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1. What is Imerge Pro?

* Transform

* Masks

~ Effects

® * Clarity

* Arca Mask

Foreground

Background

Introducing the world’s first raw image compositor

Imerge Pro is the world’s first raw image compositor. It uses layer-based compositing to combine images in
16-bit color space, providing the highest quality in the industry. And by using the GPU for the heavy lifting,
performance is still astonishingly fast, even on high resolution images. Imerge Pro provides a full toolkit to
create composite images for a range of applications, including:

« Event photography: Easily and quickly batch process large quantities of images shot using the same
setup, by applying the same settings to all images automatically.

+ Studio photography: Full control over the individual images in your composite allow you to carefully
construct realistic results that cannot be shot practically.

+ Advertising campaigns: Batch processing includes controls for easily creating consistency in layout
across multiple exported images in different sizes and aspect ratios. Easily add text and other
graphics to your composites using the built-in tools.

« Catalogs: Green screen photography makes it simple to replace backdrops behind your models or
products, to add imagery that enhances the products being sold.

* and much more.

The unique features of Imerge Pro include:
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Batch and workflow features

Layer content: A fundamental feature of the Imerge workflow is that layers exist as containers, and
each layer can contain multiple images. So when working with a batch of images, you can set up a
single layer the way you want, and import the entire batch of images into it. Multiple layers can be
used to set up different elements, or to process groups of images from the batch using different
settings.

Custom export list: In addition to easily auto-exporting all images in your project, you can easily set
up custom export lists, to only export specific images, or specific variations of the layers stored in the
project.

Content variations: Creating variations of images based on layer content is also possible. For
example, you may have one layer for your background, which contains three different background
images. A second layer might contain 5 foreground images. It is a simple process to export each
foreground three times, once with each background, for a total of 15 image variations. Those numbers
aren’t limitations, each layer could contain one image or hundreds.

Built-in keying effects

Chroma key: Our most powerful and versatile keying tool. Visually adjust the range of colors being
removed from your image for precise results. Can be used with any colored background.

Color difference key: A simplified tool for quick results on high quality green screen or blue screen
images.

Luminance Key: Removes black or white backgrounds, by making a selection based on the
luminance values.

Spill removal: Provides tools to clean up the edge detail and colors in your keyed image.

Unique effects

We have developed several unique tools in Imerge to help you dial in adjustments to your image in a visual,

intuitive fashion.

Color adjustment: A visual guide on the color spectrum display allows you to easily define the range
of colors selected. You can then adjust the hue, saturation, and lightness of that selection, or invert it
to affect all other colors while leaving the selection intact.

Tone coloring: A tool which originated in video coloring, and gives separate visual controls for
colorizing the overall image, the shadows, the midtones, and the highlights.

Saturation editor: A curve overlaid onto the color spectrum allows you to precisely adjust the
saturation of specific hues in your image.

Intelligent masks

In addition to standard tools for drawing masks by hand, Imerge offers several intelligent masks, which

create selections based on the data in your image.
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+ Color range: Visually select a range of colors in your image, and create a mask to hide or show only
the area where the selected colors are present.

* Luminance: Create a mask based on the luminance values in the image, so you can easily apply
adjustments to only shadow areas or only highlights.

High quality

* Non-destructive: Editing in Imerge Pro is non-destructive. It never changes your source images, and
all adjustments you make can be removed or modified at any time.

» Image formats: Works with Raw, EXR (single layer only) and HDR files, in addition to your standard
formats like JPEG.

+ 16-bit processing: Does all image processing in 16-bit float. Even when source images are 8-bit,
Imerge processes them at 16-bit to ensure the best possible quality retention throughout editing.

Built with GPU technology throughout the pipeline

* Greater speed: Using your graphics processing unit (GPU) for processing allows for greater speed,
so the interface remains responsive and images can be exported as quickly as possible.

« Support for larger files: Even large, high-resolution images can be processed quickly, so the
creative process isn’t hampered by waiting for software.
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2. What’s new?

This new version of Imerge Pro includes a number of powerful new tools. Full details of this and all previous

updates are detailed on our website, here: https://fxhome.com/imerge-pro/whats-new/

Every license of Imerge Pro is permanent, and will never expire. When you purchase an Imerge license, it
includes access to 12 months of software updates. So for a full year after purchase, every single tool and
feature we add to the software, regardless of what version number it is released in, is immediately available
to you. Once that period elapses, you can continue forever using the last version released during your
update period. If you want to access further updates later, you can upgrade to another 12 months of
updates at any time.
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3. Installation, activation and updates

How to install

Installation of Imerge uses a simple process of downloading the installer from the internet, running the
installer, then launching and activating the software. If you do not yet have a license, you can skip the
activation step and run the software in demo mode.

The latest installer is always available here: https://fxhome.com/software-install/imerge-pro

Installing on a Windows computer

1. The first thing you want to do is make sure your computer meets the minimum requirements for Imerge,
listed lower on this page. Pay particular attention to the GPU requirements and ensure your GPU drivers are
up to date.

* NVIDIA: https://www.geforce.com/drivers

* AMD: https://www.amd.com/en/support.

 Intel: https://downloadcenter.intel.com/product/80939/Graphics-Drivers
2. Then, download the most recent Windows installer from this page: https://fxhome.com/software-
install/imerge-pro
3. Run the Imerge Pro installer file on your computer by double clicking on its file icon (this requires
administrator privileges on your computer). Follow the on-screen instructions to complete the
installation.

Installing on a Mac

1. The first thing you want to do is make sure your computer meets the minimum requirements for Imerge,
listed lower on this page. Pay particular attention to the GPU requirements.

2. Then, download the most recent Mac installer from this page: https://fxhome.com/software-install/imerge-
pro

3. Double click the downloaded DMG file to open it.

4. Now drag the Imerge Pro application icon to your Applications folder.

5. Run the application by double clicking it in the Applications folder.

Activation

Demo

When you launch the software, the activation helper will appear. If you wish to run the software in demo
mode, click the “Try” button. All features of the software will be available for testing, in demo mode. All
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exported images will be watermarked if processed by the demo mode.

Activate

If you have purchased a license, you can remove the trial restrictions by clicking the “Activate” button in the
activation helper. If you already have a FXhome website account, sign in with your details. Otherwise,
choose to create an account, and follow the onscreen instructions.

Software updates

Imerge will automatically check for updates when launched, if your computer is connected to the internet. If
it isn’t you can still easily check for updates manually to ensure you always have the latest features and
tools at your disposal.

+ Auto-update: By default, the web helper that loads online help into the Projects page will check for
any updates to the software when Imerge is launched. If an update is found, you will be notified in the
Web Content column on the right side of the projects screen.

+ Dismissing updates: When notified of an update, you can either install it right away, or dismiss it
until later. Click the Dismiss button that is displayed in the notification to suppress the update
reminder for one week.

+ Updating manually: If you want to check for updates manually, you can do so at any time on our
website. Just visit the What's New page to see all the latest updates and what each one includes:
https://fxhome.com/imerge-pro/whats-new/

Supported systems

* Windows: Microsoft Windows 10 (64-bit), Microsoft Windows 8 (64-bit)
* Mac: macOS 10.14 Mojave, macOS 10.13 High Sierra, OS X 10.12 Sierra
* Processor: Intel Core i3 or AMD equivalent (Intel Core i5, Core i7 or AMD equivalent recommended)
+ RAM: 4 GB (8 GB recommended)
» Drive space: HDD with more than 1GB free space for installation (SSD recommended)
* Graphics Card: must support OpenCL 2.1 or above, and OpenGL 4.1 or above (includes most
dedicated cards from 2012 onward)
o 2048 MB graphics memory for projects up to 24 MP
o 4096+ MB of graphics memory for projects over 24 MP
o Windows:
= Intel HD Graphics 4000 (GT2) (2012)
= NVIDIA GeForce 600 Series (2012)
= AMD R7 Series (2013)
> Mac:
= Dedicated NVIDIA or AMD cards from 2012 onwards
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Notes on performance and large images (GPU)

Performance of Imerge can be optimized depending on your primary workflow. Editing images to adjust their
color or tone relies on different system components that creating composites that combine elements of
multiple images. So depending on whether you will primarily be editing or compositing, you can optimize
your system accordingly.

Editing

» Fast storage: Storing your images on an SSD or a fast HDD will ensure they can be opened quickly.

* Lots of RAM: The more system RAM you have, the more quickly you can open large images or
multiple images.

+ Fast CPU: The CPU is used to decode, or decompressed saved images so they can be displayed. A
fast CPU will help images to open quickly.

Compositing

* Powerful GPU: For compositing, the most important system component is the GPU, which will
process adjustments, masks, and other compositing tools as quickly as possible.

*+ VRAM: Video RAM is a special type of ram built onto the GPU. Having more VRAM will provide better
performance, and support larger image resolutions.
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4. Getting started & workflow

This Getting Started section of the user manual is designed to familiarize you with the interface and get you
started using the software as quickly as possible. More thorough details of all features and functions of the
software will be provided later in the manual.

Introductory video

This video introduces you to the software by walking through the tools and process used to create one of
the example images used for the product launch.

i JZ—'f

INT ogycn\,gp R

https://www.youtube.com/embed/WHvgPVmxV7w?rel=0

Further information

+ Finding your way round gives a quick overview of the interface layout.

» Project navigation and Project files explain details of creating, saving, loading and organizing your

projects.
» Viewer, Layer sidebar, and Canvas settings focus on specific elements of the interface.

* Green screen photography explains the basics of shooting and processing green screen images,


https://www.youtube.com/embed/WHvgPVmxV7w?rel=0
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one of Imerge Pro’s primary functions.
» Application preferences, Keyboard shortcuts, and Import file formats look at some finer details of

configuring and using the software.

Last modified: Oct 02, 2020
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4.1. Findingﬂyour way round

Imerge is composed of three primary screens. The Projects Screen is shown when the software opens, and
is used to access and manage your project files. The Edit screen is shown when a project is opened or
created, and is where all of the image processing and compositing tools are accessed. It is where the bulk
of your work in Imerge Pro is done. The Batch screen is accessed through the Batch tab at the top right of
the Edit screen, and is used for exporting images from your project.

Familiarize yourself with the layout and tools of each screen below.

Projects screen

When you open Imerge Pro, you see the Projects Screen. This screen gives you quick access to all recent
projects, as well as tools to create new projects, open older projects, and access to training resources such
as this manual, video tutorials, and blog posts.

IMERGE SETTINGS ABOUT

NEW ¥ OPEN Sea jects SORT: Opened recently «

IMERGE BETA

Supervillain Princess

-~

AstonMartinDB5 Skyfall Fixing the road

AR View user guide

€ Help & support

Header bar

At the top left of the header bar is the Imerge Pro logo. If you are working at an event or other public-facing



environment, and prefer not to have the Imerge logo visible, it can be replaced with a different logo through
the program Settings. At the top left you can access the program Settings, and the About page, which
shows your current version, as well as the license agreement.

Project list

All projects, regardless of where they are stored on your computer, can be accessed through the Projects
screen. The controls at the top of the screen can be used to search for specific projects, organize the
projects, or create new projects. You can also double-click the thumbnail for any particular project to open it.

Online content

The right side of the Projects screen provides links to online tutorials, documentation, support, blog posts,
and other useful content. The links will differ as new material is published and updated.

Edit screen

When you open a project, the interface shifts to the Edit Screen, where your compositing work is performed.
All of your image editing tools are found in the Edit screen.

&  PROJECT 5 h |= Vviewv ® Fit(51.32% v 1920 x 2880 (5.53 MP)

Histogram ~ © v Layer Properties

Normal

= Fit to canvas
Q s > 0.00

0.00

Layer 2 r‘[
/

Layer 8 ﬂ

Layer 1
T v Masks Apply ¥ O

v Effects Apply ¥ @
» Chroma Key en
+ Content 4]

v 0C7A8238
TIF

v 0C7AB259
TIF

Canvas settings
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Top toolbar

€ PROJECT v 2 ' ! View ¥ ® Fit(51.32%) ¥ 1920 x 2880 (5.53 MP)

The toolbar at the top of the interface provides access to your project tools.

Project menu

The Project menu provides quick access to project-level controls. You can quickly open, save or create
new projects from this menu. You can import images into a project, and export or print completed projects.
You can also access the Application Settings.

Viewer

The Viewer is the largest area of the Edit screen, and is where your image is displayed, and the results of
your adjustments can be previewed. Full details on the viewer and the viewer tools are available on the
Viewer page of this manual.

Viewer tools

The Viewer tools at the top right of the Viewer can be used to adjust your view. The Select tool allows you
to directly manipulate the contents of the Viewer, while the Pan tool lets you reposition the visible portion of
the viewer without altering the contents of the project. The Crop tool can be used to adjust the size or shape
of your canvas. The Snapping Menu lets you enable or disable snapping, and control what features of your
project snapping will snap to.

The View Menu controls setup details of the viewer, including what channels are displayed, and the visibility
of image evaluation tools like grids and highlight overexposure warnings. The Zoom Menu adjusts the zoom
level of the image, so you can quickly switch between a close-up view that lets you evaluate fine details,
and a full view of the overall layout and color.

Layer list

Layers are the basic element from which your projects are built. The layer list shows the stacking order of all
layers in your project, as well as the effects and masks applied to them. The controls for the layers, effects
and masks are displayed in the Layer Inspector.

Layer inspector

The Layer Inspector shows the controls for the currently selected layer. Transform controls adjust the layer
itself. The Masks section shows any masks applied to the layer to control the transparency data of specific
sections. Effects shows the controls for any effects applied to the layer, and allows you to add additional
effects. Any masks applied to specific effects will be displayed in the controls for that effect, and not in the
layer-level Masks controls. The Content section shows the image that currently populates the layer. You
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can switch the contents of a layer at any time without altering the masks or effects applied to the layer.

Batch screen

Imerge features powerful tools for batch processing multiple images. Use the Batch screen to manage which
images are included in the batch, and what settings will be used to export those images. Details of the
format, naming, and the location they will be saved to can all be edited here. The Batch Task Panel gives
you direct control over the variations of each image which will be exported.

¥ Output

Bob

TIFF

None

Uncompressed
[Users/axelwilkinson/Documents
Export number only

Same as canvas

v Metadata (EXIF, XMP, IPTC)

¥ Batch

CONTENT VARIATIONS CUSTOM EXPORT LIST

Add an item to be exported with =

Nothing selected for batch export.

Export
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4.2. Project management

The projects screen provides access to all of your Imerge projects. No matter where the projects are saved
on your system or network, they can be accessed through this screen. Thumbnails provide a quick preview
of the contents of each project for quick identification.

Use the options at the top of the project list to locate the project you want, then double-click the project to
open it.

SORT: Opened recently

Project list

The majority of the projects screen shows the Project List. The first time you open the software, this area
will be empty, but as you create projects, they will populate this area so you can quickly access them again.
Each project has a thumbnail to provide a preview of its contents. By default the most recent projects are
listed first, as they are the ones you are likely going to need to access, but you can sort the list using a
variety of criteria.

New projects

The New menu is where you create a new project. It contains templates for popular image sizes. Select the
template you need to create a new project. If you aren’t sure what size you need, choose Empty
Document. When you import an image into an empty document, you will be given an option to match the
size of the document to the image you have imported.

Opening projects m

Click the Open button to use a standard file browser to select a project file anywhere on your computer. In
most cases it is easier to use the Project List to find and open your project, but when you have hundreds or
thousands of projects on your system, it can sometimes be faster to use the Open button to navigate
straight to it.

Searching projects

Type the name of a project into the Search box to locate it. The contents of the project list update
dynamically as you type, so only projects containing the exact characters you have typed will be displayed.
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Sorting the project list

The Project list will sort the order of the projects using the criteria you have selected in this menu.

* Opened recently: The projects you have opened most recently are shown at the top of the list. This
is the default option, so you can quickly access recent projects and continue working on them.

* Modified recently: Places the projects that have been saved most recently at the top of the list.

» Created recently: Places the most recently created projects at the top of the list, regardless of what
other projects have been opened or saved since their creation.

* Project name A-Z: Lists all projects in alphabetical order by name.

* Project Name Z-A: Lists all projects in reverse alphabetical order, by name.

Hidden projects [ERIET 1

By default all available projects are shown in the project list. If you wish to remove a project from the list,
without deleting it from your computer, you can Hide the project. Right-click any project in the project list,
and select Hide from the contextual menu to change its status.

