CHANGESIN FUSION 5

INTRODUCTION

The purpose of this chapter isto highlight the newest features of Fusion 5 for
artistswho are upgrading from the previous version of the software. This
chapter isnot intended for artistswho are new to Fusion, since previous
knowledge of the softwareis assumed.

The descriptions below are summaries of the major changes and may not
describe the full functionality of the changes. All of theitemsdiscussed in
this chapter are also discussed in detail in the appropriate sections of the
reference manual.

FUSION Vs. DIGITAL FUSON

Name Changes

eyeon Software has dropped the word Digital from the name of the
software, which isnow Fusion. The DF Render Node has also been renamed
to the Fusion Render Node.

Compositions Vs. Hows

Fusion 5 now refersto its saved projects as Compositions, and uses the
.comp file extension. Projects saved to disk were previously known as Flows.
This change in terminology has several purposes.

Calling the saved project a composition reduces possible confusion with the
node schematic portion of the Fusion interface, also called the flow. For
example, it ismuch clearer to open the composition to examine the flow than
it isto open the flow to examine the flow.
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This change helpsto distinguish projects saved by Fusion 5from projects
saved in Digital Fusion 4. Thisisimportant because Fusion now uses an
ASCII fileformat rather than abinary format. Flows created in previous
versions are not compatible with Fusion 5.

ASCIl Composition

Compositions saved by Fusion 5 are now stored as ASCII text rather than the
binary format used in previous versions of Fusion. The format is extremely
easy to load and manipulate with Fusion’s scripting language, and can easily
be parsed using other languages, such as Perl and Python.

Fusion can also save compositions using a binary format. Enable the Save
Compressed Comp option in the Global General preferences panel. When
this option is enabled, the bulk of the saved file will be packed using aform
of ZLib compression. This portion will not be readable in a text editor.
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Header information such asduration, render range and other global settings
are always plain text, regardless of whether the composition is compressed
or not. Only the details of the toolsin the composition will be compressed.
This can significantly reduce the size of the compaositions on disk.

Fusion 5 cannot load .flw files saved from Digital Fusion 4.

Third Party Plugins

The third-party plugin API for Fusion 5 has changed to support the ASCII
compositions and the OpenGL display views. Although the changes are not
severe, they will require that third-party vendors make some changes for
their pluginsto operate with Fusion 5.

We areworking closely with all of our known plugin vendorsto ensure that
existing native pluginswill be available as soon as possible after release.

The AE plugin adapter is still supported and these types of plugins should
load and operate as before.

BAasic CHANGES

Inverted Y Axis

Pixel Aspect

The Y Axis has been inverted to more closely match the conventionsused in
our 3D system (the same system used in all 3D applications). Where
previously the 0,0 origin point of the coordinate system wasin the top left
corner of theimage, Fusion 5now placesthe origin at the bottom left corner.

The representation of pixel aspect has been changed for NTSC formats.
Previously, it was 1:1.111111, which isan approximation in the Y direction.
The exact pixel aspect of 0.9:1isnow used. PAL isstill 1:0.9375 and is also
the exact pixel aspect.
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Re-organization Of Tools

The tools categoriesin Fusion have been somewhat re-organized. Thereisa
new category called Film. This now containsthe Grain, Cineon Log and
Light Trim tools, aswell asthe new Remove Noise tool.

All of the blur-related tools are now found in their own Blur category,
including the Sharpen tool (now its own tool). Thereis also a new category
called Effect. It contains Hotspot, Highlight, Pseudo Color, Shadow and
Trails.

Loader and Saver now reside together in a category called 1/ O. All of the
creator tools can be found in their own category called Creators.

The previous 3D tools, such as Depth Blur, Fog and Shader have been
moved into a category called Deep Pixel. Thiswas doneto allow the 3D
category to contain all true 3D toolsintroduced in Fusion 5.
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Controls

Labels for tool controls are now drawn above the control and not below it.
This should make it easier for new artiststo learn how to use Fusion,
although it may be a bit different for experienced Fusion artistswho have
become accustomed to seeing labels beneath the controls. People generally
adapt within aday or two of use.

Level

1.0

Soft Edae

0.01104

Thickness —
0.0

DisPLAY VIEWS

OpenGLDisplay Views

Display Viewsin Fusion 5 are now based on the OpenGL rendering
language. As aresult, Fusion now requiresagraphics card with support for
OpenGL, and will benefit enormously from the use of afast OpenGL-
accelerated display device.

