
Visual Image Overview

Visual Image is an bitmap manipulation and composition product. Bitmaps can be
manipulated independently, in the Image Mode, or multiple bitmaps can be composited
together in the Object Mode to create a "collage". Visual Image can create and
manipulate images of any size: the only limitation is the amount of memory resources
your system has.

The Visual Image Interface

The Visual Image interface is designed to facilitate the management of multiple image
resources.

The Menu Bar
The Menu Bar displays the commands available in Visual Image. Almost all of these
commands are also accessed using the buttons on the Command Bar.

The Command Bar
The line of icons running across the top of the Visual Image window is called the
Command Bar . To execute any action in the software, select the desired button on the
Command Bar. The Command Bar can be broken down into four areas:

The Mode  button on the far left side of the Command Bar determines whether you are
working in Image Mode or Object Mode. The position of this button determines which set

of commands is displayed on the Command Bar immediately to the right of the Mode 
button.

The Object  or Image  buttons on the Command Bar (what is displayed depends on the
position of the Mode button) comprise the functionality of Visual Image. These are the
command buttons for the manipulation of images and the creation of scenes. Sometimes
when you select one of these buttons, a series of subcommands appear to the left of the
viewport. 

The Zoom buttons control the viewport display. The viewport displays images at their
actual size (in pixels) by default. You can zoom in or out to facilitate your work.

The Undo  buttons are used to undo command operations. Visual Image supports multiple
levels of undo.

The Resource List
All images loaded into Visual Image are displayed as "thumbnails" in a Resource List on
the left side of the interface. Images that are outlined in white are part of a scene. An
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image that is outlined in yellow is the active object. The image currently selected as the
active object is also displayed on the Active Resource Well.

When you are working in the Object Mode, pointing to an image in the Resource List
causes that image resource to become outlined in the viewport. 

The Active Resource Well
The Active Resource Well displays the image that is currently being manipulated. If you
are working in Image Mode, this is the image that is displayed in the viewport. If you are in
Object Mode, this image is the "active" object in the scene.

To make a resource active, point to that resource in the Resource List and click on it. Or,
if you are working in the Object Mode, you can also point to the desired object int he
viewprot and click on it: the image displayed in the Active Resource Well updates
accordingly.

The Viewport
The Viewport either displays the current project, or a single image, depending on the

position of the Mode button. 

If you are in Object Mode , the viewport displays the background image and any
objects that have been composited on that background.

If you are in Image Mode , the viewport displays only the current image. Any scene
that was created continues to exist and will reappear when you change back to
Object Mode. 

The viewport display can be scrolled using the scroller bars below and to the right of the
viewport. It can also be zoomed using the Zoom buttons on the Command Bar. 

Dialog Boxes
In most cases when you select a command operation, a dialog box appears in which you
must set one or more options before executing the command. 

Many dialog boxes in Visual Image remain open after a command has been executed, so
that you may re-execute the command if you so desire. In these dialog boxes you will find
Apply  and Close  buttons. Pressing Apply  executes the current command according to
the parameters that are set in the dialog box. Pressing Close  dismisses the dialog box.

In other cases, it makes no sense to leave a dialog box up after the execution of a
command. If this is the case the dialog box will include OK and Cancel buttons. Press OK
to execute the command according to the current parameters and dismiss the dialog box.
Press Cancel  to dismiss the dialog box without executing the command.
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The Image Mode vs the Object Mode

Visual Image operates in two distinct "modes": the Image Mode , in which a single image
is being displayed and manipulated in the viewport and the Object Mode , in which you
are overlaying one or more images as objects  over a background  to create a scene .

The Mode  button on the far left side of the Command Bar is used to toggle between
the Image and Object Modes. Each of these modes has its own set of commands,
displayed on the Command Bar. Visual Image displays the commands of the Image mode
by default.

When you change from the Object Mode to the Image Mode, the scene in the viewport is
replaced by a single image: the image that appears is the object that was "current" at the
time you changed to the Image Mode. The scene continues to exist, will reappear in the
viewport when you change back to the Object Mode.

Working in the Image Mode

When the Mode button is disabled, you are working in the Image Mode and the
Command Bar displays a set of buttons related to image manipulation.

Figure 192. The Image Mode Commands

These commands are described in detail in the Image Mode Commands section of this
manual.

When you are working in the Image Mode, only one image is displayed in the viewport at
a time. Whenever you load or create an image in this mode, that image is displayed in the
viewport, replacing any image that was displayed there previously. This is the "active"
image: the image that you are currently manipulating. 

The Resource List displays all of the images that exist in the current project. To make an
image "active" for manipulation, point to the desired image in the Resource List and
select. The image that you select is loaded into the viewport. It is also displayed in the
Current Image Well above the Resource List, indicating that it is the "active" image.