Toggle the Show hidden projects option on or off to show or hide any projects that are Hidden. When the
toggle is blue, all projects will appear in the list, whether they are hidden or not. When the toggle is gray,
hidden projects will not appear in the project list.
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4.3. Importing images

The process of bringing an image into Imerge Pro, where it can be edited, is called importing. Once you
have created a project, you will want to import some images to work with. There are many ways to do so,
allowing you to use whichever method you are most comfortable with, or whichever option works best for
your current needs.

Import images to new layer

All images you import will be stored in image layers. Each image layer can potentially contain multiple
images.

To create a new image layer and import an image or images into it:

adh

Option 1: The add image layer button.

L]

» At the top of the layer stack, click the Add image layer button o5 and select one of the options.

> Image from folder: Use this option to navigate to any folder on your system and select one or
more images for direct import.

o Import folder: Use this option to select a folder on your system, and import everything inside.

o Chroma image: Use this image for importing green screen or blue screen photos. A chroma
key effect will automatically be added to the layer, and set to remove the colored background.

o Raw image: Use this image for importing Raw images for processing. A variety of basic
processing effects will be added to the layer automatically, making it simple to process the raw
image to a finished state.

o Stock image: Use this image for importing stock images with a black or white background. The
remove stock background and Matte cleaner effects will be added automatically, to facilitate
clean removal of the background.

Option 2: The project menu

* In the project menu, select Import to project. Navigate to the image or images you want to import,
and select them, then click Open.

Option 3: The insert menu

» Press CTRL+I to open the Insert menu, then select your preferred option.
> Image: Use this option to navigate to any folder on your system and select one or more images
for direct import.
o Chroma image: Use this image for importing green screen or blue screen photos. A chroma
key effect will automatically be added to the layer, and set to remove the colored background.
o Raw image: Use this image for importing Raw images for processing. A variety of basic
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processing effects will be added to the layer automatically, making it simple to process the raw
image to a finished state.

o Stock image: Use this image for importing stock images with a black or white background. The
remove stock background and Matte cleaner effects will be added automatically, to facilitate
clean removal of the background.

Option 4: The keyboard

* On the keyboard, press CTRL+SHIFT+Il in Windows or CMD+SHIFT+l on Mac. Navigate to the image
or images you want to import, and select them, then click Open.

Option 5: Drag and drop

You can drag and drop images from the Windows File Explorer or Mac Finder directly into the Imerge
interface.

+ Drag an image onto the canvas and drop it, to import it into a new image layer.
+ Drag an image onto the layer stack and drop it, to import it into a new image layer.

Import images into an existing layer

Images can be imported into any existing image layer as well. Each image layer can contain multiple
content variations, but only one variation can be displayed at a time.

To import new content variations into an existing image layer:
Option 1: The add content item button o

» Select the layer and navigate to its content list in the sidebar.

» Click the add content item button o at the top right of the content list.
» Choose the file or files you want to import, and click Open.

Option 2: Drag and drop

You can drag and drop images from the Windows File Explorer or Mac Finder directly into a layer’s content
list.

« Drag an image onto the content list and drop it, to add the image to the layer as a new content
variation.

Automated hot folder import

Imerge allows you to select a specific folder or directory on your system as a hot folder. When you set up a
hot folder, all images currently in the folder are imported into Imerge Pro as content variations. The folder is
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then continuously monitored for changes, and any time images are added to or removed from the folder, the
content list for the layer in Imerge is updated accordingly. The chief use for this is working with a tethered
camera, which saves images to a specific folder on your computer as they are captured. Setting that folder
as a hot folder in Imerge Pro means that every image you capture is immediately imported into Imerge,
automatically.

To set up a Hot Folder in Imerge Pro:

L ]

adhh

Option 1: The add image layer button.

L]

adh

» At the top of the layer stack, click the Add image layer button
« Select Import folder. Navigate to the folder whose contents you wish to import, then click the Select
Folder button.
o |f there are multiple images in the folder, you will see the Multiple Image dialog:

Multiple image import

Vould you like to create 3 layers, or

canvas to fit largest 3 LAYERS SINGLE LAYER

= X layers: This option imports each image in the folder into its own image layer. The
number will vary based on how many images are in the folder.

= Resize canvas to fit largest: Enable this option to ensure that your images all fit within
the canvas. The canvas dimensions will be resized to match the largest image in the
selected folder. To leave the canvas at its current size, leave this option disabled.

= Single layer: Select this option to create a Hot Folder. All images in the selected folder
will be imported into a single layer, as content variations.

= X layers: This option imports each image in the folder into its own image layer. The
number will vary based on how many images are in the folder.

* In the Create hot folder? dialog, click Yes to enable the hot folder status for the image layer.

Create Hot Folder?

* When the layer is created, the hot folder icon ) will be enabled.



* Content

_MG_3879
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MG_3881
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Option 2: Convert an existing layer using the hot folder button )
* In the layer stack, select the layer you want to convert to hot folder status.
* In the content list for the layer, click the set a hot folder ) button.

Hot folder

= Hot folder imp
ent ite

Tao dis
|

Folder

CAMCEL SAVE

° -Folder: Click the folder icon to navigate to the folder whose contents you want to import, or

manually enter a file path.
o Clear: Deletes the current file path from the folder property. If you wish to disable hot folder

export, use this button to do so.
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o Import folder: Enable this option to import all images currently in the selected folder. Leave it
disabled to only import images added to the folder in the future.

o Cancel: Closes the dialog without implementing any changes to the layer status.

o Save: Stores the file path and enables the selected folder as a hot folder.
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4.3.1. Import file formats

Imerge Pro fully supports common file formats, so most images can be imported without requiring any
conversion or modification.

You can import images using the following methods:

* Open the Project menu, and select Import to project.
* Press the keyboard shortcut CTRL+I (CMD+I on Mac).
In the Content controls for any image layer, press the + icon to add a new image.

+ Drag and drop image files onto the canvas or the layer list.

Standard formats

Standard formats are the most commonly used, and support color at up to 8 bits per channel. Color data
from these images will be converted up to 16-bits per channel by Imerge, for the best possible quality
retention while processing. However, up-converting the color does not add additional color data or quality to
the source images.

+ JPEG
* PNG

High quality formats

These formats support higher color bit depths, and can take full advantage of Imerge’s 16-bit processing.
Note that it is best to use TIFF or RAW files in Imerge Pro when possible.

* TIFF
* RAW formats (file extensions vary per camera manufacturer)

Imerge Pro offers several RAW engines for decoding your images. RAW engine 3.0 is GPU accelerated,
and brings additional improvements to highlight recovery handling dead pixel management. Raw engine 2.0
allows for a wider range of adjustment on some features than RAW engine 1.0, particularly highlight
recovery. When you import a RAW image, you can choose which engine is used to decode it.

If you have one of the few cameras out there that do not use a Bayer filter, your RAW images will be
processed with RAW engine 1.0. For Fujifilm cameras which use the X-Trans sensor, the XT engine will be
used.

Specialist formats

These formats are not commonly used for delivery of final images, but are capable of storing extended color
data, for the widest color range possible.
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+ EXR (single layer)
« HDR
« PSD

Note that while it is possible to import .psd files that contain multiple layers, they will import into Imerge as a
flattened image. The contents of all visible layers will be included, but the separate .psd layers cannot be
accessed or edited in Imerge.

For details on what formats you can save to, see Exporting.
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4.4. Viewer

The viewer shows the composited result of all of your layers, masks and effects as you edit. The viewer

tools assist with the editing process.

Viewer Toolbar

Smart (0.69x) ¥ 3888 x 2592 (10.08 MP)

The tools in the top bar of the Viewer control how your image is displayed.

Selection R’

The Select tool is the most commonly used tool in the Viewer Toolbar. When it is active, you can click any
layer of your composite to select it, and you can directly interact with each layer on the Viewer to adjust its
position, scale, and other properties.

» V: Press the V key on your keyboard to enable the Selection tool.

Panning @

The Pan tool repositions your composite within the viewer, without altering the contents. When the viewer is
zoomed in so only part of the composite is visible, you can use the Pan tool to shift the visible portion and
view any area of your composite.

* H: Press the H key on your keyboard to enable the Pan tool.

Straighten Tool =

If you have an image that is not level, you can quickly straighten it using this tool. Select the Straighten tool,
click on one end of any line or object in the image which should be horizontal, hold the mouse button and
drag to the other end of the line or object, and release. The image will automatically be rotated to make the
line you selected perfectly level.

Crop Menu |:|

The Crop Menu provides access to tools for cropping your image.
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Common aspect ratios are available in the menu, along with a Custom option. If you need the image
constrained to a specific aspect ratio, choose it from the menu. If you want free reign to crop to any size and
shape you might need, choose the Custom option. Use the Add aspect ratio option to add your own aspect
ratio presets to the menu.

» Custom: Allows you to crop the image however you like, without any aspect ratio constraints.

* 1:1: Locks the crop to a square, which you can resize by dragging any corner.

» 3:2: Locks the crop to a 3:2 aspect ratio, which you can resize by dragging any corner.

* 4:3: Locks the crop to the 4:3 aspect ratio used by many cameras and SD television, which you can
resize by dragging any corner.

* 16:9: Locks the crop to the 16:9 widescreen video aspect ratio, which you can resize by dragging any
corner.

+ Add aspect ratio: If there is an aspect ratio you commonly use that is not in the crop menu, you can
permanently add it to the menu for easy access. Selecting this option opens the Manage aspect
ratios dialog.

o Label: Enter the name that will appear in the menu for the new aspect ratio.
o Width / Height: Enter the aspect ratio you wish to use, with width first, followed by height.
o Add: Click the add button to save your changes and add the new aspect ratio to the menu.

Snapping Menu U

Snapping is a powerful tool for quickly and precisely aligning layers, control points, and other items within
your project. This menu allows you to enable or disable snapping, and to control which properties of objects
will be factored into the snapping process.



+ Enable snapping: Toggles the snapping behavior on.
« Disable snapping: Toggles the snapping behavior off.

The remaining controls toggle specific properties on and off, to determine whether they will snap or not.

+ Canvas edges: When enabled, as the selected object approaches any edge of the canvas it will snap
into precise alignment with the canvas edge.

« Canvas center: When enabled, as the selected object approaches the center of the canvas it will
snap into precise alignment with the canvas center.

+ Grids: When enabled, the selected object will snap into alignment with any visible grids in your
project.

« Other layers’ edges:* When enabled, the selected object will snap into alignment with the edges of
other layers in your project.

+ Other layers’ centers: When enabled, the selected object will snap into alignment with the center of
other layers in your project.

Align Tools l

The Align tools offer a number of tools for fast and precise layout of layers.

ALIGN TO CANVAS ALIGN TO SELECTION DISTRIBUTE
=== "PFh||=%= T8 Lo poenofal

T
T
T
1

Align to Canvas

« ™ Align Left: Aligns the left edge of the selected layer with the left edge of the frame.
« ™ Align Horizontally: Centers the selected layer horizontally within the frame.
« = Align Right: Aligns the right edge of the selected layer with the right edge of the frame.

i
« " Align Top: Aligns the top edge of the selected layer with the top edge of the frame.
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L Align Vertically: Centers the selected layer vertically within the frame.

L Align Bottom: Aligns the bottom edge of the selected layer with the bottom edge of the frame.

Align to Selection

= Align Left: Aligns the left edge of all selected layers with the left edge of the selected layer that is
farthest to the left.

= Align Horizontally: Centers all selected layers between the left and right edges of the selection.

=l Align Right: Aligns the right edge of all selected layers with the right edge of the selected layer
that is farthest to the right.

m
! Align Top: Aligns the top edge of all selected layers with the top edge of the selection.
+

b Align Bottom: Aligns the bottom edge of all selected layers with the bottom edge of the selection.

Align Vertically: Centers all selected layers between the top and bottom edges of the selection.

Distribute

The Distribute controls allow you to evenly space multiple layers very quickly, along either a horizontal or

vertical axis.

L Distribute Left: Spaces the selected layers evenly, based on the left-most pixel in each layer.
The layers farthest to the left and farthest to the right remain in place, and all other layers will shift
horizontally to create even spacing.

“ Distribute Horizontally: Spaces the selected layers evenly, based on the center pixel in each
layer. The layers farthest to the left and farthest to the right remain in place, and all other layers will
shift horizontally to create even spacing.

L Distribute Right: Spaces the selected layers evenly, based on the right-most pixel in each layer.

The layers farthest to the left and farthest to the right remain in place, and all other layers will shift
horizontally to create even spacing.

L Distribute Equally Horizontally: Equally spaces the selected layers on the horizontal axis.
= Distribute Top: Spaces the selected layers evenly, based on the top pixel in each layer. The
highest and lowest layers included in the selection remain in place, and all other layers will shift

vertically to create even spacing.

5
= Distribute Vertically: Spaces the selected layers evenly, based on the center pixel in each layer.

The highest and lowest layers included in the selection remain in place, and all other layers will shift
vertically to create even spacing.

= Distribute Bottom: Spaces the selected layers evenly, based on the bottom pixel in each layer.
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The highest and lowest layers included in the selection remain in place, and all other layers will shift
vertically to create even spacing.

- ™ Distribute Equally Vertically: Equally spaces the selected layers on the vertical axis.

The View Menu

Imerge offers several options for viewing your image to evaluate its content in various ways. The View Menu
is where you access them.

OVERLAYS

Monitor

Overlays

The Overlays section of the menu contains options that are rendered over the top of your viewer image.
Open the menu and select any item to toggle it on or off.

« Highlight warnings — fills all pixels that contain pure white with a solid color. By default the highlight
warning color is red, but you can edit the color in the options screen.

+ Shadow warnings — fills all pixels that contain pure black with a solid color. By default the shadow
warning color is blue, but you can edit the color in the options screen.

* Grid (rule of thirds) — adds an overlay dividing the image into thirds, both horizontally and vertically.
If you need help with laying out your image, you can place the focal points of your composite on the
intersections of these lines and ensure a pleasing composition.

* Grid (crosshair) — adds center lines to your image, both horizontally and vertically. Especially for
graphic design, being able to quickly reference the center for layout is useful.
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Channel views

You can also control what channel or channels of the image are displayed through this menu. Individual
color channels are displayed as grayscale images.

« All — The standard view, which combines the red, green, and blue channels to create a full color
image.

* Red — Shows the values of red in each pixel, from no red (which displays as black) to pure red (which
displays as white).

» Green — Shows the values of green in each pixel, from no green (which displays as black) to pure
green (which displays as white).

* Blue — Shows the values of blue in each pixel, from no blue (which displays as black) to pure blue
(which displays as white).

+ Alpha — Displays the transparency data of the image in grayscale. Black areas are completely
transparent. White areas are completely opaque. Gray areas indicate partial transparency, with darker
grays being more transparent.

* Luminance — Shows the luminance values of the image, in grayscale.

Second monitor

If you wish to display the Viewer contents on a second display, for your clients to preview or any other
reason, you can enable the second monitor option. This will open a new window showing only the Viewer,
which you can then place on your secondary display.

@ Fi T
Zoom menu Ealbhaiusies

Select the size at which the viewer is rendered. Reduce the scale to see the entire image, or increase the
scale to focus on a specific portion of the image.

+ Scale to fit: Auto-fits the canvas to the largest size that will fit in the available space.

» Scale to extent: Auto-fits the largest layer in your project to fit into the available space. When
working with layers that are larger than your project, and extend beyond the edges of the canvas, this
option scales everything to the edges of the largest layer are accessible in the viewer area.

Downsample menu

Here you can control how the image is downsampled for display in the viewer preview. Downsampling high
resolution images can improve performance by allowing the previews to be calculated more quickly. If you
find that some effects take longer than you would like to render, adjusting the downsampling can help.
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Smart (0.69x) ¥

» Best (1x): The preview is calculated using the image’s full resolution for maximum quality.

* Good (0.5x): The preview is calculated at half of the image’s original resolution.

* Preview (0.25x): The preview is calculate at one quarter of the image’s original resolution.

+ Draft (0.125x): The preview is calculate at one eighth of the image’s original resolution.

+ Smart (variable): The software calculates the optimum downsampling amount, based on the image
resolution and the viewer size.

