Blendy 360 Cam

for Cinema4D




FEATURES
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e Render true immersive scenes on Cinema 4D.

* 6 different camera presets (360 Panorama, Fisheye, Fulldome, Cubemap, Cylindrical, Little Planet].

e Full control over Field of View, with aspect ratio calculator.

e Stereoscopic render for all cameras, as anaglyph, side by side, interlaced or single channels.

e Custom eye separation map to reduce stereoscopic separation on specific parts of the frame.

¢ Real time stereoscopic eye position simulator.

e Automatic or custom Domemaster/Fisheye masking, rendering 27% less pixels.

e Print Domemaster info on the masked area: frame number, timecode, credits, custom logo and mask on the Domemaster masked area.
e 6 fully customisable Cubemap formats, or single channels.

* Real time preview (macOS only, via ) with Oculus Rift, Blendy Dome VJ (buy) or Blendy Dome VJ Demo | ].
¢ Full featured demo with limited resolution.

¢ Plenty of examples available from the plugins menu.


http://syphon.v002.info/
http://www.blendydomevj.com/buynow/
http://www.blendydomevj.com/buynow/

INSTALLATION
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SYSTEM REQUIREMENTS

e Same hardware specs required by Cinema 4D.

e Make sure you have the minimum OS version as the table below

e Make sure you have the same Cinema 4D update as the table below
e Does NOT work with LITE versions.

Lite R13 R14 R15 R16 R17

Cinema 4D no R13.061 R14.041 R15.064 R16.050 R17.055
mac0S no 10.7.5 10.7.5 10.7.5 10.7.5 10.8.5

Windows no no no Win764 Win764 Win7 64

INSTALLATION

e Make sure you already have Cinema 4D installed.
¢ Download the latest Blendy 360 Cam plugin here:
* Mac:
¢ Run Blendy360Cam.pkg.
¢ Choose the Cinema 4D versions you want to use the plugin.
e Finish the installation and restart Cinema 4D.
¢ The installation will always be on the default Cinema 4D folders
(/Applications/MAXON/CINEMA 4D Rxx/plugins/). If your Cinema 4D
is installed on another place, move the Blendy360Cam folder created
by the installer to your plugins folder.
* Mac:

(Program Files/Maxon/Cinema 4D RXX/plugins/)

R18 R19 R20 VA R22
Cam 2.1: R20.026
R18.057 R19.053 Cam 2.2 R20.059 R21.026 R22.016
10.9.5 10.11.6 10.11.6 10.12 10.12

Win 7 SP1 64 Win 7 SP1

@ Introduction

@ License

» Destination Select

» Installation Type
Installation

Summary

¢ Unzip and copy the corresponding Blendy360Cam folder to your Cinema 4D plugins “

64 Win 7 SP1 64 Win 10 Win 10

‘w Install Blendy 360 Cam 2.1

Custom Install on “FUSE"

Package Name Action Size
Plugin for Cinema 4D R12 Install 24,9 MB
Plugin for Cinema 40 R14 Install 24,9 MB
Plugin for Cinema 40 R15 Install 24,4 MB
Plugin for Cinema 4D R16 Install 24,6 MB
Plugin for Ginema 40 R17 Install 24,6 MB
Plugin for Cinema 4D R18 Install 24,6 MB
Plugin for Cinema 4D R18 Install 24,6 MB
Plugin for Cinema 4D R20 Install 31,7 MB

Space Required: 204,2 MB Remaining: 142 4 GB

Go Back Continue

R23

R23.008

10.14

Win 10


http://download.studioavante.com/Blendy360Cam/Blendy360Cam.pkg
http://download.studioavante.com/Blendy360Cam/Blendy360Cam_win.zip

Blandy 380 Cam

Basic Properties

Tha free version of this phgin is mited to B00xA00 pixels.
Buy 360 Cam or Blanddy Dome W serial lcence 1o unieck]

If you slready have a licence:
1. Click the button below to opsn your defaull on cur secure 8%
2. Enter your Blendy 360 Cam or Blendy Dome VJ serisl and fallow the instructions

Resl Time (shower]
‘Warning: Syphon will slow down the render, use caly when previewing

AVAuthorizer

Blendy 360 Cam -
Authorized to United Vjs

Authorize Mew Product



http://www.blendydomevj.com/buynow/
https://secure.studioavante.com/

Feraiarer [ Standard ® | plendy 360 Cam 2.1
Basic Properties

- Bl_endy 360 Cam by studio Avante & Unied Vis

Enable Syphon Server ©
4 Frame Update ... | Roeal Time (siower)
‘Warning: Syphon will slow cown the render, use only when previewing

CINEMA 4D Studio

¥OU SUr@ yOU want ta ceauthorize this compiter?




