for the object back to the

origin size and position (0,0,0) of the scene.

To align the selected motion clip data (root, head, right/left hand, or right/left

leg) to the previous clip.

To insert extra frames to the current project or add flags in the Collect Clip
track of Project on the Timeline. (Pipeline and Pro only)

To remove motion clips of the selected actor or remove all animation data in

the current project.

To perform Play Bar commands, playback, pause, stop, or jump to the start,

end, previous or next frame.

To turn on/off the voice or music volume in the current project.

To snap the 3D motion angle to the previous motion clip.

To snap the object movements to the grid line.

To toggle to orthographic camera or enter the camera record mode.

To enter the Camera Record Mode.

To preview the output image of the current frame.
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Knowing the Environment @

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

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

7 View e To enter the full screen mode.

e To perform the Camera Tool Bar commands, zoom in/out of the scene, pan or,
rotate the camera, switch to the different view modes of the camera, or enter

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

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

Manager panels.

e To launch the Help document, go to the official web page for demo videos or

tutorials, or view the product FAQs and get further assistance.
e To login with the member account.
e To check for available program updates.
9  Help e To access the City Marketplace of CrazyTalk Animator.

e To get free bonus content or purchase trial content.

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

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

e To show the product information for CrazyTalk Animator.

Composer Mode - Actor

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

Window and Help menus.

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

Name Description

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

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

3

4

5

6

7

Edit

Modify

Face Editor|e

View

Window

Help

To switch back to the Stage Mode.

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

To select sprites, attach props to sprites.

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

To show/hide or snap connect points.

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

To launch the Preference panel.

To load an actor swf file.

To enhance the actor details on sprite layers and joint masks.

To launch the Confirm Multi-angle Settings, Actor Proportion, Render

Style and Sprite Editor panels.
To carry out face or body calibration and launch the Calibration panel.

To load an image file (*.jpg, *.png, *.bmp) to create a new face for the

current actor.

To adjust the color of the face image, fine tune the face fitting result and the
face angle.

To modify the applied eyes and teeth templates, or customize the eyes and

teeth for your actor.

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

To perform the Camera Tool Bar commands, zoom in/out of the scene, pan or

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

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

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

To launch the Help document, go to the official web page for demo videos or
tutorials, or view the product FAQs and get further assistance.

To login with the member account.
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Knowing the Environment @

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

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

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

e To show the product information for CrazyTalk Animator.

Composer Mode - Prop

The Menu contains the main commands grouped in File, Edit, Modify, View, Window and Help

menus.

1 2 3 4 ] 5]

Fil=  Edit  Modify Hin_aw Wwindow  Help
2

Name Description

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

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

2 | Edit

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

e To launch the Preference panel.
3 | Modi

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

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

e To perform the Camera Tool Bar commands, zoom in/out of the scene, pan or

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

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

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

Help

To launch the Help document, go to the official web page for demo videos or

tutorials, or view the product FAQs and get further assistance.

To login with the member account.
To check for available program update.
To access the City Marketplace of CrazyTalk Animator.

To get free bonus contents or buy all trial contents.

To activate the contents you have paid or verify all of your contents in the

Template and Custom libraries.

To access the home page of Reallusion or CrazyTalk Animator.

To show the product information for CrazyTalk Animator.
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Project Tool Bar

There are buttons for you to save, open, create a new project, preview the image of the current

frame, and export the current project.

EERILL
1 2 3 4

Name Description

New Project

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

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

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

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

project in different media.
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General Tool Bar

Stage Mode

vy % Ip (. B, ® opaiy:froo -
| |

T

|
1 2

Name

1 | Undo/Redo

2 | Select

3 | Duplicate

4 | Flip

5 Link/Unlink

Visible/
6

Invisible
7 Opacity

3

[ 3 r:_'l

Description

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

operation.

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

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

e When this button is activated, you may click on the desired characters or
objects to select them. With the Ctrl key held, you may also multi-select
characters or objects.

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

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

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

objects, as well as motions and animations.

Click this button to set a Flip key to the selected object or objects.

Please refer to the Making a Turn by Flipping Side section for more

information.

Click this button to set a Link/Unlink key for the selected object or
objects.

Please refer to the Transporting an Item with Link and Unlink section for

more information.

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

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

Adjust the value to set an Opacity key for the selected object or objects.
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1 2
Name

Undo/Redo

Select

Attach

Show/Hide
Connecting

Points
Snap
Connecting
Points

Add Joint
Mask

Switch Joint

Mask Color

Knowing the Environment @

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

more information.

Composer Mode - Actor

Description

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

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

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

refer to the Attaching Accessories to a Character section for more

information.

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

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

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

the Setting Connection Points section for more information.

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

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

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

Taka B L

S e
1 2 3

Name Description

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

operation.
2 Select Activate this button to select props in the working area.
3 | Attach Click this button to attach extra props to the current prop.
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Camera Tool Bar

The buttons in this area control the camera view.

5

|
1

=3 ED A A

2 3 - 5 3]
Name Description

Click this button to switch between Preview Camera Mode and Live

Camera Mode.

Camera Record

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

(Stage Mode only)

|
I Live Camera Mode: In this mode, you can pan or rotate the

camera to set animation keys for the camera. Please refer to the
Using Live Camera section for more information.

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

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

different modes:

PRI
#

Reset

Eocus Ohject

. Focus All
Camera View =

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

camera.

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

to view the selected object in the current project.

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

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

depth relationships of each character and object inside the working

area.

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

Z-depth relationships.
3D View

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

camera to different angles inside the working area.

e Drag the Blue gizmo handle of the select object to change its Z-
depth.

Please refer to the Transforming inside the Working Area and Creating

a Path Animation sections for more information.
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Camera Operation with Mouse

In Select Mode, you may use the Alt key to accelerate the camera switch operation.

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

e Shift + Mouse Wheel: Zoom the camera in 10x.
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Functional Tool Bar

Stage Mode

You may use the features on this bar to create characters and objects, add voice clips for the

characters to generate motions with, and to modify the text.