Canvas controls

The images and layers contained in your project can be directly manipulated using the controls displayed on
the canvas. This allows you to view the changes as they are made, and dial in the exact results you want.
The controls displayed on the canvas will vary based on the current selection. Different kinds of layers,
masks, and effects each have their own controls, specific to the adjustments available for the selection.

* Transform: Canvas controls can be used to adjust the position, rotation, and scale of the layer.

+ Masks: Canvas controls can be used to edit the position, rotation, corner radius, scale, and edge
feather of a mask. The direction of linear gradient masks can also be adjusted on the canvas.

+ Effects: Some effects benefit from canvas controls. Distortion effects, zoom blur, and gradients, for
example, provide intuitive controls on the canvas to dial in the exact results you require.



4.5. Layer Sidebar

The Layer Sidebar is located to the right of the viewer. It is the primary area that you will interact with when
editing projects, and how you build up composites and edit layers.

It can be broken down into the following parts.

Histogram

The histogram provides an objective, scientific way to evaluate the color data in your image. It graphs the
color data in your image in a way that is simple to read. The horizontal axis of the graph represents the
luminance range of the image, from pure black on the left to pure white on the right. The vertical axis of the
graph represents the quantity of pixels, so the higher the graph line is at any point the more pixels of that
luminance value the image contains.

Histogram v

The default RGB option uses separate lines to graph the contents of each color channel in the image, but
this can be adjusted through the settings.

Show/Hide Histogram

Histogram v

+ Histogram

None

You can open the histogram title menu to show or hide the graph. Select Histogram to show the graph, or
select None to hide it.

Channel Menu

Select the channel or channels that are displayed in the graph.



Histogram ¥

+ RBG: Displays four histograms at once. The red, green, and blue histograms are colored to match the
channel they represent. The gray histogram represents the Luminance channel.

+ Red: Displays the tonal values of the Red channel of the image.

* Green: Displays the tonal values of the Green channel of the image.

+ Blue: Displays the tonal values of the Blue channel of the image.

Layer List

All of the layers in your project are managed here. New layers can be created, and the stacking order of
existing layers can be viewed and altered.

Text
Date

Color Box

Color Adjustment

Layer 3

Layer 1

New Layers

There are five buttons to create different sorts of new layers.

.

. Lot Image: Image layers are used to store any images you want to import into Imerge Pro. Each

image layer is a container, and can store as many image variations as you require.

. AaText: Text layers are used to generate text. All features of the text remain fully editable, so you



FXHOME Imerge Pro - 2021.1

can change the contents, the font, the color, or other aspects of the text whenever you need to. Each
text layer is a container, and can store as many text items as you require.

. Solid: A solid layer is simple a rectangle filled with a single color. This can be further modified by
applying effects or mask to adjust the color, pattern , or shape.

« === Adjustment: Adjustment layers apply effects to all layers below them. This makes it easy to
apply effects to multiple layers in a project, without needing to apply the effect to each layer
individually. You can also mask an adjustment layer to apply its effects to only specific areas of the
layers below.

. -Group: This layer serves as a container for other layers, to group them together. This is useful
for keeping your project organized when many layers are involved. It also allows you to apply masks
or effects to multiple layers at once. When a mask or effect is applied to a layer group, all layers
inside the group will be affected.

+ —=Stacked: Stacked layers are used to combine multiple images into a single result.
o HDR Merge: Combines multiple exposures of an image, each with different exposure
compensation, to create an image with increased dynamic range.
o Focus Stack: Combines multiple exposures of a scene, each with a different focal distance, by
using the in-focus area from each image, to create a final image with deep focus or infinite
depth of field.

Search Layers

Use this search box to quickly find a layer by name. For complex composites with large layer stacks this can
be especially helpful. The results update dynamically as you type, so only layers that match the characters
currently in the search box are displayed.

Layer List

The majority of the layer list area is used to show your actual layers. The layer order directly corresponds to
how the layers are stacked in the composite, with layers at the top of the stack appearing in front of the
layers below them.
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Character Name

Text BG Box

Character

Background

Layer Inspector

To the right of the layer stack is the layer inspector, which shows details and controls for the currently
selected layer.

Transform

Transform controls adjust fundamental properties of the layer as a whole, such as its size, position, and how
it is blended with other layers in the project.

Blending Controls

* Blending Menu: Blending modes control how the colors in the selected layer are blended with the
layers beneath it in the layer stack. See Blend modes for full details.

» Opacity: Adjusts the percentage at which the results of the selected blend mode are applied. 100% is
full opacity. For the standard Normal blend mode, which is the default, reducing the Opacity makes
the layer more transparent. When other blend modes are selected, the results can differ somewhat.

Position Controls

All controls for adjusting the position, rotation, and orientation of the layer are accessed here. Many of these
properties can also be accessed on the canvas, using the canvas controls. See Transforming layers for full

details.

Masks

The selected layer can be masked to control what parts of it are transparent or opaque. Click the Plus icon

o to add a new mask to the layer, then select the kind of mask you want. There are six kinds of masks
available:

* Gradient Mask: Creates a mask with a large feather, based on a linear gradient. The direction and
intensity of the gradient can be adjusted.
« Area Mask: A quick option for creating rectangular or elliptical masks.
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+ Vector Mask: Allows you to draw a specific mask shape, in any shape you desire.

* Image Color Mask: Creates a mask based on a selected color. A pipette is used to select a specific
color from the layer, and you can then adjust the range of colors that are included in the mask.

» Image Alpha Mask: For images with a built-in alpha channel, this allows you to modify the existing
alpha information.

* Image Luminance Mask: Creates a mask based on tonal value. Either the brightest areas or the
darkest areas of the image can be removed.

Each mask can be enabled or disabled using the blue square toggle to the left of the mask name. Full
details about each kind of mask can be found in the masking chapter of this manual.

Display mode menu

The display mode menu at the top of the masks section controls how the masks are displayed on the
canvas.

« Apply: Shows the final results of the mask, after it is applied to the images’s current state

+ Replace: Applies the mask before any other adjustments, so any existing transparency data is
replaced by the mask shape.

» Show: Displays the actual mask itself, in grayscale, while hiding the layer contents. The full range of
transparency is covered, with completely transparent areas being black, and completely opaque areas
being white.

» Overlay: Renders the mask in transparent red over the top of the layer, so both the layer contents
and the mask are visible.

+ Disable All: Disables all masks so you can view the original image.

Full details on using masks can be found on the Masking page of this manual.

Effects

Effects can be added to the layer here. All controls for effects already added to the layer can also be

accessed here. Click the Plus icon o to add a new effect, then select the specific effect you need from the
list. There are many effects available. For full details, see the chapter on Effects.

Each effect can be enabled or disabled using the blue square toggle to the left of the effect name.

Resetting Values

* Full Reset: Clicking the circular reset arrow to the right of any effect name will reset all properties in
that effect to their default values.

+ Individual Property Reset: Any individual property can be reset to its default value by double-
clicking the name of the property.
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Effects Masks

If you want to apply an effect to only specific parts of a layer, you can use an effects mask to do so. Click

the effect mask icon @ at the far right of the effect title bar to add a new mask, then select the kind of
mask you want. There are five kinds of masks available:

* Gradient Mask: Creates a mask with a large feather, based on a linear gradient. The direction and
intensity of the gradient can be adjusted.

+ Vector Mask: Allows you to draw a specific mask shape, in any shape you desire.

+ Area Mask: A quick option for creating rectangular or elliptical masks.

+ Image Luminance Mask: Creates a mask based on tonal value. Either the brightest areas or the
darkest areas of the image can be removed.

* Image Color Mask: Creates a mask based on a selected color. A pipette is used to select a specific
color from the layer, and you can then adjust the range of colors that are included in the mask.

Display Mode Menu

Once an effect mask is added to an effect, the display mode menu will appear at the top of the effect masks
section. This menu controls how the masks are displayed on the canvas.

* Apply: Shows the final results of the mask

« Show: Displays the actual mask itself, in grayscale, while hiding the layer contents. The full range of
transparency is covered, with completely transparent areas being black, and completely opaque areas
being white.

» Overlay: Renders the mask in transparent red over the top of the layer, so both the layer contents
and the mask are visible.

+ Disable All: Disables all masks so you can view the original image.

Font

The Font section is only available for text layers. It provides access to edit all formatting details of the text
contained in the layer, including the font, size, style and alignment.

Content

Image and text layers serve as containers. The layer exists independently of its contents, and here is where
you can change what the layer contains.

Image Layer Content

Image layers can contain one or more images. You can easily batch process multiple images using the
same settings by importing them all into the same image layer. The Content section of the layer sidebar list
all images contained in the layer.
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* Content

v 0C7A4483

v O0C7A4551
TIF

v _MG_0618 e
CR2 5202 x 3465 (18.02MP) i

Imerge 2.0 RAW engin *

Click the plus icon to open a file browser and select additional images to import.

Right-click the triangle next to the image name to open the image management menu.

* Remove: Deletes the image from the layer contents.
* Reveal in File Explorer: Opens a new Windows file explorer for the folder containing the source
image. On a Mac, this option is called Reveal in Finder.

Each image listing will have some additional options, which will vary based on the image format.

« Apply Camera Profile: By default, Imerge displays your images based on the color profile embedded
in the image by the camera that captured it. You can disable this option and use the color profile
selected in the canvas settings by disabling this option.

+ RAW Conversion Method: For Raw files, you can choose the conversion method used to convert the
raw data into an image.

> Imerge 1.0 RAW Engine (GPU): The Raw engine built into Imerge Pro 1.0 uses the GPU to
convert files using a Raw library with wide compatibility.

> Imerge 2.0 RAW Engine (CPU): The Raw engine in version 2 of Imerge is much faster, as it is
GPU accelerated. It also provides a greater range of adjustment for recovering highlights. It
supports all cameras that use a Bayer filter color array on the sensor. Any images from
cameras that do not use a Bayer filter will be processed using the Imerge 1.0 Raw engine.

Text Layer Content

The content area of a text layer is where you can edit the actual text contained in the layer. The currently
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selected text can also be edited directly on the viewer.

A text layer can contain multiple text items, all of which will be listed in the Content area. Click the plus icon

to add a new text item.
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4.6. Canvas settings

Canvas settings can be accessed using the button at the bottom of the layer list.

Canvas settings

Clicking the button opens the Canvas Settings dialog, where you can edit the fundamental aspects of the
settings used by the canvas in your current project.

Canvas settings

Custom

1920 px

Color management
Workspace profile sRGE (linear)

Perceptual

CANCEL

Dimensions

Custom

3500

Use the Dimensions menu to select a specific size preset. If you want to dial in a custom size, select the
Custom option and then enter the width and height, in pixels, that you require. The listed presets cover the
majority of common and popular image sizes, and the Custom option will work for any sizes not available as
presets.
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Custom

Match Layer 1

Match Layer 2

2% 2.5 inch
2.5 % 3.5 inch
3 x 7 inch

4 % 6 inch

S x 7inch

8 x 10 inch

8.5 x 11 inch

10 x 15 em

11 x 15 em

13 x 18 em

20x 30 em

AS

Ad

YouTube channel banner
Facebook page cover
Facebook profile image
Twitter profile cover
Twitter profile image

| Full HD 1080P (1920x1080)

Ultra HD 2160P (3840x2160)

Save preset

Creating presets

If you have a specific canvas size that you use frequently, you can create your own preset for those canvas
dimensions. Your personal canvas presets will be listed at the bottom of the canvas preset menu.

To create a preset:

1. Open the Dimensions menu and select Save Preset.
2. Enter a name for the new preset and click SAVE.
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Background color

The canvas can be filled with a solid color. Click the swatch to select the color used, and to adjust its
opacity.

Maintain positions

Controls whether the layers in your project are repositioned when the canvas dimensions are changed, or if
the layers maintain their relative positions. When this option is toggled on, you will want to select an anchor
point that will be used to define the relative positions of existing layers.

— B —

Click the anchor point button to open the matrix shown above. Then, click on the anchor point you wish to
use. When the canvas dimensions are changed, the position of each layer in the project relative to the
selected anchor point will be retained.

When Maintain Positions is disabled and the canvas dimensions are changed, Imerge will redistribute
existing layers into the new canvas size, to maintain the general layout of the canvas as a whole.

Color management

When compositing images, it is not uncommon for a project to contain multiple images that use different
color profiles. Color management defines how the colors contained in your images will be handled.

sRGB (linear) v

+ Workspace profile: sets the color profile to which all imported images will be converted.
> sRGB (linear)
c ROMM RGB (linear)

Perceptual v
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* Rendering intent: if the source color space exceeds that of the destination, this setting determines
how the adjustment is handled.

o Perceptual — good for highly saturated images intended for printing. The entire tonal range of
the source image is compressed to fit into the available gamut of the destination profile, which
retains the relative difference between different colors in the image. If your images contain
many out-of-gamut colors, perceptual often gives the best result.

o Absolute — aims to retain the original colors as accurately as possible, regardless of whether
they fit the gamut of the destination color space. Exactly maintains the values of all source
colors that fall within the destination color space. Out of gamut colors are clipped. If the
destination color space uses a different white point than the source, absolute color uses the
white point of the source, and does not convert it to the destination.
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4.7. Insert Object Menu

The insert menu gives you direct access to multiple functions regardless of where you are in the program. It

is contextual, so the options it shows will vary based on the current selection, but they include:

* Inserting new layers

» Adding content to an existing layer

+ Adding masks to an existing layer

+ Adding effects masks to an existing effect
» Adding effects to a layer

» Creating a custom export item

Accessing the insert object menu
You can access the insert object menu in two ways

+ Keyboard: Press CTRL+I to open the menu at any time (CMD+| on Mac)
* Project menu: Open the project menu and select Insert to project to open the menu.

The contents of the Insert Object menu are specific to the current selection. This way it provides very quick
access to whatever functions you need. If a layer is selected, you can quickly add effects, masks, or content
to that layer. If an effect is selected, you can add masks directly to that effect.

Navigating the insert menu using your keyboard

The insert menu allows you to perform many editing tasks using only the keyboard. This can greatly speed
up your workflow, compared to using the mouse to open menus and scroll down to make selections.

At the top of the Insert menu is a dynamic search box. As you enter text into the search box, the list of
items in the menu is limited to only items that contain the search term.

You can then use the arrows on your keyboard to move through the list to the option you want to choose.
Press enter to select the currently highlighted menu item.
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4.8. Green screen photography

Green screens and blue screens have been used for decades for filmmaking and photography and have
become an invaluable part of a photographer’s toolkit. By photographing subjects against a green screen or
a blue screen, the subjects can be easily isolated and placed onto a new background.

Here is an example of a model photographed against a green screen:

Imerge Pro provides a range of effects that remove the green screen background and any extraneous
elements from the photo, leaving a cleanly isolated version of the woman:
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Imerge Pro can then be used to add in a new background and make other adjustments to positioning and

appearance:
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Automatically removing the green screen or blue screen from the original image is known as ‘keying’, a
process designed to eliminate or reduce the amount of manual work required. Imerge Pro is designed for
both individual portrait work and mass processing at major live events.

Green screen or blue screen?

The most important aspect of keying is to ensure that the background screen can be easily separated from
the foreground subject. You want your screen to be as different to your subject in color as possible.

This is why red screens are not commonly used — due to the amount of red in human skin, it's impossible to
get good results with a red screen. Yellow screens would have a similar problem. Green and blue are both
far less prominent in skin tones and therefore work as successful keying colors. Take careful note of
clothing, hair and other objects in the shot and make sure that you choose an appropriate backdrop.

If you absolutely can’t avoid some color clashes, take a look at the Masks chapter.
Some digital cameras also have a tendency to retain more green data than blue, so if you are in a position
to freely use either green or blue it is generally advisable to choose green. Blue screen was the best option

for the optical keying processed used for handling film, but the different methods used for digital processing
favor green. Either color is still capable of excellent results.
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Types of blue or green screens

Blue screens and green screens can be purchased or rented, or you can build your own using appropriate
materials. Each has it own advantages and disadvantages.

» Fabric: Soft fabric screens are very portable, and so can be set up anywhere. They are durable, and
can be washed or pressed when necessary. On the other hand, they can easily get wrinkled or
stained. Pop-up screens, similar to pop-up reflectors, are another option for portability.

» Paper: A pull-down paper screen which can be rolled up when not in use is ideal for a studio. They
are very affordable, but delicate, and can easily be wrinkled or torn. Their delicate nature makes them
a poor choice for location work.

