CACAN]

A New Era for Traditional Animation

User Manuadl




User Manual

CACAN:Ii User Manual Ver 1.03 2015.07.04

2|Page



CACANi

Contents

CHAPTER 01 = INtrodUcCtion ..........cccciiiiiiiiiiiiiiiiiiiettnetnnec e 13
FEATUIES OF CACANI ... ettt sttt et e s e sat e st st e bt e b e e sbe e s bt e s st e et e ebeesbeesaeenas 15
The CACANiI ANIMAtioN PIPEIINE.....cci it e e e ae e e e ebae e e e earee e e eeareeas 17
User Manual ICoN GUITE ....cccuuieiiiiiieeeee ettt st ettt et e bt e e s e sbeesneeesareeenees 18
SYSTEM REQUITEIMEBNTS ..eeiiieiiiiteee ettt ettt e e s e ettt e e e e e e st b eeeeeesessnabbeeeeeeessssnnnreeaeeens 18

CHAPTER 02 — CACAN:i User Interface............cccoovvuuiiiniiiiiiiniinieiinniiecinnnecccnnecccnnne 19
Understanding CACANI’S INTEITACE .....uvviii ittt e e et e e e e rae e e e eabae e e e nreeas 20
INterface OVEIrVIEW - FUIl.....c.uiiiie ettt e e s st s e e sre e e aees 21
Tala=T g = ol |V o g oY o<1 0 0 1= o A PP 22

PANEl ACCESS Bl .uiiieiiiieiee ettt ettt ettt et e sttt e sab e e s bt e e s b e s be e e s abe e s be e e sabeesabeeeabbeesbeeenes 22
PANEI DOCKING. . ceiiitieee ettt ettt e et e e e st e e et e e e e bt e e e eaasteeeeaastaeesansbeeeeanseeesestanesannrenas 22

(6 1o\ R\ A== 4 (o] o PO TP PRSPPI 25
MOVE aroUNd the CAnVAS ......cocueiuieiiieiieite ettt sttt ettt sb e b e sae e st e e s e e sbeesbeesaeesanenas 25
MagnifiCation OF CANVas.....ccccuiiiiiiiiieciee et e e e s e e e s abe e e e s nbeaeessnbaeesennreeas 25
(0101 [ 2 (o1 = o o PO P PRSPPI 26

I L =Yl oY o T PSP 27
(YN o o Y o O] oY=l =Y To ] o LU 28

[ 1= I T - N 29
[N YA T | o1 1 A PSPPSRt 29
[T ol o Yol PSPPSRt 29
[NV Gl = o1 oo ) PSPPSRt 29
Change Drawing Layer COIOUT ...t iiiiie ettt e e e e e ttr e e e ta e e e e saaa e e e eeasaeeesnnaeeaeas 29
(0o] Lo U T =T oY oY Y =1 V<Y RSP 30
CUSTOMISING SNOITCULS ....uviiieiiiiee ettt e ettt e e et e e e et e e e e s ata e e e eeaseeeessaseeeeeansaesesansseeeennssnaanns 31
FAN Y Fd Y[ Y =Y Vo T Lol U £ U PPN 32
Toggle and HOId SHOMTCULS .....ciiiiiiee e e e bae e e e eabeeas 32
Procedure for AssigNing SNOMTCULS......ccciiiiiiciei e e s are e e e eaae e e e eanes 33

CHAPTER 03 = The MENU BT ........uuuiiiiiiiiiiiiniiiiiiiiitiiiiteccnnnecccsnneccsssaneessssssseeessennes 35

CACANI IMENU OPTIONS ceeeeeeeeeieeeeeeeeeeeeeeeeee e eeeeeeee s e se e e s e e e s e e s seseeeseeeeesesesasasssssssssssessnasssssssessessssnnenens 36
FIIE IMIENU .ttt et ettt et s e st et e b e b e s beesbe e sae e et e et e enbeesneesanenas 36
BT IMBNU .ttt ettt st st ettt e b e b e e sbeesae e et e et e e beenbeesane e 38
VIBW IMIBINU ...ttt ettt e s et e s e e e s s m e e e s e mn e e e s s nr e e e e smneeeesnraeeesnnnneenan 39



User Manual

VIEW > CANVAS c.eieieeiiiiiee ettt ettt et e s ettt e s st e e s e e e e s s m e et e e s mee e e e s mre e e e s nreeeesanneeeeenraneesnreneenan 41
VALY A o] Fo TU T g 0T -4 e Yo USRS 42
VALY A O LU ol o 17 PR 43
[ =T Y= o U N 43
Frame IMIBNU.....coiiiiiiiiiii et st 44
[ 1Y o =T Q1Y =T o T PSP 45
TOOIS IMBNU ettt ettt ettt et s e e st e st e s bt e e bt e e s bt e e aabeesabeesabeeesabeeebeeeanteesaraeesnseesn 46
[ L1 T oI/ =T o T T PSP 47
CHAPTER 04 — Drawing K@Y FramIEs...........uucccccccccccccccccccc e sssnen 49
THE TOOIS PANEL ...ttt ettt st e e st e s bt e s st e e sabee e sabeesabeesaneeesareeenees 50
(0o T 0] 00 o g T KeTo] ey ToT o =] o =T PR 50
(DT VYT = e o L3P SPR 50
(O[T =] o Yo o (ol U] =2 50
Handling Sharp ANgIEs iN STrOKES ......ccccuueiiiiciieie ettt ebte e e e eaae e e e eaaeeeeeanes 51
DT 1YY oY= oo PSPPIt 51
Drawing TOOI PrOPEITIES ..ciiiiiiiiiiiiiie e ettt e sttt e ettt e ettt e e e stte e e s sbte e e s sbteeessabaeeessseeeessssaeeesnes 52
SINGIE CUNVE TOO it iiiiie ittt et e e et e e e st e e e e s sbbeeeesabaeeessbaeeesnsseaeesnssenas 55
SiNgle CUIVE TOOI PrOPEITIES ....c.uvveeeeiiiie e ettt ettt e et e e e ete e e et e e e e etae e e e e areeesenbeeeeennteeaeennenas 55
CUPVE TOO .ttt s be e sttt e e b e e sbeesae e satesabe e b e e beenbeesaeesaeeeanean 57
OIT Y/l KoTo] I 2 o) o 1T 4 =T RSP 57
BEZIEI TOON. ..ottt sttt st n e sane e 57
BEZIEr TOOI PrOPOITIES. .. uviiiieiiiie ittt ettt et e e e stee e e s sbte e e e s bteeeesbaeeessseeeeesnnseeeesnnes 57
EHIPSE TOO ..ttt e e e et e e e st e e e e ebte e e e sbteeeesabtaeessnsaeeessnseeeessnseneeeannes 58
EHipSE TOOI PrOPEITIES ...vveieieeiieeeceiiie e ettt ettt e e e et e e e et e e e e ebteeeeebteeeesabtsaesestseeesnssanaesnnes 58
[0 1¥Z=CoT s Ko Yo FS PSPPSRt 59
o] 1VZ=CoT s T KoTol l 2 doT o 1T 4 =Ty PRSPPIt 59
3 11T o oo TP P TR PSR PPTPRPOPRRPO 60
| Y g Kool 2 o o 1T 4 =T PRSPPIt 61
Y=Y o{ g L= oL S = F =T ol o To | RS 61
SErOKE EFaser TOON ....uuie ittt ettt s e s e s be e e sar e e sreeesaneenane 61
Canvas NaVvigating TOOIS ..cccoeeiiiieie et e e e e e e e e e e e e e e e e esnnbaseeeeeaesesnnsrnns 62
Canvas Magnifier Tool [ Ctrl + Spacebar+ Draglor[1]and [2]..ccorieiiiiieeciieeeeciieee e, 62
Canvas Pan Tool [ SPAacebhar + Drag ] ... iee ettt ettt e e e saare e e s saare e e ssaaaeaeens 62
Canvas Rotate Tool [ SHIFT + Spacebar]or [3]1and [4 ] 62

4|Page



(00T o T={0 =Y 4 Lo T e Yo -3 UERPRRE 63

(6 [0 114 [ Koo I PP UOPOTO PSPPI 63
Resizing, Rotating, Moving the Camera on the CanVvas ........cccceeeecieeeeciiiee e 63
(0710 o =T = T Ko To] W 2 oY o 1T 41T SR 64

(0] {oTT= N e Yo RN 65
Resizing, Rotating, Moving the Offpeg Image on the Canvas.......cccccvvcveeiivciieeescieee e 65

(0] FoT= N KeTol I o o] o J=Y o L PSP 65
Stroke RENAEIING IMOAES ...cooiiuviiiiiiiiiie ettt s e et e e s sate e e e s sabaeeesnsaeeesansseeesansreeenan 66
Normal Stroke ReNdering MOAE .......coocuiiiie et e e rre e e e e e e e e ntae e e eareeas 66
Invisible Stroke RENAEring MOGE ......coocuiiiieeciee et e e e e e e e e e e atae e e eareeas 66
Hidden Stroke ReENdEring MOME .......coocuiiiieeciiiee e e et e e e et e e s e abe e e e enreeas 67
(@] (e U Y =T o T oY T 1V, [o o [T PRSP 67
Understanding Colour Separation StroKES ........ccueiiieciiieiiiiiie e e e e 68
Colour Separation Modes VS Colour Separation Layers........cceeeeecuieeeeciieececieeeeeeeee e eeveee e 68
BT VYT Y= o] 0 o SRS 69
(O[T T= 8 o By A o] =N Yo [ 1Y/ Fo o [T PR 69
(@[ = o By 4 o] (=N 1Y, (o o [ SRR SPR 69
(@[ T= 41 2= Y ¥ =TSP SPR 69
Cross-Layer Stroke Selection IMOTE ......c.uviii i e s aree s 70
NEW Stroke INAEX MOTE ......eoiiiiiieieee et sb e sttt sbe e sbeesaeesane e 70
AUt Stroke GroUPING IMOE........ooii ittt ettt e e e et e e e ebte e e e sbteeeeebteeeeesrasaeaanes 72
UNO PreVioUS ACLION ...ciiiiieiiiiiiieecee ettt ettt st s s e e s e e san e s e e e ane e e sneeeneas 72
REAO NEXT ACTION ..ttt b e b e e sbe e st e et e e reesreesneesanenas 72
CHAPTER 05 - Selecting & Editing SHOKES ... 73
Refining your Drawings in CACAN I ........uei i oottt e eetee e e e etee e e et e e e e eeabee e e esabaee e eenbaeaeenrenas 74
(0oT 0] 0 g T o T Ko Yol I ad oY o 1= o =TSP 74
oo [T o = e Yo -SSR 74
SEIECTION TOON .. ittt s st st e s s s e e n e n e s 74
Y] =T a oY T Kool l 2 oY o 1T 4 [Ty RS 75
RETEIENCE IMAEES...uiiiiiiiee ettt ettt e ettt e e e et e e e e e etteeeeeebbeeeeebbeeaeebasaeeessseeeeasseeanannes 76

) A o] Gl =T [ {0 ST TPV UUPTOURTRPRROt 79
Stroke Editor CONTEXE IMBNU ..cc..veiiiiieiiie et e e s ee e s e 79

] d o] I o [ o gl o] o 1T o A =Ty RS 80
ANIMAtion EAItiNG TOOIS .. ..uviiiiiiie ettt e e e s e e e ate e e e s abae e e ssbaeeeentaeeeensaeas 84



User Manual

FEAUIE POINT TOOL....iiiiieiie ettt et st e s e e s b e s e e e ne e e sareeeneas 84
Feature POiNt TOOI PrOPEItIES . ..cii i iiiiiiciiieeeeiieee ettt ettt e e st e e s bee e e e sbae e e s sbeeeeesbaeeeesanes 84
BONE TOO ...ttt ettt b ettt sttt b e b s he e st e et e e te e beenneesane e 84
BONE TOOI PrOPEITIES ...uevviieiciieie ettt ettt e ettt e e et e e et e e e etae e e e ebteeeeebteeeseabaeaeesstseeesnstneeesnnes 84
Y=Y e g T=T ol o o [ [ T=d o o U 86
Y=T={ 2 T=T o1 o Yo | I PPt 86
I {0 a1 0 A e To | PSP 86

(O 1=T Y T U 1o T o o PRSP 87

LG o T ®1 Lo 1] o =R 87
ArtIfact REMOVAL ... s s s e 87
Hidden SEEMENT ClEANUP.......uviii ittt ettt e e et e e e e et e e e e e bt eeeeebteeeeesteeeeessanaeennes 87

(O T Y U o1V, oo [T PPN 88

(O T Y N U T T Kool I 2 oY o 1T 4 [P RPPN 88
SErOKE WAL TOON ..ttt st ettt e sbe e st s st e b e 90
Stroke Width TOOI PrOPeIrties .......eeeccuiiieeiiiee ettt ettt e e et e e e e abe e e e e nbae e s enreeas 90
CHAPTER 06 = Using Display TOOIS........ccccoerrrrmiieiiiiinicirneeeeeeeeeeeccssnneeeeeeeeessssssssnsseseeens 1
Displaying Information 0N the CanVas........cceiiieiiie i sree e e 92
DT o] AV o) o1 o Y = - T USSR 92
(07 T\ = I D1 o] 3V 1 [ o [T U 92
(0 4 1= = PP PP OTPRP T 92

LY a Lo I A S T=] o I o =Y SRS 92
SErOKE DISPIay IMOES ......vviiiiiiiie ettt ettt e et e e st e e e s ta e e e s ata e e e entaeeeessaeeesssaeeesnnsaeeenas 93
SEFOKE WL ..ttt s e st 93
SEFOKE DIrBCLION ..ttt ettt ettt b e s bt e sh et s at e et e et e e sbeesaeesaeesaneeabeebeennes 93
INVisible and Hidden StrOKES.......c.coiuieiiiiii ettt sttt e e s 93

[ To L N oY B ot Y I YT SR 93
Grey out Matched Strokes (NaVigator ONIY) .....cccueieiiee ettt re e saee e 93

Ry o] I G o 1Pt 94
SWItCh HIidden STrOKE VIEW .....cc.eiiiiiiiiiieiiieeetee ettt s e 94
ColoUr SEPAration StrOKES .........uiiiiiii ettt e e ercr e e e e e e e sebere e e e e e e e e esnnbaseeeeeaesesansenns 94
Toggle LighthoX DiSPlay........uueiiiiei it e e e e e e e e et e e e e e e s e nnraeeeeeas 94
REEION DiSPIay IMOTES.......uiiiiiiee ettt e et e e e e e e e e st e e e e e e e s e s anbeeeeesasseesnnbeaneeaeeeenns 95
[ Lo TSR Y=Y =4 o T g W @] Fo TU ] PSP 95