A2 O 0@ L = B & @5 W
— ' | ' B ' |

A

B £ D

A. Composer Mode Switch

Name

Description

1. Character

Click this button to activate the Character Composer and create a

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

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

information.

B. Creation Tools

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

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

for more information.

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

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

C. Render Style & Runtime Composer

Name Description

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

Style (R) profile of your actor.

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

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

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

only)

D. Animation Tools

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

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

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

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

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

Expressions sections for more information.

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

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

Editor (S)
for more information.

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

5. 2D
Motion Key

Editor (K)

6. Layer

Editor (L)

Puppet Editor (U) panels. You may then utilize this panel to generate
the character's facial expressions or body movements. Please refer to

the Using the Face Puppet Editor Panel and Using the Body Puppet

Editor Panel sections for more information.

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

view.

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

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

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

O BRRHARET €%
o : N

A. Back to Stage Mode

Name Description

D 1. Back to

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

B. Actor Modification

Name Description

1. Load G2

Actor

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

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

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

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

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

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

Style (R)

6. Vector
Grouping

Tool

7.

Calibration

color profile of your actor.

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

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

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

or face calibration.

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

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

O WA e

[ e =

A. Back to Stage Mode

Name Description

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

Stage

B. Prop Modification

Name Description

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

Style (R) color profile of the selected prop.

2. Vector

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

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

C. Sprite Modjification

Name Description

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

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

2. Launch

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

Editor
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Property Tool Bar

Stage Mode

If you need to set a transform key with an exact value, then use the Property Tool Bar to move,

scale or rotate the selected objects.

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

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

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

numerical field in the panel.

¢ In the 2D Motion Key Editor panel, in addition to adjusting the position, size or orientation of the
sprites, you can also mirror the transform value to the opposite side of the body part or facial
feature in a forward or reverse direction, or even skew the actor or prop sprites to different

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

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

switch between curved and linear paths.

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

-

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

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

Composer Mode

Actor Composer

CEEE M |73 [T Y 1543

\_'_1

1

Name
i XY

Angle
2

Linked
3| WH
4 | Mirror
5 | Layer

Face

Depth
6

(for face

only)

Prop Composer

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

| L

[ [
2 3 5 6

P

Description

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

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

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

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

feature.

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

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

the mouse cursor for you to observe the face depth.

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

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

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

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

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

Content Manager and Scene Manager

1= Content Manager @ nl— 2

« Froject Template » Demo k

Project

‘ Template Custom ‘ v

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

Angle Switch  Cartoo.. mation BEvoluti.. imation

2. Y .

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

¥ |+

4  Content Manager | Scene Manager|

|
o
™
E
| =
T

Name Description

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

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

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

The content manager is used for managing the various CrazyTalk Animator files including;

characters, animations and content associated with a project.

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

Mew Faolder
Cut

Copy

FPaste

Delete

Rename

Capture Thumbnail

Load Thurmbnail

Change Yiew Made {Ctrl + 1)

Apply

Find File

Show Bavigation Panel

including:

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

Basic editing for the custom templates.

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

the selected template in the Custom library.

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

Cycle through the content display options.

Size Type Date Modified

49 kB ctproject File 1172272013 10:...

Froject
Froject
Small thumbnail Large thumbnail
Details view
view view

o Apply the selected content to the current project. This does the same as
double-clicking the content thumbnail. Please refer to the Drag and Drop section

for more information on applying methods.
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e Browse to find the selected template.

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

ontent Content

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

© e aaaa— . = e

[ [

o Template Custam v o Template Custom | v

= Froject Temp 1 ' - 1
Dema e e B ¥
L

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

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

— il wl

5 B

=3

1

30-to-... ofions

Animation

=4
(=]
B
E
<

E

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

Template
and
Custom

Library

Each category is divided into two libraries:

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

e Custom Library: Contains custom templates you add.

4 Templates

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

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

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

Applying
and
Adding

Templates

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

same as double-clicking the content thumbnail. Please refer to the Drag and
Drop section for more information on applying methods.
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L| Click this button to add the current object in the scene into the
Custom library of the selected Category. If you have selected a template in
the Custom Library, then click this button to overwrite the selected template.

Scene Manager

The Scene Manager displays all the objects and characters included in the current project. In
Stage Mode; you may select multiple items, show/hide items, rename them, and lock them from
being selected in the working area. In Composer Mode; you can not only see any content item,

but also all of the sprites in it.

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

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

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

including:
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LIndock Windou

Hide Scene Manager

Duplicate

Delete

Filter

Sort

Select Inverted
Hide Unzelected
Unhide All

Fename

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

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

|

—
E.] Scene Manager Filter

X

All || Mone H Irvert l

WV actor

v Prop

V| Scene

v Image Layer
v Effect

o]

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

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

information.

6| Renaming (F2)

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

Composer Mode

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

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

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

Sprites sprites.

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

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

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

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

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

information.
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Play Bar

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

m—O% b M M » M N[ 1

2 3 4

F | [

5 6 7 8 9 10 11 13

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

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

14| Music Volume To adjust the volume of the background music.
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Docking and Floating Panels

All the panels in CrazyTalk Animator, such as Tool Bars, Content Manager and Scene Manager
and Timeline can be docked or undocked. By docking the panels, you can quickly access the tools
or templates without having to hover the mouse too far; while by undocking the panels, you can
get a wider and clearer working area for better viewing custom projects. You may double-click the

panel zone to dock or to float a panel.

Panels Docked

After the panels are docked, the tools on the Tool Bars, the templates in the Content Manager,

the objects in the Scene Manager and the features in the Timeline can be easily accessed.

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

When the panels are undocked, they float above the main program and the working area enlarges
to present a better view. You may then move the panels elsewhere to prevent from hindering the
working area. If you are using dual-display environments, then you may move the panels to one

display while keeping the main program on the other.
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Dockable Area for Tool Bars

The tool bars can be docked to the top, bottom, left and right of the main program when you drag
and drop it into the area. You may access the Window commands from the menu to show/hide the

tool bars.

Stage Mode

B D [ presm G e g i e

HoW o» W@ : |3 lr—Dr

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

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

Docking Top. Docking Bottom.

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

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

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

Docking Left. Docking Right.