Sub Views and View Types

You can now enable a Subview in the Display Viewsthat can show
additional information about your scene. To activate the Subview, hit the ‘v’
key whilethe view isactive, or click on the SubV button from the views
toolbar.

By default, this miniature view will show histogram information about the
current view, but you can click on the arrow next to the SubV button to
display amenu listing the various types of views available.

The following types of views are supported:
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Navigator

2D Viewer

3D Histogram
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3D Viewer

Color Inspector

Histogram

Image Info

spect: 1:1, Depth: 16bit Float
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Vectorscope

Waveform

Several of these types can also be displayed in the main view, either by using
the Shift-V shortcut to swap the main view with the Subview or by selecting
the desired type from the View’s context menu. Not all of the types
supported by the subview are supported in the main views.

The subview hasits own context menu. When it is active, the subview will
intercept the usual keyboard shortcuts of the views (i.e. use the ‘r’ key to
switch the histogram to display the red channel only).

A/B Splitwipe

The A and B buffers can now display different channels. This makesit
possibleto view atool in both the A and B buffers, and then Splitwipe
between the color channels and the alpha channel.
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Quad View

Additionally, usethe comma (,) and period (.) keysto enablethe A and B
buffers. Use the forward slash (/ ) key to enable the splitwipe mode.

When you areworking in 3D (described in detail below), it is often useful to
view the scene from several different angles. Split one display view into four
viewsto alook at the scene from any combination of orthographic and
perspective views.

Use Ctrl-Q to enable Quad View in the currently selected view, or right-click
and select Views>Quad View from the context menu.

When 2D images are displayed in the quad view, the same image is shown
in all four views. Each view can show a different channel or type. For
example, you could show the full color image in one view, the alphain
another, and a histogram and waveform in the other two.

The default quad view layout splitsthe view into four equal parts. To select
adifferent layout, right-click in the view and choose one of the options from
the Views>Quad Layouts submenu.
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Look Up Tables

There have been afew minor changesto theway Look Up Tables (LUTS)
operatein theview. Applying aLUT to the view no longer crops floating
point images. Instead, the LUT can now be used to affect out of range values
in thedisplay. The supported range of valuesis between -2.0 and +30.0.
Values outside of that range will be cropped by the LUT.

Look up tables applied to the views are now rendered into flipbook
previews created in thedisplay view.

The LUT now providesagain slider, aswell asagamma slider.

Saved View Settings

Use the settings submenu in the view’s context menu to save and load
display view configurations. The state of all display view optionswill be
saved with the configuration, together with any LUTs applied to the view.
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Checker Underlay
The display view now defaultsto a Checker Underlay to represent
transparency in the image. This can be disabled using the display view
toolbar.

Display View Toolbar

Right-click on the Display View Toolbar to show a context menu with
several options for the display of the toolbar. The layout of the buttons has
changed slightly. The display view toolbar is now dynamic. It will changeto
reflect the available options for the current view type. For example, there are
buttons for enabling lighting and shadowsin the 3D viewer but not when

viewing a 2D image.
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Certain buttonsin the toolbar will now display flyout or popup menus.
These areindicated with a small arrow next to the toolbar button.

Onscreen Controls

Thedisplay view will now show Onscreen Controls for all tools selected in
the flow, and not just for the actively selected tool. Additionally, onscreen
controls from upstream tools are now transformed with the image, ensuring
that they are alwaysdrawn in place.

If multiple controls overlap in the display view, use one of several methods
to select the control to be adjusted. Select the control by name by clicking on
the arrow button to the far right of the display view toolbar, or from the
views Controls context menu. Use the Tab key to cycle between controls
shown in the view.
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Pixel Grid

Guides

It isnow possible to enable an option to show agrid outlining individual
pixelswhen the zoom is close enough in to theimagein the display view.
Use the Options>Show Pixel Grid in the context menu to toggle this on or
off.

Guides now havetheir own menu in the display view context menu. When
the view is active, enable or disable the display of Guides using Ctrl-G.

Additionally, choose the frame aspect used by the guides. The default option
showsthe guidesin the view using the aspect described in the frame format
preferences. The guides are drawn relative to the current dimensions of the
image. If any of the other frame aspect options are selected, the guides are
drawn using the absolute dimensions of the chosen frame format. Pixelsin
the viewed image that lie outside of the frame format used in the guides are
darkened.
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Display Locking

The display can now belocked, preventing Fusion from updating the view
until it isunlocked again.