« Paint: If you have a permanent studio space for green screen work you can also consider chroma
green paint. Green paint is excellent for durability, as there are no concerns about wrinkles, but it is
not at all portable, and requires a dedicated space.

Setting up your green screen

Green screen and blue screen photography has a few unique factors you will want to bear in mind while
planning your shoot. Taking a little more time during setup to ensure everything is set up properly can save
you a huge amount of time when you get on the computer, and ensure the best possible results.

* Non-reflective background: Make sure your background material is matte, not shiny. Shiny
backgrounds will reflect too much light and have bright ‘hotspots’.

» Avoid backdrop textures: Smooth materials that won’t cast any shadows. Creases, wrinkles, or even
an excessively heavy fabric weave can create shadows which make it difficult to separate the subject
from the background.

» Clean separation: Clear separation between your subject and the background is the key to high
quality results.

« Distance from backdrop: Always try to position your subject as far away from the backdrop as
possible. This will reduce the amount of green or blue that is reflected onto them and avoid casting
shadows onto the screen. Aim for a minimum of 6 feet when possible, but a greater distance will
reduce color spill even more.

+ Avoid shadows: Make sure your subject is not casting any unwanted shadows on the backdrop.
Shadows will make compositing much more difficult. If you need a shadow in your composite, it is
often easier to create it in post, rather than trying to retain a shadow throughout the keying process.

» Lighting: Light your backdrop independently from your subject. This enables you to light your
background smoothly while retaining a more dramatic setup for your subject. Trying to light your
background and subject with the same lights will make it difficult to avoid shadows, to maintain even
lighting, and to get clear separation of your subject.

* Reducing spill: If you are getting a lot of bounced green spill light on your subject try moving your
subject farther from the backdrop. If this is not possible, you can try adding a very subtle magenta
backlight to your subject. Magenta light on the back of your subject can help to counter green spill
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reflecting from the greenscreen, and increase separation.

Last modified: Oct 02, 2020
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4.8.1. Auto import using Hot Folders

Configuring Imerge Pro to automatically import images as you capture them can be very useful for shooting
at events, for real-time evaluation of images in a studio setting, and in other situations. For example, when
shooting green-screen photography at an event, you can set up your final composite as a project, then auto-
import each photo into that project as soon as it is shot, to immediately view the photo in the context of your
finished composite.

1. Tethering your camera. The auto-import process requires setting up a tethered camera, and
configuring a Hot Folder. When you tether a camera to your computer, you will configure it so that
each time you press the shutter button, the image is saved directly to your computer. Popular
applications for configuring a tethered camera are Adobe Lightroom CC and Canon EOS Utility, but
there are many others as well.

2. Configuring a hot folder. In Imerge, select the folder or directory where your tethered camera is
saving captured images as a hot folder. When you set up a hot folder, all images currently in the
folder are imported into Imerge Pro as content variations. The folder is then continuously monitored
for changes, and any time images are added to or removed from the folder, the content list for the
layer in Imerge is updated accordingly.

3. Shoot images. Now each time you press the shutter button on your camera, the image is imported
into Imerge as soon as it is saved to your hard drive. Any effects, masks, and transformations applied
to the image layer are applied immediately, and the canvas updates to show you the result.

To set up a Hot Folder in Imerge Pro:

L]

adh

Option 1: The add image layer button.

*

adh

+ At the top of the layer stack, click the Add image layer button
+ Select Import folder. Navigate to the folder whose contents you wish to import, then click the Select
Folder button.
o If there are multiple images in the folder, you will see the Multiple Image dialog:

Multiple image import

uld you like to create 3 layers, or

Resize canvas to fit largest 3 LAYERS SINGLE LAYER

= X layers: This option imports each image in the folder into its own image layer. The
number will vary based on how many images are in the folder.

= Resize canvas to fit largest: Enable this option to ensure that your images all fit within
the canvas. The canvas dimensions will be resized to match the largest image in the
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selected folder. To leave the canvas at its current size, leave this option disabled.
= Single layer: Select this option to create a Hot Folder. All images in the selected folder
will be imported into a single layer, as content variations.
= X layers: This option imports each image in the folder into its own image layer. The
number will vary based on how many images are in the folder.
* In the Create hot folder? dialog, click Yes to enable the hot folder status for the image layer.

Create Hot Folder?

You selected 3 image(s) from the folder "Hot Folder” to import.
fauld you like to '

* When the layer is created, the hot folder icon ) will be enabled.

v Content

MG_3879
CR2 3484X5202(18.02MP 150100 @i

MG_3881
CR2 3484 X5202(18.02MP IS0 100 Wi

MG_3880
CR2 3464X 5202 (18.02MP 150100 @

RAW engine 3.0 (GPU)

Option 2: Convert an existing layer using the hot folder button )

* In the layer stack, select the layer you want to convert to hot folder status.



* In the content list for the layer, click the set a hot folder ) button.

Hot folder

-]
/i

folder updates.

Ta disable the hot folder, clear the folder and press save.

Folder I

CAMCEL SAVE

-Folder: Click the folder icon to navigate to the folder whose contents you want to import, or
manually enter a file path.

o Clear: Deletes the current file path from the folder property. If you wish to disable hot folder
export, use this button to do so.

o Import folder: Enable this option to import all images currently in the selected folder. Leave it
disabled to only import images added to the folder in the future.

o Cancel: Closes the dialog without implementing any changes to the layer status.

o Save: Stores the file path and enables the selected folder as a hot folder.



4.9. Application options

Many aspects of Imerge Pro include options in addition to the defaults. You can choose different options or
select your personal preferences in the Options window. You can open the options by opening the Project
menu and selecting Application Settings. If you are running a Mac, open the Imerge Pro menu and select
Preferences.

General

Settings GENERAL EDIT ACTIVATION SHORTCUTS PRESETS

Home screen

* \MERGE

CHANGE

Thumbnail cache
| 100

/Users faxelwilkinson/Library/Ap Clear cache

Downsam F'.I"I." canvas at

Export metadata

RESET ALL CAMNCEL SAVE

The general options allow you to configure some of the common features and functions of the software.

Home screen logo

By default the Imerge Pro logo is displayed in the top left corner of the interface. If you wish to hide the logo,
or replace it with your company logo while working on location at an event, you can swap out the logo here.



FXHOME Imerge Pro - 2021.1

+ Change: Click here to replace the logo with your own logo. Use a logo image sized to 640 x 640 or
less. If you plan to use a HiDPI or Retina display with the software, place a second image exactly
double the size of the primary image, in the same folder as the primary image.

+ Reset: Removes any custom logo you have applied, and restores the default Imerge Pro logo.

Thumbnail cache

Imerge uses a cache to store thumbnails of all images loaded into the project, so you can quickly preview
their contents and select the images you need. The more cache space is available, the more thumbnails can
be stored to maintain optimal performance.

* Max size limit: Adjust the slider from 10 MB to 500 MB to set the amount of space that can be used
to store cache files. The default value of 100 should be sufficient for most projects.

* Folder path: Sets the location at which the cache images will be stored. Click the folder icon to open
a file browser and select a new location for the cache to be stored.

GPU

Imerge uses the GPU to accelerate rendering. The first time the software is loaded, it compiles a small bit of
code which allows Imerge to access the GPU for processing. This code is then cached, so that it does not
need to be re-compiled every time the software launches.

In some special situations, such as when you install a new GPU, or if you are seeing rendering glitches, you
may want to clear the cache and force it to reload.

» Clear: Click this button to clear the GPU cache and force it to recompile.

Export metadata

You can enter copyright information here to automatically add it to the metadata of all images you export.
Metadata is never visibly displayed on the images, but is stored in the image file for proof of copyright.

* Creator: Enter the name of the image creator or copyright holder here.
» Copyright: Enter the copyright date into this field.
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Edit

Settings GENERAL EDIT ACTIVATION SHORTCUTS PRESETS
Guides

Exposure warnings

Highlight overlay color

Render overlays

Interface Layout

Left handed Right handed

Default canvas size
Use previous size m—
Din 5 w 1200 1800

RESET ALL CANCEL SAVE

The edit options are used to configure features specific to the process of editing your images.

Guides

Imerge offers several overlays that can be useful for alignment and layout of your project. Select the color
used by the overlay lines here.

» Grid line color: Click the color swatch to open a color picker and choose a new color for the guides.
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+ Snapping line color: Click the color swatch to open a color picker and choose a new color for the
lines used to indicate layer alignment.

Exposure warnings

Imerge can use overlays to identify areas in your image that are out of gamut and may be clipped when
exported. The colors of the overlays can be chosen here.

» Highlight overlay color: Click the swatch to open a color picker and choose the color that will be
used to identify areas that are too bright to fit into the destination color space.

+ Shadow overlay color: Click this swatch to open a color picker and choose the color that will be
used to identify areas that are too dark to fit into the destination color space.

Interface layout

The layer list and layer inspector can be positioned on the left hand side or right hand side of the screen.
Click the thumbnail for your preferred layout to select it.

» Left handed: Places the layer controls on the left hand side of the screen.
* Right handed: Places the layer controls on the right hand side of the screen.

Default canvas size

You can set the default size used when a new canvas is created. Regardless of the default, any canvas can
be modified at any time after it is created.

» Use previous size: When this toggle is activated, Imerge will use the dimensions of whatever project
was most recently opened in the software.
+ Dimensions: if you prefer to use a specific size as the default, enter the dimensions here.
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Activation

Settings GENERAL EDIT | ACTIVATION  SHORTCUTS  PRESETS

Your program is not yet activated. If you already own a license for Imerge Pro, click the button below to activate.

Buy now Activate program...

RESET ALL CAMNCEL SAVE

Activation and deactivation of the software is handled here. When the software is not activated, the screen
above will be shown.

« Buy now: Click this button if you have not yet purchased a license but wish to activate the software.
You will be taken to the FXhome online store, where you can purchase a license for immediately
activating the software.

« Activate program: If you already own a license, click this button to enter your serial code and
activate the software.

Once activated, the contents of the Activation screen will change to show your unique activation details.



Settings GENERAL EDIT ACTIVATION SHORTCUTS PRESETS

Your License
THE REGISTERED NAME IM YOUR ACCOUNT WILL BE DISPLAYED HERE

YOUR UNIQUE ACTIVATION ID WILL BE DISPLAYED HERE
YOUR UNIQUE LICENSE ID WILL BE DISPLAYED HERE

THE UNIQUE HARDWARE ID FOR YOUR MACHINE WILL BE DISPLAYED HERE

Updates & Support
This license is valid for all versions of Imerge Pro released before 18 July 2019.

After this date you will need to extend your license to continue receiving updates and support.

Deactivate license

RESET ALL CANCEL SAVE

Your license

The details of this specific activation of the software are displayed here, including Activation ID, License
ID, and Hardware ID.

Updates and support

Every license of Imerge Pro is permanent, and will never expire. It also includes 12 months of updates to
the software. The details of your license period are displayed here, including the date at which free updates
will cease. After that date, you can continue forever using the most recent version released prior to that
date, or purchase an upgrade of another 12 months of updates at any time.



Shortcuts

Settings  GENERAL EDIT  ACTIVATION | SHORTCUTS @ PRESETS

RESET ALL CANCEL SAVE

All keyboard shortcuts can be viewed and edited here. Getting familiar with the keyboard shortcuts for
frequently used commands can greatly speed up your workflow. For complete details, see the page on
Keyboard shortcuts.




Presets

Settings  GENERAL EDIT  ACTIVATION  SHORTCUTS | PRESETS

Q

¥ CANVAS PRESETS

¥ Custom

1G uare
¥ EFFECT STACK PRESETS

¥ Custom presets

F EXPORT PRESETS

¥ LAYER PRESETS

( &n

F BATCH OUTPUT PRESETS

RESET ALL CANCEL SAVE

Your custom presets can be managed here. In addition to viewing your presets, you can export presets and
import additional presets from this panel. For full details on working with presets, see the Presets page of
this manual.

+ Canvas presets: All custom presets you have saved for creating canvases will be listed here.
o These presets can be accessed through the New from template menu.
« Effect stack presets: All custom presets you have created for the effect stack will be listed here.

o These presets can be accessed through the preset menu — to the right of the effect stack
header.
« Export presets: All custom presets you have created for canvas export will be listed here.
o These presets can be accessed through the Export Canvas > Format menu.
» Layer presets: All custom presets you have saved for creating new layers will be listed here. The
presets will be grouped by layer type.
o These presets can be accessed through the New from template menu.
» Batch output presets: Your presets for batch exports will be listed here.
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o These presets can be accessed in the batch panel, through the New output button o or the

Output menu = .

Managing presets

You can manage your presets by first selecting them in the list, then either using the buttons at the top of

the panel, or using the right-click menu.

c)\Search presets: Use this search box to quickly find specific presets by name.

. G)Restore presets: when any of the built-in presets are deleted, they will be added to the list of
presets in the Preset Settings. You can select and restore them here.

t[ Delete presets: Removes the selected presets from the software.

¢ Import presets: Opens a file browser so you can select any .imergepr files on your system and

import them into your installation of the software.

t Export presets: Exports the selected presets in the .imergepr format.
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4.10. Keyboard shortcuts

Imerge Pro - 2021.1

Keyboard shortcuts can be very useful for speeding up your workflow and getting results quickly. They can

execute commands or modify the results of adjustments made with interface controls. Some controls are

selection specific, meaning the results will vary depending on whether a layer, a mask, or an effect is

currently selected.

Interface modifiers

These keyboard commands will modify the results of adjustments made to the selection on the viewer.

* ALT: Holding ALT while resizing a selection will resize it from the anchor point rather than from the

opposite corner.

« SHIFT when rotating: When rotating a selection, holding SHIFT will snap the rotation to 15 degree

increments.

* SHIFT when resizing: When resizing a selection, holding Shift unlocks the aspect ratio, so the height

and width can be adjusted independently.

These keyboard modifiers will alter the results of adjustments made when changing a property value with

the arrow keys. Select a value and use the up/down arrow keys to move the value in either direction.

* ALT: Hold ALT while editing the value to change it more quickly, in units of 10.

» SHIFT: Hold SHIFT while editing any floating point value to increase precision, and adjust it in

increments of 0.

Keyboard Commands

A complete list of keyboard shortcuts built into the software is listed in the Application Settings, and can be

accessed by clicking the Shortcuts tab. They are also listed below, for reference.

Command Windows shortcut
Undo CTRL+Z

Redo CTRL+Y

Open project CTRL+O

New project CTRL+N

Quit ALT+F4

Delete BACKSPACE or DEL
Cut CTRL+X

Copy CTRL+C

Paste CTRL+V

Mac shortcut

¥z

SHIFT3Z

¥0

F#N

*Q

BACKSPACE or DEL
F$X

#C

BV
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Lock
Unlock
Duplicate

Rename

Application settings

Save project
Save as
Import

Export

Export settings
Print

Close project
Insert text

Grid

Secondary monitor

Pan

Zoom to fit
Zoom in

Zoom out
Zoom to 100%
Zoom to 200%
Zoom to 300%
Zoom to 400%
Zoom to 800%
Add effect
Add mask

CTRL+L
SHIFT+CTRL+L
CTRL+J

F2 or ENTER
CTRLH+,
CTRL+S
CTRL+ALT+S
CTRL+I
CTRL+E
SHIFT+CTRL+E
CTRL+P

CTRL+F4 or CTRL+W

CTRL+T
CTRL+G
CTRL+M
SPACE
CTRL+0
CTRL+=
CTRL+-
CTRL+1
CTRL+2
CTRL+3
CTRL+4
CTRL+8
CTRL+/
CTRL+\

F*L
SHIFT38L
3J
RETURN
¥,

3#S
SHIFT3S
|

*E
SHIFT3E
*P

FW

£

*G

¥M
SPACE

Imerge Pro - 2021.1
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4.11. Project files

Project files created by Imerge use a unique file format, and are saved with the .imerge file extension.
Imerge scans your file system to find all .imerge files on your machine and lists them on the projects screen.

Backward compatibility

Project files created by Imerge are backward compatible, meaning that any project files saved with an older
version of the software can be opened in a newer version of Imerge. However, projects saved with a new
version, cannot be opened in older versions of the software.