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

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

Docking Right.
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Dockable Area for Property Bars

The property bars can be docked to the top and bottom of the main program when you drag and

drop it into the area. You may access the Window commands from the menu to show/hide the

property bars.

Stage Mode

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

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

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

The Content Manager can be docked to the left and right of the main program when you drag and

drop it into the area. You may use F4 to toggle the visibility of the Content Manager panel.

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

liu;n EBEHEE R

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

Docking Left. Docking Right.

Dockable Area for Scene Manager

The Scene Manager can be docked to the left and right of the main program when you drag and

drop it into the area. You may use F5 to toggle the visibility of the Scene Manager panel.
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Docking Left. Docking Right.
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Dockable Area for Timeline

The Timeline can be docked to the top and bottom of the main program when you drag and drop it

into the area. You may use F3 to toggle the visibility of the Timeline panel.

B L e e L e e e B
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Docking Bottom.
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Drag and Drop

CrazyTalk Animator provides several drag and drop methods to accelerate the building of your
scene.

Please refer to the Drag and Drop Table section for more information about the drag and drop

behavior in CrazyTalk Animator.

Adding Objects

Adding objects including; characters, props, image layers, effects, texts and backgrounds, can all

be done by drag-and-dropping from different sources.

A.From the Content Manager Library

dm  Special RCTermplate » Tt

Tt Custol
oy

= e

OF 02 Thinking_01

02 Thinking_03 METhinking_ 04

B.From Source Folder
The Supported file types:

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

o Others (Transparent Videos): iWidget, popVideo.
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Dragging for applying
Character in Stage Mode

You are able to drag and drop any template from the Animation libraries (Motion, Face, Perform

and Action Menu) to any character instead of selecting the template and clicking the Apply

button.

dm | animation Termplate ¢ Motion

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

A

Drag and drop a motion template onto the

Animation

The character will start the motion.
character.

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

Character in Composer Mode

When you select a character and switch to the Character Composer mode, then you can drag

and drop any props onto any body parts. CrazyTalk Animator will automatically attach the prop to

the body part.
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sl

.....

Left Brow
Fight Brow

.....

= Monocle
e Wlonocle

Drag and drop a prop onto the character.

The prop instantly attaches to the body part.

Assets Collection

You can drag and drop one or more assets, from the Content Manager, into your desired folder to

create your a custom library collection.

Drag and drop assets from

CrazyTalk Animator to a folder.

Tras_01.ckprop

Kl

Tres_0Z_Vebow.ctprop  Tres_03_Green,ctprop  |se

Trew_07_Green, chprop

Build a custom library collection.
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Advanced Usage

CrazyTalk Animator also provides a feature for you to create props with compound elements. You

may also convert multiple images into target object elements.

A.Creating a Prop with Multiple Media

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

r’ﬂ I:\images\CTA_Images g@.

File Edit ‘ew Favorites Tools ™

: 2l

Hydrant.png Hydrankt_01.png

Thumbs, db

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

[ pEr—s i — gl

I-:.n.n:\t-r-m'-i-.-.ulm”f

MMN

»mnl;_m Thassice.

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

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

2.Select a single or multiple media files in the source folder.

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

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

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

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

Ble Bl Vem Fevetes Took P

W h
L

)

B pre) Wrench. orey

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

elements of the sprite.
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Drag and Drop Table

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

Project Project

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

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

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

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

Motion Motion

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

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

Motion Motion

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

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

-
-

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

Replace Current Actor

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

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

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

Accessories, Glasses,

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

Common Props attach

to the Lower Torso

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

Replace Current Sprite | Add Sprite

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

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

more details about each part.

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

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

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

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

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

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

(F5)
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Composer User Interface Introduction - Prop

The composer user interface for props is divided into 7 parts. Please refer to the links below for

more details about each part.

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

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

more props to another prop.

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

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

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

of the 2D/3D animation result.

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

panels.

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

(Working Area)

Content Manager

The Content Manager contains embedded and custom templates, and

(F4) and
7 the Scene Manager displays all the attached props included in the
Scene Manager
current prop.
(F5)
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Concept of Sprite Animation

Most CrazyTalk Animator projects are sprite-based. The characters, the faces of characters and

the props are all composited by one or more sprites.

Sprite Concept

Sprite, Poses and Angles

Preparing a Custom Sprite

Transforming Sprite Elements

Modifying Sprite Elements - Texture and Color

Sprite Switch Animations

Releasing Sprite Switches
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Sprite Concept

What is a Sprite?

A Sprite can be best understood as a group that consists of lots different media files. Though it

can have multiple elements, it only shows one of them at a time. Sort of like a slide show.

The elements of a sprite can be media files with different formats:

« Image: *.jpg, *.jpeg, *.bmp, *.gif, *.png, *.tga.

e Video: *.swf, *.avi, *.wmv, *.mpg, *.mpeg, *.mpe, *.flv, *.rm, *.rmvb, *.mp4, *.asf, *.asx,

* . wm

¢ Reallusion Specific Format: *.popVideo

What can Sprites do in CrazyTalk Animator?

In CrazyTalk Animator, a character is composed of different body parts, and each body part is a

sprite. The facial features of a composed head are sprites, too.

Also, each prop can be formed by one or more sprites.

Composing Objects

By composing different sprites together, you are able to create custom characters, faces and

props.
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@
ocz ¥

‘ A

“ ké

N

The sprites that compose a

character

The sprites that compose a

head

The sprites that compose a

prop

usage of sprites.

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

Multiple Angles Animations for Characters

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

expressions, which is generated by displaying different components within sprites that compose the

character's body and face.

Please refer to the Sprite, Poses and Angles section for more information.

character.

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

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

A sprite can have multiple elements. These elements can be images or videos and are divided into
two types according to the target the sprite is applied to. The targets can be Props, G1

Characters and G2 Characters.

Sprites of Props

The images or videos in a sprite that builds up a prop are named Elements, as the vintage name in

CrazyTalk Animator 1.

The prop is composed of single sprite with

three Elements.