Y oo ) VIV 2 (=T ={To T o I o] oYU TSP RROt 95

6|Page



[ Td 0] Fed o Y] 2T =4 o] o SR 95
SHOW ClOSEA REZIONS ..eeiiieiieiiiiiiiee ettt ettt e sstie e e s sttt e e s s bee e e s s btee e s ebeeeessabteeessnseeeessseeeessnsennessnes 95
SHOW ClOSEA SEIf REZIONS ..veiiieiiiie ettt e e et e e e ebte e e e sbteeessabaeeeesntaeaesanes 95

Y o 1o )V a1 gl =Tl 2U=T =4 o o TSROt 95
CHAPTER 07 — CACANI Cel System......ccooiiiireeiiiieieccereeeteeeeeeccsnnneeeeeesessssssnnnnneeesens 97
B TSN L= IS VS T PRSPPI 98
Cel SEIBCETION BAX ...eiuiiiiiiiiiie ettt ettt b e sttt sttt e b e b s s eeare s 98
[N Y= [=Toru o] o 1 - - PSPPIt 98
Fram@ CONEIOIS. ... ettt ettt st ettt e bt e s b sae e sae e et e et e enbeesbeesanenas 98

€I BANK. ..ttt ettt et e st et e e s bt e hb e e s b et e s abe e s beeeneeesbeeennres 98

€I BANK. .ttt ettt ettt e s et e b e bt e e b ee e s bt e e b beeaab e e s beeesabeesabeeenteesbeeanns 99
SECtioNS OF the CelI BaNK....coueiiiiiiiiieeiie ettt ettt e sare e s bt e e st e e sbeesnteesabeeenns 99
LI VIBW .ttt ettt et b e s bt e s ae e s at e e st e et e e be e she e shb e sat e st e e abe e beennes 100
Frame VIBW ....oeiiiiiie ettt 101

I [ LT I YT O] LSS 102
FraMES .. e e e e e e e e 102

LI 1< 3 RN 102

60T O OO PSP PR VPRSP 102

Lo =T =T 1LY/ o =N 103
LRV L= 11 1 =N 103
IN-DETWEEN FIrames ...c..eiiiiiiieiieiee ettt sttt et s e 103
Conversion DETWEEN Frame TYPES.....uuiiiciiieeeiiieeeeiteeeesttte e ssree e s sree e s sare e e s snbaeeesnbaeeesnnsanas 103

[ =T IV o 1= 104
[T T T = I 1= N 104

Y ] el o1 I V7T USSR 104
RETEIENCE LAY ...ttt ettt e e ettt e e e et e e e e ae e e e eeataeeesaataeeeensaeeasansseeesnnsaneanns 104
COoloUr SEPATAtION LAYEIS ..uveiiiiiiieicciiie ettt e esttee e et e e et e e e stre e e e s baee e e s abaeeessbaeeeesbaeeesnnsenas 104
USING the CeI BaNK .eciiueiiieiiiiiiee ettt ettt e e et e e e s bte e e e sbteeeesbteeeesnbteeessnseeeeesssneananses 105
Cel VIEW INTEIACTIONS . .eeiuiiiiieiieieecte ettt ettt sttt s saae et e neesneesnne e 105
[N = O o= @ Y- 4T o O OSSO 105

L 1= N =Y o =S 105

[ 1YL Y =1 1= ot o o USRIt 105
Moving Layers / Cels (DiSPlay OFAEI)......ciuieieeiieiieereeereecteesieestee e eteenreesteesteeseveeveebeereenns 107
(YT ol D10 o] Tt 1 4 o o N PPN 108



User Manual

(I VLT gl 2T 0 9T 1V | U EUURt 108
(Y 0T =Tl VA [ o 1= USRS 109
Layer / Cel STatus TOEIE ... ..cccueieieeeeiee ettt ettt ettt et e e et et e e s be e e etee e s abeeebeeeetaeeenbeeeeanas 109
Loading REferEeNCE IMAZES ... .uviiiieiiiie ettt et e e et e e e satt e e e e satae e e esnteeeeenasaaeeean 111
Frame View INTeractionS.......cccciiiiiiiiiiiiiiiiii ittt 114
USING the PIaYhEad ....c..eeiiiiieee et e s st e e s bae e e s nanaeaeeas 114
Displaying OniONSKIN Frames .....coccuuiiiiiiiiieieiiie ettt et e s siree e s s sbae e e ssabae e e ssnseeeessnsaeaeeas 114
Displaying OffpPeg FIrames .......uiiiiiiiiieiiciiie ettt et e st e e s sabae e s ssabae e e ssnseeeesnnsaneeean 115
Setting the PIayback RANGE.........uvi it ettt e e e tae e e e eatae e e nraeas 115
Cel TiMING AJUSTMENTS ....viiiiiiiiiiccciie ettt e e e e ette e e e sbae e e s e aaeeeseabeeeeentaeeeesraeeeennsenas 116
Maximising / MIinIMISING @ Cl...cuviiiriiiiieceee ettt ettt anas 116
Frame Creation WINGOW ........c.ciiiiiiieeiieesiee ettt ettt st et e st e s sae e e sabeeesans 116
Frame AdItION ....o.eeoiiieiiee ettt st e s e s b e b e st e e sbe e e aes 117
SY=To [01=] o [ol 3 oo ] o1 oY= PN 117
Frame REMOVAL .....ouiieiiiieieteee ettt st sttt ettt e sb e sae e st s e e beennes 118
Cel and Layer SEIECHION BArS .......ciicciiiie et e cctee ettt erte e e e tae e e e e tte e e e e abaeeeeaaaeeeenbaeesenseeesenasenas 119
LAYEE / CITaADS cutiiiieciecte ettt ettt ettt e s e st e e be e be e beesbaeeabeesbeebeesbeesasesasesabeenbeenbeenses 119
(YTl o LT Vo =Y PRSP 119

LI 17T g A=Y 4 =S RN 119
(YN 0T =Tl VY [Te 1T TP 119

LI =T Y =) 1 [ (o0 N 119
FramE CONTIOIS. ...eoeeetieiete ettt ettt s bttt ettt et e s bt e sheesat e st e e abeebe e bt e sbeesmeesaeeeanean 120
Cel Addition and Removal BUTTONS .......c.cocuieiiieiiiiiieieeeeeeree ettt 120
Cel AAITION IMENU c...einiiiiiirieee ettt et nes 120
Cel REMOVAI IMBNU ...ttt et s s s e ns 120
Frame Addition and REMOVaAl BUTEONS .......cocuiiiiieiiiiiieieeie ettt st 121
Add new Key Frames to the Left / RigNt .......cccviiiiiiiiiiecee et et 121
IN-DETWEEN FIramEs ...ttt ettt sbe e sttt e bt e sbe e sae e satesabeebeenns 121
[DTUT o] [ToF | Al o o o1 PSRN 121
L0l 1o ] o 1= TSP PR PR PSR 121
ClAN FramMI@ ..ttt sttt s b sttt e e e bt e bt e st san e sab e et reeree 121
Clear IN-DetWEEN Frames......cocuii ettt sttt s s e et esne e snee e saneeenee 121
DIEETE FramIB.. . e eeieeciee ettt st s e e sar e b e e e e b e e sr e e e aneeesareeeneas 121
Delete IN-betWeen Frames........coo it s s 121

8|Page



CHAPTER 08 — Animating & In-betweening.........cccceevvrreeiiiiiiiiiirreeeceeeccccccnneeeeeen 123
Your OWn Animation ASSISTANT ........ccviiiiiiiiiiiii it 124
[ N oF: 1 = 7= T USRS 124
[T a1 d o To ) - [ 1= USRI 125

(7o a1d o To ) DI o1 - 1V A KoY 7= [PPSR 125
LighthOX DiSPlay IMOTE......cciiieiiieiciiiie ettt ettt e e e bee e e st e e e ssabae e e ssnseeeesnnsaeeesan 126
Colour Selection (Previous ONIONSKIN)....ccuveeieieiiiiiiieieee et eeeeereree e e e e eeans 126
RETEIENCE FIramI@..cceiieiieiee ettt ettt ettt et e bt e s b e e sae e satesabeebeennes 127
Onionskin Frame Number and TOZEIE ......uuviiiiiiie ettt 127
ONIONSKIN OPACIEY Bal i cuiiiiiiiiiieciiie ettt st e e s e e s s re e e e s abae e s ssbeeesennrenas 127
Master OnioNSkin OPaCIty Bar ......c..ueiiiciiiieiiiiieecciiee et e et e e sre e e s srre e s sabae e e ssnraeeessasaaeeeas 127
Colour Selection (Next ONIONSKIN) ....ccuieiiieiiiieciee et eee e e s e e s re e s e e ebaeesbaeenes 128
OPACITY PreSEtS MEBNU e e e e e e e e e e e e e e e e e e e e e e e e eaeeeeas 128
AdvanCed SETEINGS MENU ......uiiiiciiiee ettt e e et e e e et e e e e ebaeeeeebteeesestseessseneaeessneaesnes 128
RESEE MENU .ttt ra e e sra e e eraee e 128
ACHIVE OFfPEE FIram@ . .eviiii ettt ettt e e st e e e st e e e sbtee e e sbeeeessabteeessstaeassnes 128
(@) o1 T= 1 ol =T o [P UR 128
Colour SElection (OFfPEE) .. .uuiu et e e e e e be e e e e abae e e eenraeas 129
Ty N (O] '0 = = IR 129
O =T Y (0 oT=T = IR UR 129
BT Y L4 =T =Y TP PUPPRN 130
Add In-between Frame BULtONS........ooviiiiiiee e 130
IN-DELWEEN TIMING Bl ....iiiiiiiiiiieiiiiiieeecitee et ee et e e e et e e e st e e e st tae e e ssataeeesasbaeeesnnsseeeesnsseeenns 130
JAN T o U o o F- 1 (=N 1Y/ oY [ R 130
SEIECTION IMOES.....eoeieeieeee ettt sttt et b e s bt e sbe e sateeateebeesbeesbeesaeeeas 131
BT L LY =48 S =TT N 131
Remove In-between Frame BULLONS ........cooiiiiiiiiiiiece e 132
J Yot AV R I YT ol [T [T ok o ] U SPRPPRPRRE 132
IN-between TiMING LOCK .....co e e e et e e et e e e e saaeeeeas 132
Update All CeIS IMOAE ...t e e e e e e e e et e e e e e e s e sasasaeeeeaeeesnnnenes 132
Generate IN-betweens BUTLON ......c.coiiiiie e 132
AppPly TIMING Preset BULLON ...cooi i e e e e e e e e nrenes 132
Using the IN-betweening Panel ... e 133
1. Create the 15 KeY framiE. ...ttt e ettt eaveebe e beenes 133



User Manual

2. Switch on the Lightbox in the Display Bar.........ccccceeeeieciiiiiiieee e eeerrere e 133

3. Create the 2™ KeY framM@. ...ttt ettt ettt ettt se et seeseneereneas 133

4. Create Blank IN-betWeen Frames........ooueeieeiieenienicricee ettt 133

5. Adjust Timing for In-between Frames ........coovciiiiiciee ettt e 134

6. Generate IN-DEetWEEN Frames .....cceoiiiiiiiiieieeeeee ettt 134

N AV 7= o gl - T o =Y PSPPSRI 135
Y Y= 011 AV T o= e o P PPRRPN 135

Y Yooy iTorTd o T T =LY PRSP 135
ROTAETE TOO ...ttt ettt e s bt sttt et e bt e sb e e sae e st e sabeebeennee 135
(2001 11 oY AN o V=d [ 135
Synchronise Pan (Reference Frame Mode).......c..ooooiiiiiiciiie et 136
Synchronise Zoom (Reference Frame mode).........cocveeecieecieeeciiesiee ettt 136
PrevieW WINGOW ......ooiiiiiie ettt et sttt e sttt e st e sbee e sabeesbeesnteesabeeenaees 136
CaNVAS Fram@ ... 136
Reference Frame MOGE ........oouiiiiiiieiieeeeee ettt sttt sb e st st e e 136
ACTIVE FramIE .ottt s e s sbe e e s sre e e st e e s ere e e e s 136
MagnifiCation LEVEI PreSEtS .....uiiii ittt ettt e et e et e e e st e e s saba e e e ssntaeeesnanaaeeeas 136

RF (Disable Preview Window Onionskin ........cccueeeieiiieiiiie et 136
Using the Navigator Panel — Canvas Navigation ......ccccccveiiieiiiii e 136
Using the Navigator Panel — Reference Frame Mode...........ccceeeeciieiecciiee et e 137
Grey Out Matched Strokes Display MOTE .........ueeeeiiiieiiiiie ettt et 138
Using the FEature POINT TOO! .......uuiiiiieee ettt ettt e e e e tte e e e e tre e e e e beeeeeebraeaeeanes 138
) Ao (Sl CT Lo 0 o RSP 140
How to Group and UNgroup StroKES........ceiieiiiiiiciee ettt e e e e s e e e 140
2] o[- oo USSP PSR PPTOPRRPST 141
U Y= Tl 2T o T=TN e Yo | RSP 142
SYNChroniSiNg MUILIPIE BONES......coiiieiieeeeteee ettt ecte e e tee e e et e e e e eata e e e esata e e e e abaeeeensaneaaan 144
Retain Stroke CONNECTIONS. ... .oiuiiieiie ettt st sttt be e bt e s b e st e eaeeeneean 145
Using the Retain Stroke Connections FUNCLION .......ccoociiiiiiiiiie it 145
GUidelines fOr IN-DELWEENING .....coiiciiie et e st e e e e s e abae e s e abee e e esareeas 148
Separate Strokes for DIffer@nt Parts.......ouiec e aae e 148
IN-betWeeNINg ShArp ANEIES .....eeiii i e e e e e e e rre e e e e e e e s eabaaeeeeeeeeeeannnnnes 149
Corrective Features for Stroke IN-betWeeNniNg ..........cooovuiiiiiciiii e 150
Hiding Stroke SEZMENTS Last.....ccocciiiiiiiiiie ettt ettt e e e e e e rtee e e e evae e e s snbe e e e e nareeas 151

10|Page



CHAPTER 09 - Painting Your Animation............eeiiiiiiiiiireeceeeecccccnnreeeccecescccnneeeeeees 153
A Dash Of SUNSNINE ..ottt sttt e b e sbeesaee e 154
Cross-Layer and Self-Layer REGIONS ......ccc.vveiieiiiii ettt sree e e ree e e arae e et e e e e e nreeas 155
(601 (o]0 gl - =1 TPV UUP PSPPI 161

Active Stroke and Region SWatChes........covvuiiiiiiiiiii e 162
Quick Access Stroke and Region Palettes .......ccueiiveiiiiiiiiiiee et 164
(60e] (o TU T g -1 1= PP PSPPSR 165
ColoUr SEIECLION TADS. .. ciiieiiieteeee ettt ettt st st e b e ns 166
(000 (o 10T VA o T=T< I (LAY [OOSR 166