Therefore, if you have a project file that was created in an older version, and want to open it in the current
version, you can do without issue. However, if you think you may have any reason to open the file later in
the previous version, then it is recommended to copy the project file first, so the original remains intact, and
you can open the copy in the current version, and save it to the updated format.

Image referencing

When you import images into your project, the actual images are not copied or stored in the project file.
Instead, Imerge uses referencing — it stores the location of the source file, so it can open the file into the
project. The original source image remains unchanged on your drive. Any adjustments made to the image,
such as color adjustments or keying, are stored in the Imerge project file, so the adjustments can be applied
each time the project is opened.

Transferring project files

Image referencing has a decided advantage in that the editing process in Imerge is non-destructive, and
never alters or damages your source images. However, it also means that if you want to transfer the project
from one computer to another, you need to remember to transfer the source images as well.
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4.12. Presets

Presets allow you to quickly add effects or combinations of effects with specific settings already applied,

greatly speeding up your workflow and making it simple to apply the same settings to multiple images.

Applying presets

You can access your available presets through the Presets menu. Select any preset from the list to
immediately apply it to the current layer.

« = Preset menu: Click this icon in the Effects header and select any preset from the list inside.
o Save preset: Use the Save Preset command at the bottom of the list to create a new preset,
containing all effects currently applied to the layer.

v Effects Apply ¥ (4]

The preset menu to the right of the Effects header title contains presets made up of multiple effects. These
presets can be beneficial for creating specific looks for your images, or for quickly adding specific
combinations of effects to a layer for further adjustment.

B ¥ Exposure

The preset menu to the right of each individual effect’'s name contains presets of specific settings for that
effect.

Layer presets

Some layer types offer presets as well. These speed up your workflow by allowing you to have certain
effects automatically applied to a layer as soon as it is created.

L]

. o Image: Click the new image layer icon to access available presets for image layers.

. AaText: Click the new text layer icon to access available presets for text layers.

« === Adjustment: Click the new adjustment layer icon to access available presets for adjustment
layers.

Export presets

Export presets are useful for accessing specific combinations of Output settings, in the Batch export
controls.
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v Default

. oNew Output presets: Click the new output button and select a preset to create a new output item
which includes preset export settings.

. = Output presets: Click the preset menu for any existing output item to view and select your
available presets. Choose any preset to immediately apply its settings to the current output item.
o Save preset: Use the Save Preset command at the bottom of the list to create a new export
preset, containing all of the settings in the current output.
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5. Layers

Imerge is a layer-based compositor, so layers are the fundamental element from which your composite is
built. The layer stack controls how the contents of the layers will be combined.

Layer types

Each of the six kinds of layer in Imerge Pro serves a different purpose.

L]

. o Image: Image layers are used to store any images you want to import into Imerge Pro. Each

image layer is a container, and can store as many image variations as you require.

. AaText: Text layers are used to generate text. All features of the text remain fully editable, so you
can change the contents, the font, the color, or other aspects of the text whenever you need to. Each
text layer is a container, and can store as many text items as you require.

. Solid: A solid layer is simple a rectangle filled with a single color. This can be further modified by
applying effects or mask to adjust the color, pattern , or shape.

« === Adjustment: Adjustment layers apply effects to all layers below them. This makes it easy to
apply effects to multiple layers in a project, without needing to apply the effect to each layer
individually. You can also mask an adjustment layer to apply its effects to only specific areas of the
layers below.

. -Group: This layer serves as a container for other layers, to group them together. This is useful
for keeping your project organized when many layers are involved. It also allows you to apply masks
or effects to multiple layers at once. When a mask or effect is applied to a layer group, all layers
inside the group will be affected.

+ —=Stacked: Stacked layers are used to combine multiple images into a single result.
o HDR Merge: Combines multiple exposures of an image, each with different exposure
compensation, to create an image with increased dynamic range.
o Focus Stack: Combines multiple exposures of a scene, each with a different focal distance, by
using the in-focus area from each image, to create a final image with deep focus or infinite
depth of field.

Layers as containers

As noted above, image layers and text layers serve as containers. The contents of the layer are separate
from the layer itself, and so each layer can contain multiple images, or multiple text items. This is primarily
used for batch processing multiple images, or creating multiple variations of a layout. See the |layer content
page for full details.
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Layer functionality

* Visibility: The visibility of any layer can be enabled or disabled using the square toggle next to the
layer’s name.

° I:|Visible: When the toggle is filled, the layer is visible. When the layer is not selected, the fill
will be blue. when the layer is selected, the toggle will be filled with white.

° Invisible: When the toggle is empty, the layer is invisible.
* Locking: Any layer can be locked to prevent accidental changes to its contents.

° ) Locking: To lock a layer, right-click the layer in the layer stack, and select Lock from the
menu. The lock icon will be displayed next to the layer name when it is locked. You can also
select a layer and use the keyboard shortcut CTRL+L (CMND+L on Mac) to lock the layer.

° ri Unlocking: To unlock a layer, right-click the locked layer and select Unlock from the menu.
The lock icon will be removed. You can also select a locked layer and use the keyboard
shortcut CTRL+SHIFT+L (CMND+Shift+L on Mac) to unlock the layer.

* Naming: When working in projects with multiple layers, taking a moment to rename your layers
logically can make it much faster to find the specific layer you need. There are several options for
renaming layers.

o Double-click: Double-click the name of any layer to select the name, then type the new name
you wish to use.

o Right-click: Right-click the layer you wish to rename, and select Rename from the menu. Then
type the new name you wish to use.

o Keyboard shortcut: Select the layer you wish to rename and then press F2 on Windows, or
Return on Mac, to select the name. then type the new name you wish to use.

* Previews: To the right of each layer name is a preview thumbnail, which provides a quick indication
of the layer’s contents. For image and Solid layers, the thumbnail is dynamic, and represents the
actual contents of the layer. For other kinds of layers, a default preview indicates the kind of layer.

> Image preview: For image layers, which can contain multiple variations, the currently selected
variation will be displayed in the preview. The preview represents the original image, before any
effects, masks or adjustments are applied.

Image ,_i?'

o Text preview: Text layers use a generic preview, so you can easily identify text layers in the
stack. The preview is too small to represent the actual contents, so you may want to rename
your text layers to indicate their contents.

Text Aa

o Solid preview: Solid layers contain a single color. The Preview will be filled with the current
color of the solid. If you change the color of the solid, the preview will update to the new color.

> Adjustment Preview: Adjustment layers have no actual contents, instead they store effects or
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settings that are applied to the layers below them. Therefore, a generic preview is applied to all
adjustment layers. You may want to rename your adjustment layers to indicate what they

contain.

Adjustment =

« Search: At the top of the layer stack is a search box. For projects involving large numbers of layers,
this can be helpful for quickly locating a specific layer in the stack. The search is dynamic, so as you
type, the layer stack will update to show only layers that match the current search term.

Rendering overview

Understanding the rendering process used by Imerge Pro is beneficial to determining how to set up your
project. All projects are rendered by going through the following process:

1. Create a new image with the size and color profile defined by your canvas settings.
2. For each layer, working from the bottom to the top of the layer stack, complete the following:

a. Take the active content variation and render it onto a layer the size of that content. For solid
layers, the color defined in the transform section is used to fill the layer. For Adjustment Layers,
it copies what was composited onto the canvas at the end of the previous layer.

b. Apply any layer masks. When multiple masks exist on a single layer, the masks are applied in
order from top to bottom.

c. Apply any effects contained in the layer. When multiple effects are contained in a layer, the list
of effects is applied from top to bottom. For each effect, if an effect mask exists then the results
of the effect are limited to the area defined by the mask.

d. Composite the layer onto the canvas with the layer’s transformation settings.

So in summary, rendering flows up the layer list, and down the layer inspector.
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9.1. Layer Content

Layer content allows you to define multiple images or pieces of text which can be substituted in the layer.
This is useful for managing variations or setting up batch processing workflows.

Only the following kinds of layers support multiple content items:

]

adlh
. Image layers

. AEI Text layers

Each item in the contents list is called a variation. Each layer will display only one variation at a time.

Working with layer contents

Adding contents

The list of contents for a layer is displayed at the bottom of the layer sidebar. To add a new variation, click
the Plus icon next to the content title.

+ Adding image variations: Click the plus icon to open a file browser window, where you can navigate
to the image or images you wish to import, and select them.

* Content

v 0C7A4483

v 0C7A4551
TIF

v _MG_0618
CR2

Imerge 2.0 RAW engin

+ Adding text variations: Click the plus icon to immediately add a new text variation. Click the new
text variation to select it, and enter the text you want it to contain. The appearance of the text can
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then be set up in the Font controls.

* Content

v Text

Background Option 1

* Text Variant

Background Option 2

¥ Text Variant

©2018 Fxhome
All rights reserved

Removing contents

Any variation can be removed by clicking the triangle at the right side of its listing, and selecting Remove.

Setting a variation as active

Each layer will display only one variation at a time. The active variation is the one that is currently displayed.
The active variation is highlighted in the list.

+ Setting a variation as active: Click any variation in the contents list to set it as the active variation.

Relinking image contents

If any image in your project becomes offline, it will be labeled as such in the Viewer, and highlighted in red
in the contents list. The thumbnail of the image will also not be displayed.
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v 0C7A4483
TIF

v 0C7A4551

_MG_0618
CR2

In the above image, the bottom two images are offline. Images can go offline for a variety of reasons:

* The image was moved to a new location on your computer.

* The name of the source image was changed.

* The name of the folder containing the image was changed.

» The drive containing the image was disconnected from your computer.

Regardless of the cause of the image going offline, the process for relinking the image is the same.

* Relink an image: To relink any image, click the triangle to the right of its name, and select Relink.
Imerge will attempt to intelligently relink all images based on this selection, if the folder structure
allows the software to find additional images where it expects them to be.

v 0C7A4483

* O0C7A4551

_MG_0618

CR2 400 x Relink

Remove
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RAW Content

When images in any RAW format are imported, there will be additional controls included in the Content
listing, for adjusting how the RAW image is displayed.

IMG_6134

RAW engine 3.0 (GPU) 7

Canon EOS DIGITAL REB...

Canon EF-5 18-55mm f...

§ 55.00

« RAW conversion method: Imerge offers several options for how the decoding of your RAW images
is handled.

o None: The pixel data is decoded, but is displayed in the bayer pattern used by the sensor.
Therefore each pixel will contain data for only one color; red, green, or blue.

o Raw engine 1.0 (CPU): This option runs on your CPU, and may therefore be slower than the
other options. However, it does offer wider compatibility, and supports cameras which do not
use a Bayer color array on the sensor.

o Raw engine 2.0 (GPU): This engine offers faster performance and a wider range of
adjustments for many properties of the image, particularly highlight recovery.

> Raw engine 3.0 (GPU): This engine improves the color accuracy of highlight recovery, and
handles dead pixels better.

o Raw engine XT (GPU): This option will only be used for certain Fujifilm cameras which use an
X-Trans sensor rather than a Bayer sensor array. It will only be listed for images captured with
an X-Trans sensor.

* Lens corrections: This toggle enables or disables automatic lens correction. The auto correction is
calculated based on the optical properties of the selected camera and lens combination.

+ Camera: The camera used to capture the image should be listed here. If the wrong camera is
selected, click the camera name to open a menu and select the correct hardware.

* Lens: The lens used to capture the image should be listed here. If the wrong lens is displayed, click
the lens name to open a menu and select the correct lens.

* Focal length: The focal length at which the image was captured will be displayed here. If a zoom lens
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is selected, there will be a slider which can be used to select the relevant focal length for the image.
+ Chromatic aberration: This toggle enables or disables automatic removal of chromatic aberration.
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5.2. Stacked Layers

Stacked layers differ from other image layers in the way they handle the layer contents. With a stacked

layer, the image which is displayed as the layer content is generated by combining multiple source images,
to create a new result with characteristics of each of the source images. There are two kinds of stacked
layers:

+ HDR Merge Layers: Dynamic range refers to the number of steps between the brightest and darkest
areas displayed in an image. HDR, or High Dynamic Range, combines multiple exposures to create a
single image with a wider dynamic range than can be captured in-camera.

* Focus Stack Layers: Focus stacking combines multiple images with different focal distances to
create an image with greater depth of field than any individual source image. It is effective for any
situation where individual images have a very shallow depth of field, such as macro photography, or in
landscape photography, where the distance between the foreground and distant background is too
great to get everything in focus at the same time.

HDR Merge layers

High Dynamic Range, or HDR, photography is a technique developed to overcome the luminance limitations
of modern cameras. Using the f/stop system used by cameras as a measurement, a good camera can
capture a range of around 14 stops, from the brightest to darkest values in an image. Values outside that
range will be clipped, and appear as either pure black or pure white. The human eye, by comparison, can
see around 30 stops. In an effort to create images which convey more accurately how the world looks to our
eyes, a technique was developed where the same scene is photographed multiple times, with each image
using a different exposure compensation, to include a greater amount of the tonality visible to our eyes.
These exposures are then combined into a single image using a higher color depth, allowing details to be
seen in the brightest highlights and the darkest shadow areas.

For example, the lighting in this library is much brighter on the top shelves than the lower shelves. As a

result, trying to capture the scene in a single exposure means that some areas are too bright, while other
areas are too darkly shadowed to read the book titles:
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By shooting three exposures, with exposure compensation set to -2, 0, and +2, we are able to capture
greater detail in the shadow and highlight areas. These three exposures are them combined to create an
HDR image. Note that while three exposures were used here, you are not limited to only three, and can use
whatever number of exposures are required to cover the dynamic range of your scene.
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The brighter exposure on the right reveals additional details in the shadow areas, while the darker exposure
on the left brings the highlights down to reveal additional detail there. By using the HDR technique to
combine these images, we have increased the dynamic range of the image, and can now have a single
image including a range of tones which would require three ordinary exposures to capture.

Note that the HDR merge is not necessarily intended to create the final image, but rather creates a source
image which can then be refined or processed to get the results you desire.

Creating an HDR Merge

1. In the sidebar, click the
2. Select the images which should be merged, and click Open.

New Layer Stack button, and select HDR Merge.

3. It may take a few moments for the images to process and for Imerge to build and display the merged
final image.
4. The HDR Merge layer which is created will have the Tone Map effect applied, which you can use to
modify how the dynamic range is mapped into the new image.
a. See Tone Effects for full details on using the Tone Map effect.
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Alternate workflow for pre-imported images

Alternately, if you already have the images imported into Imerge as separate layers, you can use the

following workflow:

4.

In the layer stack, select the layers you want to merge (Shift-click to select contiguous layers, or
CTRL+Click to select layers out of order).

Right-click one of the selected images, and choose HDR from selection from the menu.

An alert will ask you to confirm that you want to merge the layers. Click Yes:

Create HDR Merge from selection

Are sure you want to make a HDR Merge layer using your current selection?

This will clear the layer properties section and remove all content items that are
not currently in use on the selected layers.

It may take a few moments for the images to process and for Imerge to build and display the merged
final image.

Focus Stack Layers

The amount of any scene which can be captured in-focus by a camera is dependent on several factors,
including the aperture, stability of the camera, the proximity of the subject to the camera, and the total depth
of the scene itself. Focus stacking is a technique for overcoming these limitations, and creating a single

image where the focal range includes everything you want.

In this product shot of a firefly pendant, It is not possible to get the bulb in focus at the same time as the
head, in a single exposure:
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By shooting three images, each focused on a different part of the pendant, we can capture all of the detail
we need. Then, by focus stacking those images, we can combine the in-focus areas of each image to create
a new image where everything is in focus. Note that you are not limited to three images, you can use as
many images are required to cover the range of focus you are dealing with.
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This allows us to present the detail of the product in a way that better matches how it would actually appear

to the human eye.

Creating a focus stack
In the sidebar, click the — New Layer Stack button, and select Focus Stack.
2. Select the images which should be stacked, and click Open.

3. It may take a few moments for the images to process and for Imerge to build and display the merged

final image.

Alternate workflow for pre-imported images

Alternately, if your images are already imported into Imerge as separate layers, you can use the following

workflow:

1. In the layer stack, select the layers you want to merge (Shift-click to select contiguous layers, or

CTRL+Click to select layers out of order).
2. Right-click one of the selected images, and choose Focus Stack from selection from the menu.

3. An alert will ask you to confirm that you want to merge the layers. Click Yes:
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Create Focus Stack from selection

Are sure you want to make a Focus Stack layer using your current selection?