Sprites of Character

Each CrazyTalk Animator character is composed of sprites stuck to the bones of body parts;

every sprite can have one or more poses for creating sprite animations.

Poses in Sprite

The images or videos in a sprite that builds up a character are called Pose, no matter if the

character is G1 or G2 ones.
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- n

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

multiple Poses.

Angles in Poses

switch animation.

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

more media represent the pose from different 10 perspective views, and these media are thus

called Angles. The angles from 10 perspectives are views from top, bottom, 0, 45, 90, 135, 180,

225, 270, and 315 degrees. With these Angles, character are able to perform not only the 2D flat

motions, but also 3D dimensional motions.

oy

AA
AR

EOTLOTT

O

% .|
o oo

FaE o )4

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

motions.
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Preparing a Custom Sprite

You can load different types of media, videos or images to create a sprite. When a sprite contains a
series of image or videos, then you may create Image Replacement Animations in Stage mode with
setting keys.

*Please note that this feature is for the Pipeline and Pro versions only.

Loading Media to Form a New Sprite

Prop

1.In Stage Mode, click the Create Media button on the Function Bar.

2.Click the Prop button in the Create Media panel.

Create Media =

Please choose an import option :

@HWF- ~

Frop age layer Backoround

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

HEE y_2 1

empky
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Two More Methods to Create a Sprite or to Add More Media to a Sprite
If you want to create a sprite, or append more media onto an existing sprite, then you may use the
two methods below:

o Sprite Editor in actor or prop composer mode.

 Drag and Drop from media source folders.

The added media in the sprite are named Poses. Any sprite can have multiple poses so that you

can use these pose to generate Sprite Animations.

Using the Sprite Editor

A.Character

1.Select an existing character.

PN

L.

3.Select a body part (sprite).

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

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

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

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

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

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

L\

LForearm 01 LFarearm 02
r i" ‘
Bone Wrench Wigves

Empty

The possible look of the body part

If you want to create a character that is able to perform 3D dimensional motions, then you

need to add up to 10 angles for the poses. Please refer to the sections below for more

information:

= Sprite, Poses and Angles

= Using Sprite Angle Panel
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A.Prop

1.Select an existing prop.

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

®

&

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

4.Click the Add New Sprite |,Ll button in the Sprite Editor panel. Load one or more media
files.
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5.This sprite is now appended with multiple media files. All the media files are now listed in the
panel.

'Sprite Editor - L Forearm - 0 T

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

S

Hydrant Hydrant_01

Ermpty

-

® | | = |

Different possibilities for a prop

Note:

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

» Video: *.avi, *.wmv, *.rm, *.rmvb, *.mpg, *.mpeg, *.mpe, *.mp4, *.asf, *.asx, *.wm,
* flv, *.mov, *.swf

» Reallusion Specific Format: *.iWidget, *.popVideo
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| ®

» You may select a video file and click the Preview | ™ | button to preview the results.

i| button

= Select an element thumbnail in the list. Click the Replace Current Sprite |
to load a new file that will replace the selected one.

» Select an element thumbnail in the list and press the Delete key to remove the element
from the list.

= No matter which media file is selected from the list in the Composer Mode, the sprite will
always shows the first one in the Stage Mode.

Drag and Drop from Media Source Folders

A.Creating a Prop with Multiple Media

1.Select multiple media files from the source folder in Stage Mode.

J I:\images\CTA_Images g@ﬁ

" File  Edit View Favorites Tools > g0

e

Hydrant.prg Hydrant_01.png

Thumbs.db

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

Fie Ed Vew Faoies  Took

T R = o |
-

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

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

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

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

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

the poses of the sprite.

I

If you want to create a character that is able to perform 3D dimensional motions, then you
need to add up to 10 angles for the poses. Please refer to the sections below for more
information:

= Sprite, Poses and Angles

= Using Sprite Angle Panel
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Using Sprite-Angle Panel

Each CrazyTalk Animator character is composed of sprites stuck to the bones of body parts;

every sprite can have one or more poses for creating sprite animations. However, for G2 characters

that are able to perform dimensional motions, these poses must contain more media from different

10 perspective views, and these media are thus called Angles.

1111

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

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

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

¢ Examining angles of pose.

e Sharing media for different angles.

Examining Angles of Pose

After you have created a G2 character, or convert a G1 character into a G2 character, you may

use the Angle Table to examine if any angle is missing.

Activate Sprite Angle Panel in Composer Mode

If Composer Mode, there are two ways to showing the Sprite Angle panel:

o Through Sprite Editor

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

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

ey

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

B P
Sprite Editor - Upper Torso - 0 ﬁ

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

Fose Empty

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

media.

-,

K] Sprite Angle - Upper Torso E

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

0 45 90 1345
180 225 270 4
Bottom Top
‘ Copy Similar

¢ Through Validate Multi-angle Setup Panel

1.Select the character and enter the Composer Mode.

Y

A
COMPOSER MODE

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

4.Switch to the Sprite tab.

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

cidick validate

e «wll ® |

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

EISprite Angle - Upper Torso

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

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

Sharing Media for Different Angles

By using the Sprite Angle panel, you are able to share an angle to any other which lacks one. This
method assists you to save a lot of time for adding angles one by one and is useful for the body

parts that appear identical in different perspectives.

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

.

>
COMPOSER MODE
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2.Select a body part.

F |

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

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

| & Sprite Angle - R Forearm E
You may choose similar looking sprites to replace any empty slot, or leave it
unchanged. To add new custom sprites, please return to the Sprite Editar and
choose the target anale first.

A Empky Empity Empty

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

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

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

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

K. Sprite Angle -\KFnrearm

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

BT

st

o 45 g

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

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

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

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

Each element in a sprite has different sizes and angles. But if you need to align, rotate or scale the

elements, then you may do this in the Composer. This task is helpful for Sprite Switch Animations.

g

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

w -

1 gy |

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

3. Click the Sprite Editor button on the Functional Tool Bar. All the elements are listed in the

panel.
Please refer to the Preparing a Custom Sprite section for more information about adding more

elements to the sprite.
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prite Editor - L. Forearm - 0

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

Growing Tree Leafy Tree

Empty

® | | =B

e

Elements with different sizes and positions

5.You may see the green transform handle box shown around the element.
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The area for moving

7.Drag the eight control points around the box to scale the element.
Please note that the four corner points proportionally scale the element while the points on the

sides do not.

o) o= g

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

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

et

Elements aligned

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

elements.