Working in the Object Mode

When the Mode button is enabled, you are working in the Object Mode and the
Command Bar displays a set of buttons related to image manipulation.
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Figure 193. The Object Mode Commands

These commands are described in detail in the Object Mode Commands section of this
manual. When you are working in the Object Mode, the viewport is used to create
projects . A scene is a "collage" of one or more objects over a background .

A background  is an image that is used as the "canvas" on which you perform your work.
Any image can be used as a background. Images are loaded, created or assigned as

backgrounds using the options available when the  button is selected on the Command
Bar.

An object  is an image that is displayed on top of a background to create a scene. Usually
the object is displayed on top of the background such that solid black colors or alpha
channel mattes are "dropped out": this way only the area of interest of the image is
displayed.

A project can contain any number of objects, but the object manipulation commands will
only affect the "active" object. To make an object the "active" object for manipulation,
position the pointer over the desired object in the viewport such that a rectangular
bounding box appears around that object, then select with the left mouse button. That
object is now the active object: it is highlighted in yellow in the Resource List and it is
displayed in the Active Resource Well. 

Another way to choose the "active" object is to point to the desired image in the Resource
List and select: if this image is already an object in the scene, it will become the "active"
object.

Assigning a Background
The first step in creating a scene is assigning a background image. If no background
image exists and you select the  button in the Object Mode to load a bitmap image,
that image will be assigned as the background in the scene.

If an image is loaded into the viewport in the Image Mode and no scene has yet been
created in the Object Mode, when you enable the Mode button to change to the Object
Mode you will be asked if you wish to use the current image as the scene background.

If you wish to select an image from the Resource List as the background in a scene,
select the button from the Command Bar and use the command options displayed to
the left of the viewport. 

Adding an Object to a Scene
Objects can be added to a scene by loading them from disk, or by selection from the
Resource List.
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If a background image exists, loading a bitmap image using the button in the Object
Mode will automatically add the image as an object in a scene. Similarly, pointing to an
image in the Resource List and selecting on it adds it to the scene as an object.

Objects are automatically added to a scene such that any solid black color is "dropped

out", or set completely transparent. To change this, select the button on the Command
Bar to modify the transparency options.

Selecting the Active Object
To make an object the "active" object for manipulation, position the pointer over the
desired object in the viewport such that a rectangular bounding box appears around that
object, then select with the left mouse button. That object is now the active object: it is
highlighted in yellow in the Resource List and it is displayed in the Active Resource Well. 

Another way to choose the "active" object is to point to the desired image in the Resource
List and select: if this image is already an object in the current scene, it will become the
"active" object. If this image is not part of the current scene, you are asked if you wish to
add it to the scene.

Layering Multiple Objects
Each object exists on a separate "layer" on top of the background. Whenever you select
an object it is pulled to the "front": it is overlaid on top of other objects that share the same
space. 

Objects can be layered in any order. Selecting an object as the "active" object form
manipulation pulls an object to the front. The button on the Command Bar displays an
option that allows you to move the current object to the back, behind any other objects in
the scene.

Moving Objects
Objects can be moved independently over the background image. To move an object,
simply point to that object in the viewport, hold down the left mouse button and drag the
pointer to move the object. As soon as you release the mouse button the object is set
down at its new location.

Objects are normally redisplayed in their entirety while they are being moved. However, if
you are working with large images, this may affect system performance. If you do not
need to redisplay an object while it is being moved, select the Move Object Outline
option in the Object Options window, accessed by selecting the button from the Object
Mode commands.

Visual Image Overview 453



Panning and Zooming the Viewport Display

The viewport displays all images at full size by default. As you increase the size of the
viewport by expanding the Visual Image window you can see a larger area. The maximum
area that you can see at one time depends on the resolution at which you have
configured your video display. Scroller bars below and to the right of the viewport allow
you to scroll the viewport "window" to view other parts of an image.

You can also use the Zoom buttons on the Command Bar to enlarge or reduce the display
of the image in the viewport.

 Press this button to zoom in the viewport display. Each time you press this button the
display will zoom in more closely. 

 Press this button to zoom out the viewport display. When you press this button the
display is zoomed out such that the entire image in the viewport is visible.

 Press this button to reset the viewport to its normal display.

Undoing Your Work

Visual Image supports multiple levels of undo, so that you can undo a series of previously
executed commands in reverse order.

Undo levels are saved as long you are working with a given image or object. As soon as
you choose another image or object to manipulate, the undo queue is cleared.

There area actually two buttons that allow you to undo your work.

 Press this button to undo the most recently executed operation on an object or image.
Each time you press this button you are undoing the next most recently executed
operation. 

Press this button to undo all of the of the operations that you have performed on an
object or image sine the last time you selected this object or image as "current".