USAGE

Blendy 360 Cam

for Cinema4D



L(:o Camera 0 °
CINEMA 4D Tags

: g e
— — Charaoter Tags
Blendy360Cam O Fulldome Camera

Clnemacoisdic 4 . Fisheye Camera

e Reload C.O.F.F.E.E. Plugins @ Little Planet Camera

@ Reload Python Plugins M 360 Panorama / Equirectangular Camera =

CINEMA 4D Tags

“® cubemap / Skybox Camera
I Cylindrical Camera
@ Manual

Examples

Character Tags




Panorama Camera

Tag Properties Fulldome Camera

@ Enabled . ... v Render on Perspective Views +* Fisheye Camera
(®) Lock Camera Render on Parallel Views . ... &

(®) Camera Projection Cu bemap Camera

NNNNN

Cylindrical Camera

(@) Field Of View 180 °

Panorama Camera
Calculated Aspect Ratio

Single Frame
SHOro0; s b 0 Fisheye Camera

Fulldome Camera

Cubemap Camera

NNNNN

Cylindrical Camera

%% Camera n: D °0 Camera n: N) D

°© Camera 4 o :




EDITOR PREVIEW

RENDER OUTPUT AND ASPECT RATIO

It is not possible to emulate the actual camera projection in the Editor views, but
you can preview the renders in it.

By default the Render on Perspective Views tag setting is enabled, meaning that
if you click Render View. It is possible to preview on the parallel views as well by
enabling Render on Parallel Views.

Render on Perspective Views

Render on Parallel Views

Editor preview renders will always use the Calculated Aspect Ratio (more to
follow), with letterbox to fill the view.

The only camera projection that cannot be fully previewed is the Cubemap, the
preview will contain the channel set on the tag.

Blendy 360 Cam will always fill the frame, using the Width and Height configured
on the Render Settings Output.

So it is convenient to remember that is always your responsibility to set the
project size accordingly.

Since all the 360 projections have an optimal aspect, the tag can help you with
the Calculated Aspect Ratio.

It displays the pixel perfect aspect ratio for the current Projection, Field Of View
and Stereoscopic settings.

Calculated Aspect Ratio

Single Frame 2 211

Update resolution by Width
Update resolution by Height

You can change your project resolution to use the calculated aspect ratio,
keeping the width or height.

CINEMA 4D Studio
. Change document output resclution from 1920x1200
, (aspect 1.600) to 2400x1200 (aspect 2.000)

No Yes




PROJECTIONS
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WHAT IS PROJECTION

Projection is the technique used to draw a 3D objects (your scene) into a 2D
surface (the rendered frame).

Much like Cartographic Projections represent the surface of the earth on a map.

It can also be interpreted as the lens of the camera. In fact, Blendy 360 Cam is
classified in Cinema 4D as a Custom Lens Plugin.

The most common projections used on 3D graphics are Perspective and
Orthographic (or Parallel]. Each one has its own benefits, and give completely
different results.
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CAMERA PRESET:

360 PANORAMA

Blendy 360 Cam

for Cinema4D



@) Camera Projection | 360 Panorama / Equirectangular

@) Custom Field of View ©
J FoV Horizontal
4 FoV Vertical ... ... ..
/ FoV Vertical+

FoV Vertical-

Frame : 0
FPS: 1159 Grid Spacing : 100 cm

Frame : D
FPS : 147.1 Grid Spacing : 100 cm




CAMERA PRESET:

FULLDOME

Blendy 360 Cam

for Cinema4D



Frame Rate; 30.00
14/04/2016 14:41:48
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Blandy 360 Cam

(® Camera Projection
(®) Field Of View 180 ° I




FULLDOME MASKING & SETTINGS

Since Domemasters are round, all the space around can be ignored and used to
print important information about your movie (more on it later).

¢ Go to the Blendy 360 Cam Render Settings to enable masking and info on the
masked area.

¢ You can use the default black mask, use a custom image with transparency or
disable it.

e When masked (black or custom), the masked area will not be rendered. That's
27% less pixels you save!