2014 Reallusion



Concept of Sprite Animation @

Modifying the Texture of Body Parts

If you want to change the texture of any element in a sprite, then you need to enter the
Composer Mode.
For Image-based elements, you can use any External Image Editor for editing.

If you want to modify the mask of an element, then please refer to the Editing the Background

Mask section for more information.

Editing Textures of Image-based Elements

If you want to use an external image editor to modify an image-based element, then follow the

steps below:

.0

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

the composer mode.

L

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

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

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

or L el P Pew Wiedew Heo

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

X

el ®E

"
Frul/9poay A

E* ¢elerclibk
gL

2

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

If you want to change the texture of any element in a sprite, then you need to enter the

Composer Mode.

For Image-based elements, you can use any External Image Editor for editing.

Editing Textures of Image-based Elements

If you want to use an external image editor to modify an image-based element, then follow the

steps below:

b g

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

mode.

COMPOSER MODE
L

2.Select the prop and then click the = Launch External Image Editor button.

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

texture opened in it ready for advanced modifications.
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4. Edit the image (In this case, the background is erased, the fish's color is adjusted and applied with
special effects) and save. The data will then be automatically transferred into CrazyTalk
Animator.

Ueler cRik 00
H P AP AT

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

STAGE MODE
—

o Only image-based elements may be modified with an external image editor. If the element is a
video or SWF-based, then the Launch External Image Editor button will be disabled.
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Sprite Switch Animations

Once you have a sprite that consists of multiple media, then you may use it to create sprite
switching animations. By selecting one of the sprite's media in different time frames, the sprite
shows different appearances when played back.

Take note that this feature supports both characters and props.

Creating Sprite Switch Animations

1.In Stage Mode, click to select a character or a prop.

The Sprite Switch in the timeline will be displayed in the form shown below:

Motion [=]

Edgg S E3|

=
v

2.Click the Sprite Editor button.

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

Motion [=]

Egg_S

4. Pick one of the media files in the Sprite Editor panel. A switch key is automatically set.
Please note that in this example, the picked element is an animation.

Eqg empty

5. Play back the project. When it comes to the frame where the key is set, the picked file from the

last step will show.
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Releasing Sprite Switches

Since a Sprite Switch in the S sub track is a lasting status, and has the highest priority than any

other switch data compacted in clips, then it will be overridden by it.

CrazyTalk Animator provides the Release feature to eliminate the effect in the S sub track until

another new switch is set.

It is highly recommended to refer to the Clip and Key Priority - Motion section before you read this

page.

Release Key - without Motion Clip

When there is no other motion clips involves, the set of a Release key will use the First element

(initial sprite status as mentioned above) in the sprite editor.

1. Given a sprite with multiple elements.

-'\-; - LI

i o ' R Upper Upper Tarsa Supermanllpper
— e T0Ors0_0_Diffuse

empky

2. Set different sprite switches in various time frames. The sprite remains the same after the last
switch until the end of the project.

e 6

2. 2 .
LT i T K

(W

2014 Reallusion



104

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

R

| button on the Sprite Editor panel.

4.The sprite displays the first element since the priority of the sprite track is forced to do so in the
motion track (initial sprite status).

1S

AT L
'i
>

h /')
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Release Key - with Motion Clip Containing Switch Effects

Since the S track has the highest priority, any other switch effects in a motion clip will be

overridden. If you want to display the switch effects compacted in a motion clip, then you need to

use the Release feature to temporarily hand out the priority.

1. Given a sprite with multiple elements.

Ega_Open Eqa_Shell_OFf

2. Apply a motion with switch effects in it.

—

Motion = [  Mation Clip|

Eng_ S

3. Set sprite switches before the motion. You will see that the switch effect in the motion clip will be

overridden by the last switch in the S track.
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Motion

[

Mation Clip

Eag_5

3

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

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

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

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

In the Project Settings panel you may adjust the length of the project, the time unit shown on the

time counter, the viewing method of the camera and the background.

Click the Project Settings button to open the Project Settings panel.

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

[] Project Settings

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

0 Time ® Frame

Camera Settings:

® FPerspective (0}

Leng: == == (180 = mm

0 Qrthographic (O

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

| Active Image
-
Display Mode;
Stretch v
1 o1

Yiden: | External Files l

| (0]34 l | Cancel

Project Settings Panel
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Time Setting Section

o Animation Length: Shows the total length of the project in frame count. The default length for

each project is 900 frames. The maximum frame number is 27000.

e Select Time Unit: You may decide to display the time unit in either frame format or time format.

Camera Setting

The camera setting decides the viewing method of the camera.

e Perspective (Keyboard Shortcut: O): This method shows the Z-depth relation of each item inside.
The size of the objects, in theory; alter automatically in accordance to the distance of the item.

The farther item looks smaller than the front
Two items of identical size viewed 3D view

one (Perspective mode)

When the camera moves, the closer objects sway faster while the farther ones sway slower.

¢ Orthographic (Keyboard Shortcut: O): This method shows the project regardless of the Z-depth
of each object inside. This method is used by most image editing software since Z-depth is
unnecessary for them. Therefore, the size of each object looks the same even if it is far away from

the camera.
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The distance does not affect the size of the
Two items of identical size viewed in 3D view
item. (Orthographic mode)

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

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

items.

The Z-depth relationship is strong. The Z-depth relationship is less.
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Safe Area

The Safe Area determines the exportable area on the stage. It is shown in blue rectangle as shown

below:

¢ With the safe area, you are able to see or further edit the objects (character, props...etc.) that
are outside of the stage but will be animated into the stage at specific times.

Stage without the Safe Area (in CrazyTalk Stage with Safe Area (in CrazyTalk

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

inside of the stage. objects outside of the stage.

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

e You may determine the size of the area by setting the Frame Size or Output Size in the Export
Settings panel.