PN o] a =T Lo 1T ol 1 SRR 167

HSV STAEES [HSV] +.veevreeeeeeeeeeeeeeeeeeeee e eeeeeeeeeeseeesseseseeseeeseeseeeseseseesesaeseseesesessessesassesesesesesensaees 168

RGB SHABIS [RGB ..eveevreeeeeeeeeeseeeeeeeeeeeeeseesesseseeesssesessaseseeseseseeeeeesesesseseesessesessesassesesesssesessaees 168
(000 Lo 10T\ 1D =T £ L1 T 169
COlOUI PICKEI TOO ..ttt st sttt e be e s beesae e st e enseebeesbeesaeenas 170
U Y= T o] Lo TU gl Tl (=T o oo ST 170
Cross Layer Paint Tool and Self Layer Paint Tool Difference ......ccccccveeeveciieiiccies e, 170
Cross Layer Paint Tool / Self Layer Paint TOO!.......cueiuieiiieniieciecie ettt eve et saee s 172
Using the Cross Layer Paint TOO........coocuiiii ittt e e rtee e e rae e e et e e e 172
Sampling Colours from a Reference IMage.......c.ueeeeciieeeeciiie ettt 173
Cross Layer Paint TOOI PrOPEITIES ......cccecviiee it ccctteee ettt ettt e et e e e e ctte e e e e aee e e e ebaeeesebeaeaeeanes 174
Using the Colour Reference WIiNOW.........coccuiiiiiiiieei ettt ee e s e e 174
AsSisted PaiNtiNgG SYSTEIM ...uviiiiiie et e e st e e e e sabae e e eenbae e e e sabeeeeenareeas 176
F AT ol 6] [oT0 o T = 2 o 1= PP SR 176
APPIY TO All CeIS MOE.......eiiiiiiiie ettt e et eetee e e e e bae e e e e ba e e e e abeeeeesabaeeeennrenas 176
AULO COlOUI OTNEI FramMES ... .eiiiieiieitieiiteete ettt sttt ettt be e sbe e st eateebeesae e sbeesaeeeas 176
AULO COlOUN CUITENT FramM@.. . i iieeieeitieiiteeite ettt ettt sttt ettt be e s bt st e eateebeesbeesbeesneeeas 176
Replace EXisting ColoUr MOE.........uiiiiiiiiieicciiee ettt e e e e e e e e s sta e e e s satreeeesasaneeeas 177

(01 Te Tl Y=Y 4 o] W o] {0 TU ] PRSP 177
Clear All REZION COlOUIS .....uiiiiiiieeccieeeeecire e e e sree e esre e e e stae e e s sbae e e s e aaaeeseabaeeesnbaeeeessaeeeennsenas 177
APPIY TO All Frames MOGE .....eeieieeeciiiieiee ettt eectttee e e e e e e s brrre e e e e e e e snnbsseeeeeaeeesannnnnes 177
Exclude Selected Frames MOAe ......ooueiiiiiiiie e 177
USING AULO PaINTING....uuiueiiiiiiiiiii s aa e s a e e aasasasasasnsnsnsannsnnnnnnnnnnes 177
AULO Paint SiNGIE Frames .....uviiiiiiiiieeccee ettt et e e e e e s e abe e e e e abae e e sntreeeenreeas 179
CHAPTER 10 - Completing Your ANIMahion ... 181



User Manual

SaVING the ANTMATION ..eviiiii et e e e e e e e e e e e s bt ra e e e e e e e esaanbraseeeaeaeessnnsenns 182
EXPOITING IMAEES..eeiiiiiiiiiiteee ettt ettt e e e e s ettt e e e e e e e s bbbt e eeeeeeesaaastbaeeeeeesasaanseaaeeeessennns 183
1L Vo o T 0 =14 o] o PP TOPPPPPRPPN 183
DT =01 o N 183
File NGME @Nd FIlE TYPE .uviiiiiiiie ettt ettt e e et e e e et e e e e e saba e e e saabaeeesntaeeesnnnaaeanan 183
1T oYU o T PPN 183
OUTPUL SBTEINES ettt ettt e e e e e e s sttt e e e e e s s asbateeeeeessaannbeeeeeeesssannrnnes 184
CANVAS VIBW ittt ettt et ettt e e e e s ettt et e e e e e e s abb b et e e e e eee s aabebaeeeeessesannsenaaaeessannas 184
CAMEIA VIBW ittt ettt e ettt e e e e e e s bbbttt e e e e e e e b rb e e e e e e e e e s nnreneeeeeeeenas 184
RESOIULION .ttt sttt et e ate e s be e ebae e s abe e sabeeesabeesabaesseeesareesnes 184
LYo 1 Y=Y Vol =T 7= o | USSR 184
(ool Qs oY oo 5 4 o] o - PRSP 184

FN A 1T 1Y [ o~ U SPOPPSPRE 184
(20T oo [=T G A o] =TSSR 184
2T =4 Lo V1 Vo IR 184
Trim OffSEts (FANZE ONIY) oo e et e e e et e e e e e bte e e s ebaeeeeebeeeeeeanes 184
[y ool 2= T o ={ <O 185
ACTIVE FramMI@ .ottt e e e e s e sttt e e e e e e e s s s aaabbbeeeeeseeessnbsaaaaeesssnnsnsenes 185

F L = o =SSPt 185
Y=Y 1Yot Te =] 1= PSR 185

Y 1 o RV = Y= a1 {1 o= Yo o ISP 185

12|Page



What is CACANi2 | CACANI

O1

What is CACANI?¢




User Manual

1. Sketch out key frames
in CACANi.

2. Clean up key frames.

3. Generate In-between Frames.
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l 4, Paint 1 Frame as Colour Reference.
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l 5. Batch Paint Animation Frames.
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CACANI is a revolutionary application developed with hand drawn animators
in mind. With our proprietary tools and workflow, CACANi helps reduce the work
required by generating in-between frames based on the key frames and automatically
painting the frames, creating a smooth and realistic animation sequences in a fraction
of the time.

Features of CACANI

e Unique Pressure Sensitive Sketching and Tracing Capabilities

With the use of graphic tablets or tablet displays, animators can choose to create their
drawings with clean, uniform lines, or organic, pressure-sensitive strokes, directly in
the software.

e Colour Separation Line Layers

To add more depth to the drawings, Colour Separation Lines can be drawn to create
highlight or shaded regions. These special layers can then be hidden so that the final
painted drawings do not show the separation lines.
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e Automatic Generation of In-between Frames

Animators can now make use of CACANI’s unique animation engine to automatically
generate in-between frames after the key frames are drawn.

e In-between Timing Adjustments

Mimicking the hand drawn animation workflow, in-between timing can be easily
adjusted via the Timing Panel.

e Automatic Colouring of Animation Frames

Using a single painted frame as reference, painters can auto-colour all the frames of
an animation sequence.

e Unique Digital Workflow for Hand Drawn Animation

We have developed an alternative digital production pipeline to make full use of the
many advantages of CACANi. It will improve or eliminate several tedious processes
that are traditionally required in the hand drawn animation industry.

e High Quality, Scalable Vector Output

CACANi is able to export animation sequence of any size and quality. Because all
graphics are vector-based, CACANi gives artists the freedom to distribute their
creations on multiple platforms with ease, from large HDTVs to mobile devices.
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The CACANi Animation Pipeline

In-between

Clean Up

Colour

Export

Rough out in CACANI Load External Images
(Sketch Layer) (Reference Layer)

Animation Sequence Evaluation

Trace Key Frames (Stroke Matching / Manual Drawing)

Generate In-between Frames (Timing)

In-between Frames Adjustments (Bone Tool, Feature
Point Tool)

Segment Hiding

Gaps Clean up (Key Frames)

Paint Reference Colour Frame

Auto-Colour Sequence

Coloured Regions Clean Up / Manual Colouring

Export Image Sequence / Video

Complete !
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User Manual Icon Guide

Throughout the user manual, you will encounter some icons describing specific
interactions that you’ll need to perform with either the mouse or the digital stylus.
They are listed as below:

Left Click

Press Left Mouse Button once (Mouse) or Tap Pen Tip on screen once (Stylus)

Left Click Twice

Press Left Mouse Button twice / Double Click (Mouse) or Tap Pen Tip on screen twice
(Stylus)

Left Click + Drag

Press and Hold Down Left Mouse Button and Move in Indicated Direction (Mouse) or
Press and Hold Down Pen Tip on screen and Move in Indicated Direction (Stylus)

Right Click

Press Right Mouse Button once (Mouse) or Press Pen Button once (Stylus)

System Requirements

Minimum Configuration

2 GHz Intel® / AMD® processor

Microsoft Windows XP

512 MB RAM

Video card supporting OpenGL 3.0 with at least 128 MB of RAM
Monitor with at least 1024x768 resolution

Mouse device

Recommended Configuration

3 GHz Intel® / AMD® processor

Microsoft Windows 7 / 8

At least 2 GB RAM

Video card supporting OpenGL 3.0 with at least 1 GB of RAM
Monitor with at least 1440x900 resolution

Graphics Tablet or Tablet Monitor device

Internet Connection will also be required for activation of software.
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Understanding CACAN:I’s Interface

The Menu Bar is where you can
find all the functions available in
CACAN..

The Property Bar lists the

tools in the Tool Panel. controls for changing the display
and behavior of tools and

panels in CACANI.

T~

T T L e B S S5 R - 7 Rt
L ——— /...

This is where you can find additional
controls for creating cels, frames and
also playback your animation
sequences in CACANI.

The docking areas at the
bottom and sides of CACANi
are where you can place your
panels so that they do not
obstruct your canvas.
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Interfface Overview - Full

Cel Selection Bar Panel Access

Tool Panel Drawing Controls
Display Property Bar

M Canvas Display Liahtb
env Stroke Display 'ghtbox
Region Display
Property Bar Layer Selection Bar

Canvas Navigator

Cel Bank Timing Panel
Cel View
Frame View Colour Panel
Frame Controls Playback Layer Panel
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Interfface Management

Panel Access Bar

In CACANi, the various tools for animation are placed in Panels, and these are
displayed (or hidden) via the Panel Access Bar, located at the top right corner of the
workspace.

Tool Panel
Colour Panel
Navigator
Cel Bank
Layer Panel
Timing Panel

Lightbox

Panel Docking

Based on user preferences, Panels can be arranged to be either free-floating or
attached/docked to the sides of the workspace.

*Note that the Cel Bank is the exception: it can only be docked to the bottom.

To dock a free-floating panel, drag it to the left, right, or bottom side of the
workspace. The panel will snap into the enlarged dock area.
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A panel can also be docked in between other panels, or docked behind another
panel.

When multiple panels are docked horizontally, left click and drag the empty dock
area to move them together.
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To close the panels, hover to the rightmost corner and left click on the ‘X’ icon.

NI
D@

The docking area can be minimized by left clicking on the docking arrows.

When there are too many docked panels, use the dock slider to navigate to the
hidden panels.
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Canvas Navigation

There are several manners in which the canvas can be manipulated to change its
view; one can move the canvas vertically or horizontally, rotate the canvas, zoom in
or out and flip the canvas horizontally or vertically.

Move around the Canvas

. 1. Select Pan Tool from the Tools Panel. On the canvas, tap and drag the stylus.
. Press and hold [Spacebar]. Then on the canvas, tap and drag the stylus to pan.
. 3. Enable the Navigator from the Panel Access Bar. Tap and drag the stylus in the
preview window.

Navigator

71.3%
The preview window shows a
thumbnail view of the canvas

Magnification of Canvas

. 1. Select the Magnifying Tool from the Tools Panel. To zoom in, place the stylus on the
canvas and drag to the right. Drag the stylus to the left to zoom out.
2. Press and hold [Ctrl + Spacebar]. On the canvas, tap and drag the stylus Left to Zoom
Out of the canvas, and drag Right to Zoom In to the canvas.
3. Press [1] to Zoom Out of the canvas, press [2] to Zoom In to the canvas.
. 4. Enable the Navigator from the Panel Access Bar. Use the Magnifying Tool, or type
the magnification level in the input field.

Navigator

Magnifying Tool e Magnificatfion Level

Tap and drag right to zoom
into the canvas, drag left to
zoom out of the canvas

Tap on number for manual
magnification level input.

Input values from 1.6% to
6400%
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Canvas Rotation

. 1. Select Rotate Tool from the Tools Panel. Drag with the stylus on the canvas to rotate
the canvas around the center point of the drawing workspace.
2. Press and hold [SHIFT + Spacebar]. On the canvas, tap and drag the stylus either
Clockwise or Anti-Clockwise to rotate the canvas accordingly.
3. Press[3] to rotate the canvas anti-clockwise, press [4] to rotate the canvas clockwise.
. 4. Enable the Navigator from the Panel Access Bar. Use the Rotate Tool, or type the
rotation angle in the input field.

Rotate Tool

Navigator

Tap and drag right to rotate the
canvas clockwise, drag left to
rotate anti-clockwise

Rotation Angle

Tap on number to perform manual
rotation input.

Input values from -180° to 180° 9@
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Layer Panel

Add Colour Separation Layer (Green)

Delete Selected Layer

Add Colour Separation Layer (Red)
Add Colour Separation Layer (Blue)
Duplicate Layer

Add Sketch Layer

Add Reference Layer

Add Layer

2 ] 100
Layer Opacity Input
Layer Opacity Slider
Lock Selected Layer

Layer Name

Layer Onionskin Property
Layer Lock Property
Layer Visibility Property

Custom Layer Colour

The Layer Panel provides another means of layer manipulation other than the Cel
Bank. 1 more option is available in this panel as compared to the Cel Bank: Show
Custom Layer Colour function.

To select a layer for drawing, simply tap / left click once on any layer. Stroke Colours
are changed via the Colour Panel.

For the Colour Separation Layers, stroke colours are determined by the Colour
Separation Colours.

*Note that it is not possible to draw on the Reference Layer.
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Layer Panel Operations

To add a layer, simply press any of the Add Layer buttons in the Layer Panel.

The order of the layers added are shown visually in the Layers Panel; strokes and filled
regions in the topmost layer will hide strokes and filled regions in lower layers.

To remove a layer, press the Delete Layer button after selecting the desired layer.

Hold down [SHIFT] to select a range of layers in sequence, or [Ctrl] to select multiple
layers in any order.

Selected
Layer

Hold down [SHIFT]
to select layers in
sequence
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Selected
Layer

Hold down [Cirl]
to select layers in
any order

You can also change the order of a layer by selecting the layer. First select the desired
layer, then Left Click and Drag the layer to the desired position. It is also possible to
select multiple layers in the same manner as mentioned above.

Each layer has 4 properties: Layer Tag, Layer Visibility, Layer Lock and Layer Lightbox.

B+>a @ Layer0

Layer Tag
Allows you to assign the layer with a specific colour for easier identification
and selection.

