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Update news:

New – ‘Light direction’ option added to the ‘Chrome Shop.’

(Note – For the ‘toys’ with extrusions to work, ‘AutoStep ‘ must be OFF, and ‘Step’ set to zero in Aura’s brush options panel.)

1. ‘Shag’ is back, by popular demand… it’s now an option in ‘Plush Toy’

2. TB now creates its’ effects in a new layer,maned ToyBox. This preserves the original.  I have my Del key mapped to delete layers, so if I don’t like my new effect, Delete serves as an ‘Undo.’ Still, “ToyBox” layers can accumulate, and you’ll want to keep an eye on how many youv’e generated

3. Most TB effects now permit multi-frame selections.

Fun For The Whole Family ;)

It’s surprising how addictive these things are… By using these in various combinations, in a few clicks you can get some surprisingly pretty results.

Installation

Unzip the archive into your George directory. You should wind up with a ‘toybox’ directory inside your George directory. Move the Toybox.grg script up one level into the George directory itself, and add it to the George menu as you would any other script.

General Useage

Just put some text (or any other brush, or just paint some random squiggles) on an empty layer, and run ToyBox.grg. Select an option…. Hard, huh?

Some options require an anim layer, and will tell you so. Brief comments on the individual ‘toys’ follow below, but don’t be afraid to try new and different things:

Bevelled Edges: 

This effect is quite different than the nice clean bevel familiar to users of Visual Inspirations AuraFX.  It is created in an entirely different manner, and is somewhat more ‘organic’ looking (it’s not better, or worse, it’s just different!)   The user is presented with 2 options, “Light” and “Heavy”. The script is generally meant to be applied to text an similar monochromatic objects on a transparent background, but interesting results can occur when it’s applied to objects created with several colours, or even to a ‘full screen’ video segment. 

Rounded Edges: 

Like ‘Bevelled Edges’, this option uses image processing to arrive at a somewhat subtle organic look.  The user is presented with 2 options, “Subtle” and “Heavy”. The script is generally meant to be applied to text an similar monochromatic objects on a transparent background, but interesting results can occur when it’s applied to objects created with several colours, or even to a ‘full screen’ video segment.

Plush Toy:

These effects radically ‘soften’ text or graphic elements; note that the “shag” option is particularly poorly suited to video applications, tending to ‘buzz’.  Both selections use the noise function, which is randomized over time. Hence, jitter may make them unsuitable for sequences for most purposes (though it MIGHT be an interesting effect).  If you want to keep the ‘velour’ look, but move the brush around over time - apply the effect to a single frame, pick that up as a brush, and animate the brush (rather than applying the effect to each frame of a sequence).

Flat Extrusion:

Applied to text, logos, or other shapes on a transparent background, this produces a fairly pleasing 3D look.  Vary the x and y factors to alter the apparent angle and depth of the extrusion.

Bevelled Extrusion:

As above, except the face of the object is beveled before the extrusion is applied… produces quite a ‘rich’ 3D simulation.

Chrome Shop:

This function offers two different looks, ‘Light’ and ‘Dark’ Chrome – applied to thinner objects (like titles on a transparent background) it produces a nice soft ’59 Buick bumper’ look.

Fort Knox:

Formerly titled “Bullion”, this effect is a gold-plated version of the Beveled Extrude.

Brushed Brass:

Similar to the above, this was an early attempt at using ‘procedural’ textures in Aura to get something interesting – it takes forever, but looks rather cool (if you’re into plumbing!)  As with the other effects which use the ‘noise’ filter, the effect is randomized, hence different on every frame; to animate it, use it on a single frame, pick that up as a brush, and animate it using the Keyframer.

Relief Map:

This is something Aura ver.1 sorely needed, so here it is.  Pick a texture from the list (you can add your own seamless textures to the list easily) – don’t forget to use the file requester’s Scan button to preview your choice.  Select a depth, smoothing amount, and light direction, and stand back – VERY useful, whether applied to backgrounds, text elements, or video sequences.

Colour Swatches and Luma Swatches:

This is my first attempt to mimic a function I rather like in Adobe PhotoShop, the “Variations” requester.  Aura has a lot of powerful image processing functions, but accessing them is not likely the easiest thing most users have ever done.  

Colour curves (and so on) are quite powerful, but not particularly intuitive. The few examples in the manual don’t really stick with you, so 6 months later when you simply want to ‘raise the gamma a smidgen’ you’ve forgotten what sort of curve you need. I wanted an easy and intuitive way to offer subtle colour, brightness, contrast, and gamma variations.  These two functions are the result.

To use either one, choose a layer (a full screen image is most easily visible, but the scripts do function with CG layers), select as many frames as you like, and run the appropriate script.  After a moment, you’ll be faced with a bank of thumbnails, and a requester asking you to pick one. Close the requester, and click on the thumbnail most closely approximating the look you’re after.  All selected frames will be processed to match.

Lighthouse Beam:

This script swipes the ever popular ‘gleam’ across an image.  First, select a number of frames (the minimum is 5 frames). You can choose from several preset angles for the beam, using either “White” or the current “Foreground” colour.  You can also have the beam make multiple passes left to right.  Note that the script was designed for use with text and CG elements, not full screen application – hence, angled beams may ‘cut the corners’ when entering and leaving full frame images.

(Mini-tutorial) – this can provide an amazingly “3D-ish” effect when used in the following fashion: Create some text on a transparent background, and run the “Bevel” script over it. Keep your original layer for later use.

Drag the beveled layer out to say 30 frames duration, and make it an anim layer.  Run “Lighthouse Beam” over that layer.  Now, go back to your original layer, make it 30 frames long too (doesn’t need to be an anim layer), and run “Flat Extrude” over it. Drag the ‘Beam” layer (which has a built-in bevel) over the Extruded layer.  The other layers are trash now.  The remaining layer should show the beam will travelling nicely over the beveled face of the text, while the sides remain “unlit.”  Very cool….

Twinkle Twinkle:

This is a later version of a script to add ‘twinkles’ to animated scenes.  Pick a frame (from an animation layer on the timeline) where you want a twinkle to begin.  Run the script, and you’ll be asked to pick a ‘twinkle’ style from a list (click  the Scan button to see the styles available).

Next, you’ll need to click on the screen to place the twinkle. Again, you can choose to use the existing brush colors or the current foreground colour.  You’ll also select a max size for the twinkle: “4” on the size slider represents the natural twinkle size; “3” is ¾”, “2” is half, and “1” is ¼”.  ToyBox will add a 4 frame long twinkle to your project, beginning at the frame you originally chose.

The “twinkles” are placed in their own layer – this is handy: since their backgrounds are transparent, you can ‘drag ‘em’ and ‘stack ‘em.’  You can make some neat looking “multiple” sparkles by layering a couple twinkles, and sliding individual layers left or right on the timeline to adjust their timing.

I intended to add a bunch of different twinkle styles to the library, but never got to it.  There are a few there to give you the idea; feel free to add your own (
That’s it – enjoy!

Feedback to steve@videotoasterworx.com