Safe Area =50 Safe Area =50

Frame Size = 800 x 600 Frame Size = 600 x 800

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

Only the objects within the Safe Area will be exported.

Background Setting

In this section, you may set the background of your project to a solid color or to a prepared image.

¢ Click the Color Picker to select a solid color as the background of the current project.

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

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

background.

Prepared Image Stretched
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Tiled
Fit
2X4

Video - External Files

By default, CrazyTalk Animator compacts all loaded video files into a project file, which increases
the total size of the project.

To prevent this, you may click on the External Files button to have all the video files saved as
external files. This can solve the over-sized project issue. However, do remember to move all the
video files together, along with the project file if you move the project to another folder

destination.
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What is an Actor?

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

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

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

Actor Types

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

Actor Functions

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

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

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

can perform dimensional motions.

so that the characters

N
[ | \ g ﬁ
R

®
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G1l and G2 Actors (New)

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

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

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

Thumbnails and Paths

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

Assets Thumbnail Location (default) Description

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

\Reallusion\Template\CrazyTalk

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

Animator2 Template\Character\
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Angles

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

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

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

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

version of CrazyTalk Animator.

G1 character with 2D flat motion applied

Applying 3D or flatten 3D motions to a G1 character can generate visual imperfections because

each body part contains or refers to only one view.

G1 character with 3D motion applied
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G2 Character

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

the possibility for a character to perform in different perspective views.

G2 character with 2D motion applied

G2 character with 3D motion applied
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Render Style Capability

G1 characters are not given the render style capability, so that you can only change the color of

the entire body at once. There is not separate adjustments for G1 characters' body parts.

G1 characters do not contain render styles; color-changing will always be applied

to the entire character.

Default G2 characters are build up with certain render styles. You can snap and change the style of

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

individually.

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

adjusted to compose special appearances and styles.
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Comparison Table

The comparison of the G1 and G2 characters are as shown in the table below:

G1 Characters G2 Characters

Flat, only divided into front and Full angle with 10

Angles

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

Fully supported (except the

Render Style Ability Not supported.

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

Creating a Character from the Library

1. Switch to the Actor tab in the Content Manager. Find the Character content folder.

2. Double click on (or drag and drop) one of the templates to apply.

Cantenl Misdget

3 i o = 3 Coswar Muap:  Comm Mmager

3. Select the character if it is not selected.

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

Content Manager

Animation

« Actor Template » Head » Sprite-based ¥

‘ Template

Custom ‘

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

)

Head_01

2

Head_02

|

o

S

Head_03

Itll;\

5. Apply different head templates from the Template or Custom libraries found in the Content
Manager.

6. Change to Actor >> Body library.

7. Apply different body templates from the Template or Custom libraries found in the Content
Manager.
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Replacing an Existing Character

If you want to replace an existing character without removing the animations that you already set,

then just follow the steps below:

1.In Stage Mode, select the character that will be replaced.

2.Change to Actor >> Character library.

3. Drag the desired template from the library and drop it onto the selected character.

2014 Reallusion



Defining Your Own Actor @
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4. The original character will now be replaced with the new one. All original animations will be kept.

e You may create a character with the advanced method. For more information please refer to

the Changing Parts of a Character section.
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Head Types in CrazyTalk Animator (New)

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

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

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

Morph-based head

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

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

of image poses.
Image

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

head

e Get more facial sprites from
"Facial Component Library -

Comical Style".

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

Vector such as Adobe Flash.

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

e Get more facial sprites from
"Facial Component Library -

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

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

Hybrid head

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

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

Stage Mode

In the Stage Mode each character in CrazyTalk Animator can be roughly divided into two main

parts; Head and Body. For more information please refer to the Mix-matching Composite Character

from Library section.

Composer Mode

In the Composer Mode, the head and the body are dissected into more detailed body parts.

Head

The heads in CrazyTalk Animator can be Sprite-based or Morph-based.

A Sprite-based head is separated into Head (with all the facial features), Face (face shapes),
Brow, Eye, Nose, Mouth, Ear, and Hair. You may assemble different facial features from the
libraries in order to create large amounts of varying faces.

For more information, please refer to the Using Predefined Sprites to Compose a Face section.
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Body

The bodies in CrazyTalk Animator can be dissected into; Body (containing all body parts), Upper

(upper body), Lower (lower body), Hands, Shoes, Headdress and Tail.

For more information, please refer to the Changing Parts of a Character section.
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Changing Parts of a Character (from Library)

In the Mix-matching Composite Character from Library section, you can perform basic character

compositions by changing the head and the body from the Content Manager. You may use the

advanced method to compose a character with the Composer features.

Compositing a Character

1. First select a character.

.0

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

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

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

Compose a Face section.

Conterd Wieager

Edidia 33

H

4

v | Eoeme Vg

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

templates that belong to the body.

2014 Reallusion



« Body Template ¥ Body ¥

‘ Template Custom »
= Body Template j.
- Body
- Upper
- Lower
- Hands
#- Shoes Body_00
- Headdress
. |
O Body_01
(u1]
Body_02
Y -
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Apply Upper

Apply Lower

Apply Hands

7

Apply Shoes

Apply Headdress

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

o If you need to transform body parts or facial features, then refer to the Transforming Body

Parts and Transforming Facial Features sections for more information.
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Replacing an Existing Character

In the Composer, when you want to give up the current character modification and start from the
very beginning, simply use a template from the library to replace the current one:
1. Switch to the Actor tab in the Content Manager.

2. Double click on the desired template. You may also drag the desired template and drop it onto the

selected character.

Conden! Min g

Cosdesi Muvmgei | Sorme Hamger

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

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

If you only want to create a common 2D animations in which the characters perform in flat manner,
then you only need G1 character with frontal angle.
To build up a G1 character, you need to follow the steps below:

*Please note that this feature is for the Pipeline and Pro versions only.

1. Apply a character from the Actor >> Template >> Character >> G1 library (in this case, the

Eddie 01).

X

Content Manager

« Actar v Actor Template » Character » Comic »

‘ Template l Custom ‘
EYIF3EE-

Eddie 01 Cherre 02 Cherry 03

\
/)
e

Actor

| o= | | am | |

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

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

4.Select the sprite of a body part.