Layer Visibility
Controls whether the contents in that layer will be shown on the canvas.

Layer Lock
Determines whether the contents in that layer can be modified.

Layer Lightbox
Determines whether the contents in the layer will be displayed as onion-skinned
images.

Left Click on the icons to enable or disable the respective properties.

Change Drawing Layer Colour
The Drawing Layers colours can be altered by Left Clicking Twice on the Drawing Layer
Colour button in the panel.
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A Colour picker dialog will appear to allow you to choose the colour. Click OK to
confirm your selection or Cancel to preserve the previous colour.

BT Colour Separation Layers

Used for strokes that define highlight and shadow regions on the canvas. These layers
are added by left clicking on the Add Colour Separation Layer Buttons.
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Customising Shortcuts

From the menu bar, select File > Customise Shortcuts.

A dialog box will appear showing the category and commands with shortcuts in
CACAN;.

Category
File
Edit
View
Layer
Frame
Playback
Tool
Help

Current:
Cirl+M

Export Video
Export Image
Customise Shortcuts
Close

Import

Functions and Commands Tabs
Lists of all user assignable functions and commands in CACANi, organized in tabs.

2  Menu Functions / Commands Selection
Allows you to choose the menu function or command you want to assign a
shortcut for.

3  Currently Assigned Shortcut
Shows you the shortcut that is currently assigned to the function or command.

4  New Shortcut Assignment
Allows you to enter a shortcut for the selected function or command.

5  Assign Shortcut Button
Once a shortcut is entered, you can click this button to confirm the shortcut
assignment.

6  Clear Shortcut Button
Allows you to remove a currently assigned shortcut to the selected function or
command.

7  Import and Export Shortcuts Buttons
Allows you to load or save user assigned shortcuts via CACANi shortcut (.csc) files.

8 Reset All Shortcuts Button
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Allows you to remove all user assigned shortcuts and revert to the original state.

9  Confirmation Buttons

Allows you to confirm changes and exit the dialog box by clicking Ok, or remove

changes by clicking Cancel.

Assigning Shortcuts

Toggle and Hold Shortcuts
Other than the typical keyboard shortcut assignments, CACANi also has a unique

system of shortcuts that allows you to toggle tools instead of switching to them.

First, a list of the tabs in the shortcuts dialog:

Tools (Toggle)

File

Edit
View
Layer
Frame
Playback
Tool
Help

Tools (Hold)

Panels
Command

New
Open
Merge File
Save
Save As..
Import File
Export File
Export Video
Export Image
Customise Shortcuts
Close

Menu Commands Shortcuts

Tools (Toggle)

Tools (Hold) Panels

Stroke Picker Tool
Point Picker Tool
Drawing Tool
Single Curve Tool
Curve Tool
Bezier Tool
Ellipse Tool
Polygon Tool
Eraser Tool

Smart Eraser Tool
Feature Points Tool
Bone Tool
Segment Tool

Tool Commands Toggle Shortcuts

Menu Tools (Toggle) Tools (Hold) Panels Others

Tools
Colour
MNavigator
Cel Bank
Layer Panel
Timing
Lightbox

Tool Panels Display Shortcuts
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Tools (Toggle) Tools {Hold) Panels

Stroke Picker Tool
Point Picker Tool
Drawing Tool
Single Curve Tool
Curve Tool
Bezier Tool
Ellipse Tool
Polygon Tool
Eraser Tool

Smart Eraser Tool
Feature Points Tool
Bone Tool
Segment Tool

Tool Commands Hold Shortcuts

Menu Tools (Toggle) Tools (Hold) Panels Others

Increment Stroke Width

Decrement Stroke Width

Increment Curvature (Single Curve Tool)
Decrement Curvature (Single Curve Tool)
End Stroke

Cycle Stroke Display Mode

Hide All Panels

Other Commands Shortcuts



In the Tools (Toggle) and Tools (Hold) tabs, the tools listed are similar. This is because
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for those commands, you can choose to either configure a toggle shortcut for it, or a
hold shortcut.

For example, the keyboard shortcut [Q] is assigned to the Selection tool.

AToggle shortcut is where, after you press and release [Q], the active tool will change
and remain as the Selection tool until you choose another tool to switch to.

A Hold shortcut is where the active tool changes and remains as the Selection tool as
long as [Q] is held down. The moment you release [Q], the active tool reverts to your
previous tool.

This is useful for artists who tend to use only a few tools, but need to switch to other
tools occasionally.

Procedure for Assigning Shortcuts

You can assign shortcuts easily by going into the File Menu, then choosing Customise
Shortcuts. In this example, we are going to change the toggle shortcut for the
Selection tool. Currently, [Q] is assigned to the tool.

Shortcuts @

Tools (Toggle) Tools (Hold)
Command
Stroke Picker Tool
Point Picker Tool
Drawing Tool
Single Curve Tool
Curve Tool

Bezier Tool

Ellipse Tool
Polygon Tool
Eraser Tool

Smart Eraser Tool
Feature Points Tool
Bone Tool
Segment Tool

Import

When the shortcut [W] is entered into the New Shortcut field, CACANi warns that the
shortcut has already been assigned to another tool, the Stroke Editor.
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Shortcuts

Tools (Toggle) Tools (Hold) Panels

Command
Stroke Picker Tool

Point Picker Tool =
Drawing Tool Point Picker Tool [W] ‘

Single Curve Tool
Curve Tool

Bezier Tool

Ellipse Tool
Polygon Tool
Eraser Tool

Smart Eraser Tool
Feature Points Tool
Bone Tool
Segment Tool

Current:

Import

Export

Ignoring the first warning and clicking the Assign Shortcut button will bring up
another warning.

Shortcuts @

Tools (Toggle) Tools (Hold) Panels

Command
Stroke Picker Tool
Point Picker Tool
Drawing Tool
Single Curve Tool
Curve Tool

Bezier Tool

Ellipse Tool
Polygon Tool OK Cancel
Eraser Tool

Smart Eraser Tool
Feature Points Tool
Bone Tool
Segment Tool

Current:

é Warning! - nt Picker Tool [W]

Import Export Reset All

Finally, clicking the OK button will make CACANi change the shortcut to [W], and
remove the original shortcut assignment. Note that the Stroke Editor does not have
any shortcut assigned to it now.

Shortcuts @

Tools (Toggle) | Tools (Hold)

Command
Stroke Picker Tool -
Point Picker Tool W
Drawing Tool
Single Curve Tool
Curve Tool

Bezier Tool

Ellipse Tool
Polygon Tool
Eraser Tool

Smart Eraser Tool
Feature Points Tool
Bone Tool
Segment Tool

Current:

Import Export Reset All
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The Menu Bar
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CACANI Menu Options

File Edit View Layers layBack  Tools  Help

Size 2.0px  Opadty 100 % W 39t X H 348.0px X 0.0px ¥ 0.0px
-

Mlce: » - @

The Menu Bar holds various menus that allow you to control or change various
features in CACANi.

File Menu

File Edit View Layers Frames PlayBack Tools Help

Import File

Export Image

Recent Fi

New

Creates a new file. If a file is currently being worked on, a dialog will prompt
whether to save the current work.

Open
Opens a previously saved file.

Save
Saves the current work. If the current work was not saved before, a dialog will
prompt on the name and the type of file to save to.

Save As

Saves the current work as a different file. A dialog will prompt for the name and
the type of file to save to.
(See Chapter 10 - Saving the Animation)
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Import File
Opens a CACANiI Essential Format (.cspe), CACANi XML (.cacx), or Scalable Vector
Graphics (.svg) file to work on.

Export Image

Exports the current frame, all frames or selected frame as images. A dialog will
prompt you for the format, name, resolution and other settings of the images.
(See Chapter 10 — Exporting the Animation)

Recent Files List
Records the last 5 files that were in use for easier access.

Customise Shortcuts
Brings up the Shortcuts Customisation Panel
(See Chapter 02 - Customising Shortcuts)

Exit
Exits CACANi software. If the existing work has not been saved, an ‘Unsaved
Changes’ dialog box will appear.
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Edit Menu

File Edit View Layers Frames PlayBack Tools

Undo

Redo

Copy

Reset Panels’ Locations

Undo
Undoes the previous action. Name of the previous action will be shown.

Redo
Repeats the next action. Name of the next action will be shown.

Copy
Duplicates and stores the selected strokes in the clipboard.

Cut
Remove the selected strokes from the canvas and place them in the clipboard.

Paste
Transfers the stored strokes back onto the canvas in the active sheet.

Single Paste
Transfers the stored strokes back onto the canvas in the active sheet, disregarding
any stroke indices.

Delete
Removes the selected strokes from the canvas.

Smart Paste Selected Strokes
Unmatched strokes selected in the Navigator (Reference Frame mode enabled)
are pasted into the active frame.

Smart Paste All Strokes
All unmatched strokes in the reference key frame are pasted into the active frame.

Move Selected Element(s) Up/Down/Left/Right 1 Pixel
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Translates the chosen strokes by a single pixel in the stated direction.

Move Selected Element(s) Up/Down/Left/Right 10 Pixels
Translates the chosen strokes by 10 pixels in the stated direction.

Select All
Makes a selection of all strokes on the canvas.

Deselect
Clears any current selection of strokes.

(Enable / Disable) All Layers
When enabled, stroke and frame operations will affect all layers.

(Enable / Disable) All Frames
When enabled, stroke and frame operations will affect all frames.

Canvas...
Opens a window that allows you to configure the resolution of the canvas, in
pixels.

Set Auto Save Location
Allows you to change the folder where the auto-save files are stored in.

Set Auto-saving Intervals
Allows you to adjust the elapsed time before CACANi automatically makes a copy
of your current file.

Reset Panel Locations
Reverts the various elements of CACANi to their default positions.

View Menu

File Edt View Layers Frames PlayBack Tools Help

Quick Flip

Zoom in
Magnifies the view of the canvas.

Zoom out
De-magnifies the view of the canvas.
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Rotate CW
Rotates the canvas clockwise.

Rotate CCW
Rotates the canvas Counter-Clockwise.

Reset Canvas
Removes any rotation, magnification and movement of the canvas.

Reset Rotation
Removes any rotation of the canvas.

Reset Scale
Removes any resizing of the canvas.

Reset Translation
Removes any movement of the canvas and moves it back to the center of the
workspace.

Flip Horizontal
Flips the canvas along the Y axis.

Flip Vertical
Flips the canvas along the X axis.

Auto Pan Reference Frame
When enabled, the Navigator Panel display (Reference Frame mode enabled), will
be moved together when panning the display in CACANi’s main canvas.
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View > Canvas

Canvas
Color Regions

Quick Flip

amera Frame

%

[ IV V|

¥ Show Status

Show Camera Frame
Displays the camera frame on the canvas.

Show Grid
Displays a grid over the entire canvas.

Show Field Chart
Displays an animator’s field chart within the camera frame.

Show Strokes’ Width
Disables thickness and pressure of strokes and displays them as vector lines
only.

Show Strokes’ Directions
Indicates the direction of a stroke with coloured arrows.

Show Invisible and Hidden Strokes
Displays invisible and hidden strokes on the canvas.

Fade Non-Active Layers
Distinguishes between strokes in active (selected) and non-active (unselected)
layers.

Grey Out Matched Strokes (Navigator only)
(Only applicable to Navigator Panel, Reference Frame mode Enabled) Displays
strokes that are already matched or corresponded will be as grey strokes,
instead of the strokes’ original colour.

Show Stroke Gaps
Indicates unconnected stroke ends.

Show Hidden Stroke View
Displays invisible strokes as black, and fades out visible strokes for easier

drawing.
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Show Colour Sep strokes
Displays colour separation strokes on the canvas.

Show Layer Tag Colours
Displays stroke colours based on their layer colour tags.

Toggle Lightbox
Displays strokes from other frames as an onionskin image.

Show Pins
Indicates intersection points between strokes.

Apply Anti-Aliasing to Strokes
Enables stroke edge smoothening.

View > Colour Regions

Canvas
Color Regions

Quick Flip

S ainted Regions
f‘

Show Closed Self Regions

Hide Region Colours
Disables the display of painted regions.

Show Region Colours
Displays painted regions with their respective colours.

Highlight Self Regions

Indicates all self regions in all layers with checkered colours.

Show Closed Regions

Indicates all regions that are ready for painting in multiple colours.

Show Painted Regions
Indicates all filled regions in black.

Show Closed Self Regions
Displays only self regions found on the active layer.
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View > Quick Flip

Canvas
Color Regions

Quick Flip Forward

Quick Flip Forward
Allows you to preview the animation from the current key frame to the next
key frame by generating in-between frames temporarily.

Quick Flip Backward
Allows you to preview the animation from the current key frame to the
previous key frame by generating in-between frames temporarily.

Layer Menu

File Edit View L Frames PlayBack Tools

Ctrl+Shift+N

New Cel
Creates a cel above the selected cel in the Cel Bank.

New Drawing Layer
Creates a drawing layer above the selected layer in the Cel Bank.

New Sketch Layer
Creates a sketch layer above the selected layer in the Cel Bank.

New Reference Layer
Creates a reference layer above the selected Layer in the Cel Bank.
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New Colour Separation Layer (Red, Blue, Green, Cyan, Pink, Yellow)
Creates a colour separation layer above the selected Layer in the Cel Bank. Strokes
drawn within the layer will not be shown in the final exported images.

Duplicate Active Layer
Clones the selected layer’s contents and place it in a new layer above the current
selected one.

Hide/Unhide Layer(s)
Enable / Disable the visibility of selected Layers.

Lock/Unlock Layer(s)
Prevents the contents of selected Layers from being changed.

Toggle Lightbox for Layer(s)
Enable / Disable the onionskin images of selected Layers.

Remove Cel(s)
Delete the current selected Cel(s).

Remove Layer(s)
Delete the current selected Layer(s).

Next Layer
Selects the Layer beneath the current active Layer.

Previous Layer
Selects the Layer above the current active Layer.

Frame Menu

File Edit View Layers layBack Tools  Help

ed Frames

New Key Frame to Left/Right
A new key frame is inserted before/after the selected frame.
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New Tween Frame to Left/Right
A new in-between frame is inserted before/after the selected frame.

Duplicate Frame to Left/Right
A clone of the selected frame is made and inserted before/after the original
frame.

Add Inbetween Frames to Entire Cel
Allows you to create a fixed number of in-between frames for all keyframes in a
cel.

Adjust Stroke Width (Multi-Frame)
Allows you to change the stroke width for all the frames in a layer.

Remove Selected Frames
Deletes selected frames from the Cel Bank. A Delete Confirmation Dialog box is

shown.

@

oK Cancel

Left click on button [Yes] to delete the selected frames. Left click on button [No]
to return to the workspace without deleting any frames.

Remove All Tween Frames
Deletes selected In-between frames from the Cel Bank.

