








3. The menus

When seen for the first time, the Columbus 3 user interface
may seem quite complicated. To help you find your way
around the extensive menus, the controls are explained here.
At the left of the Columbus 3 menus, you will see several
buttons on the highest level (depending on the mode selected).
They display different symbols that represent the main menus
described below.

At the left, you can see the functions Point, Look, Camera de-
tail, Text, Editor detail, Global settings, Select new object
and the corresponding Settings menu. When you click on one
of these buttons, the name of the menu thus activated will be
displayed in the header of the box in the middle. This way, you
will always know exactly in which menu you currently are.

The top four buttons serve to open menus relating to the active
(green) point. You must therefore first ascertain that the point
desired is green.

3.1 Points menu

The Type option allows you to switch between waypoint

and key point. A waypoint merely influences the path of the
line, but is itself not visible in the final video. Hence, it is not
possible to set a pause time. A key point, on the other hand, is
usually linked to a visible object (such as a little flag) and has
additional options to adjust its pause time and its look.

The Line button can be used to influence the path of the line in
the area around the point. Round is typically selected in order
to obtain a smooth curve. Angular results in a straight line
towards the point, a clear angle, and a straight line leaving the
point towards the next point. (The object moves towards the
point in a straight line and then continues on to the next point
also along a straight line.)
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Pause time allows you to set a time during which the progres-
sion of the line is paused at this particular key point. This func-
tion can be used when you want to record a longer comment
in this location, or if you want to switch from the route display
to another video scene using a transition effect or if you want
to change the head object at this location.

At a key point with a pause time greater than 0, a new scene
can automatically be inserted during the calculation phase (this
is a setting in the effect options). The break will occur halfway
the pause time.

3.2 Look menu

The look of the key point as defined in the general settings can
also be changed here. You can define the key point and chan-
ge the head object and the line setting. You can also configure
the transition effects of the key point and the head object. Use
Look to switch between the Position and View settings of key
points and head objects.

The settings enable you to switch between Local and Global.
The Object setting also allows you to select Off. In that case,
no object will be displayed at this key point, regardless of the
global settings. Normally all buttons are set to Global. This
means that the global settings are applied to the key point.
This way, all key points look the same and can be easily modi-
fied globally. Only in rare cases is it necessary to set one of the
three components to Local, when you want to make changes
to a specific point, independently of the other functions.

You can select an object with Select object and change the
Size. The available options for the global changes can also be
found in the Global settings menu (Chapter 3.6) under Key
object, Key object position, Key object view and Key object
transition and are explained there. In this Look menu, the
option Head object movement will also allow you to change
the speed of a head object at the active key point.

If you activate the setting for acceleration, the head object will
start slower in this location, or will slow down before this key
point, if this action (slow down) has been activated. The setting
(percentage) is always applied to half of the stretch before
(slowing down) or after (speeding up) the key point.

3.3 Camera detail menu
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This enables you to magnify or reduce the map details that are
to be displayed during the path animation. A map detail can be
defined at each key point. The map will then be zoomed in or
zoomed out during the animation from the active point to the
next point. Zoom factor changes should be carefully consi-
dered to avoid creating scenes that appear too busy.

If you set the map movement (Map menu item) to manual in
the Global settings menu, it becomes also possible to define
camera detail at the waypoints. If map movement is set to
manual, it becomes also possible to change the position of
the map camera.

This influences the look of the map after the calculation. If you
want to zoom the map in or out, you must indicate this in the
Editor detail menu.

3.4 Text menu

to move horizontally on the map and use the Vertical slider to
move vertically on the map. If the Zoom setting of the map is
such that it is not possible to move horizontally or vertically,

it will still be possible to move the slider, but it will return to 0
every time.

3.6 Global settings menu
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This menu is only accessible for key points.

A 4-line text can be entered at each key point, independently
of the other key points. Click on the Text button to open the
familiar keyboard and enter the desired text. Should you so
choose, you also have the option to enter the text using an
external keyboard.