)

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

Sprite Editor - Upper Torso -

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

.

Upper Torso: Empty

B g%/ ® | |
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6. Make sure the pose is selected and click the Replace button.

7.Select a prepared media file and click the OK button to replace the original one.

Sprite Eaitur - Upper Torso -0

FPlease click the parts to repl
You may impoart new images

a
L ‘

8. Pick any of the other body parts and repeat step 6 to 8 until all prepared media are imported to

replace the original ones.

F

L Front =

4=

COMPOSER MODE

Note:

There are some body parts need further adjustment of replacement because there might be

more than one poses in their sprites, especially the left Upper Arm, left Forearm,

left Thigh,

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

the left foot as an example:
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e, ol

F Left Foot S Left Foot

There are three poses in the left foot sprite

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

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

& 4

F Left Foot 5 Left Foot

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

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

Actor

Template | Custom v

"

1\

Custam

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

STAGE MODE
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Creating G2 Character with Multiple Angles
(New)

A G2 character is a character with body parts composed of multiple angle media. You are able to

apply both 2D and 3D motions to the G2 character with multiple angle performance.

*Please note that this feature is for the Pipeline and Pro versions only.

Step 1: Applying Dummy Character for Replacement

1. Apply a character from the Actor >> Actor Template >> G2 Character >> Replace Dummy.

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

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

Step 2: Replacing the Angles of Specific Body Parts

.0

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

LA v

1}

Sprite Editor - Upper Torso - 0

3. Click the Sprite Editor

button to open the panel.

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

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

‘UpperTorsa: Empty

145
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4. Click the 4 arrow buttons of the Angle Switch to determine an angle (in this case, 0 degree).

Front =

5. Pick the pose in the Sprite Editor and click the

0°
v

Replace Current Sprite button.

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

-~

Open File

&)

D

kMy Recent
Documents

L

Desktop

’a

N

\$

by Documents

ty Computer

@

b N.etwcurk

Look, in: | = MewMan

]l @ & &

Upper_Torso_0,swF

File narme: |

Filez of type:

[ Open l

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

[ Cancel ]

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

=,

=] Sprite Advance - Upper Torso

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

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

147

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

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

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

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

1. Pick any of the other body parts.

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

Actor

Template Custom v

Custom

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

Note:
If you are a Pipeline version user, you may also use the Validate Multi-angle Setup panel to

quickly replace the media.

o Introduction of Validate Multi-angle Setup Panel

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

If you have created a character with previous version of CrazyTalk Animator and you want to
have it perform dimensional motions without any visual imperfection, then you need to convert it

into a G2 character.

Step 1: Distributing Elements

Because each G2 character is composed of sprites in 10 angles, you need to first put the elements
of the CrazyTalk Animator 1 character to a certain angle to save the time for replacing the angles

one element after another.

1.Apply a CrazyTalk Animator 1 character to the working area.

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

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

Choose the corresponding actor angle for CTAZ.

T
A

o

&
r r r r r r r r r

180 225 270 3145 45 90 135 180

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

G1 custom character: Corresponding degree according to the

appearance.
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Step 2: Reorganize the Hands Poses

1. Make sure the character is selected.

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

269 Create  Animation  Control  Render  Wie

¥ Lndo Chrl+Z

Delete Dl

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

Cpaciky b

Maticn Clip 4

Conyvert G1 Hand ko G2 Hand

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

Preference. .. Chrl4+FP

L 2

Alternatively, you may enter the Composer Mode first and click the Convert G1 Hand to

G2 Hand button.

3. The hand elements with identical gestures of the G1 character (highlighted with same color) will be

converted to angles of one pose.
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> & & 9 9

OODefauk 0l Relaweda O Relewedb 03 Relaxedc 04 Relased d

F S & b

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

b & b 4

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

17 Pata 18 Pat b 19 Reach a 20 Reachb

2SThumbUpa 26 ThumbUpb 27 Sde a 28 %de b

¥ % @ "

J0Fmeb JlFEte 3 Thumb Up ¢

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

angles into the pose, Fist, of G2 sprite.

¢ & @ ¢

price Ior - Le and -

L3 Fist a 14 Fist b 16 Fist d

15 Fisk

|

Flease click the parts to replace.

\

Bottom

@

& @ ® 0
@ @

0.0 G

an 135

O

25 270 M5
Tap

the ones you picked.

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

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

F

COMPOSER MODE

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

P IR EFET €W

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

the conversion.

k- J Confirm Multi-angle Settings

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

Motice:

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

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

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

1. Select a body part.

2. 0Open the Sprite Editor.

3. Collaborating the Sprite Editor with the Angle Switch, add prepared media to different angles of

the pose.
Please refer to the Creating G2 Character section for more information.

4.The character is now a complete G2 character and ready to perform any motion from the library.
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Attaching Accessories to a Character

If you wish to attach the accessory to any body part, then you may use the Attach feature to do

SO.

Attach to Body Parts

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

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

e v ST T e e
3

Body

Face

Joint Mask

O

Q

Showe | Lock | Title

KR EEE

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

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

Each character and its bone structures are by default fixed. However, you are able to use Actor

Proportion panel to quickly change the appearance of the character.

1. Apply a character from the Actor >> Template library.

.0

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

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

At

button to open the panel.

|

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

3 Stretchy

f Bottom-heawy

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

instantly change the appearance.

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

Weight = 100 Weight = 50

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

Transforming Body Parts section for more information.

163
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Transforming Body Parts

In order to optimize your characters, you may move and scale each body part (the bones of the

character). Characters with same parts may easily morph into different ones. Before starting to

*

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

Composer button to enter the Composer Mode.

Transforming Body Parts

Characters can look totally different with even a slightly offset or scaled body parts.

1.Click on any body part. A transform handle box will appear around the selected part.

| /

¥ 5O
.

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

—

/
Y
e \af

3.You may drag the eight control points around the box to change the size of the part.
Please note that the four points on the comers will help change the size while maintaining the

current ratio.
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4.You may rotate to preview results in the Stage Mode. The rotation data will not be kept in the

Composer Mode. The body part will then return to the initial angle once the character is defined.