Clear Selected Frames / Selected Sheets / All Tween Sheets
Clear all strokes in the selected frames / sheets / all tween sheets.

Playback Menu

File Edit View Layers Frames PlayBack Tools Help
Play

Move to Next Frame

Move to Next

Move to Previous Key

Play
Plays back the animation sequence.

Move to Next Frame
Selects the frame to the right as the active frame.
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Move to Previous Frame
Selects the frame to the left as the active frame.

Move to Next Key
Selects the nearest key frame to the right as the active frame.

Move to Previous Key
Selects the nearest key frame to the left as the active frame.

Tools Menu

File Edit View Layers Frames PlayBack Tools Help

Retain Stroke Connections (In-betweens)

Color Reference Window
Remove Redundant Place Holder For Current Layer
Clear Undo/Redo History

Remave Hooks

Switch Cursor

v New Colorin g Maode

Use TabletPC

Retain Stroke Connections (In-betweens)
Analyses all frames for any T intersection gaps and auto close them.

Go Previous Curve
Allows you to revert to a previously unmatched stroke.

Skip Next Curve
Allows you to skip the next unmatched stroke.

Auto Save

When enabled, CACANi will automatically make a backup of the currently opened
file at specific intervals. The duration can be configured via the Set Auto-saving
Intervals option in the Edit menu. The backup folder can be configured via the Set
Auto Save Location option in the Edit menu. It is enabled by default.

Colour Reference Window
Opens up a window that allows you to load an image for colour reference.

Remove Redundant Place Holder for Current Layer
Analyses the frames in the active layer and reduces the number of blank stroke
placeholders.
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Clear Undo/Redo History
Deletes the undo/redo information, as a way to reduce memory consumption.

Remove Hooks (Experimental)
Analyses the stroke ends in a current drawing and truncates unwanted small
hooks.

Switch Cursor

When enabled, cursor is rendered in software and cursor icons will not be
displayed. When disabled, cursor is rendered using OpenGL. If you find that the
cursor is lagging, enabling this may help. It is disabled by default.

New Colouring Mode

When enabled, limits the Self Layer Paint Tool to only apply colour in self layer or
single layer regions (regions formed from strokes in one layer). When disabled,
the Self Layer Paint Tool will still apply colour to cross layer regions (regions
formed from strokes in multiple layers). It is enabled by default.

Use TabletPC (Experimental)
Allows CACANi to obtain pressure information from devices that uses Microsoft
Ink. It is disabled by default.

Help Menu

File Edit View Layers Frames FPlayBack Tools Help

About.
Subscription

View Production Information

About
Shows information about the CACANi software.

Subscription

Allows you to manage your subscription. You can view subscription
information, extend subscription with a new product key or deactivate the
subscription to transfer to another computer.

View Production Information

Shows information about the currently opened CACANi file. Information can
be exported as a text file.
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Drawing Key Frames
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The Tools Panel

Making animation drawings is the focus of CACANi. Because of that, we have designed
tools that will help make the process of animation faster. These are organized in the
Tools Panel for ease of use and customizability.

Common Tool Properties

There are a number of tools which share similar property controls. For example, the
Drawing Tool shares many similar properties with the Curve and Bezier Tools. As such,
we’ll have a more thorough explanation when the property is first listed, while
subsequent similar properties will only make references to these descriptions.

Drawing Tools

Of all the tools, the Drawing Tools are probably the most frequently accessed. These
are used for the creating of your drawings in CACANi.

Drawing Tool Single Curve Tool

Curve Tool Bezier Tool
Ellipse Tool Polygon Tool
Eraser Tool Segment Eraser

Tool

Cling Shortcut Keys
Clinging is a method that forces strokes to snap to each other, while drawing or editing
strokes.

When using the Drawing, Single Curve, Curve and Bezier Tools to draw, or the Stroke
Editor to edit strokes, you can Hold Down CTRL to toggle both Cling to Stroke End and
Cling to Stroke.

Alternatively, you can Hold Down SHIFT to toggle Cling to Stroke End only.

Both shortcut keys, when held down, SWITCH the mode of the Cling functions. For
example, when Cling to Stroke End is Disabled in the Drawing Controls Bar, holding
down SHIFT will Enable the function.

In addition, note that the Invisible Gaps and Auto Cling features (Drawing Tool) will
only work when Cling to Stroke and/or Cling to Stroke End modes are enabled.

Please see Chapter 04 — Cling to Stroke End for more information on its uses.
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Handling Sharp Angles in Strokes

When a drawing is going to be automatically in-betweened, care must be
taken in areas of the drawing where the strokes have sharp angles. It is
recommended to use a separate stroke for each side of the angle. This will
allow a better in-between result.

See Chapter 08 — In-betweening Sharp Angles.

Drawing Tool
Allows you to draw strokes freely on the canvas. With a pressure sensitive stylus, you

will also be able to create strokes of variable width.

Drawing can be done either using a tablet or the mouse. To draw using the mouse,
press down the left mouse button and drag to form a path. A stroke will be created
from the path and the stroke will have a constant stroke width.

\__/\

To draw using the tablet, press the stylus down on the tablet to begin. As with the
mouse, drag the stylus in this manner to form a path and lift the stylus to end the
stroke. Using the pressure-based information from the stylus, the curve width will
vary accordingly for the stroke.

\/\ Drawn with mouse
w Drawn with stylus

After the stroke is created, it will be smoothed according to the Smoothing Property
in the Property Window. This applies to both strokes drawn using the mouse and the

stylus.
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Drawing Tool Properties

Size 13.0px MinWidth 21% Opadty 100 % Smoothing 0.0

1 Size
You can set the maximum width of a stroke by dragging the slider, or left clicking
and typing a specific value.

Strokes at different
widths

AW

2 Min. Width
You can set a stroke’s minimum width by dragging the slider, or left clicking and
typing a specific value.

Strokes aft different
minimum widths

N

3  Opacity
You can set the opacity / transparency of the stroke by dragging the slider, or left
clicking and typing a specific value.

Opacity of the curve to be drawn is set by dragging the slider or left clicking and
typing a specific value. The higher the value, the less transparent the curve will
appear.

Strokes aft different
opacity values

\
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4  Smoothing
You can change the smoothness of the stroke by dragging the slider, or left clicking
and typing a specific value. The larger the value, the smoother the stroke and the
lesser points there are.

5  Stroke Colour Selection Box
You can set the stroke colour by [ Left Clicking ] twice to bring up the Colour
Selection Box dialog box. When done, just [ Left Click ] OK to confirm.

Left Click Twice on Stroke 2y
Colour Selection Box @

6  Stroke Rendering Modes
Allows you to draw a stroke with Normal, Invisible or Hidden property.
Please refer to Chapter 04 — Stroke Rendering Modes.

7  Auto Direction (*experimental feature)
When enabled, CACANi will try to anticipate the stroke direction when matching
strokes. However, when the matching stroke in the new frame has a difference of
more than 180 degrees compared to the stroke in the previous frame, it will result
in an ambiguous stroke direction error message.
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Invisible Gaps

With this enabled, when you finish drawing a stroke and the stroke end is near
another stroke (based on the Cling threshold value), the stroke will be extended
with an invisible segment to form a connection with the nearby stroke.

Drawing Modes
Drawing Modes act like rulers, allowing you to draw straight strokes based on the
selected mode.

Normal Drawing Mode
Drawing Modes are disabled.

Grid Drawing Mode
Strokes are confined to vertical or horizontal straight lines.

Parallel Drawing Mode
Strokes are confined to straight lines at the specified angle.

Radial Drawing Mode
Strokes are confined to straight lines radiating from the Pivot Point.

Pivot Point

With this enabled, you can select the Pivot Point on the canvas and move it
to either adjust the angle of the straight lines in Parallel Drawing Mode, or
to re-locate the convergent point of the strokes in Radial Drawing Mode.
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. Single Curve Tool
Allows you to draw a stroke, by first dragging from the starting to the ending point,
then adjusting the curvature with the cursor and keyboard shortcuts.

v) i

Ayl

oY N
rj@ rj@

Drag to ending point Hover to adjust stroke Left click again to
and left click confirm stroke

While drawing, the curvature can be changed with shortcuts [ [ ] and [ ] ] after
setting the ending point.

Decrease Curvature [[1] Increase Curvature []]

Single Curve Tool Properties

S0

Width| 2 Opx Curvature | S0 Opaci ty 100 % Paints

1 Width
Sets the maximum width of a stroke.
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2  Curvature
You can set the curvature of the stroke by dragging the slider, or left clicking and

typing a specific value.

Curvature at 0 Curvature at 100

3  Opacity
Sets the opacity / transparency of a stroke.

4 Points
Sets the number of data points on the stroke. With more data points, refined

adjustments to the stroke can be made, but it can also be too time-consuming.

l\ -.,'u'
\ N
\ B
LY
‘\
"
\ -.
/ .-
'}
/ /
/
ol
2 points 7 points 30 points

5  Stroke Colour Selection Box
Sets the colour of the strokes being drawn.

6  Stroke Rendering Modes
Allows you to draw a stroke with Normal, Invisible or Hidden property.

Please refer to Chapter 04 — Stroke Rendering Modes.
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Curve Tool
Allows you to draw a smooth stroke by creating a sequence of points. Left Click on the
canvas to create points for the stroke, and Right Click to end the stroke.

(',?’Q
@T-J

Create a series of points Stroke drawn based on
points

Curve Tool Properties
Please refer to Chapter 05 - Single Curve Tool Properties.

Bezier Tool

Allows you to draw a discontinuous stroke by creating a sequence of points. Straight,
discontinuous segments are created when Left Clicking only, while holding down Left
Mouse Button and Dragging will create curved stroke segments.

\ g

v v

Left clicking only Hold Left Mouse Button
and Drag

Bezier Tool Properties
Please refer to Chapter 05 - Single Curve Tool Properties.
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E Ellipse Tool
Allows you to draw an ellipse or circle. Dragging the cursor will create an oval shape.
To create a circle, hold down [Ctrl] while dragging.

Normal Drag Cirl + Drag

Ellipse Tool Properties

Width  2.0px Opadty 100 % Fixed Dimension W 100.0px H 100.0px Start From Center [E [ﬂ' [:r

1 Width
Sets the maximum width of a stroke.

2  Opacity
Sets the opacity / transparency of a stroke.

3 Fixed Dimension
When enabled, all newly created polygons will be the same pixel width and height
as stated in the W and H input fields.

4 W and H (Resizing)
Width and Height of the ellipse, in pixels. Both values can be changed by dragging
the slider, or left clicking and typing a specific value.

5 Maintain Aspect Ratio
When enabled, changing either the width or height of the ellipse will lead to a
corresponding change in the other.
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¢  Start From Center
When enabled, the creation of an ellipse will always start from the center.

%
@

Normal [Start from Center] enabled

=)

7  Stroke Colour Selection Box
Sets the colour of the strokes being drawn.

8  Stroke Rendering Modes
Allows you to draw an ellipse with Normal, Invisible or Hidden Strokes.
Please refer to Chapter 05 — Stroke Rendering Modes.

E Polygon Tool
Allows you to draw a polygon. Dragging the cursor will create a polygon. To create
regular polygons, hold down [Ctrl] while dragging.

5 v

Normal Drag Ctrl + Drag

Polygon Tool Properties

Width 2.0px Opadty 100 % Fixed Dimension W 10.0px H 10.0px No. of Sides: 5

1 2 3 4 6 7 8

1 Width
Sets the maximum width of a stroke.
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2  Opacity
Sets the opacity / transparency of a stroke.

3 Fixed Dimension
When enabled, all newly created polygons will be the same pixel width and height
as stated in the W and H input fields.

4 W and H (Resizing)
Width and Height of the polygon, in pixels. Both values can be changed by
dragging the slider, or left clicking and typing a specific value.

5 Maintain Aspect Ratio
When enabled, changing either the width or height of the polygon will lead to a
corresponding change in the other dimension.

6  No. of Sides
You can create polygons with different number of sides by changing the value in
the spin box.

7 Stroke Colour Selection
Sets the colour of the strokes being drawn.

8  Stroke Rendering Modes
Allows you to draw a polygon with Normal, Invisible or Hidden Strokes.
Please refer to Chapter 05 — Stroke Rendering Modes.

u Eraser Tool
Allows you to erase strokes by dragging over them.
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Eraser Tool Properties

10.0px Round Ends Erase From Ends

1 Size
By changing the width of the Eraser Tool, the erasing area will be larger.

2  Round Ends
When enabled, the ends of the erased stroke segments will be rounded.

N— N~

3 Erase From Ends
When enabled, strokes can only be erased from their ends.

=

u Segment Eraser Tool
Allows you to erase stroke segments between intersection points.

Stroke Eraser Tool
Allows you to erase the entire stroke.
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Canvas Navigating Tools

Canvas Magnifier Tool [ Cirl + Spacebar + Drag]or[1]and[2]
Allows you to zoom into the canvas by dragging Right, and zoom out by dragging Left.

~

[1 1N
—

i) 7 \

Y (& \_J
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7 N

. Canvas Pan Tool [ Spacebar + Drag ]

Allows you to move the canvas by dragging.

. Canvas Rotate Tool [ SHIFT + Spacebar]or[3]and[4]

Allows you to rotate the canvas by dragging in a clockwise, or anti-clockwise motion.
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Configuration Tools

Camera Tool
Allows you to adjust various camera settings in the property bar. When the tool is
selected, the camera frame is outlined in red on the canvas, with adjustment handles.

Resizing, Rotating, Moving the Camera on the Canvas
To Resize the camera, left click and drag on any of the 8 handles.

If the Maintain Aspect Ratio option is enabled (in Property bar), dragging on
any of the 4 corner handles will resize the camera frame proportionally.

Alternatively you can also hold down SHIFT while dragging the corner handles

To Rotate the camera, left click and drag anywhere along the edge of the camera
frame.

To Move the camera, left click anywhere within the camera frame and drag.

Note that the steps described above are applicable for the reference image and offpeg

image adjustments as well.

The centre of the camera is indicated by a red cross.

The centre of the canvas is indicated by a green cross.
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Camera Tool Properties

iR Width 19 20.0px + Height 1080.0px X 0.0px ¥ 0.0px Angle 0.0®
nnn

1 Resizing Anchor
Sets the anchor for the scaling of selected elements.

2  Width and Height
Resolution of the camera frame, in pixels. Both values can be changed by dragging
the slider, or left clicking and typing a specific value.

3  Maintain Aspect Ratio
When enabled, changing either the width or height of the camera will lead to a
corresponding change in the other dimension.

4  XandY (Translation)
Horizontal and Vertical positions of the centre of the camera frame. A positive X
value moves the camera frame right, whereas a positive Y value moves the
camera frame up.

5  Angle (Rotation)
Rotation angle of the camera frame. A positive value rotates the camera frame in
the clockwise direction, whereas a negative value rotates the camera frame in the
anti-clockwise direction.