¢ Enable Project Info to print file name, resolution, frame rate, total time and
frames on the top right corner.

e Enable Frame Number and Timecode on the bottom left corner. Use Timecode
Offset to sync a clip to a movie, entering the actual frame number of your
animation’s first frame.

¢ Enable Credits and fill a free text on the top left corner.

e Enable Print Logo to add your custom logo on the bottom right corner.

= Domemaster Render Settings

Black -

Blendy 360 Cam -

RENDERING DOMEMASTERS

» Always render as image sequence of TIFF, PNG or high-res JPEG. Later (if
needed), you can compress it with your codec of choice.
» Always use the Default Black Mask. A full frame is beautiful, but there’s no
practical reason not to mask. On a VJ set it will look strange if scaled down.
* To get a sense of scale, enable Syphon output and see how it looks in

or Oculus Rift. More on Real-time Preview.

RENDERING FULLDOME MOVIES

e The standard resolution is 4098 x 4098, at 60 fps. The minimum accepted usually
is 3073 x 3072, at 30 fps.

e Fulldome Movies are distributed as image sequence. This way you keep top
quality of your frames and gives freedom for the theatre to reproduce it any way it
wants/can.

e Please print all the info on the masked area. This is VERY useful for theatres.

RENDERING FULLDOME VJ LOOPS

¢ A good resolution is 2048 x 2048 at 30 fps. Less is ugly. More is too expensive for
the machine and can compromise performance.

¢ Do not print any information or logo on the masked area. Scaling the loop is a
quick mix trick and anything there will look strange.

* The best codecs to use are and Prores 422LT. Make some tests and stick to
the one that works best for you.

* Using various codecs on a project will affect the performance, so choose which
suits you best and encode all your loops with it.

e Keep your VJ loops in a SSD drive!


http://www.blendydomevj.com/
http://www.blendydomevj.com/
http://vdmx.vidvox.net/blog/hap
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http://sat.qc.ca/en/satosphere
http://fulldome.ryanwyatt.net/fulldome_domemasterSpec_v05.pdf
https://c.ymcdn.com/sites/www.ips-planetarium.org/resource/resmgr/pdf-pubs/pdg04TheaterConfiguration.pdf
http://paulbourke.net/papers/domelab2015/DomeLab.pdf

CAMERA PRESET:

FISHEYE

Blendy 360 Cam

for Cinema4D



(@) Camera Projection
(®) Field Of View 180 °



http://paulbourke.net/dome/iDome/

CAMERA PRESET:

LITTLE PLANE]

Blendy 360 Cam

for Cinema4D



Frame : 0
FPS: 1127 Grid Spacing : 100 cm

@) Camera Projection | Fisheye /Fulldome =«
(@) Field Of View 315°
' Domemaster Render Settings




CAMERA PRESET:

CUBEMAP / SKYBOX

Blendy 360 Cam

for Cinema4D



Frame : 0
FPS:150.9 Grid Spacing : 100 cm

Camera Projection ibemap

Preview Channel [FZ Front =
' Cubemap Render Settings




~Cubemap Render Settings
Image Format | Cross Horizontal e

Cross Offset. .. 1 -
el
Up
A=
Left ~ Front Right Back

Channel Order [+XRight = [=XLeft ~ [+

+Y = +Z -z

Right Up Down Front Back

= Cubemap Render Settings
Image Format lciE Vertical 2
Cross Offset. .. 1 -
+Y
up

-X +Z
Left Front

~Cubemap Render Settings
Image Format |'Single Channel e

Single Channel ["+Z Front -

+7
Front

Channel Order [+XRight ~ [-XLeft ~ [+YUp ~ [-YDown ~ [+ZFront ~ [-ZBack ~

|
Up

Channel Order [+XRight = (XLeft = (4¥Up = (=YDown = [+ZFront ~ (-ZBack =
+X
Right

X
Left

Channel Order (+XRight = [XLeft = (+YUp = [~VDown ~ [+ZFront - [-ZBack =

|y
Right Down
el
Left  Front

+Y -7
Up  Rack



CAMERA PRESET:

CYLINDRICAL

Blendy 360 Cam

for Cinema4D




Frame : 0
Grid Spacing : 100 cm

NT_RIGHT M 3

(@) Camera Projection [fC¥lindricall I E———"

(@) Alignment .. ¥
(®) Field of View 360 °
100 cm

FPS : 2000 Grid Spacing - 1008 cm



STEREOSCOPICS
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t5p Camera 4

L X ]