The text can be adjusted further. Use the Text attributes menu
to set Text alignment, and also the Position relative to the
point and the distance (distance from key point to text) as a
percentage. Text formatting (font, color...) can be set in the
Global settings menu (Chapter 3.6) under Text attributes.
These global settings can be used to set the color, the frame
size and the font type for 5 different fonts. This setting can be
accessed in this menu by selecting Font selection.

Use the Text transition menu to indicate whether you want
the text at the key point to fade in (fade in) or to fade in and
out (fade in/out) or not to fade at all (Off). You can also set a
transition duration.

3.5 Editor detail menu
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This menu can be used when you want to magnify details of
a map, to better position a point or to move on a map (that is
bigger than the field of view).

Use Zoom to define the map detail. Use the Horizontal slider

This is where various global settings can be found, i.e. settings
that will be applied to the entire project and not only to speci-
fic points. These settings can be accessed by clicking on the
Global settings selection button.

3.6.1 Line type path

Here, under Draw path, you can first of all configure whether
you want a growing line to be drawn. If you do, you can then
select the Line type (solid or various dashed lines), the Line
width and Line color. If you have configured the setting so
that a line path is not traced out, you will see a thin grayish-
white line appear instead to indicate where the path is. This will
of course be left out when the calculations are carried out later
on. Even if the time control in the top right of this menu (see
Chapter 3.9) is not set to maximum, the dashed display will still
be chosen for the scene’s remaining time.

3.6.2 Line type route

When you activate the Draw course option, the route stretch
will be pre-drawn from the start, and the line will subsequently
be filled with color. You can define the color using the Line
color button. The line type, whether it dotted or continuous,
and its thickness, are all configured through settings in the Line
progression menu.

3.6.3 Text attributes

You can use any font installed on your system when working
with Columbus 3 (except for DEMO fonts). This menu allows 5
fonts to be defined. You can then choose amongst them in the
local text settings.

To set these definitions, you should use this menu to select
fonts 1-5 in turn and configure their individual settings of font
type, size, color and frame attributes.

Under the Select font style/size setting, you can configure the
font type and size. You can use Font color to set the color in
which the font will be displayed. Outline can be used to draw
a border around the letters (the outline strength can be adju-



sted) and the Outline color allows you to select its color.
Once you have done this for Font 1, you should switch to
Font 2, and so on, up to and including Font 5.

Of course, you need only to define as many as you require
at this time. You can change these font definitions in this
menu at any time. Changes to the text design always affect
all the texts that use this font. Specific key points can only
be created through setting these fonts.

3.6.4 Key object

The key object is an object that is displayed at key points.
It is displayed in exactly the same way at all the key points
that have their key object setting set to Global (default
setting).

Notes: When you want to adjust such global settings, it
will prove beneficial to have an active key point that makes
use of these global settings. This way, you will see the
result of the changes to the settings right away. If you have
a key point with local settings, you will only see the global
changes when using a slider.

First, you can activate or deactivate the key object display
using the Show key object setting. If it is activated, you
can select the object using Select key object. A selection
window (similar to the familiar pattern selection window - see
Chapter 3.13) opens allowing you to make your selection.
Furthermore, you can modify the Key object size.

3.6.5 Key object position
You can optimize the position of the object with respect to
the key point by moving it along the X- and Y-axes.

3.6.6 Key object view

In order to obtain a better view of the object, you can
rotate it in three dimensions using the controls for the three
angles X, Y and Z. Because of their default settings, many
objects will be shown from the back. Hence, it is important
to change their view setting.

3.6.7 Head object

The head object is directly linked to the growth of the

line and moves together with the head of the line (i.e. the
leading end). Basically, the same selection options and
settings options are available as for the key objects. An ad-
ditional setting under Head object allows you to make the
direction of the head object change automatically. If Auto
direction is activated (default setting), the head object is
always rotated automatically so that it points in the direc-
tion in which the line is growing. This ensures, for instance,
that an aircraft symbol will always appear to fly forwards
and not sideways or backwards. For many 2D-objects it is
beneficial to switch off this option.
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3.6.8 Head object position

You can position the head object with respect to the tip of
the line using the Distance and Angle functions. To do this,
you should first enter a distance and then an angle. This will
enable you to better visually verify this adjustment.