THE THIRD DIMENSION

3D Scenes

A suite of native 3D tools are now availablein Fusion 5. Theindividual 3D
worlds previously found in the text and particle tools are now part of the
same environment. Fusion’s 3D environment supports lights, cameras,
particles, text, primitive geometry, FBX meshes and scenes, and point clouds.
The new 3D environment takes advantage of OpenGL hardware acceleration.

The new 3D tools are part of adifferent chain of tools, much the same as the
particle tools. To use 2D tools and 3D toolsin the same composition, the
Render3D tool will be required to convert the 3D environment into an image.

Image PlanesIn 3D Space

The Image Plane tool takes a 2D image and maps it onto a planein 3D Space.
If theimage planetool isthen viewed in adisplay view, the 3D environment
will be visible. To combine multiple image planes into the same
environment, use a Merge3D tool.
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Merge3D

The Merge3D tool combines multiple 3D elementsinto the same
environment. Image planes, geometry, lights and cameras all meet at the

Merge3D tool. Each merge hasits own transformation, which appliesto the
entire scene contained within the merge.
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For example, with a Merge3D that containstwo cubes, an image plane, an
ambient light and a spotlight, changing the merge tool’s rotation will end up
rotating ALL of these elementstogether.

The output of aMerge3D tool is still a3D environment. Generate afinal 2D
image from the 3D scene using a Render3D tool. The output of a Merge3D
can be connected to another Merge3D. This hierarchal structureisthe basis
for all rigging and parenting in Fusion 5.

Transformations

When a 3D Element is selected, it can be transformed in the views with the
onscreen widget. There are three transformation modes; Position, Rotation
and Scale. Switch between the modes by using the three toolbar buttons
along the left side of the screen or by using the keyboard shortcuts ‘Q’
(position), ‘W’ (rotation) and ‘E’ (scale).

The controlsfor position, rotation and scaling of an object in 3D can be
found in the tools Transformation tab.
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Position

Rotation
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Scale

Particles - 3D Or 2D?

The pRender tools can produce either a 2D or 3D result. The default is 3D.
Add apRender tool to the composition and end up with atool that produces
3D results. In thismode, most of the controls shown in the pRender’s control
window areignored.

Fusion relies on a Render3D tool further downstream to render the particle
system.
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The pRender tool can be forced to produce a 2D image output likeit did in
previousversions by adding the pRender tool to the composition and
connecting it to a 2D tool (like Glow) before viewing it for the first time.

Alternatively, right-click in the Display View to switch from a 3D viewer to a
2D viewer. Thiswill only work if the pRender tool is not connected to a 3D
tool at thetime.

Lights And Shadows

Fusion supports four different types of lights.

*  Ambient

*  Point

« Directional
e Spotlight

Combine any number of lightsinto a scene. Currently, the only light capable
of casting shadowsisthe spotlight.
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Cameras

It should be noted that the light will only cast on geometry, particles and
planes available in the scene when thelight isintroduced to the sceneviaa
Merge3D tool. The light does not continue to affect geometry introduced
further downstream unless the appropriate option in the Merge3D tools
controlsis enabled. Scenes can be organzied so that the lights affect only
portions of the environment.

The software renderer supports soft and transparent shadowsviathe
software renderer but the OpenGL renderer does not. Asaresult, only crisp,
solid shadows are seen in the OpenGL views.

The effects of the lights will not be visible in the views unless the lighting
and shadows buttons are enabled in the display view’s toolbar.

The Camera3D tool in Fusion 5 can be used as either a standard or atargeted
camera. 3D scenes can contain any number of cameratools. Unlike the lights,
a Camera3D tool sees all of the geometry in the scene, regardless of whether
the geometry isintroduced further downstream from the camera or not.
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Most 3D elements have a visibility option to set the object as Visible,
Invisible or Unseen By The Camera.

To look through a camerain the display view, use the camera’s submenu
from the view’s context menu. The camerawill not appear as an option if a
3D tool isviewed upstream from the merge where the cameraisintroduced
to the scene.

While viewing through the camera, dolly the camera using Ctrl-Mousew heel
(or MMB-LMB-Drag). Ctr-MMB-Drag will pan the view and Alt-MMB-Drag
will rotate the camera.

Import acamera path from a Maya, LightWave or dotXSl scene directly.
Import a Max camera from the exported A SE file that contains the camera
motion. To import, click on the Import Camera button and browse to thefile
that contains the camerato be imported.
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In addition, import cameras from FBX scenes using the Import FBX option
under the File menu.