This will clear the layer properties section and remove all content items that are

not currently in use on the selected layers.

4. It may take a few moments for the images to process and for Imerge to build and display the merged
final image.



5.3. Font

Text layers feature an additional section in the layer sidebar labeled Font, which gives you full control over
the styling of the layer’s contents.

Character

Arial Regular

¥ el a0

Al

] 84
sl el A :

A=

Paragraph

Character settings

These settings define the shape and size of the text, as well as the spacing between the letters and lines of

text.

* Font Menu: The font menu provides access to all fonts installed on your system. Choose a font from
this menu to apply it to the text. The selected font will be applied to all text contained in the layer,
including all content variations.

Regular
90
0

Lucida Grande

Luminari

KAalasralarms kAN
Malayalam MN

+ Weight: If the selected font includes multiple weight variations, you can choose between them in this



menu.

Lato

=l

Paragraph

Al

menu, or you can type

Regular W

Font size: Sets the size of your text, in points. A variety of size options are available in the

in any specific size you need. If you click on the size value, the size can also

be adjusted using the up and down arrows on the keyboard.

+—F Letter spacing: Adjusts the kerning, or the horizontal space between the individual letters. Each

font has a default kerning value, which is defined as 100%. Setting percentages above 100%

increases the space between letter, while percentages lower than 100% brings the letters closer

together.

A

Font Fill Color: Click the color swatch to open a color picker and choose the color for your text.

The color swatch will indicate your currently selected color.

Font Outline Color: Click the color swatch to open a color picker and choose the color for your

text outline. The color swatch will indicate your currently selected color.

A Font outline size: Sets the thickness of the outline applied to your text. The default value of 0%

creates no outline.

Styles: You can further control the styling of the text using various toggles, to turn different style

options on or off. The four style options on the right side control which characters are uppercase and

which are lowercase. Only one of those four options can be enabled at a time. Compare this example

text with each of the styles below to see the effects they have.

Example text

Example-text

-T-

' Strikethrough: Adds a horizontal line through the center of the text.

Example text

Underline: Adds a horizontal line below the baseline of the text.

EXAMPLE TEXT

TT

All capitals: Displays all characters in the text as capital letters,

regardless of the case

in which they were entered.

example text

tt

All lowercase: Displays all characters in the text as lowercase letters,
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regardless of the case in which they were entered.

ExampLE TEXT | [T ) _ , _
. Small capitals: Capital letters in the source remain unchanged, and all

lowercase letters in the text are changed to capital letters at a smaller size.

Example Text |t

. First letter capitalized: The first letter of each word is capitalized,

regardless of whether it was typed in uppercase or lowercase.

Paragraph

Use these settings to adjust how the text conforms to its bounding box.

Gap before paragraph: Determines the distance from the top edge of the bounding box to the
top edge of the text paragraph.

. Gap after paragraph: Sets the amount of spacing which will be used between one paragraph
and the next.

Sizing
The size of the text box can be adjusted automatically or manually.

+ Auto: When Auto is selected, the text box will automatically resize as you type, to ensure your text fits
within the bounding box.

* Manual: Select manual to specify an exact size for your text box, regardless of what text is entered.
This is useful for specific layout, where the text needs to be conformed to fit a specific space. When
the Manual option is selected, some additional controls appear.
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* Width: Specifies the width of the text box.
+ Height: Sets the height of the text box.

° Align bottom: Aligns the bottom edge of the text with the bottom edge of the bounding

box, so any extra space appears at the top.

° Center vertically: Aligns the center of the text with the vertical center of the bounding box,

so there is even spacing on the top and bottom.

o — Align top: Aligns the top edge of the text with the top edge of the bounding box.
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54. Masking

Masking is used to select specific portions of a layer, so only part of a layer visible, or to limit the area of a

layer that is altered by an effect. The different kinds of masks available allow you to select the best option
for the results you require. There are six kinds of masks:

» Gradient Mask: Creates a mask with a large feather, based on a linear gradient. The direction and
intensity of the gradient can be adjusted.
Learn more about gradient masks

« Area Mask: A quick option for creating rectangular or elliptical masks.
Learn more about area masks

+ Vector Mask: Allows you to draw a specific mask shape, in any shape you desire.
Learn more about vector masks

* Image Color Mask: Creates a mask based on a selected color. A pipette is used to select a specific
color from the layer, and you can then adjust the range of colors that are included in the mask.
Learn more about image color masks

+ Image Alpha Mask: For images with a built-in alpha channel, this allows you to modify the existing
alpha information.
Learn more about image alpha masks

* Image Luminance Mask: Creates a mask based on tonal value. Either the brightest areas or the
darkest areas of the image can be removed.
Learn more about image luminance masks

Layer masks vs. effects masks

The primary mask controls in Imerge Pro exit at the layer level, and any layer can have masks applied to it
to control what areas of the layer are visible. However, masks can also be applied at the effects level, to
limit the area to which a specific effect is applied. The basic controls for the masks remain the same in both
cases. For further details on masking effects, please see the Applying masks to effects page of this manual.

General mask controls

All kinds of masks share some general controls, which are located at the top of the mask controls palette.

* Masks

¥ Area Mask

Expand/collapse all masks

The White triangle to the left of the Masks heading is used to expand or collapse all masks for the current
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selection. Click the triangle to toggle between the two states.

. Expand: Expand the controls any time you need to access them to adjust their settings.

. Collapse: Collapse the masks when the controls aren’t needed, to save space in your sidebar and
limit the amount of scrolling you need to do to access other controls.

A similar triangle exists to the left of each individual mask’s name, and can be toggled to collapse or expand
that specific masks’s controls.

Display mode menu

-« Apply
Replace
Show
Overlay
Disable all

The display mode menu at the top of the masks section controls how the masks are displayed on the
canvas. The menu shows the currently selected option, which by default is Apply. Thus the appearance of
the menu will change if you have a different option selected, but its location remains constant.

+ Apply: Shows the final results of the mask, after it is applied to the images’s current state.

* Replace: Applies the mask before any other adjustments, so any existing transparency data is
replaced by the mask shape.

+ Show: Displays the actual mask itself, in grayscale, while hiding the layer contents. The full range of
transparency is covered, with completely transparent areas being black, and completely opaque areas
being white.

» Overlay: Renders the mask in transparent red over the top of the layer, so both the layer contents
and the mask are visible.

+ Disable All: Disables all masks so you can view the original image.

Create new mask

The plus icon opens the new mask menu, so you can choose the kind of mask you want to add.

Enabling/disabling masks

Each mask can be enabled or disabled using the square toggle immediately to the left of the mask name.
. .Enabled: A blue square indicates the mask is enabled and actively affecting the layer or effect it is
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applied to.

. .Disabled: A dark grey square indicates the mask is disabled, and will have no effect.

Boolean operators

The three boolean operators to the right of the mask name control how it interacts with the masks below it in
the mask list. Click any option to immediately activate it.

. *Union: The entire contents of the previous mask and the current mask are visible.

. pSubtract: The area of the current mask is removed from any areas where it overlaps the previous
mask.

. @Intersect: Only the areas where the current mask overlaps the previous mask are visible.

Working with masks

Full details on using masks can be found on the following pages of this manual. Select the appropriate page
for the type of mask you need.

All kinds of masks support a full range of transparency, although Image Alpha Masks rely on the
transparency built into the image’s alpha channel. Each type of mask is explained on its own page of this
manual. We will use the following example image, which is made from a green screen image placed above a

colored solid layer, to demonstrate the results of each kind of mask.

Page 87 of 227



FXHOME Imerge Pro - 2021.1

5.4.1. Brush masks

Brush masks are used to easily paint the visibility of a layer or effect. The mask can be adjusted at any time
while painting using the controls displayed above the Viewer. Any adjustments made will define the mask
shape used to create the next stroke. The controls panel contains additional controls, which alter the entire

painted mask as a whole.

While applying a mask, it is often most effective to use keyboard shortcuts to manipulate the brush’s shape

and behavior.

* Brush mode: Shift + ~ toggles the brush mode between Brush in and Brush out.
* Radius: [ key will reduce the radius. ] key will increase the radius.

+ Softness: Shift + [ will decrease the softness. Shift + ] will increase the softness.
» Opacity: Alt + [ will decrease opacity. Alt + ] will increase opacity.

Viewer controls

& Radius 50.00 Opacity 100 3

Once a brush mask is added, the viewer automatically switches to brush mode, and relevant controls are

displayed in the top toolbar.

&

. » Brush in: The layer will be revealed in the areas you paint.

rs

. M -Brush out: The layer will be hidden in the areas where you paint.
* Shift + ~ toggles the brush mode between Brush in and Brush out.

» Radius: Defines the radius of the brush, in pixels.
* Opacity: Determines how opaque the brush stroke is. 100% is fully opaque, while 0% is completely
transparent.

. ln. Settings: Additional brush settings can be accessed here.
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£ View v 0O 75% ¥ Smart(0.75x) ¥

Radius 39.00

10

Spacing

o

Radius: Defines the radius of the brush, in pixels.
= [ key will reduce the radius.
= ] key will increase the radius.

o Softness: Controls the width of the feathered edge around the brush.

= Shift + [ will decrease the softness.
= Shift + ] will increase the softness.

o Opacity: Determines how opaque the brush stroke is. 100% is fully opaque, while 0% is

completely transparent.
= Alt + [ will decrease opacity.
= Alt + ] will increase opacity.

o 8Spacing: Controls the distance, as a percentage of the radius, between each instance of the
brush shape, as you paint. For a continuous line a low value should be used. Increasing the
value will create a visible scalloped edge, and once you exceed 100% there will be gaps
between the separate instances of the brush shape.

o 8moothing: Adjusts the overall smoothness of the brush path, to reduce unwanted shake or

jitter and create a smoother line.

Sidebar controls

B ¥ Brush Mask

B

0.00

100

The controls in the right sidebar will modify the entire mask. The mask can contain multiple strokes which
each use individual opacity, radius, or softness settings, by using the Viewer controls. But these controls will
adjust the mask as a whole.

* Invert: Swaps the visible and masked areas of the layer.
» Softness: Applies a feather, or blur, to the entire mask.
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* Opacity: Determines how opaque the mask is. 100% uses the original opacity settings for each
stroke, while 0% is completely transparent.

Last modified: Oct 02, 2020
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5.4.2. Gradient masks

Gradient masks create a mask with a soft edge, based on a linear black-to-white alpha gradient. Alpha
gradients are not visible, but rather, the black end of the gradient registers as completely transparent, and
the white end registers as completely opaque. The direction and length of the gradient can be adjusted on

the Viewer or in the layer sidebar controls.

Viewer controls

The viewer controls overlaid onto the second image above show the current layout of the mask, and allows
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you to edit it further.

» Solid Line: The solid line indicates the direction of the gradient. The handles on each end indicate
the white end (opaque) and the black end (transparent) of the gradient.

+ Dashed line: The dashed line indicates the mid-line of the gradient. It can also be useful for noting
the alignment of the gradient, in cases where the gradient is quite short. The longer dashed line can
make it easier to see minor shifts in the angle.

+ Handles: The Handles on either end of the solid line contain a center dot, indicating the white end
(opaque) and the black end (transparent) of the gradient.

Sidebar controls

v Gradient Mask

* From: Defines the X (horizontal) and Y (vertical) positions of the transparent end of the gradient. X
values run from 0 on the left to 100 on the right. Y values run from 0 at the top to 100 at the bottom.

» To: Defines the X (horizontal) and Y (vertical) positions of the opaque end of the gradient. X values
run from 0 on the left to 100 on the right. Y values run from 0 at the top to 100 at the bottom.
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5.4.3. Area masks

An area mask quickly creates a rectangular, rounded rectangle, or elliptical mask shape.

Viewer controls

The viewer controls overlaid onto the second image above show the current mask shape, and allows you to
edit the shape further in several ways. The solid inner line indicates the outer limits of the solid mask area.
The outer dashed line indicates the outer limit of the mask feather. The handles can be used to make
adjustments.
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« Radial: The radial handle emanating from the center of the mask indicates the rotation of the mask.
By default, the line will run vertically, straight up from the center. The handle at the outer end of the
radial can be dragged to rotate the mask.

» Side Handles: On the solid inner lines of the mask, each side contains a handle. Drag these handles
to move any edge of the mask and resize it.

+ Corner Handle: On the solid inner line of the mask, one corner has a handle. Click this handle and
drag to adjust the radius of the mask corners. By default the handle will be at the top left, but if the
mask is rotated it could appear elsewhere.

+ Feather Handle: The dashed outer line features a single corner handle. Drag this handle to change
the width of the mask feather. You can also drag the dashed line itself.

Sidebar controls

* Area Mask

* Invert: This toggle inverts the mask, so only the area outside of the mask is visible.

» Size: Denotes the width of the opaque center area of the mask, as a percentage of the image width
and height.

» Center: Defines the X (horizontal) and Y (vertical) positions of the mask center. X values run from 0
on the left to 100 on the right. Y values run from 0 at the top to 100 at the bottom.

+ Rotation: Indicates the rotation of the mask, in degrees.

» Curvature: Adjusts the radius of the mask corners, from a value of 0, which creates square corners,
to a value of 100, which creates a smooth elliptical shape.

+ Softness: Adjusts the width of the feathered area around the edge of the mask.

* Opacity: Alters the overall opacity of the mask.
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5.4.4. Vector masks

Vector masks are drawn point by point, and allow you to isolate any shape or area within a layer. The points
are connected by dashed line segments, which can be either straight or curved, which make vector masks
an excellent toll for very quickly selecting an area, or very carefully following an edge within the image with
high precision. When you click to create a point, you can drag while holding the mouse button to change the
point from the default Straight point to a curved point.
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Viewer controls

The far majority of your work with vector masks will be handled on the viewer, using the viewer controls.
paths and controls points will be white by default, and turn blue when selected. Vector masks can be scaled
indefinitely without losing fidelity

» Dashed path: The dashed line indicates the path of the mask, which designates its shape. The path
is divided into segments, with control handles on each end of each segment.

+ Control points: The larger handles at each end of a path segment are control points. Moving a
control point will alter the shape of the path. The shape of the handle indicates the type of control
point.

o Square points: Indicate a straight control point, where the path on each side will exit the point
in a direct line toward the next control point.

o Round points: Indicate a curved control point, where bezier handles will be available to adjust
the direction and shape of the connected path segments. Curved control points could be of the
mirrored, asymmetric, or disconnected varieties.

+ Bezier handles: All types of curved control points will have Bezier handles which control the shape of
the curve. These handles appear as a solid line, with a round handle on the end. The angle of the
handle controls the angle of the path exiting the control point. The length of the handle controls the
distance from the control point to the apex of the curve.

o Straight: Straight points have no Bezier handles, as there are no curves in the path.

o Mirrored curves: The angle and length of the two Bezier handles are linked, so you always get
a smooth curve through the point. Adjusting one handle automatically adjusts the other. If you
click and drag when creating a new control point, it is converted to a mirrored curve when you
drag.

o Asymmetric curves: The angle of the two Bezier handles is linked, so adjusting one handle
automatically adjusts the other to a mirror angle. However, the length of the handles can be
adjusted independently. The result is still a smooth curve through the point, but you can create
more complex compound curves than with the mirrored option.

=]

o Disconnected curves: The two Bezier handles are separate, and both the angle and the length
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of each handle can be adjusted independently.

2

Sidebar controls

* Vector Mask

«" Path closed +" Slice path

& s

Straight Mirrored

-— -

Asymmetric Disconnected

0.00

i 100

* Invert: Toggles between having the area inside of the mask retained (the default), or removed.
« Path: These options relate to the path’s status of being open or closed. A path must be closed before
it will take effect.

o Path open/closed: The path’s current status is displayed on this button. Toggling the button
changes to the other state. For a closed path, toggling to the open state will remove the path
segment between the first and last points created. For an open path, toggling to the closed
state will add a path segment between the first and last points on the path.

o Slice path: If you wish to open the path at any point other than between the first and last points
created, click this button, then click on the path segment that you want to open.