3.6.9 Head object view

In order to obtain the optimum view, you can rotate the
head object in three dimensions using the controls for the
three angles X, Y and Z.

3.6.10 Head object transition

This is where you define the fade-in and fade- out values
for the global setting. You can choose how the head object
fades in or out at the key points and how long the transi-
tions take to complete. The times can only be adjusted if
an effect has been selected. The available transitions are as
follows:

Off: No transition takes place. The slider for adjusting the
time is locked.

Smooth fade: The object is smoothly faded in or out.
Light up: The object briefly lights up and is then faded.
Zoom: The object grows smaller when fading out and
grows in size when fading in.

3.6.11 Light

Many Columbus 3 key objects or head objects are three
dimensional (3D). This effect, however, is only seen clearly if
lighting is simulated. In this submenu, the Use light but-
ton allows you to activate and deactivate lighting. You can
also use the Light button (type of light) to change the Light
direction and the Light color.

Note: If the color of the light is not white, all the objects
will be slightly colored by it. So if the color of some objects
appears different to how you imagined they would look,
please check the lighting settings.

3.6.12 Shadows

Irrespective of your light source settings, you can set a sha-
dow casting for your course. Shadows can be set individu-
ally for 3D objects, lines, fonts and images or scenes.

For each of the 4 possibilities, you dispose of the same
settings.

Indicate if you want to use a shadow or not.

Enter the direction of the object‘s shadow cast, the di-
stance to it, and its color. An alpha value of less than 100%
is only natural, since that will allow the shadow casting to
adapt itself somewhat to the ground on which it is cast.

3.6.13 Time

This menu allows you to set the time duration of the trajec-
tory. The individual Pause times and Transitions are added
to this time, thus resulting in a total time for the animation.
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3.6.14 Camera

This is where you can configure how the camera moves in
the case of oversized maps. If you decide to use manual,
you will not be able to change any other settings options
here; though in the Camera detail menu you will be able
to enter a manual camera position for each point. If you
decide on automatic camera movement, you can use the
Camera points function to set whether the camera should
move from key point to key point (only key points) or
whether it should move to all points. Set it to static to avo-
id camera movements during the animation. In this case,
you should configure the camera detail in such a way as to
make your route appear in the desired detail.

3.6.15 Map

This menu is only available if you started Columbus 3 in
Image Pool Ext. mode. Here you have the option of chan-
ging the map. After you click on the Select map button,
the image pool opens and you can select a map from it. In
the Imagepool you can also change the product in order to
access images of other products. Please refer to the Bogart
SE manual for more information regarding the Imagepool.

3.7 Selecting a new object
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This allows you to choose a new object that can be posi-
tioned independently of the route. The object can be your
choice of a text (4 lines), an image from the Imagepool, a
scene from an active project, or an object from the pool.
You can insert as many of these independent objects in
your route as you would like. Once you have chosen the
object type, you should click on Create object. This will
bring you in the menu you need to select your object.
Select text to enter text, Image to go the Imagepool, Scene
to select a scene and 3D object to go to the Object pool.
The size of the selected objects is adjustable. The object
will always be positioned in the center of the image. These
objects can be moved, in the same way this is done for the
route.

3.8 Configuring/modifying objects

3D object |Select =
Select object

® 0000905

s
Archives

et
| BEEE

Size ) | 50%

When you want to change the properties of an object, this
is the menu to come to. If there are no independent objects
on your route, you will see this through an empty menu and
a text message.

Select your object and change the properties. Depen-

ding on the type of the object, different properties will be
displayed here. These options are identical to those of the
key points. They have already been described there. You
can also link the object here. There are always two active
points on your map: one point on your route and one free
object. These can be linked by clicking on ,,Join object with
route point“. The time component will now be linked to the
route point. This is only important when you want the object
to fade in/out. The object will then behave as a key object,
and it will be faded in/out at the key point for the duration
you have set. Only the time factor of the route point is used,
all other values are not changed, nor copied. It speaks for
itself that you can also delete the object again.