6  Apply to All Frames
When enabled, changes to the camera properties will affect all frames in the layer.

Reset
7  The translation, scaling and rotation values of the camera frame are reverted to
their original values.
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Offpeg Tool

Allows you to adjust offpeg image settings in the property bar. When the tool and a
offpeg image are both selected (in property bar or Lightbox), the offpeg image is
outlined in turquoise on the canvas, with adjustment handles.

Resizing, Rotating, Moving the Offpeg Image on the Canvas
Refer to Camera Tool > Resizing, Rotating, Move the Camera on the Canvas.

Offpeg Tool Properties

W

0.0px ¥ 0.0px

1 XandY (Translation)
Horizontal and Vertical positions of the centre of the offpeg image, in pixels. A
positive X value moves the image right, whereas a positive Y value moves the
image frame up.

2 W and H (Resizing)
Width and Height of the offpeg image, in pixels. Both values can be changed by
dragging the slider, or left clicking and typing a specific value.

3  Angle (Rotation)
Rotation angle of the offpeg image. A positive value rotates the image in the
clockwise direction, whereas a negative value rotates the image in the anti-
clockwise direction.

4  Reset
The translation, scaling and rotation values of the offpeg image are reverted to
their original values.
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Stroke Rendering Modes

To make hand drawn animation convincing, 3 dimensional movements like turning
and rotation are frequently employed. As a result, the features of an object or
character are always changing, appearing and disappearing in animation sequences.

To help with this aspect of animation production, we have introduced the concept of
Stroke Rendering Modes and Colour Separation Modes in CACANi. Strokes or
segments of strokes can be rendered invisible or hidden so that they do not show up
on the exported images.

Normal Stroke Rendering Mode

Strokes drawn are displayed on the canvas and can be exported. They can form closed
regions.

Invisible Stroke Rendering Mode

Strokes drawn are displayed as pink paths on the canvas and cannot be exported.
Invisible strokes or stroke segments cannot be seen, but they can still form closed
regions.




Drawing Key Frames | CACANi

Hidden Stroke Rendering Mode

Strokes drawn are displayed as purple paths on the canvas and will not be exported.
Hidden strokes or stroke segments cannot be seen and cannot form closed regions.

Colour Separation Modes

In addition to the 3 stroke rendering modes mentioned above, we have another 6
colour separation modes to allow you to draw colour separation strokes.

N N
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Understanding Colour Separation Strokes

These are strokes that you can use to draw regions like highlights or shaded regions
of an object or character. These strokes can be turned off (via the Colour Separation
Display Mode) and will not appear in the final export of the drawings.

000

Colour Separation Colour Separation
No Colour Separation Display Mode Display Mode
Strokes drawn
Enabled Disabled

Colour Separation Modes VS Colour Separation Layers

The main difference lies in that when using Colour Separation Modes, the strokes are
within the same layer as the normal visible strokes. In addition, the Bone Tool can be
used to group them together with the normal strokes.

The Colour Separation Layers are discrete layers, so ALL strokes within are colour
separation strokes. However, that means that these strokes cannot be grouped with

strokes in other layers.
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Drawing Controls
The Drawing Controls holds the drawing mode options and the Undo and Redo tools.
The drawing mode options, when enabled, affect the drawing and selection of strokes

in different ways, so it is best for the artist to learn and be familiar with their usages
in different scenarios.

Cling to Stroke End Mode

When enabled, the cursor will snap to the nearest stroke end.

Cling to Stroke Mode

When enabled, the cursor will snap to the nearest stroke.

N~

Cling Range

Cling 15 px Skeleton 1.0px

You can adjust the range (based on screen pixels) at which the clinging will come into
effect. Note that at higher zoom levels, the perceived range will be smaller.

Clinging is an important method to ensure the strokes form closed regions for
painting later.

Please see Chapter 05 — Cling Shortcut Keys for more information on its uses.
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. Cross-Layer Stroke Selection Mode

When enabled, you can select strokes in different layers.

!
)
I\
)

=
—
==
—

Disabled: Only strokes in Enabled: Strokes in all layers
active layer are selected (within cel) are selected

New Stroke Index Mode

==
=2
-

Frame 7

When enabled, any unmatched strokes will be disregarded, and strokes drawn will be
assigned new stroke index numbers. This is needed when drawing new elements that
are not in the previous key frame, and unmatched strokes exist in the current frame.

In the example below, one star moves out of the canvas at Frame 7, and a second star
appears from Frame 8 to Frame 13. Without enabling the New Stroke Index Mode,
CACAN:i will keep prompting you to draw the first star in Frames 8 — 13.

Frame 13
o,
i
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To draw the above example, 10 strokes are drawn for the first star in the first 2 key
frames, and then 5 in-between frames are generated.

Fromeyl

Moving to the empty third key frame (Frame 8), CACANi will prompt you to draw the
matching strokes.

However, from Frame 8 onwards, since the star has disappeared from the canvas, we
do not need to draw the star anymore.

Hence, to skip the drawing of the first star, enable New Stroke Index Mode. This will
instruct CACANi to disregard the matching strokes in the previous frame, and allow
you to draw new strokes, which in this case, is the second, smaller star.
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Now, from Frame 9 onwards, you will not be prompted to match those strokes
anymore.

2

However, if you need to draw the first star again in subsequent frames, that can be
done by changing the Reference Frame to display Frame 1’s Onionskin Image.
Please refer to Chapter 08 — Lightbox Panel: Reference Frame.

Auto Stroke Grouping Mode

When enabled, every stroke drawn will be grouped individually.

Undo Previous Action

When enabled, the previous action will be undone. You can undo up to a maximum
of 30 actions.

Redo Next Action

When enabled, the next action will be redone. You can redo up to a maximum of 30
actions.
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05

Selecting & Editing
Strokes
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Refining your Drawings in CACANi

With CACANI’s paperless workflow, we have created tools that will help you produce
animation drawings of utmost finesse. From stroke selection to gap closing to
segment hiding, these editing tools will allow you to prepare the sequence for
colouring.

Common Tool Properties

There are a number of tools which share similar property controls. As such, we’ll have
a more thorough explanation when the property is first listed, while subsequent
similar properties will only make references to these descriptions.

Editing Tools

The Editing Tools are used for stroke and reference image selection and adjustments.

Selection Tool Stroke Editor

Selection Tool

Allows you to make selections and adjust strokes, groups, and reference images on
the canvas. Selection is done by left clicking on the element, or dragging a selection
box to select multiple elements.

Hold down [Shift] to select multiple elements. Hold down [Alt] to deselect elements.
Once an element is selected, its bounding box will appear.

S eEmm

—

To move selected elements, left click on one of the elements and drag to the desired
location. Left clicking on the canvas, either within or outside of the bounding box,
clears the selection.

To resize selected elements, left click and drag on one of the bounding box handles.
To resize elements proportionally, hold down [SHIFT] while left clicking and dragging
the handles.
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To rotate selected elements, left click and drag the green circular handle in a
clockwise or anti-clockwise motion. The elements will be rotated with respect to the
pivot (small red circle). If you want to change the centre of rotation, left click and drag
the pivot to the desired position before rotating.

Selection Tool Properties

- Size 0.1px  Opadty 100 % = = W 100.0px H 100.0px X 0.0px Y O0.0px
ann

1 Selection Modes
Allows you to select strokes using Line Selection, Region Selection or Rectangular
Selection Modes.

Line Selection Mode
Allows you to select strokes by moving your cursor over the strokes.

Region Selection Mode
Allows you to select strokes by forming a freeform region around the strokes.
Strokes that are partially within the region are also selected.

Rectangular Selection Mode
Allows you to select strokes by forming a rectangular region around the
strokes. Strokes that are partially within the region are also selected.

2  Apply to Coloured Regions
When enabled, coloured regions will be updated whenever strokes are moved,
scaled or rotated.

3 Size
Sets the maximum width of selected strokes.

4 Opacity
Sets the opacity / transparency of selected strokes.

5  Resizing Anchor
Sets the anchor for the Resizing of selected elements.

6 W and H (Resizing)
Width and Height of the selected elements, in pixels. Both values can be changed
by dragging the slider, or left clicking and typing a specific value.
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Maintain Aspect Ratio
When enabled, changing either the width or height of selected elements will lead
to a corresponding change in the other.

X and Y (Translation)
Horizontal and Vertical positions of the centre of the selected elements. A positive
X value SHIFTs the elements right, whereas a positive Y value SHIFTs the elements

up.

Angle (Rotation)

Rotation angle of the selected elements. A positive value rotates the elements in
the clockwise direction, whereas a negative value rotates the elements in the anti-
clockwise direction.

Reference Images
The Selection Tool is also used to adjust and unload reference images.

Loading / Unloading Reference Images
(Refer to Loading Reference Images on how to load external images)

To unload an image, the Reference Layer in the Cel Bank must be active. Then use
the Selection Tool to click on the reference image on the canvas. It will be outlined
in red. Right Click to bring up the Context Menu, then select Remove Selected

Images.

Resizing, Rotating, Moving the Reference Image on the Canvas

To adjust a reference image, the Reference Layer in the Cel Bank must be active.
Then use the Selection Tool to click on the reference image on the canvas. It will
be outlined in red, with adjustment handles.

To select multiple reference images, hold down SHIFT and left click on each of the
reference images. Alternatively, left click and drag the cursor over the reference
images to select them.
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To Resize the reference image(s), left click and drag on any of the 8 handles.

=)

If the Maintain Aspect Ratio option is enabled (in Property bar), dragging on
any of the 4 corner handles will resize the reference image proportionally.

Alternatively you can also hold down SHIFT while dragging the corner handles

To Rotate the reference image(s), left click and drag anywhere along the edge of
the image.

To Move the reference image(s), left click anywhere within the image and drag.

Reference Image Tool Properties
When a reference image is selected, the Selection Tool properties will have
different options.

Layer 1 X Y w +| H 0.0px / Le All Frames

1 X and Y (Translation)
Horizontal and Vertical positions of the centre of the reference image, in
pixels. A positive X value moves the image right, whereas a positive Y value
moves the image frame up.

2 W and H (Scaling)
Width and Height of the reference image, in pixels. Both values can be
changed by dragging the slider, or left clicking and typing a specific value.

3 Maintain Aspect Ratio
When enabled, changing either the width or height of the reference image
will lead to a corresponding change in the other dimension.

4 Angle (Rotation)
Rotation angle of the reference image. A positive value rotates the image in
the clockwise direction, whereas a negative value rotates the image in the
anti-clockwise direction.

5 Reset
The translation, scaling and rotation values of the reference image are
reverted to their original values.
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All Frames
When enabled, changes to the reference image properties will affect the
reference images in all the frames in the layer.
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Stroke Editor

Allows you to edit data points on a stroke to adjust its path. This is done by first move
the cursor over the stroke to highlight it. To change the path of a stroke, Left Click and
Drag on a data point.

To add a data point, left click on any part of the stroke that does not already have a
data point. A new data point will be created.

To remove a data point, hold down [ALT] and Left Click on any existing data point.
The selected data point will be removed.

Stroke Editor Context Menu
Alternatively, you can access stroke editing options via the context menu.

Hover over any part of the stroke without a data point and Right Click to bring up the
context menu. Select Add Point to create a new data point.

V

& =

To remove data points, hover over a data point and right click to bring up the context
menu.
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V

t (reinterpolate)

t (subdivide)

For removal of data points, there are 2 options in the context menu: Remove Point
(reinterpolate) and Remove Point (subdivide). The difference is that the former
option adjusts the whole stroke to make it smoother, while the latter changes only
the segment where the data point was removed.

Remove Point (subdivide)

Remove Point (reinterpolate)
Original stroke

A stroke can also be separated into 2 strokes by selecting the Break option from the
context menu. This option can be found in both the Add and Remove Point context

menus.

Stroke Editor Properties

n m ﬁ Influence N Lock Stroke

Stroke Edit Modes

When adjusting strokes with Smooth Edit mode selected, smoothness within the
segments of a stroke is maintained. You can adjust the path of the stroke by left
clicking and dragging the data points (green points) and end points (red and blue
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point). The selected stroke will be highlighted in red, and the selected point will
be displayed as an orange dot.

) When adjusting strokes with Control Point Edit mode selected, segments of a
F‘k stroke can be either continuous or discontinuous. The control points (purple

points) of a selected data point and its adjacent data points are displayed. When
editing, only the segment around the selected data point will be affected.

When moving data points, stroke path is continuous.

To create sharp corners in the stroke, hold down [Ctrl] while dragging the
control points. The stroke is now discontinuous.

f

=

After the stroke is made discontinuous, the sharp corner will be maintained,
even when moving the point.
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However, moving a control point for a sharp corner will cause the
discontinuous segment to be automatically re-adjusted into a continuous

-

To maintain the sharp corner while moving the control point, hold down [Ctrl]

segment.

i

while dragging.

When Fixed Ends mode is selected, only the 2 end points of a stroke can be
selected. When you select and drag one end point, the other end point will be
fixed and will act like a pivot. The stroke then can be rotated or resized according

to this pivot.
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Influence

Controls how many adjacent points are affected by a data point adjustment in the
stroke. With a higher influence, the movement of adjacent points will become
larger. At 0% influence, the adjacent data points are not affected.

+«— |Influence 10% o
+«— |nfluence 0%

Lock Stroke
When enabled, a stroke remains selected during the editing of its points, or when

the cursor hovers away from it.
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Animation Editing Tools

The Animation Editing Tools are used when you need to adjust the generated strokes

in the in-between frames.

Feature Point Bone Tool

Tool

Allows you to adjust the deformation of a generated stroke in an in-between frame.
Please see Chapter 08 — Using the Feature Point Tool for more information.

Feature Point Tool Properties

Remove All Feature Points
Allows you to clear all feature points on the selected stroke.

Bone Tool

Allows you to change the way strokes are generated in a group in an in-between frame.
Please see Chapter 08 — Using the Bone Tool for more information.

Bone Tool Properties

A\, Ponts 2 Maintain Bone Length [\ 7 /¥ lockPath A (a) )

1 Remove Bone
Allows you to clear the paths for the selected stroke group.

2  Points
Defines the number of points present on the created path.

3  Maintain Bone Length
When enabled, the paths for a stroke group will be constrained by the length of

the drawn bones in the key frames.
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4 Stroke Edit Modes
Allows you to edit data points on a stroke to adjust the paths of the stroke groups.
Please see Chapter 05 — Stroke Editor Properties — Stroke Edit Modes for more
information.

5  Lock Path
When enabled, the path is kept selected and can be edited more easily.

6 Bone Rotation Paths
Allows you to change how the paths are generated based on the angle of rotation.

Set Path Small Rotation

The in-between frames for the stroke group are generated based on an angle
of rotation less than 180°.