To set the desired number of Undo levels, select Edit, Undo Levels  from the Menu Bar.
You can set up to 50 undo levels. However, remember that the more undo levels you set,
the more memory is required to run the software. The amount that memory requirements
are affected depends on the size of the bitmap image that you are currently manipulating.
If you are workng with high resolution images, you may wish to reduce this value.
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Loading and Saving Images and Projects

Visual Image supports the input and output of bitmap files in the TGA, BMP, TIF, GIF and
PCX formats. In addition, Visual Image loads and saves PRJ files. A PRJ file is the Visual
Image project file format.

The way a file is loaded or saved depends on whether you are in the Image Mode or the
Object Mode. 

Loading Files

When you select the button in the Image Mode, you are loading images or projects. If
you select a bitmap file, it is added as a resource and displayed in the viewport. However,
it is not added to the scene you may be creating in the Object Mode. When you select the

button in the Object Mode, you are loading objects or projects. If you select a bitmap
file, it is added as an object in the scene and assigned as the current object.

Whenever you load a PRJ file, you are loading a complete project, including any
backgrounds, objects and images that made up that project at the time it was last saved.
If a project already exists, you are prompted to delete or incorporate any existing
backgrounds and objects.

Saving Files

When you select the button in the Image Mode, you are saving images or projects. If
you save a bitmap file, you are saving the image that is currently displayed in the
viewport.

When you select the button in the Object Mode, you are saving objects or projects. If
you save a bitmap file, you are saving the "current" object in the scene.

Whenever you save a PRJ file, whether in the Image Mode or Object Mode, you are
saving the current background and all of the objects that are overlayed onto that
background. Note that images not associated with a scene are not saved as part of a
project file. All object entities remain independent in a PRJ file so that scenes can
continue to be manipulated with multiple objects.

To save a scene as a normal "flat" image file, use the command options that appear when

you select the button in the Object Mode.

Creating Visual Catalog Files with Visual Image

Visual Image gives you the ability to create files in the EYE file format for use in the Visual
Catalog program. These EYE files can be used to create catalogs of images in logical
subgroupings: for example, you can create a catalog file in the EYE format that lists all
images of building materials (brick, concrete, stone, etc.). 
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Note that EYE files cannot be read by Visual Image. Instead they are loaded into Visual
Catalog, which provides a convenient environment in which to preview and load image
files among the different Visual Reality applications.

There are actually two commands that allow you to create catalog files. The File, Export
Project command creates an EYE file that refers to all of the images that are currently
loaded into Visual Image. When you select this command you are prompted to enter a
filename for the EYE file that is to be created. If you have created any image in Visual
Image that are not yet saved to disk you will be asked if you wish to include those images
in the EYE file and if so, you are prompted to store those images as bitmaps.

The File, Export Editor command in Visual Image allows you to pack and choose those
image files on disk that you wish to include in a catalog EYE file. When you select File,
Export Editor a file browser appears from which you can choose the image files to
include.

Figure 194. Use this browser to select images to ad to a project file for use in Visual Catalog.

Select on a filename in the Source list to highlight that filename, then select the ADD>>
button to add it to the Catalog list, which is the list of images to include in the resultant
catalog file. Use the <<Remove button to remove images from the Catalog list. 

You can highlight multiple files by dragging over the filenames in the Source list with the
left mouse button pressed. Or you can select the first filename in the list of images that
you wish to include, then point to the last filename and use Shift+left mouse button to
include all files between the first and last files selected. Or, select multiple files in the
Source list by holding down the Ctrl key and clicking the left mouse button to select a
filename without deselecting any files that might already be selected.

Press the Browse button to change the directory that is displayed in the Source list. When
you select Browse a Windows file browser appears: change directories as desired and
select one file in the new logged directory, then press OK and the Source list updates to
display the contents of that directory. 

Press the Load button to read an existing EYE file and add the images in that EYE file to
the list of images in the Catalog list. This button makes it easier to merge images from
multiple EYE files.
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The Preview button is used to look at a particular image file. Select Preview, then choose
the desired image from the Windows File Browser and it is displayed as a postage stamp
above the Preview button.

Press Save to create the EYE file that includes all of the images in the Catalog List. When
you select this button you are prompted to assign a name to this new EYE file. Press
Close to close the Export Editor window.

Using Visual Image with Other Visual Reality Applications

Visual Image is designed to work closely with the other programs that make up the Visual
Reality suite of applications. 

Images can be loaded into Visual Image from Renderize Live or Visual Catalog by
dragging the desired image icon and dropping it over the Visual Image interface. Images
can also be loaded from Visual Catalog by selecting the desired images and using Visual
Catalog's File, Copy Visual Image command. In addition, images in Renderize Live can
be loaded into the Image Designer, then copied to the Windows Clipboard and pasted into
Visual Image. 

You can also copy images from Visual Image into Renderize Live. To do so, make the
image that you wish to transfer the "current" image (the image that is displayed in the
Current Image Well above the Visual Image Resource List), then point to that image in the
Current Image Well and drag it until it is positioned over the Renderize Live interface and
drop it in.
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Notes
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