3.9 Time control

In the top right of the main menus you will see a slider
control that you can use at any time to specify the point in
time at which you want the current route display to apply.
Normally it should be set to the maximum value (to the far
right) so that the entire route is always visible. The default
setting for the maximum value is 10 seconds, though this
can be changed at any time using the Route button in the
Time menu (Chapter 3.6.13). The times stated here is the
net ,,driving time“ and does not include the time needed for
transitions or pauses.

3.10 Preview

Contrary to other programs, Columbus 3 displays a full
screen animated preview. The menu bar and the trackball
pointer are not available during such a preview. However,
you can abort a preview by clicking on the right trackball
button. Depending on the complexity of the Columbus 3
project and on the system model you are using, the preview
might not be played completely smoothly. However, the ti-
ming will on the whole be accurate. You might notice some
display inaccuracies but these will no longer be visible after
the calculations have been performed.

3.11 Archive

This is where you can store entire routes together with all
their settings thus enabling you to use them as often as
you like. The map used is not saved. This way, you can use
the same route on any other map. If the size of the map is
changed, the route will be adjusted to fit the new image
limits.
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You can use this button to delete the created route together
with all its settings and reset the settings to their predefined
values. The system asks you for confirmation first.

3.13 Selecting objects

Columbus 3 provides a special window in which you can
select objects for the key points (also the starting and fi-
nishing points) and for the head of the line. Its user interface
is similar to the pattern selection function (image pool) that
you are already familiar with. The Type option allows you to
switch between 2D (flat) and several three-dimensional ob-
jects. Later on, you can rotate any of the types as desired.
To select an object, simply click it in the list. The object is
shown on the right with its name and an animated preview.
You can end the selection process by clicking on Ok. If the
Ok button is locked (i.e. you cannot press it), the object in
question is only installed as a demo and therefore cannot
be used in Columbus 3.

3.14 Supplied Columbus 3 maps

These are oversized maps that allow you to scroll over

the map during the route. The maps that you see in this
selection are sorted alphabetically from A (= Africa) to V (=
Lake Victoria). Most of the maps can be selected with or
without town names; a + after the map name indicates the
difference (e.g. Spain and Spain +). Some maps also inclu-
de national borders. Since these are all maps whose size
exceeds the video resolution, only a part of the map will be
displayed if you generate an empty scene in the New (Edit)
menu.
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3.15 FAQ

Question: How do you change a head object at a particular
point?

Answer: You have defined a global head object. If you want
to change it at a particular point, you must set a key point
at that position and then modify the look of this key point.
Activate the key point, open the Look menu and select the
Head object option. Set the Show head object setting to
Change and then select the new head object.

Question: Why does the camera not always follow the head
object when the camera moves across the map?

Answer: If this situation arises, activate the Camera option
in the Global settings menu. The Camera movement set-
ting is probably set to automatic and the Camera points
option is probably set to only key points. Set the latter

to all points so that the camera also moves to all of the
waypoints.

Question: Why does the head object not move when a
change of direction takes place?

Answer: In the menu for adjusting the head object settings
(Global settings and Look) you will find the Auto direction
setting. This setting must be activated by setting a check-
mark so that the head object aligns itself with its direction
of movement.

Question: | have selected a different detail - why is it not
taken into account during the preview and calculations?
Answer: You have probably modified the Editor detail but
not the Map detail. You should define it so that it is also
taken into account in the calculations.

Question: Why is the map constantly zoomed during the
preview and the calculations? How can this be
deactivated?

Answer: The Camera detail has probably been incorrectly
defined at some positions. Take a look at the Preview and
remember at what positions the incorrect detail appears.
Afterwards activate the key point/waypoint in that area
and check the Camera detail setting.

Question: Why can‘t | select a map in Columbus 37?
Answer: You have started the program Video Ext. mode
- you cannot select a map in this mode. Exit the program
and set the mode to Image Pool Ext. before you restart
Columbus 3.

Question: How do | restore the previous settings in order to
create a new route?

Answer: You will see the Default button on the right of the
menu. If you press it, the settings in Columbus 3 will be
reset to their default values with one starting point and one
finishing point. You can now easily create a new route.
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Question: | want to use the maps from Columbus 3 to
create an empty scene in the New (Edit) menu. Why is a
different map created instead?