Set Path Middle Rotation
The in-between frames for the stroke group are generated based on an angle
of rotation larger than 180° but smaller than 360°.

Set Path Large Rotation
The in-between frames for the stroke group are generated based on an angle
of rotation larger than 360° but smaller than 540°.
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Segment Editing Tools

The Segment Editing Tools are used for cleaning up and adjusting the look of the
strokes. They are also very important for ensuring that the drawings are ready for
painting. However, the tools do not affect the curvature of the strokes.

Segment Tool Free Segment Tool

Clean up Tool Stroke Width Tool

. Segment Tool

Allows you to alter the visibility of sections of a stroke, where the sections are created
by intersections with other strokes.

e e

. Free Segment Tool

Allows you to alter the visibility of sections of a stroke, regardless of any intersections
with other strokes.

e e

86|Page



Selecting & Editing Strokes | CACANI

Clean Up Tool

Allows you to edit how strokes are attached to each other to form closed regions for
painting. The Clean Up Tool can perform 3 different functions, depending on the
proximity of the strokes.

Gap Closing

At least 1 stroke end must be within the selected region for the tool to work.

Artifact Removal
Allows you to remove stroke artifacts, or unwanted stray ends, during the drawing

process. Stroke artifacts falling within the threshold region are removed.

-

Hidden Segment Cleanup
Allows you to convert hidden segments back to visible segments, without having to
switch to the Segment or Free Segment Tools. This is helpful when regions are not
closed due to hidden segments.
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Clean Up Modes

You can switch between different Clean Up modes in the tool. The Combined Mode
allows you to perform the above 3 functions at once. However, depending on the
complexity and proximity of the selected strokes, results will vary.

The other 2 modes, Gap Close Only and Artifact Removal Only, as their names suggest,
limits the Clean Up Tool to only perform gap closing operations or artifact removing
only operations respectively. This can help with certain situations where there are
many intersecting strokes.

Clean Up Tool Properties

Size  10.0px All Strokes ﬁ + Extensions Only

1 Clean Up Modes
Allows you to specify whether the tool works in Combined, Gap Close Only or
Artifact Removal Only Mode.

2  Size (Apply to All Strokes only)
Sets the gap close or artifact removal threshold region for the Apply to All Strokes
option. A larger value results in wider stroke gaps closed or longer stroke artifacts
removed.

3 Apply to All Strokes
Allows you to close all stroke gaps and artifacts in the drawing that are within the
region defined in the Size property. However, some strokes may be altered in an
undesirable way.

88|Page



Selecting & Editing Strokes | CACANI

4 Keep Gaps Invisible
When enabled, any gaps closed using the Clean Up Tool are performed with
invisible strokes so that the strokes do not appear to be altered.

)
;

5 Extensions Only Mode (Gap closing)
When disabled, stroke ends within the threshold will be extended to connect to
each other, regardless of the strokes’ directions.

-

When enabled, the stroke ends will be extended and connected to each other.

With the Extension Only Mode, using different threshold sizes will result in
different stroke extensions, as the circumference of the threshold determines
where the connection point is.

@i

)
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. Stroke Width Tool

Allows you to change the stroke width at different segments of a stroke. You can
adjust the stroke width by left clicking on any of the data points or endpoints, and
dragging the mouse left (decrease stroke width) or right (increase stroke width).

e =

AL, Lo AADL 7 ALD/

Stroke Width Tool Properties

Width 1.0px Range

1 Width
Sets the maximum width of selected strokes.

2 Range
Sets the number of adjacent data points that are affected by the stroke width
change. Note that after the width adjustment, you will also need to move the data
point slightly with the Stroke Editor to get a smooth width transition.

s o 8

= VIR N=a Y

QN|Page




Using Display Tools | CACANi

06

Using Display Tools
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Displaying Information on the Canvas

While drawing, animators frequently need to see information about their drawings,
from camera frames to measurement grid and stroke gaps. However, it can be very
messy when all the information are switched on at the same time. In CACANi, these
display modes are arranged at the top of the interface so that they can be activated
when needed.

Display Property Bar

The Display Property Bar is divided into a few sections.

Region Display Modes Stroke Display Modes Region Display Modes
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Canvas Display Modes

Camera

When enabled, it allows you to see the camera frame on the canvas. The camera
boundary is shown as a red rectangle, while the video safe frame is in blue.

Grid / Field Chart

Allows you to display a rectangular grid and/or field chart over the canvas. This will
help with the planning and layout of drawings within the canvas.
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Stroke Display Modes

Stroke Width

When enabled, the actual stroke width is displayed. When disabled, the Stroke
Skeleton is shown, for more accurate drawing. In addition, the stroke skeleton can be
thickened using the Stroke Skeleton slider for easier viewing.

Cling 15px

Stroke Direction

When enabled, strokes selected with the Selection tool will have arrows displayed on
them. These arrows indicate the direction in which the stroke was drawn and will
allow you to draw matching strokes in subsequent frames correctly.

Invisible and Hidden Strokes

When enabled, invisible and hidden strokes will be displayed in the canvas in pink and
purple respectively.

Fade Non-Active Layers

When enabled, strokes on unselected layers will be faded out. By only showing
specific sections of a drawing, this can help you to focus on those areas and not be
confused.

Grey out Matched Strokes (Navigator only)

(Only applicable to Navigator Panel, Reference Frame turned on) When enabled,
strokes that are already matched or corresponded will be displayed as grey strokes,
instead of the strokes’ original colour. This can help you to identify the remaining
strokes to match.

Please see Chapter 08 — Grey Out Matched Strokes Display Mode.
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Stroke Gaps

When enabled, stroke ends which are not connected to any other stroke will be
indicated with a light orange circle.

Switch Hidden Stroke View

When enabled, normal strokes will be faded out while invisible and hidden strokes
will be displayed clearly to allow you to draw the strokes easily.

Colour Separation Strokes

When enabled, strokes selected with the Selection tool will have arrows displayed on
them. These arrows indicate the direction in which the stroke was drawn and will
allow you to draw matching strokes in subsequent frames correctly.

Toggle Lightbox Display

When enabled, drawings on previous or subsequent frames are displayed on the
canvas as onionskinned images. For configuration of onionskinned images, you can
use the Lightbox Settings Panel.
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Region Display Modes

Hide Region Colours

When enabled, no region colours are displayed.

Show Region Colours y

When enabled, filled regions will be displayed in their original / ~
colours. (\ '

4
Highlight Self Regions

i
When enabled, all self-layer regions will be displayed with
checkered patterns. % E

Show Closed Regions ‘

==y
When enabled, all regions that are closed and do not have any gaps /

will be painted in alternating colours. This is useful when you want % D
to check for gaps before painting the regions. .

Show Closed Self Regions

T
When enabled, all self-layer regions that are closed and do not /
have any gaps will be painted in alternating colours with checkered
patterns.

Show Painted Regions

When enabled, all regions that have been filled with colour will be
painted in black. This is useful when you need to verify that you
have not missed any regions that require painting.

Please refer to Chapter 10 - Cross Layer and Self-Layer Regions for more information
on regions.
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The Cel System

Cel Selection Bar Layer Selection Bar
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Frame Control Cel Bank

The Cel System is used for the management of layers and frames for animation. Cels,
Layers and different types of frames can be added or removed, their orders changed
and management for drawing and animation.

Cel Selection Bar
Allows you to access cels and adjust various cel-related settings easily.

Layer Selection Bar
Allows you to access layers and adjust various layer-related settings easily.

Frame Controls
Allows you to create or remove cels, layers or frames.

Cel Bank
Allows you to perform all cel, layer and frame operations.
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Cel Bank

In CACANI, the Cel Bank is the main location for frames, layers and cels creation and
editing, while the Cel / Layer Selection Bars and Cel Control Bar provide
supplementary support.

While the Cel Bank is a panel that can be moved around, docked or hidden from view,
the Cel Selection Bar, Layer Selection Bar and Cel Control Bar are fixed on the user
interface for ease of use.

Sections of the Cel Bank

Frame View

Cel View
The Cel Bank consists of 2 distinct components, the Cel View section and the Frame
View section.

The Cel View shows the cel / layer names and allows you to perform cel / layer
operations, while the Frame View shows the frames and contains the frame
operations.
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Cel View
Elapsed Time Active Layer Key frame only Onionskins
00:00:00 Sketch 1
Expand / Collapse Cel
View
Layer Tag
Sketch 1 -
Colorz * H ¥ Layer Visibility
Color 1 7 v Layer Lock
Ref1 - ) Layer Lightbox
Layer 1 -
Cel View Scrollbar
Opacity Slider Layer Name
Elapsed Time
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Shows the time at the active frame, in ( Minutes : Seconds : Frames ) format.

Active Layer
Lists the current selected cel or layer.

Key frame only Onionskins
When enabled, the Lightbox will only show key frames as onionskin images.

Expand / Collapse Cel View
Reveals or hides the layers within a cel.

Colour Tag
Displays the colour tag of a layer.

Opacity Slider
Allows you to adjust the opacity level of a cel or layer.

Layer Name
Displays the cel or layer.

Layer Visibility
When enabled, the contents of the layer are displayed.

Layer Lock
When enabled, the strokes in the layer are locked and cannot be changed.
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Layer Lightbox
When enabled, the strokes in the layer are included when displaying the frame as
an onionskin image.

Cel View Scrollbar
Allows you to pan vertically through the created cels and layers.

Frame View

Frame View Scrollbar Offpeg Onionskin Marker Playback Range

. Range 'Out’ Point
Range ‘In’ Point
Frame Number

Onionskin Marker
Cel Frame Number

Playhead

Active Frame

Frame View Scrollbar
Allows you to pan horizontally through frames and sheets.

Offpeg Onionskin Marker
When enabled, an onionskin image of the current frame is displayed on the canvas,
independent of the active frame.

Playback Range
Indicates the frames that will be played back when the Playback Range checkbox
is ticked in the Playback Bar.

Range ‘In’ Point
Allows you to adjust the starting frame of the Playback Range.

Range ‘Out’ Point
Allows you to adjust the ending frame of the Playback Range.

Onionskin Marker
When enabled, an onionskin image of the current frame is displayed on the canvas.
Unlike the Offpeg Onionskin, this is always in relation to the active frame.
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Playhead
Indicates the location of the active frame. You can drag the Playhead to make
another frame active.

Active Frame
Indicates the current selected frame in the cel bank.

Frame Number
Indicates the frame number of the overall animation sequence.

Cel Frame Number
Indicates the frame number of the specific cel.

Frames, Layers, Cels

The distinction between cels, layers and frames is important to the understanding of
CACAN;i’s system of animation. With this knowledge, you will be able to make use of
CACAN;i’s unique workflow to create your animations quickly.

Frame
00:00:16 Layer 1

Mame

Layer
Cel

Sketch 1

Layer 1

=
cC
]
[==]
o

Frames
A frame can consist of a drawing in a single layer, or be made up of a column of

drawings in multiple layers. A frame is what you see displayed on the canvas.

Layers

A layer is a single sequence, or row, of frames. There are different types of layers
available, each with its own purpose. Layers within the same cel have the same
number of frames and frame types.

Cels
A cel is a master layer that can hold multiple layers. Cels can have different number
of frames from each other.
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Frame Types

In CACANI, there are 2 types of frames, key frames and in-between frames.

00:00:00 Layer 1
[ Mame = b @

- Cel 1

Layer 1

Key Frame In-between Frame

Key Frames
Frames that hold drawings created by the animator. They are normally at the

beginning and ending part of an animation sequence. Key frames are denoted with a
dash beneath the stroke numbers.

In-between Frames

Transition frames that are generated based on the key frames. Information between
matching strokes in a pair of key frames is used to create in-between frames. In-
between frames do not have any marking beneath the stroke numbers and are
coloured a darker shade of grey compared to key frames.

Note that multiple layers within a cel form a frame.

Conversion between Frame Types

You can turn a key frame into an in-between frame, and vice versa. This can help you
to perform adjustments on the animation sequence, or as a way to create breakdown
key frames.

To perform this action, Right-Click on a frame to bring up the context menu. Since this
frame is a key frame, select Convert Frame(s) to Tween to convert into an in-between
frame.

d Image Sequence

However, you have to be extra careful when converting key frames into in-between
frames, in that you do not accidentally re-generate in-between frames. This may
cause the strokes in the newly converted in-between frame to change.
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:04 Layer 1

Mame

Cel2

Layer1
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Layer Types

There are different types of layers to help you animate in CACANi. Each type is
coloured differently and has a specific use. You can access them from both the Cel
Bank and the Layer Selection Bar.

Sketch Layer
Colour Separation Layer
Reference Layer

Drawing Layer

Drawing Layer
Most frequently used layer type. You can draw, trace, animate and paint your
drawings here.

Sketch Layer
Used for roughing out your animations. Sketch layers do not have animation
capabilities. In addition, you cannot paint regions formed by strokes in Sketch layers.

Reference Layer

Used for loading external files as reference images. Loaded images can be moved and
manipulated using the Reference Image Settings. No drawing or animation can be
done on this layer.

Colour Separation Layers

Used for drawing colour separation strokes. When Colour Separation Display Mode
is turned off, the strokes drawn in these layers do not show up on the canvas or the
exported images.

There are a total of 6 different colour separation layers: Red, Green, Blue, Cyan, Pink,
Yellow.

Please see Chapter 05 — Colour Separation Strokes for more information.
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Using the Cel Bank

Cel View Interactions

This is where you can perform layer / cel creation and selection operations, as well as
amend various layer statuses.

Layer / Cel Creation
You can create a new layer by Right-Clicking on a cel, layer, or the empty space below
the layers and choosing either of the New ... Layers options from the dropdown menu.

Layer Name
You can rename a layer by Left-Clicking Twice on the name. A dialog box will pop up

and the new name can be entered.

am Name - d @

= Cel1

am Name * & @

ahd Celt = @

layer1 % @ Head

[
Layer Selection
When working in CACANI, there are various methods you can use to select layers:

Single Layer
A single layer can be selected easily by Left-Clicking directly on the specific layer.
The layer will be highlighted.

Multiple Layers in Sequential Order

When you need to select layers arranged in sequence, start by Left-Clicking on
the first or last layer of the sequence. Then, Hold Down the SHIFT key and Left
Click to select the layer on the other end of the sequence.

Multiple Layers in Non-sequential Order
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Cel Bank
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When you need to select layers arranged arbitrarily, start by Left-Clicking on any
layer you wish to select it. Next, Hold Down the Ctrl key and Left-Click on another
layer you wish to include in your selection.

Layer Types

As there are different types of layers, you can use Select Similar Layer Types to
only pick layers that are of the same type as the current active layer. This can be
used to quickly change layer statuses for multiple layers. Conversely, you can
choose Select All Other Layer Types to pick layers that are not of the same type

as the current active layer.