Please note that importing parented or rigged cameras are not currently
supported. The animation of the camerawill need to be baked so that Fusion

can make sense of the camerain the scenefile.
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Renderer

The Render3D tool converts a 3D environment into a 2D image at any
resolution. Choose to render adefault view or select from any one of the
camerasin the scene. If no cameraispresent in the 3D scene, the renderer

uses a default camera, which is generally positioned at the initial position for
the perspective camera.
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Currently, there are two renderer types: Software and OpenGL.

The OpenGL renderer uses the same hardware-accelerated techniques seen
in the OpenGL display views, whereas the Software renderer uses a slower,
yet somew hat higher quality, approach.

OpenGL renderer performance is generally faster. It is also generally not as
accurate or high in quality. OpenGL renders may not produce the same
results on systemswith different display devices. It is, therefore, not
recommended to use the OpenGL renderer for final renders.

Geometry

Fusion 5 supports the FBX file format, awidely supported cross-platform file
format for transferring scene information between 3D applications.
Currently, Fusion supportsimporting triangle Geometry from FBX files.

To import FBX geometry, add a FBX Mesh 3D tool to the composition and
click on the Import Mesh From FBX File button. Use the browse dialog to
locate the FBX file and click on the Open button.
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MASKS AND POLYLNES

Masks On The How

Masks are now simply toolslike any other in Fusion and are visible as nodes
in the flow. All tools that support masking now provide mask inputson the
tool tilesin the flow. Mask inputson atile are generally drawn as blue
arrows, although other colors may be used for pre-masks and garbage
mattes. M ask tools can be found in their own category in the tools menu.

Mask tools also have mask inputs so they can be chained together and
combined asthey werein Fusion 4. The Paint mode control is used to
subtract. Multiply and add maskstogether will only appear in the selected
mask tool’s controlsif the tool is connected to another mask viaitsown
masking input.

Mask tools do not generate a normal 2D image. They cannot be connected
directly to 2D image tools like blurs, glows and other tools that expect an
RGBA image. The output of the mask tool is asingle channel image. To
convert a mask tool’s output to an RGBA image, simply use the mask on a
Background tool set to the color white.

Theresolution of the mask is not fixed. It is determined by the resolution of
theimage it ismasking. HD-sized frames that are masked will produce a
HD-sized mask. Branch the output of a mask tool to multiple tools and the
mask will berendered at the correct resolution for each tool.

Mask tools can be viewed in the display views like any other tool.
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The output of any 2D image tool can also be connected directly to the mask
input on thetool. This causesthe alpha channel of theimage to be used as
the mask. Direct connections like this do not provide control over aspects of
the mask like softness, and the channel used from alpha cannot be changed
to any other channel.

For greater control, use a Bitmap mask tool between theimage tool and the
tool to be masked.

Double Polylines

Fusion 5 now supports polylineswith non-uniform softness. Thisisdone using
Double Polylines; a new type of polyline that describes variable softness
along the edge of acurve using inner and outer polyline curves. You can
convert any polylineinto adouble polyline from the splines context menu.
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When converting to adouble polyline, the new shape will have an inner and
outer polyline. Theinner polyline describes the hard-edged portion of the
shape and the outer polyline describes the region of softness. Points on the
original single polyline (now theinner polyline) will be cloned on the outer
polyline. Initially, the points will share the exact same location, so the mask
will initially be hard edged.

To start pulling the outer polyline out, hit the Tab key whiletheview is
active to change the active on screen control. Keep hitting Tab until you have
selected the outer polyline, which isrepresented by a dashed line. Now
select and drag one of the points outward.

Initially pointson the outer polyline are locked (or parented) to their
matches on the Inner polyline. This means that if you move theinner
polylineits match on the outer will move by the same amount in the same
direction. If you move the outer polyline point its match on the inner
polylinewill not move along however.

You can add additional pointsto either shape without being forced to have
matching pointson its opposite curve. If you want to lock two pointson
opposing curves together select both points and then choose ‘lock’ from the
splines context menu.
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B-Splines

B-Splines are now available as atype of polyline. A b-spline usesonly a
single point to define the smoothness and curvature of a polyline segment.
Compare thisto a Bezier spline, which will use three pointsto describe
smoothness along a polyline segment (the shape point and two handles for
smoothing).

To adjust the tension of a selected point on a b-spline, hold down the W key
and left-click and drag with the mouse.
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Choose to start with either a b-spline or Bezier polyline tool when masking,
or convert from onetype to another using the polyline’s context menu.