Answer: It is not that a different map is being created but
a map detail of that map, i.e. a part of the map. The maps
have a larger size than can be displayed at the video reso-
lution. For this reason it is not possible to display the entire
map area in the scene display.



4. Information on the
Power Key Option

Besides providing shortcuts for the existing controls that you
can access using the “F2” key, Columbus 3 also provides a
whole range of further functions that to some extent are only
available using the keyboard. The various control options that
can be accessed using the keyboard are only available if the
Power Key Option is activated.

Ins: This key creates a new waypoint and configures it with the
default values. To set the waypoint, you must place the track-
ball pointer over the required position on the route.

Ctrl-Ins: This key combination creates a new key point and
configures it with the default values (trackball pointer must be
placed over the position on the route).

Del: The currently selected waypoint or key point (green) is
deleted. Starting and finishing points cannot be deleted.

Ctrl-c: This command copies the settings for the currently
selected point into an internal memory buffer ("clipboard®).

Ctrl-v: This combination applies the values that you previously
copied using <Ctrl-c> to the currently selected point.

Ctrl-i: This creates a new point using the values that you pre-
viously copied using <Ctrl-c> (trackball pointer must be placed
over the position on the route).

Ctrl-s: The currently selected point changes state from “way-
point” to “key point” or vice-versa.

Enter: The currently selected point (green) is activated (blue)
thus allowing you to move it. To move it, you can use the
cursor keys while pressing and holding down the <Nav> key
(compare also <Ctrl Nav Cursor> in the Power Key Option
manual). After you have moved the point, you can “drop” it in
position by pressing <Enter>. It now becomes green.

Esc: You can cancel moving an active point (blue) at any time
by pressing <Esc>. The point turns green and jumps back to
its original position.

Home: The starting point of the route is selected (green).

End: The finishing point of the route is selected (green).
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Page Up: The next point along the route towards the starting
point is selected (green).

Page Down: The next point along the route towards the
finishing point is selected (green).

F13 Preview — even if the toolbar has been minimized.
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5. Application examples

We recommend you work through the following application
examples in order to familiarize yourself with how Colum-
bus 3 works. The sample exercises only demonstrate a few
of the functions of the program, but they do provide you
with a good starting point, so that you can also easily learn
to use the other functions, with just a little practice. For
details on the functions of individual buttons and controls,
please refer to the previous chapters. The examples have
been specially put together for newcomers to the program
and therefore introduce you slowly to the various controls.
Afterwards, we recommend you try out your own ideas.

5.1 Creating a route on a map

In this example you will learn how to operate the Columbus
3 program, how to use simple effects and how to create a
simple route through Egypt, traced out on a selected map.
Open the Edit-Special menu, select Columbus 3, set the
mode to Image Pool Ext. and click on Start program. You
will now see a full screen image your last map or the Co-
lumbus 3, and the Columbus 3 toolbar in front of it.

If you have already changed some of the program settings
before, please click on the Default button and answer the
confirmation request with Yes.

You will see a yellow diagonal line that has a starting point
and a finishing point each indicated by a red Pin 2.

You should now select a map. To do this, you should go to
the Global settings. This is button 3 from the menu buttons
at the left. Select the map option in the Global settings
menu. Start the map selection and, in the following menu,
set the product to ,Columbus 3 and the type to Images.
Select the image in the second column of the second row.
Itis ,Egypt+“ with city names. To confirm your choice, con-
firm this menu with OK.

In order to edit the route, you should click once on the
green starting point (on the left) so that it turns blue. You
can now move it by rolling the trackball. Position the point
anywhere near the left edge of the screen, for example over
the city of Cairo, and then click on the left trackball button
again to confirm the new position.