® plendy 360 Cam Tag [Blendy 360 Cam Tag]

| Stereoscopic |

Stereoscopic

(®) Enabled -

(®) Eye Separation .. . .
(®) Placement

(®) Zero Parallax
" Stereo:

(®) Rotation Axis
(®) Simulate Eyes

(®) Eye Separation Map &
White = Full separation, Black = None, relative to frame

Custom Map



Simulate Eyes

Simulate Eyes







Left

s~ ———
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PHEHEHHHPHEHHHSHHHHEH @ Eye Separation Map «/

--.I.-- ..==-l -....-l I-l=} White = Full separation, Black = None, relative to frame

Custom Map .

Blur Scale -0 %
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(®) Eye Separation Map +
White = Full separation, Black = None, relative to frame
Custom Map (%

Sampling [None =

Blur Offset . 0%
Blur Scale 0%
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STEREOSCOPIC RENDER SETTINGS MODE: SINGLE CHANNEL

There are several ways to pack the left and right stereo channels into a frame. * Single Channel mode will render only the channel specified in the Single
Channel parameter.

¢ Go to Render Settings and select Blendy 360 Cam. There’s a shortcut button Stereoscopic

Render Settings on the tag.  Used to render one channel at a time. If needed, merging or packing must be
done in post.

Each Mode packs the stereo channels in a different way on the frame. More on each soon.

¢ Additional Parallax is an extra pixel offset applied to the channels. A value of 2, for

example, will offset each channel by 1 pixel.

» Swap Left/Right will du just that. Swap the channels when packing.

w Stereoscopic Render Settings

Single Channel

Left -

MODE: ANAGLYPH

¢ An Anaglyph 3D image combines both channels into one single frame, encoding each channel with chromatically opposite colours.
¢ Can be observed with cheap glasses with filters of the same colours, so it's perfect for web and print.

» The Anaglyph System is usually Red/Blue, but can also be set as Red/Green. This corresponds to the glass filter color.

¢ Each Merge Method uses a different algorithm to merge the channels.

o Full (or True) method: Dark image and no color reproduction.

¢ Color method: Better color reproduction and more retinal rivalry.

¢ Half Color method: Less color reproduction and less retinal rivalry.

 Optimized method: Partial color reproduction (no reds) and little retinal rivalry. The most common and comfortable to observe.

» Gray method: No color reproduction (grayscale), but enhanced 3D effect.

¢ The Optimized method offers a Red Gamma boost.

v Stereoscopic Render Settings

Anaglyph v

Red/Blue -
Optimized







'~ Stereoscopic Render Settings

Left Mirror X
Left Mirror Y







REAL TIME PREVIEW
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% piendy 360 Cam Tag [Blendy 360 Cam Tag]

B Ty Stereoscopic [ETIITNN

Syphon
(®) Enable Syphon Server %

(®) Frame Update Real Time (slower)
Warning: Syphon will slow down the render, use only when previewing



https://github.com/rsodre/SyphonC4D
http://syphon.v002.info/
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File Edit WView Compare Animation

%= 7 & [FR G0

Comzmasier Seitings
(=] 1
= pperp—
Raation (®) Single Frame.
1| Rereo ...

=

41,699% ¢ @ 00:00:13 X654/ 678 - RGB (8810 (045 [ 122 / 004) = (17.6% / 47.8% / 1.6%) - Size: 102451024, RGB (BBi0), 2.65 ME



http://www.blendydomevj.com/
http://www.blendydomevj.com/#try-out

CREDITS

Blendy 360 Cam

for Cinema4D




Created by Roger Sodré, Pedro Zaz and VJ Spetto.

Designed by United VJs

Developed by Studio Avante

Certified by VJ University

Use with Blendy Dome VJ

Contact / Support:

Syphon by Tom Butterworth & Anton Marini

Thanks to Paul Bourke for the amazing research material

Manual Design by Joca Prado


https://www.youtube.com/watch?v=Rz-taHrDDII&feature=youtu.be&list=PLk9aC_iUySz3ZO-LJ13Bprcfb5vMhxz4f
http://www.studioavante.com/
http://www.vjuniversity.com.br/
http://www.blendydomevj.com/
http://www.blendydomevj.com/buynow/
info@blendydomevj.com
http://syphon.v002.info/
http://paulbourke.net/

HAVE A NICE RENDER!
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