Reposition Polyline Center

Reposition the center control on a polyline without moving the actual
polyline points by holding down the M key while click-dragging the center
control to its new position. Thiswill only work if the center control is not
animated with a path, modifier, or connected to another control.

The changeto the polyline center will not disturb the shape of the polyline,
and does not affect keys on the polychange spline.
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TOoOLS

Instance Tools

It isnow possible to create an instance of atool. Create an instance by
copying the parent tool and selecting Paste Instance from the flow’s context
menu. An instanced tool is basically the sametool astheoriginal. Any
changes made to controls on either the parent control or any of itsinstances
are automatically replicated to all other tools that share an instance
relationship.

An instanced tool can be de-instanced from the context menu if it needsto
have unique values. An alternate approach isto de-instance only an
individual control on an instanced tool. In this case, all other controls on the
tool will remain instanced and unique changes can be made to the de-
instanced control.
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Editable Macros

Macro tools are now editable. To edit an existing macro, right-click in the
flow and select the macro from the Edit Macro menu in the context menu.

Please note that only the settings and parameters of the existing tools can be
edited within the macro.
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A macro can be converted back into theindividual toolsthat make up the
macro. Open the .setting file with a text editor and locate the second table

named Tools containing all of the information about the tools that make up
the macro.

Create and save anew empty composition with Fusion and open the .comp
filein atext editor aswell. Locate the empty Toolstablein the .comp file and
replace it with the Tools table from the .settings file. When the .comp fileis
reloaded, all of the tools that make up the macro should be visible.

Color Corrector

The color wheel in the Color Corrector isnow more sensitive in the center.
Also, hold down Citrl to refine adjustments even further. Constraining
adjustmentsto a single component now uses Shift.
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Brightness Contrast Tool

The order of the slidersin the Brightness Control tool now equals the actual
order of operation and processing.

X And Y Path

It isnow possibleto apply apath using X and Y splines, aswell asthe more
traditional Position and Displacement splines. To usean X and Y path, right-
click on the position control to be animated and select M odify With>XY Path

from the context menu.
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Noise Removal

The Noise Removal tool isdesigned to help compensate for basic noise and
grain in an image. A good approach to removing noise with thistool is start
by addressing one channel at atime. View the Red channel only and increase
the Softness Red until the grain isgone. Then usethe Detail Red slider to
restore the detail to the image, stopping just before the grain returns. Repeat
this process for each of the channelsin theimage.

White Balance

Use the White Balance tool to correct the color balance of an image without
having to resort to a reference image.
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To usethistool, try viewing the white balance tool in one display view and
the source tool in the other view. Click-drag from the reference control color

picker and select a pixel from the source that should have been grey, but is
not.

Do not select from the display where the output of the White Balance tool is
viewed. Thiswould be picking from the result of the white balance instead
of from one of the unaffected pixels from the source.

Fusion will automatically apply a color correction to theimage, transforming
all pixels so that the pixel that should have been grey becomes grey.

Also use thistool in Color Temperature mode.

Gamut

Thistool is used to convert an image’s color chromaticity, white point and
gamma from one color space to another.
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Leave the Source Space and the Output Space set to No Change and nothing
will happen to theimage. Set them both to different color spaces and Fusion
will convert the color primaries of the source space to the primariesused in

the output space.

The Remove Gamma and Add Gamma checkboxes allow this tool to be used
towork in the eLin color space. Remove Gamma only appears a source color

spaceis selected. Add Gamma only appears when an output color spaceis
selected.

For more information on eLin, see http:/ / prolost.blogspot.com/ 2005/ 02/
using-elin-color-model-in-floating.html and http:/ / prolost.blogspot.com/
2005/ 03/ utecmifpa-pt2-fusion-usement.html

Blur/ Sharpen

The Blur Sharpen tool is now two tools: Blur and Sharpen.
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Loader

Particles

Tracker

Theclip time start and clip time end controls have been renamed to Trim In
and Trim Out.

TheLoader no longer has abuilt-in LUT tab. This function was removed
because the exact same effect could be achieved using a color curvestool.

The pChangeStyle tool can now assignh a new set number to Particles that are
affected by the Change Style.

Tracked pathsare now drawn with the show keyframes and handles options
defaulted to Off.
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How CHANGES

There have been several cosmetic changesin the flow. The default scale of
thetilesisnow smaller. The display view indicator lightsthat were on the
left side of thetile can now be found on the bottom and only appear when
the tool is selected or hovered over.