Next, click twice on the finishing point so that it first turns
green and then blue. You can now move it to a city near the
right edge of the screen (e.g. on Luxor). Afterwards, confirm
the new position by clicking on the left button again. The
Columbus menu may be hiding the map you need. Just
move the menu to the other side of the screen. In order to
do this, you should press the second key at the bottom
right, immediately next the exit Columbus key
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Note: If the city of Luxor is not yet visible on your monitor,
or if you would like to change the goal of the line to Assuan,
you can change the map view. To do this, you should go to
the Editor area menu and change the zoom factor to show
more of the map. It becomes possible to locate the goal of
the route on a spot of the map, which was not visible until
now.

Next, position the trackball pointer over any position along
the yellow line and click on the left trackball button. You will
see that a new point has been set. Repeat this procedure a
few more times until you have set several points evenly dis-
tributed along the line. Now click on one of the points that
you have just set. If it is red, click on it twice so that if first
turns green and then blue. If it is already green (i.e. active),
just click on it once. The blue point can now be repositi-
oned in the same way as the starting and finishing points.
Reposition the points one after another on your map so that
you create a few stopovers in other cities (e.g. EI-Minya,
Asyut, Sohag, Qena).

You should now open the Global settings menu by clicking
in the left menu. In this menu, set the top selection button
to Head object, activate the Show head object function

and click on Select head object to choose a symbol for the
leading end of the growing line. In the selection window that
then appears, you will see several groups (can be set under
Type) of which some are better suited for use as a key point
and others as the head object. Settle for ,Bus, transporter”
and select one. Acknowledge with OK and set the head ob-
ject size to 50%. Make sure that the Auto direction function
has been activated. Click on the Preview button. You will
see the bus move along the line. The toolbar reappears.
Lets us now slightly modify the line that is traced out by the
object. To do so, in the Global settings selection button, set
the Line type path function. This is where you can change
the type, width and color of the line to ensure, for instance,
that the line stands out better against the background.

Now look at the Preview once again, save your examp-

le (e.g. under the name ,,Cairo®) in the Archive and then
close the program by clicking on the Edit menu icon in the
bottom right corner. Next, close the Special window by
clicking on Ok so that the scene is calculated with a length
of 10 seconds (default value). The setting for the Split video
button in the Special menu is irrelevant in this case, since
you have not set any key points other than the starting and
finishing points. If, on the other hand, you prefer to get a
higher image quality, you should change the Quality setting.
A higher quality image will take longer to calculate.

5.2 Changing the look of the key points

This example explains another feature: the look setting, i.e.
appearance.
For this, we will use the same map as for the first applica-
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tion example. (Please refer to that section for information
on how to load the map. In case you have just followed
the first example, you can simply start Columbus 3 again.
That way, you will see the situation it was in when you last
closed it. You can also follow the example with any other
route.

Select the starting point (Cairo, in our example) to activate
it (green), and click on the icon for the Look menu. In this
menu, you can change the settings for the starting point.
Make sure that the Key object function is selected under
Look. By default, the Object selection button is set to Glo-
bal, which means that the global settings from the Global
settings menu are also applied to the currently active point.
However, to enable individual settings here, you must select
the Local option for Object. The starting point‘s object is
now no longer displayed.

Click then on the Select object button. Please select the
»Buildings“ type in this menu, choose the last entry ,Sta-
dium 3, and confirm your choice by clicking on OK. You
will see the new object at your starting point and can now
specify its size.

To make things look even better, you also have other
options available to you for changing the look. Change the
Look selection button setting to Key object position. If you
have the starting point next to an important location on your
map, the object should not cover the city. You can move the
position of the object in such a way as to position it next to
the city. To do this, you should set the position to local and
enter the settings for position X and Y. Next, change the
Look setting to Key object view and then change the View
setting itself to Local. This allows you to rotate the stadium
about its point on the route to obtain an even better view

of the object. Simply adjust the values for the X, Y and Z
angles and see how the appearance changes.

You can now make changes to the finishing point in a si-
milar way to the settings changes you have just made. The
appearance of the waypoints cannot be changed since they
are, after all, not visible in the final video (they must first be
converted to key points if you want to change their look).
You can then save this exercise in the archive as ,Cairo 2
and have Columbus 3 calculate the route.

The setting for the Split video button in the Special menu is
also irrelevant in this example, since you have not set any
key points other than the starting and finishing points.