» Point: These buttons assign the currently selected point(s) to a specific path shape.
o Straight: Straight points have no Bezier handles, as there are no curves in the path.

o Mirrored curves: The angle and length of the two Bezier handles are linked, so you always get
a smooth curve through the point. Adjusting one handle automatically adjusts the other. If you
click and drag when creating a new control point, it is converted to a mirrored curve when you
drag.
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o Asymmetric curves: The angle of the two Bezier handles is linked, so adjusting one handle
automatically adjusts the other to a mirror angle. However, the length of the handles can be
adjusted independently. The result is still a smooth curve through the point, but you can create
more complex compound curves than with the mirrored option.

a)
o Disconnected curves: The two Bezier handles are separate, and both the angle and the length
of each handle can be adjusted independently.
O
+ Softness: Adjusts the width of the soft edge applied to the the mask. 0.00% creates a hard edge,

while 100.00% provides maximum feathering

» Opacity: Controls how opaque the visible area of the mask is. Areas outside the mask remain
completely transparent.
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5.4.5. Image color masks

Image color masks are used to isolate an area of the image based on a color selection. Any color in the
image can be selected, to create a mask containing a range of RGB values similar to the selected color.

There are no viewer controls, but the viewer provides a real-time representation of the current mask
selection, like the example in the second image above.

Page 99 of 227



FXHOME Imerge Pro - 2021.1

Sidebar controls

-

* Image Color Selection Mask

Pipette: Used to select a color to base your mask on. Click on the pipette to open selection loupe,
then move it over your image to find the color you wish to select. Click again to select that color for
the mask.

Invert: Toggles between retaining (the default) or removing the selected color range.

Spectrum selection indicator: Provides a visual representation to see and modify the range of
colors selected.

o Center point: Indicates the base color from which the selection extends. To change the color,
click anywhere in the spectrum and drag sideways to shift the base color, or use the pipette to
select a different specific color from your image.

o White edges: Indicate the entire range of colors that is included in the selection. Drag any edge
to adjust the range of colors in the selection

Softness: Softens the selection at the edges of the selected color range. Increasing softness often
creates more natural results when adjustments are applied to a color selection.

Protect skintones: Prevents skin tones from being included in the selection. Effective for retaining
accurate, natural skin tones when applying color shifts or adjustments to the image.

Protect greys: Higher values exclude neutral mid-tones with low saturation from the selection
Protect black/white: Higher values exclude the darkest and brightest areas of the image from the
selection. This is frequently useful for preventing over-saturation of color noise in the shadow areas of
your image.
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9.4.6. Image alpha masks

An image alpha mask apples the existing alpha channel of the imported image as a mask. The primary use
case in which this is beneficial is when you have an image where the key removes areas that you need to
retain. For example, a highly reflective subject may become green by reflectance, and get removed in the
key. By applying an Alpha Mask, you can then apply a Vector mask to restore specific areas from the

original image.

In the first image above, the reflective surface of the car has captured the green color of the backdrop, so
that the top edge of the car is essentially green. In the second image, notice how keying out the green
removes that edge, which we would then need to restore. To do so, we follow these steps:

1. Apply an image alpha mask to the layer.

2. Apply a vector mask to the layer.

3. In the display mode menu for the vector mask, set the display mode to Replace. This allows the
vector mask to replace the areas it contains with contents from the original image’s alpha channel.

4. Draw the vector mask around the area you want to restore, as shown in the third image above.
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Sidebar controls

* Image Alpha Mask

* Invert: Toggles between retaining (the default) or removing the selected color range.

* Image alpha masks can only be applied to image layers, and can not be applied to effects.
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54.7. Image luminance masks

An image luminance mask isolates an area of the image or based on tonal values. Some tasks luminance
masks are useful for include:

» Applying natural color adjustments to the shadows, mid-tones, or highlights of the image, without
affecting other areas.
* Protecting the shadows or highlights of an image from being affected by adjustments.

* Removing black or white backgrounds from a layer.
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There are no viewer controls for luminance masks, but the viewer provides a real-time representation of the
current mask selection, like the example in the second image above.

Sidebar controls

B ¥ Image Luminance Mask

m—

0.20 0.80

—

0.00

* Invert: Toggles between retaining (the default) or removing the selected luminance range.

* Range: These values define the size of the tonal range which will be included in the selection.

» Sliders:* Use the sliders to control what areas of the layer are visible, based on the layer contents.
The top and bottom control handles are linked in pairs. The angle between the two handles in each
pair controls the feathering of the selection. The slider has four control handles:

o Bottom Black: Areas of the selected layer darker than this tone will be completely invisible.
Tonal values between the bottom black and top black sliders will gradually be more opaque as
they move toward the top black slider.

o Top Black: Areas of the selected layer lighter than this tone will be completely visible. All tones
within the selected layer that fall between the top black handle and the bottom white handle will
be completely visible.

o Bottom White: Areas of the selected layer darker than this tone will be completely visible. All
tones between the top black handle and the bottom white handle will be completely visible.

o Top White: Areas of the selected layer lighter than this tone will be completely invisible. The
tones between the bottom white and top white sliders will gradually be more transparent as they
move toward the top white slider.
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9.4.8. Applying masks to effects

Any effect can be masked to limit the area of the layer that the effect will be applied to. Effects masks are
edited the same way as layer masks, but are created differently.

* Chroma Key @ 0

At the top of each effect, as shown above, the Mask button is located all the way to the right of the effect
name. Once applied, each kind of mask can be edited the same way as its equivalent layer mask.

. @Mask menu: Click this icon to open the Mask menu and select the kind of mask you want.
o Brush Mask: Allows you to brush in areas which will be affected by the effect, or brush out
areas which should not be affected.
Learn more about brush masks

o Gradient Mask: Creates a mask with a large feather, based on a linear gradient. The direction
and intensity of the gradient can be adjusted.
Learn more about gradient masks

o Area Mask: A quick option for creating rectangular or elliptical masks.
Learn more about area masks

o Vector Mask: Allows you to draw a specific mask shape, in any shape you desire.
Learn more about vector masks

> Image Color Mask: Creates a mask based on a selected color. A pipette is used to select a
specific color from the layer, and you can then adjust the range of colors that are included in the
mask.

Learn more about image color masks

> Image Luminance Mask: Creates a mask based on tonal value. Either the brightest areas or
the darkest areas of the image can be removed.
Learn more about image luminance masks
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5.5. Effects

Effects can be added to the layer here. All controls for effects already added to the layer can also be

accessed here. Click the Plus icon o to add a new effect, then select the specific effect you need from the
list. There are many effects available. For full details, see the chapter on Effects.

Each effect can be enabled or disabled using the blue square toggle to the left of the effect name.
Imerge offers 12 categories of effects for modifying the contents of your layers.

* Blur: make the details of the image indistinct.

» Color: artistically modify the colors in your image.

+ Color Corrections: fine tune the colors in the image, and correct for unwanted color shifts.

» Corrections: modify the perspective of the image.

* Details: edit the details in the image dealing with things like noise, blurring and sharpening.

» Distort: move the pixels in your image around.

* Generate: primarily focuses on adding computer generated content to your image. Things like clouds,
vignettes and scanlines.

+ Keying: remove areas of a photo based on color or luminance levels.

+ Lights & Flares: create light and lens-based effects.

+ Styles: add graphical effects to elements like color fills, gradients, outlines and glows.

» Stylize: apply an artistic effect to your image and typically combines color modifications with tonal
modifications.

+ Tone: change the brightness and contrast of the image. This is where you will find the Exposure
plugin which is a useful effect used to process most images.

The specific effects found in each category are explained in detail in the Effects chapter of this manual.
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5.6. Transforming Layers

The Transform controls for a layer allow you to manipulate the size and shape of the layer, and how it is
combined with the other layers in your project. Each kind of layer has its own unique set of transform

controls, though there is some overlap in the controls between layer kinds.

Transforming image layers

Image layers contain the largest number of transform controls.

MNormal

Manual

40.00 (=] 40.00

Position -7.85 1.58

0.00 0.00

Rotation 6.00

+ Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.

» Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely

transparent.
+ Scale: Scale controls adjust the size of the layer relative to the canvas, and are used to enlarge or
reduce the size of the layer.
o Scale mode menu: There are three modes that determine how the layer is scaled.
= Manual: This is the default mode, and gives you full manual control over the size of the
layer.
= Fill canvas: Auto adjusts the layer size so that it completely fills the canvas. If the layer
and the canvas are different shapes, then some of the layer will be cropped.
= Fit to canvas: Auto adjusts the layer so the entire layer fits within the canvas. This gives
you the largest possible layer size without any of the layer falling outside the canvas.
o Width and height: When manual mode is selected, the width and height of the layer are
displayed in percentages. Decrease the value to make the layer smaller, or increase the value
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to make it larger.

o Linking/unlinking the scale ratio: By default the width and height are linked, so adjusting one
automatically adjusts the other as well, and the image will not get distorted. Click the blue chain
icon between the width and height to unlink them, if you need to edit them independently.

+ Position: Adjusts the location of the layer on the canvas. For basic adjustments, you can simply click
and drag the layer directly on the canvas. But precise adjustments can also be made in the controls
here.

o X and Y: Defines the X (horizontal) and Y (vertical) position of the selected origin point. You
can edit the values to change the origin point’s position.

o Anchor matrix: You can select the origin point from which the layer’s position will be defined
by clicking the point you wish to use. By default, the position is defined using the center point,
but you can select any corner or and edge center if it works better for the alignment you need.

* Anchor point: Offsets the layer from the selected anchor point. The origin point will stay in place,
while the image moves.

* Rotation: Spins the layer around the anchor point.

|
- l</Rotate 90° clockwise: Use this button to quickly rotate the layer in a clockwise fashion, in
precise 90° increments.

o 1l Rotate 90° counter-clockwise: Use this button to quickly rotate the layer in a counter-
clockwise fashion, in precise 90° increments.
* Flip: These two buttons reverse the image in either direction.

° Flip horizontal: Flips the image on a horizontal axis, so the bottom becomes the top and
the top becomes the bottom.

° kFIip vertical: Flips the image on a vertical axis, so the left side becomes the right side and
the right side becomes the left side.

Transforming text layers

Text layers have similar transform controls similar to image layers. There are no Scale controls for text
layers, though, because the size of the text is controlled in the Font settings.
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+ Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.

» Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely
transparent.

» Position: Adjusts the location of the layer on the canvas. For basic adjustments, you can simply click
and drag the layer directly on the canvas. But precise adjustments can also be made in the controls
here.

o Xand Y: Defines the X (horizontal) and Y (vertical) position of the selected origin point. You
can edit the values to change the origin point’s position.

o Anchor matrix: You can select the origin point from which the layer’s position will be defined
by clicking the point you wish to use. By default, the position is defined using the center point,
but you can select any corner or and edge center if it works better for the alignment you need.

* Anchor point: Offsets the layer from the selected anchor point. The origin point will stay in place,
while the image moves.
* Rotation: Spins the layer around the anchor point.

|
- Ll</Rotate 90° clockwise: Use this button to quickly rotate the layer in a clockwise fashion, in
precise 90° increments.

()
o 1 Rotate 90° counter-clockwise: Use this button to quickly rotate the layer in a counter-
clockwise fashion, in precise 90° increments.

* Flip: These two buttons reverse the image in either direction.

el
° Flip horizontal: Flips the image on a horizontal axis, so the bottom becomes the top and

the top becomes the bottom.

° kFIip vertical: Flips the image on a vertical axis, so the left side becomes the right side and
the right side becomes the left side.



Transforming solid layers

Solid layers simply fill the canvas area with a solid color, so the Transform controls focus on how that color
is blended with the other layers in your project.

Mormal

i 100

+ Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.

* Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely
transparent.

» Color: Click the color swatch to open a color picker and choose the color for your text. The image
here shows a dark teal as the selected color, but the color of the swatch will represent your currently
selected color.

Transforming adjustment layers

Adjustment layers have no positioning controls, because the y have no actual rendered contents. They alter
other layers in your project, so the transform controls only contain the controls that affect how the layer is
blended with other layers.

Mormal

* Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.

* Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely
transparent.



Transforming group layers

Group layers serve as folders which contain other layers, allowing you to use multiple layers as a single
object. They can be used for organization, or to control the order in which processing is applied.

Marmal

Passthrough

+ Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.

» Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely
transparent.

+ Passthrough: Passthrough blends the layers within the group in order, as if the group did not exist.
This option allows the blend modes of individual layers within the group to interact with layers below
the group.

* Precompose: Precompose processes all layers within the group first, and then layers the
precomposed image created by the group over any layers below the group.This option means that
only the bend mode of the group itself will be used to combine the layers within the group with any
layers below the group.

Transforming HDR stack layers

HDR stack layers combine multiple images with different exposures to create a single image with expanded
dynamic range. Most of their transform controls match those of a standard image layer.

Mormal

Perspective

* Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.
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* Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely
transparent.

+ Image alignment: Specifies how the multiple images used to create the final exposure are aligned.

> None: All images are left in their original position. If all of your images were shot from a solid
tripod, this option can speed up processing times.

o Translate & rotate: The images in the stack can be moved horizontally or vertically, or rotated,
but no distortion will be applied during the alignment process.

* Perspective: In addition to translation and rotation adjustments, this option will also use perspective
distortions when necessary, to improve the alignment results.

+ Deghost: Ghosting refers to areas of the image where multiple edges are visible for a single object.
After the images are aligned, there might be areas where not everything perfectly aligns Leaves
moving in the wind, or the surface of a lake for example. Deghosting removes the unwanted duplicate
edges, to improve image clarity.

The remaining transform controls (not pictured) exactly match those of a standard image layer, and function
in the same way.

Transforming focus stack layers

Focus stack layers combine multiple images with different focal distances to create a single image with
expanded depth of field. Most of their transform controls match those of a standard image layer.

Mormal

Perspective

* Blending: The blending menu define how the colors in the selected layer are combined with the
layers farther down in the layer stack. Full details of the blending mode options are available on the
blending modes page of this manual.

» Opacity: Adjusts how opaque or transparent the layer is. 100% is fully opaque, and 0% is completely
transparent.
» Image alignment: Specifies how the multiple images used to create the final exposure are aligned.
o None: All images are left in their original position. If all of your images were shot from a solid
tripod, this option can speed up processing times.
o Translate & rotate: The images in the stack can be moved horizontally or vertically, or rotated,
but no distortion will be applied during the alignment process.
* Perspective: In addition to translation and rotation adjustments, this option will also use perspective
distortions when necessary, to improve the alignment results.
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The remaining transform controls (not pictured) exactly match those of a standard image layer, and function
in the same way.

Last modified: Oct 02, 2020
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5.6.1. Blending modes

Blending modes define how the colors in the selected layer (Blend Layer) are combined with the layers
beneath it in the layer stack (Base Layer). They are divided into groups based on general behavior, though
the groups are not labeled in the software.

Normal blending modes

* Normal: The default blend mode. Layers are not mixed at all. The Blend Layer is displayed without
mixing any of the colors with the Base Layer. The Blend Layer will completely obscure the Base
Layer, unless the Blend Layer contains its own masking or alpha channel.

« Dissolve: For each pixel, the value is randomly picked from either the Base or Blend Layer. Some
pixels will use the color data of the Base, and others will use the color data from the Blend. When first
applied it often appears as if the blend mode has no effect, because its results depend on adjustment
to the layer opacity. At 100% opacity of the layer, all pixels will take values from the Blend Layer. At
0% opacity, all pixels use Base values. At any value in between, pixels will be randomly chosen from
the Base and Blend Layers. Dissolve does not apply any kind of smoothing, blurring or anti-aliasing,
so the result tends to look very grainy.

Knockout blending modes

* Knockout: Removes the shape of the Blend Layer from the alpha of all layers beneath it.
» Clip: Clips the alpha transparency of all layers beneath it to the exact shape of the Blend Layer.

Darkening blending modes

+ Darken: For each pixel, Darken compares the color value of the Base Layer to that of the Blend Layer
and displays whichever is darker. Darken can be useful for combining the black areas of multiple
layers when creating or refining masks. It is the opposite of Lighten.

« Multiply: Multiplies the Base value by the Blend value, resulting in a darker image overall. Any color
multiplied by black (0.0) creates black, and any color multiplied by white (1.0) remains unchanged.
Thus multiply can be effective for removing white areas of the Blend Layer. It gives the opposite result
of the Screen blend mode.

» Color Burn: Simulates “burning” film in a darkroom by increasing the contrast of the Base Layer,
based on the color values of the Blend Layer. To do this it inverts the values of the Base Layer,
divides the result by the Blend Layer, then inverts the results. Like Multiply, Color Burn darkens the
image overall, but reduces highlights even more, and gives more saturated mid-tones. It is basically
the opposite of Color Dodge.