Direct Vs. Orthogonal Pipes

The default mode for displaying pipes between toolsis now Direct; a
straight line connecting tool outputsto tool inputs.

To switch back to the old style of orthogonal pipes, right-click on the flow
and select Options from context menu.
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Navigator

The Navigator isasmall window in the top right corner of the flow that
shows an overview of the entire flow. A yellow border showswhat portion
of the flow isvisible at any given time. Click-drag this border to pan about
in the flow area. Enable or disable the display of the Overview window in
the flow by using the V keyboard shortcut when the flow is active.

Multi-Tool Select

If you select multiple toolsin the flow, you can now see controls for all of the
selected toolsin the Control Window. Thisfeatureis helpful when jumping
back and forth between tools, and for using the new Expression Builder.
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Grid

And Tools

A light Grid in the background of the flow helpsto distinguish this area
visually from the display views. It also helpsto visualize the snap to points.

To disable this grid, right-click on flow and select Options from the context
menu.

Use CTRL-Fwhen the flow isactiveto display the Find tools dialog, a utility
that makesiit easier to locate tools in large compositions.
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BINS AND BINS SERVER

The Fusion 5Bins are now hierarchal instead of tab based. This makes it
possible to have nested folders within the bins for finer organization than
previously possible.

Fusion 5 Bins are now accessible remotely. Connect to bins on other
machines or even run a standalone Bins Server for central control over media
assets throughout the facility.

See the Bins chapter for details on connecting to remote bins and setting up
permissions.

TIMELINE AND SPLINE EDITORS

Value Display

The Timeline View now has the option of showing edit boxes that represent
the numeric value of each keypoint on a spline. To enable this option, select
the Val button in the timeline’s top left toolbar buttons.
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Shared Guides

Guides can now be shared between the timeline and spline editors.

Shared Hlters

Filters created in the timeline preferences are now applied to both the spline
and timeline views.

LUT Splines In The Spline Editor

LUT Splines can be viewed and edited for toolsthat have splines (Grain,
Highlight, Color Curves, pEmitter, pSpawn, etc....) in the Spline Editor.
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Show All Inputs

Selecting this checkbox in the spline editors toolbar will cause all controls for
all toolsin the composition to belisted in the spline editors tree control,
whether they are animated or not.

This makesit possible to change the value of any control from the spline
editor. Controlsthat are not animated will show flat splinesin the editor. If
any keys are added to the spline, thiswill automatically animate the control
using the default animation type, as if Animate has been selected from the
controls context menu.
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GENERAL

Some And All Modes In Hnal Render

It isnow possible to choose between Some and All render mode optionsin
the render settings dialog. The All mode isidentical to the way the renderer
worked in previous versions. The Some option will render only portions of
the composite that terminate in a saver tool. Branches that result in a dead
end without a saved result will no longer render.

The some option isthe default mode for final render configurations. Create a
new configuration to use the All option.

Expression Builder

The new Expression Builder is designed to make it easier to quickly build
expressions and equationsthat describe the relationship between multiple
controlsin the flow. Right-click on a control, select Expression from the
context menu and a textbox will appear beneath the control.

Use thistext box to typein simple scripts for the control. To quickly enter
the name of another control into this textbox, click-drag on the + sign next to
the expression builder’'s textbox. Drag from the + symbol to the control that
isto be entered and release the mouse.
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CHANGESIN FUSON 5 |
General

Cache To Disk

Motion Blur

The option for Cache To Disk has been moved to the top level of the tools
context menu. It isnow possibleto lock the cache without also locking the
branch. Thisallows for changes to be made upstream without wiping out the
cache asyou work.

The cache folder isnow named after the compaosition and tool that generates
the cache. This makes it easier to associate caches with their sources.

Thereisnow an option to globally enable/ disable Motion Blur using a
button labeled MB in thetimeruler. This button islocated next to the HiQ
and proxy buttons. A similar option isnow available in the render dialog as
well.
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CHANGESIN FUSON 5 |

General

OpenEXR
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Fusion now supports extra channelsin OpenEXR files, and will load a
greater variety of OpenEXR files. Map any channel in an OpenEXR file to
one of the known Fusion channels using the controls that are displayed in
the loader’s format tab when an OpenEXR image isloaded. The name of the
channel must be entered asit is stored in the OpenEXR file into the matching
control for the Fusion channel.

OpenEXR files are now loaded directly to 16 bit float.