5.You may use the same method to modify all body parts.

R

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

body part, or facial feature, for previewing.

o If you want to rotate the body parts or facial features, then you must modify all the elements

inside of them. For more information please refer to the Transforming Poses in Body Parts

section.
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Using Sprite Editor for Advanced Transformation

When you wish to Transform Body Parts, you may find that the sprites cannot rotate inside the
composer. Also, when you load custom media files into an existing sprite, you might need to further

modify the loaded file, in order for it to fit well with the sprite.

Transforming the Poses of a Sprite

.

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

mode.

4 Front [

COMPOSER MODE |

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

L Farearm Fose

.-"-._)_s__u

ey

wh

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

v\mw »

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

Note.

Activate the Show Bone box for better allgnlng the poses

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

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

ones keep the ratio).

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

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

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

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

without closing the Sprite Editor.

o Please take note that each body part is called a "sprite". Refer to the sections below for more
information:

= Sprite Concept

= Preparing a Custom Sprite
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Setting Connection Points

In order to let your new custom characters keep the simple, change-and-snap compatibility when
switching body parts (Head, Hands, Upper Body, Lower Body and Feet); here is a guide for you
to properly define all connecting points on body parts.

The connection points for body parts are described in the illustration below:

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

e Body parts with green points are child nodes, while the ones with yellow points are parent nodes.
¢ Positions of the green and yellow points are kept individually by the child and parent nodes.

e Body parts with green points will be aligned to body parts with yellow points.
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Setting the Connection Points

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

points.

1. Select a character.

/s

2. Click the t“

Character Composer button to enter the Composer Mode.

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

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

-

-

»

)

_J

5. Drag the green and yellow points to the desired position of the body part.
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6. The connection points will be set to the head and the neck. The position points will be kept by the
head and the body.

2-*-2
7.Click the soni Snap Connecting Points button to align the two body parts together with the two
connection points.
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When you replace a new body part on characters, CrazyTalk Animator aligns the body part to its

parent by snapping the green point to the yellow point on the parent.
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Modifying Joints with Joint Masks (New)

The joints of two connected body parts have certain layer order by default because of the angles
of the character and its body parts.
However, there might be some visual imperfections generated by the layer order at the joints of the

character.

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

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

L.

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

Mode.

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

i By

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

R

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

O [x) %N ) S ([

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

D% ]S | e

/
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4. Click on the circle to select the mask. Alternatively, you may open the Scene Manager (F5) and
switch to the Joint Mask tab to show the dummy for more easily select the masks.

Scene Manager &=

Body Face Joint Mask

F
-
P
p—

e
ol
-

-y

@
i

@)
@

5. Transform the mask (move, rotate or scale) to the area where you want to apply the mask effect

to.

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

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

e

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

o If you remove the mask and click the layer order buttons, then you will not see any influence.
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Setting and Examining Body Parts — Multi-angle
Setup (New)

CrazyTalk Animator provides Validate Multi-angle Setup feature for you to focus on two body
parts, the parent and the child ones, in order to examine the Bone, Sprite and Joint Masks

relations between them.

QW
4 Right [ 2
w
80°
v

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

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

other body parts are temporarily hidden.

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

Open Validate Multi-angle Setup Panel

.0

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

2.Click the Angle Switch to an angle when some body parts are covered by the other ones.

-
_.-""J L

4 Right -

ag®

.4|

3. Click on the body part you want to modify by picking the area of the dummy in the Scene

Manager (F5) panel.

Scene Manager

Joint Mask

179
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4. Click the Validate Multi-angle Setup button.

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

Euig-angie EEEUD E ﬁ

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

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

00_Relaxed_Right | »

114 Angle Table

Feplace

] Gwick validate

s O D

Please also refer to the sections below for more information.

o Introduction of Validate Multi-angle Setup Panel

o Viewing Angle Combinations of Parent-Child Body Parts

o Using the Bone Tab

o Using the Sprite Tab

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

¥alidate Multi-angle Setup |

FarentAngle: Child Angle:

[0 v |0 v

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

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

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

Parts section for more information.

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

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

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

e Y

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

Parts section for more information.

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

sections below for more information:

e Using the Bone Tab

e Using the Sprite Tab

e Using the Joint Mask Tab

Click this button for quickly observing the rotating result of the

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

When the Validate Multi-angle Setup panel shows, only the Parent-Child body parts show on
the working area for further editing. However, since each body part pose contains 10 angles (for G2
character), it is not easy for you to observe the angle combinations of the parent and child body
parts in the working area by merely using the Angle Switch.

With the Validate Multi-angle Setup panel, you can easily determine the angle combinations of

the parent and child body parts for better observation and further modification.

Manually Determine Angle Combinations

By using the Parent Angle and Child Angle drop down lists, you are able to determine the ideal

angle combination for observation or editing.

1.Select the target body part in the Composer Mode.
- ey @

\‘-_{f/

4 Front [ ]

2.Click the Validate Multi-angle Setup button.

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

area (the rest ones are temporarily hidden).

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

body part.

¥alidate Multi-angle Setup =

FarentAnagle: Child Anale:

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

134
180 |
224 B =

27
15 Rotate

Bottom on o R D
F

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

Align Bone

5. Open the Child Angle drop-down list to select a specific angle (in this case, Top) for the child
(selected) body part. You will see in the working area that the two body parts form a new angle

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

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

Using Quick Validate Controls

By using the Quick Validate controls, you can quickly choose a pre-defined and logical angle
combination because some angle combinations can never appear for a real human. Editing the body
parts, sprites or the joint masks under these combinations will be useless and wasting of time.

Quick Validate feature filters out the illogical combinations to avoid from vainly editing.

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

Bl Front P | \‘l

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

COMPOSER MODE "\

2.Click the Validate Multi-angle Setup button.

D RN R T [€]e

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

area (the rest ones are temporarily hidden).

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

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

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

In the Validate Multi-angle Setup panel, the chosen tab, by default, is the Bone tab. You can

use the controls in the tab to precisely