Lightening blending modes

» Lighten: For each pixel, Lighten compares the color value of the Base Layer to that of the Blend
Layer and displays whichever is lighter. Lighten can be useful for combining the white areas of
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multiple layers when creating or refining masks. It is the opposite of Darken.

+ Screen: The pixel values of both layers are inverted, multiplied, then inverted again, resulting in a
brighter picture. Effective for compositing transparent stock elements such as smoke and glows. It is
similar to Add in its results, but tends to be more subtle. It gives the opposite result of the Multiply
blend mode.

+ Color Dodge: Simulates the effect of “dodging” film in a darkroom by decreasing the contrast of the
Base Layer based on the color values present in the Blend Layer. To do this it inverts the values of
the Blend Layer, then divides the Base Layer by those inverted values. Like Screen mode, Color
Dodge lightens the overall image, but tends to result in intense, saturated mid-tones and blown-out
highlights. It is basically the opposite of Color Burn.

« Add: Pixel values are added together, resulting in a brighter image. Any pixels where the sum of the
addition produces a value higher than 1.0 will be clipped to 1.0 and will display as white. Useful for
compositing light-based visual effects such as light flares, muzzle flashes, lightswords and stock
explosions.Similar to Screen blend, but with somewhat more intense results.

Contrast enhancing blending modes

» Overlay: Increases contrast using a combination of Multiply and Screen blend modes. Overlay applies
the Screen Blend mode to areas where the Base layer contains values greater than 50%, and applies
the Multiply Blend mode to areas where the Base Layer contains values less than 50%. Similar to Soft
Light and Hard Light in the results it produces. It is essentially the same as Hard Light, except that
Overlay is based on the values of the Base Layer.

» Soft Light: Increases overall contrast and vibrance of an image, in a manner similar to Hard Light and
Overlay. Soft Light applies a half-strength Screen Blend mode to areas of the Blend Layer with values
greater than 50%, and applies the half-strength Multiply Blend mode to areas of the Blend Layer with
values less than 50%. The results are more subtle than Hard Light and Overlay.

» Hard Light: Increases contrast using a combination of Multiply and Screen blend modes. Hard Light
applies the Screen Blend mode to areas of the Blend Layer with values greater than 50%, and applies
the Multiply Blend mode to areas of the Blend Layer with values less than 50%. Hard Light is similar
to Overlay and Soft Light, but more extreme than both. It is essentially the same as overlay, except
that Hard Light is based on the values of the Blend Layer.

Inversion blending modes

» Difference: Takes the color value for each pixel, and subtracts the Base value from the Blend value.
The difference between these values is used as the new color value for the pixel. If the resulting
number is negative the positive equivalent value is applied (Example: “-64” would become “64”). If the
Blend color is pure white (255,255,255), the Base color will be inverted. This effect can yield dramatic
and psychedelic color shifts. Difference can be very useful for comparing identical layers to ensure
correct alignment. The Difference Key effect is based off this blend mode: a clean “background plate”
is used, and the identical areas in the footage to be keyed go completely to black, allowing the areas
isolated by the Difference blending to be enhanced and separated by means of a luma key.

« Exclusion: Similar to Difference blending. However, in Exclusion the calculation ignores positive/
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negative values, using absolute values only. This means similar values tend to get shifted to mid-
greys rather than black, resulting in a lower contrast image. Unlike Difference, which can be used in
keying, Exclusion is pretty much only useful for surreal, solarized color effects.

» Subtract: Subtracts the Blend Layer value from the Base Layer value, resulting in a darkening of the
overall image. Negative values are clipped to 0 (black).

+ Divide: Divides the Base value by the Blend value, resulting in a lightening of the image. Since any
value divided by itself results in 0, this can be useful for removing color tints or casts from an image.
By using a plane of the color you want to remove as the Blend Layer, any areas in the Base Layer
containing the color of the plane will be neutralized to grey.

Component blending modes

+ Average: Adds the Base value and Blend value, then divides by the number of layers (2) to get an
average value for each pixel.

* Hue: Converts both layers to HSL color, then combines the Luminance and Saturation values of the
Base Layer with the Hue of the Blend Layer. Used carefully, this can alter colors while retaining the
tonal and saturation values of the image, which can result in accurate, subtle tonal shifts.

» Saturation: Converts both layers to HSL color, then combines the Luminance and Hue values of the
Base Layer and the Saturation values of the Blend Layer. This can be used for artistic effects, or for
selectively de-saturating parts of an image.

+ Color: Converts both layers to HSL color, then combines the Hue and Saturation values from the
Blend Layer with the Luminance values of the Base Layer. This is often used to quickly tint images, by
using the Blend Layer as a color map.

* Luminosity: Converts both layers to HSL color, then combines the hue and saturation values from
the Base Layer with the Luminance values of the Blend Layer. Luminosity can be particularly useful
for sharpening. By blending a sharpened greyscale duplicate of a layer back onto the full color
original, you can effectively sharpen the image without creating undesirable color halos or artifacting.

Blend-If blending mode

Blend-If is a simple way to blend layers based on their tonal values. It is the only blend mode to include
additional controls for managing the blend. By adjusting the sliders, you can control what areas of the layer
are visible, based on the contents of the layer you are on, or based on the contents of the underlying image.
These sliders can be used independently or in conjunction. The top and bottom control handles are linked in
pairs. The distance between the two handles in each pair controls the feathering of the blend.
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Blend-If

{ -
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« This Layer: This slider uses the contents of the selected layer itself to determine what areas of the
layer will be visible. The slider has four control handles:

o Bottom Black: Areas of the selected layer darker than this tone will be completely invisible.
Tonal values between the bottom black and top black sliders will gradually be more opaque as
they move toward the top black slider.

o Top Black: Areas of the selected layer lighter than this tone will be completely visible. All tones
within the selected layer that fall between the top black handle and the top white handle will be
completely visible.

o Bottom White: Areas of the selected layer lighter than this tone will be completely invisible.
The tones between the top white and bottom white sliders will gradually be more transparent as
they move toward the bottom white slider.

o Top White: Areas of the selected layer darker than this tone will be completely visible. All tones
between the top black handle and the top white handle will be completely visible.

* Underlying Layer: This slider uses the contents of all layers below the selected layer to determine
what areas of the selected layer will be invisible and allow the lower layers to show through. The
slider has four control handles:

o Bottom Black: Areas of the underlying image which are darker than this tone will show through
the selected layer. Tonal values of the underlying image that fall between the bottom black and
top black sliders will gradually be more transparent as they move toward the top black slider.

o Top Black: Areas of the underlying image which are lighter than this tone will be completely
invisible. All tones within the underlying image that fall between the top black handle and the
top white handle will be completely invisible.

o Bottom White: Areas of the underlying image which are lighter than this tone will show through
the selected layer. Tonal values of the underlying image that fall between the top white and
bottom white sliders will gradually be more opaque as they move toward the bottom white
slider.

o Top White: Areas of the underlying image which are darker than this tone will be completely
invisible. All tones of the underlying image that fall between the top black handle and the top
white handle will be completely obscured by the selected layer.
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6. Effects

Effects can be applied to all kinds of layers, but not all effects are available for every layer kind. All effects

are explained in this chapter. If you do not see any specific effect in the effects list for a particular layer,
then the two are not compatible.

General effects controls

These general controls apply to the Effects section of the sidebar as a whole, and to all individual effects.
The controls unique to each effect are explained on the following pages, under each specific effect’s
heading.

* Effects Apply ¥ = Q

* Chroma Key = @ 0O Apply ¥

+ Expand/collapse all effects: The white triangle to the left of the Effects heading is used to expand or
collapse all effects for the currently selected layer. Click the triangle to toggle between the two states.

° Expanded: Expand the controls any time you need to access them to adjust their settings.

. P Collapsed: Collapse the effects when the controls aren’t needed, to save space in your
sidebar and limit the amount of scrolling you need to do to access other controls.

o A similar triangle exists to the left of each individual effect’'s name, and can be toggled to
collapse or expand that specific effect’s controls.

+ Display mode menu: The display mode menu at the top right of the effects section controls how the
effects are displayed on the canvas. The menu shows the currently selected option, which by default
is Apply. Thus the appearance of the menu will change if you have a different option selected, but its
location remains constant.

o Apply: The viewer shows the final resulting image, after all effects are applied to the image’s
current state.
o Disable All: Disables all effects so you can view the original image.
* Preset menu: Use this menu to access or create presets involving multiple effects.

o == Click this icon in the Effects header and select any preset from the list inside. You can also
use the Save Preset command at the bottom of the list to save all effects currently applied to
the layer as a new preset.

* Add new effect menu: The O button opens the add new effect menu. Due to the number of effects
available, they cannot all be displayed on-screen at once. Scroll down through the list to access the
effects you don’t see at first.
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Each individual effect contains several controls in its header for general control of the effect.

+ Visibility: The visibility of any layer can be enabled or disabled using the square toggle next to the

layer's name.

° I:|Visible: When the toggle is filled, the layer is visible. When the layer is not selected, the fill

o

* Preset menu: Use this menu to access or create presets for any specific effect.

will be blue. when the layer is selected, the toggle will be filled with white.

Invisible: When the toggle is empty, the layer is invisible.

o = Click this icon in the title bar for any specific effect and select any preset from the list

inside, to use the settings stored in the selected preset. You can also use the Save Preset

command at the bottom of the list to save all settings contained in the effect as a new preset.

. @ Reset: All controls for the effect can be reset to their defaults by clicking this button.

type of mask you wish to apply to the effect.

Effects categories

@Add effect mask: This button opens the effect mask menu, from which you can select the specific

Effects are grouped into several categories, based on how they alter the image. Each group has its own

page in the section that follows, with specific details of all the effects in that category.

Blurs

Directional
Blur

Gaussian
Blur

Rotational
Motion
Blur

Surface
Blur

Zoom Blur

Brushes Color

Clone
Stamp

Healing
Brush

Black &
White

Channel
Viewer

Colorize
Black &
White

Gradient
Map

Hue
Colorize

Invert

Color
Corrections

Color
Adjustment

LUT

Saturation
Editor

Skin
Retouch

Split Toning

Tone
Coloring

White
Balance

Corrections Details

Keystone
Correction

Denoise

Grain

Highpass

Highpass
Sharpen

Noise

Sharpen

Distort

Displacement

Fractal
Distortion

Lens
Distortion

Quad Warp

Generate

Clouds

Fractal
Noise

Long
Shadow

Scan
Lines

Vignette

Keying

Chroma
Key

Color
Difference
Key

Color
Match
Background

Light Wrap

Luminance
Key

Matte
Cleaner

Remove
Color
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Matting

Remove
Stock
Background

Spill
Removal
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6.1. Blur effects

Directional Blur

This effect blurs the image in a specific, user-defined direction.

B ¥ Directional Blur

« Direction: Turn the dial to indicate the direction in which the image should be blurred. The current
angle is indicated in the readout next to the dial.

* Length: Sets the distance, in pixels, that each pixel of the image will be blurred.

+ Clamp to edge: When enabled, this option ensures that the edges of the image do not become semi-
transparent when the blur is rendered.

Gaussian Blur

A simple blur which blends each pixel with the pixels surrounding it on all sides, to a radius defined by the

user.

B ¥ Gaussian Blur

Both

+ Radius: Sets the range, in pixels, of the blur. A radius of 10, for example, means that each pixel will
have its color value averaged with all value of all pixels within a 10 pixel radius.
« Amount Adjusts the balance of the blurred image and the source image. An amount of 100% shows
only the blur, and an amount of 0 shows only the original image.
* Mode: Sets the orientation in which the blur is calculated.
> Both: The default option, which blurs the image both horizontally and vertically
o Horizontal: Blurs the image left to right, calculating the blur based only on the values of other



pixels to the left and right.
o Vertical: Blurs the image top to bottom, calculating the blur based only on the values of other

pixels above and below.
+ Clamp to edge: When enabled, this option ensures that the edges of the image do not become semi-

transparent when the blur is rendered.

Rotational Motion Blur

A simulated motion blur, based on rotational movement of the layer.

B ¥ Rotational Motion Blur

50

+ Center: Sets the center point around which the blur will rotate. The center is also identified on the
viewer as a white circle, which can be dragged to set the center position.

* Rotation: Set the number of degrees to which the image will be blurred.

+ Amount: Adjusts the balance of the original image and the blurred image. Reducing the Amount will

reveal more of the source image.

Surface Blur

Surface Blur locates edges within the layer, and applies a blur to the areas between the edges, while

leaving the edge detail intact.

® v Surface Blur = (o]

1.0

§ 100.0

I 100

+ Radius: Sets the range, in pixels, of the blur. A radius of 10, for example, means that each pixel will
have its color value averaged with all value of all pixels within a 10 pixel radius.
+ Threshold: Sets the level of contrast required for an edge to be recognized. Lower threshold setting

will retain more of the original detail.



« Amount: Adjusts the balance of the original image and the blurred image. Reducing the Amount will
reveal more of the source image.
* Mode: Sets the orientation in which the blur is calculated.
o Both: The default option, which blurs the image both horizontally and vertically
o Horizontal: Blurs the image left to right, calculating the blur based only on the values of other
pixels to the left and right.
o Vertical: Blurs the image top to bottom, calculating the blur based only on the values of other
pixels above and below.

Zoom Blur

This effect works by blurring the image outward from a specified center point. It creates a similar effect to
quickly extending a zoom lens during an exposure.

B v Foom EBlur

« Amount: Sets the length of the blur, as a percentage of the source image size.

» Center: Sets the center point from which the blur will emanate. The center is also identified on the
viewer as a white circle, which can be dragged to set the center position.

+ Clamp to edge: When enabled, this option ensures that the edges of the image do not become semi-
transparent when the blur is rendered.
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6.2. Brush effects

Clone Stamp

The clone stamp allows you to sample from one location in your image, and paint the sampled area
elsewhere in the image. This is effective for removing unwanted objects from the scene.

Using Clone Stamp

There are two fundamental steps to using the clone stamp, which take place on the canvas:

1. Sample the area you wish to copy: Place the cursor for the Clone Stamp tool on the area of your
selected layer which you wish to copy. Hold down Alt (Option on Mac) and the cursor will change to
crosshairs to indicate sample mode. Click to sample that area, then release the Alt button.

2. Paint over the area you wish to conceal: When you move the cursor, a reticle will remain to indicate
the sample source. Brush anywhere else in the image, and the sampled area will be painted in there.
Once you start painting, the reticle will move in tandem with your brush, to indicate the current sample
source.

Top Toolbar Controls

Radius 50.00 Opacity 100 0]

When the Clone Stamp is active, the top toolbar will show several tools for defining the brush shape used by
the effect.
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+ Radius: Adjusts the size of the brush.
* Opacity: Controls how opaque the brush is, when used to paint in the clone stamp.

. GSettings: The settings menu contains additional controls for the clone stamp.

o Radius: Defines the radius of the brush, in pixels.

= [ key will reduce the radius.
= ] key will increase the radius.
o Softness: Controls the width of the feathered edge around the brush.
= Shift + [ will decrease the softness.
= Shift + ] will increase the softness.

o Opacity: Determines how opaque the brush stroke is. 100% is fully opaque, while 0% is

completely transparent.
= Alt + [ will decrease opacity.
= Alt + ] will increase opacity.

o Spacing: Controls the distance, as a percentage of the radius, between each instance of the
brush shape, as you paint. For a continuous line a low value should be used. Increasing the
value will create a visible scalloped edge, and once you exceed 100% there will be gaps
between the separate instances of the brush shape.

o Smoothing: Adjusts the overall smoothness of the brush path, to reduce unwanted shake or
jitter and create a smoother line.

Sidebar Controls

The sidebar controls adjust the contents of the clone stamp, rather than the brush used to sample or apply
the effect. Areas already painted will not be affected. The current settings in the sidebar apply to the next
brush stroke.



B ¥ Clone Stamp

+ Scale: Adjusts the size of the sampled image within the brushed area. A value of 100% exactly
matches the size of the original sample.

* Rotation: Changes the rotation of the sampled image within the brush area. This allows you to
compensate for perspective in the image, or match the angle of lines which are not parallel.

* Mirror: Allows y