Layer Selection - Colour Tags

In addition to Layer Types, you can also assign Colour Tags to specific layers, so
that you can select them easily later. All layers are assigned the Orange Tag by
default. To select layers with the same Colour Tag, you can Right-Click on the
Orange square on a layer to bring up the dropdown menu, and choose Select
Similar Colour Tag.

Similar Color Tag

nge Tag

Ultra Marine Tag

Purple Tag
Red Tag

Layer 1




CACANi Cel System | CACANI

To assign a new Colour Tag, first select the required layers (using SHIFT + Left Click or
Ctrl + Left Click).

Then, Right-Click on the Orange square on the layer and choose a different Colour Tag
from the dropdown menu.

Ultra Marine Tag
Purple Tag
Red Tag

Moving Layers / Cels (Display Order)

You can adjust the order of the layers or cels so that the contents of a layer are
displayed above or below the rest. To do so, Left Click and Drag a layer to reposition
it. A red line will appear to indicate where the new position of the layer will be.

Layer 2

Layer 1
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Layer Duplication
You can clone an active layer by Right-Clicking and choosing Duplicate Active Layer

from the dropdown menu.

However, there is a limitation with layer duplication:

Motion paths are not duplicated.
Motion paths have to be redrawn, or manually copied from the previous layer.

Layer Removal
You can delete a selected layer or cel by Right-Clicking and choosing Remove Layer

or Remove Cel from the dropdown menu. In addition, multiple layers or cels can be
deleted at the same time by using SHIFT + Left Click (for layers / cels arranged in
sequence) or Ctrl + Left Click (for layers / cels arranged arbitrarily) to select the

required layers.
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Layer Opacity Slider

You can adjust the opacity, or transparency, of a layer via the Layer Opacity Slider.

Left Click and Drag on the slider to vary the opacity level.

Layer / Cel Status Toggle
You can change the status of a layer or cel in the Cel View by enabling / disabling the

icon directly.

The Visibility icon displays or hides the contents of the selected layer.

The Lock icon, when toggled, prevents the contents of the selected layer from being
changed. The cursor icon will change to reflect the locked status of the active layer.
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00:00:00 Layer 1

Name

Cel 1

Layer 1
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The Layer Lightbox icon, when toggled, includes the strokes of the selected layer
when the frame is displayed as an onionskin image. Note that the onionskin image
will only be displayed when the Toggle Lightbox option in the Display Bar is enabled

as well.

To change a similar status for multiple layers / cels at the same, you can first select
multiple layers / cels (using SHIFT + Left Click Drag or Ctrl + Left Click), then Left Click
on the relevant status icon for one of the selected layers.

¥e ¥e

Name Name

Layer 1

Alternatively, you can also perform the same operations by using the dropdown menu
options:

00:00:00 Layer 1
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Loading Reference Images
You can load images into reference layers in a few ways.

Loading a single image to the Reference Layer
To load an image file as a reference image, Right-Click on any frame in the Cel
Bank, then select Load Image(s) from the context menu.

Name 2 3 5 6 7 Name

Cel 1 Cel 1

Layer 1 Layer 1

Load Image
Load Image Sequence

Clear Image

Choose an image file from the File Explorer Dialog. A new Reference Layer will be
created with the selected reference image in the same cel, indicated with a
diagonal line over the reference sheet.

Organize v New folder - 0 @

W Favorites

B Desktop
& Downloads

4 Dropbex =

%] Recent Places

& Libraries L
|3 Documents
o Music
&) Pictures !
B Videos
@ Homegroup
> [} o
File name: 03 v |Image Files {*.png * jpg " jpeg * *

Alternatively, you can start by first creating the reference layer, then Left-Clicking
Twice on a particular frame to bring up the image loading dialog window.

P MR - 0 @
't Favorites = L !

M Desktop /

& Dewnlosds <

7 Dropbox = ‘(L

%] Recent Places

4 Libraries
[ Documents
o Music

:00 Ref 1 & Pictures

B8 Videos

Name

Cel 1 # Homegroup

=, 03 =
File name: 03 ~  |Image Files (*png *jpg *jpeg * +
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Loading multiple images to the Reference Layer
Using the same Load Image(s) option or Left-Clicking Twice on a reference layer
frame, you can also select multiple, non-sequential image files to bring into the

Cel Bank.
Organize ¥ Newfolder =5~ 0 @
AxL ~
f O | % 5
> <y
01ijpy 02jpy 03jpy 04.jpg 03jpg

File name: *05jpg” "0Ljpg" "03jpg" v [image Files (png "jog "Jpea* ~

@ Do you want to append additional key frames to the entire image sequence?

oK Cancel

Loading an image sequence to the Reference Layer
Alternatively, you can select Load Image Sequence to load a series of pictures
numbered sequentially into CACAN:i.

S L
Layer 1 -
Convert Frame(s) to Key

Convert Frame(s) to

Load Image

Load Image Sequence

Clear Image

You only need to choose the first file for the sequence. CACANi will warn you that
it will be increasing the number of created frames and possibly replacing images
loaded previously. Click OK to continue.

Organize »  New folder =2- 0 @
AR 3 3
‘ fl 7 Y 5
273 <0
0ljpg 02jpg 03jpg 04jpg 05jpg
File name: 01jpg ~  |Image Files (.png *jpg "jpeg * ~

@ Do you want to append additional key frames to the entire image sequence?

oK Cancel

For the above to work correctly, all the files in the image sequence should have
filenames that end with a numeric value (ie. file001, file002, file003.....).
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Clearing reference images from the Reference Layer

To clear a reference image, [ Right-Click ] on the frame in the Cel Bank, then select
Clear Image from the context menu. The diagonal line indicator will disappear
from the reference sheet as well.

Name
Cd 1

Ref1

ert Frame(s) to Key

i Layer 1
onvert Frame(s) to Tween

Load Image

Load Image Sequ

» Clear Image

To clear multiple reference images that are arranged sequentially, you can use
Drag + hold down Left Click or SHIFT + hold down Left Click to first select the
reference sheets, then Right Click and select Clear Image(s) from the context
menu.

To clear multiple reference images that are not arranged sequentially, you can
use Ctrl + hold down Left Click to first select the reference sheets, then Right Click
and select Clear Image(s) from the context menu.
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Frame View Interactions

Using the Playhead
The playhead shows the location of the active frame. You can scrub through the
animation sequence by Left Clicking and Dragging the Middle of the playhead. The

active frame is displayed on the Canvas.

Displaying Onionskin Frames

In addition, the playhead can be used to display or hide onionskin frames. You can do
that by Left Clicking and Dragging the Edges of the playhead. The orange dots
indicates the onionskin frames displayed.

Layer 1 -

Left Click and Drag AWAY from the playhead to display onionskin frames.

Left Click and Drag TOWARDS the playhead to hide onionskin frames.
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Displaying Offpeg Frames
The onionskin frames are relative to the playhead and active frame. When the
playhead is moved, the onionskin frames are changed as well.

Offpeg frames are a different type of onionskin frames. They do not change when the

playhead is moved. They can be activated by Left Clicking on the dots above the Frame
Numbers in Frame View.

| ]

0o ch 2
[ Name - d @ ’ 1
I: E (]

Offpeg Frames can be adjusted via the Offpeg Tool.

To deactivate the Offpeg Frame, Left Click on the dot again.

Setting the Playback Range

You can set a specific range to be played back with the ‘In” and ‘Out’ range tabs. Left
Click and Drag the ‘In’ range tab to the starting frame of your range, and the ‘Out’
range tab to the ending frame of your range.
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Finally, enable the Cycle Animation checkbox to loop the playback.
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Cel Timing Adjustments
You can move a cel (and the layers within) forwards or backwards in time so that
different cels start / stop at different frames.

00:00:16 Layer 1

4y
1 2
v

Sketch 1

Layer 1 E

Maximising / Minimising a Cel
Cels can be minimized by Left-Clicking Twice on the cel frames in the cel bank frame
view. You can maximise the cel again by Left-Clicking Twice on the cel frames.

00:00:16 Cel 1

Name

Frame Creation Window

In Frame View, you can create frames via the Frame Creation dialog window. You can
bring up this window by moving your cursor at the right end of a frame, or in the
gutter between 2 frames. The cursor icon will change. Left-Click and Drag the cursor
to the right and the window will pop up.

Frames
@ Duplicate Current Frame(s)
@® AddEl

@ AddB

Seguence

@ Loop

00:00:00 Layer 2

Name ® -
leverse
Cel1

L

@ Fing Fong

Ok Cancel
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Frame Addition
The Frame Creation Window allows you to create different types of frame(s) or
sequences.

Duplicate Current Frame
Allows you to create a copy of your selected frames.

12

Duplicate Current Frame(s)

@ Add Blank Key Frame(s)
@ Add Blank Inbetween Frame(s)

Add Blank Key Frame(s)
Allows you to create empty key frames for drawing.

Frames

@ Add Blank Inbetween Frame(s)

Add Blank In-between Frame(s)
Allows you to create an empty in-between frame for generating in-betweens.

5 Frames

@ Duplicate Current Fr.

i
12

Sequence Looping

Other than adding frames, the Frame Creation Window also allows you to easily
duplicate a sequence of frames. Instead of selecting a single frame, use SHIFT + Left-
Click to select a series of frames. Enter a numeric value to determine how many times
the sequence is duplicated.

Loop
Allows you to duplicate the selected sequence, with the frames arranged in the
same sequence.

@ Fing Fong

Ok Cancel
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Reverse
Allows you to duplicate the selected sequence, but with the frames arranged in

reverse order.

Ping Pong
Allows you to duplicate the selected sequence, but without duplicating the last
frame, and with the rest of the frames arranged in reverse order.

Ping Pong hru:|_-;_,|

Ok Cancel

Frame Removal

To remove or delete frames, move your cursor at the right end of a frame, or in the
gutter between 2 frames. The cursor icon will change. Left-Click and Drag the cursor
to the left and a confirmation window will pop up. Click OK to complete.

Frames will be deleted, are you sure?

oK Cancel
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Cel and Layer Selection Bars

The Cel and Layer Selection Bars works with the same concept of frames, layers and
cels, but just displayed in a different manner. You can use the Cel Selection Bar to
select the cel you want to work on. When a cel has been selected, the layers within
the cel will be displayed in the Layer Selection Bar on the right.

Cels Layers

Layer / Cel Tabs

Layer Header Layer Opacity

Layer Name
Layer Status

Layer Header
By holding down Left-Click and Dragging, you can reposition the specific layer and
change the display order.

Layer Name

You can Left-Click Twice to rename the layer here. In addition, when there are too
many tabs, by holding down Left-Click and Dragging Up or Down on this portion of
the tab, you can scroll up and down the Layer Selection Bar.

Layer Opacity Slider
Similar to that in the Cel Bank, you can adjust the opacity level of the layer here.

Layer Status Icons
The layer status icons seen in the Cel Bank are also available here on the tabs.
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In the Cel and Layer Selection Bars, you can Right-Click to access the context menu for
adding and removing cels and layers.

Frame Controls

Frames can be easily created or removed using any of the Frame Control buttons
located below the Canvas.

- Cel Addition and Removal Buttons

Allows you to add or remove cels and layers in the Cel Bank.

Cel Addition Menu
This is another way to access the layer and cel creation functions.
See Chapter 07 - Layer / Cel Creation.

Ctrl+Shift+N

Separation Layer

an Separation Layer

Cel Removal Menu
This is another way to remove layers and cels.
See Chapter 07 - Layer / Cel Creation.
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Frame Addition and Removal Buttons

Allows you to create/clear/delete frames without accessing the Cel Bank.

Add new Key Frames to the Left / Right

The first icon creates a key frame before the active frame, the second creates one
after the active frame. This affects all layers in the same cel.

In-between Frames
The first icon creates an in-between frame before the active frame, the second
creates one after the active frame. This affects all layers in the same cel.

Duplicate Frame
The first icon creates a duplicate frame before the active frame, the second creates
one after the active frame. This affects all layers in the same cel.

Clear Sheet
Allows you to clear the strokes in the active sheet.

Clear Frame
Allows you to clear, or empty, all strokes in the active frame. This affects all the layers
in the same cel.

Clear In-between Frames

Allows you to clear all strokes in the in-between frame sequence. This affects all in-
between frames within the same pair of key frames, as well as all the layers in the
same cel.

Delete Frame
Allows you to remove the active frame from the cel sequence. This affects all the
layers within the same cel.

Delete In-between Frames
Allows you to remove all in-between frames within a pair of key frames. This affects
all the layers in the same cel.

Deleting and clearing of selected frames can also be done en-mass to a group of
selected frames.

Multiple frames can be selected either with [ Ctrl + Left Click ] to select different
frames or [ SHIFT + Left Click ] to select a range of frames.
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Animating &

IN-betweening
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Your Own Animation Assistant

CACAN:i has been designed to harness the power of the computer in the hand-drawn
animation workflow. With information from the key frames, in-between frames can
be automatically generated and painted. At the same time, the artists retain full
control of the process, by being able to adjust the frames as and when they need.

Playback Bar

When animating, it is important to preview the sequence constantly. Only by looking
at the drawings in motion, will you be able to tell if the drawings are properly
animated, or require further tweaking and adjustments.

1 Go to Previous Key frame
Moves the Playhead to the previous key frame.

2  Go to Previous Frame
Moves the Playhead to the previous frame.

3  Current Frame / Time
Displays the current active frame or time. In addition, you can scrub through the
frames by left click and dragging on the frame number. Dragging right will move
the playhead forward, while dragging left will move it backwards.

4 Play / Stop
Perform playback for the animation sequence. Click again to stop the playback.

5 Go to Next Frame
Moves the Playhead to the next frame.

6 Go to Next Key frame
Moves the Playhead to the next key frame.

7 Frame Rate
Sets the rate at which the sequence is played back. Click and drag on the number
to change the frame rate during playback, or click on the number to key in a new
frame rate. A negative frame rate will reverse the playback of the sequence.

g Playback Range Toggle
When enabled, you can select the range of frames to playback.
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9  Range In and Range Out Frames Input
Allows you to set the starting frame and the ending frame of the playback range.
The frame numbers also correspond to the Range In and Range Out Tabs in the
Timeline.

Cycle Animation modes
10 In Continuous mode, after the playback reaches the end of the animation
sequence, it loops back to the first frame.

11 In Ping Pong mode, after the playback reaches the end of the animation sequence,
the sequence is played in reverse.

Lightbox Panel

The Lightbox Panel is used for referencing other frames when drawing for better
accuracy in drawing.

Lightbox Display Lightbox Colour Selection Active Offpeg
Toggle Display Mode (Next Onionskin) Frame
Colour
Offpeg Selection
Frame (Offpeg)

Colour Selection
(Previous Onionskin)

Light Boox

Reference Frame

. i 7|6 |-5|<4|-3|-2=180 2|3 |4|5|6)|7
Onionskin Frame

Number and Toggle

Onionskin Opacity
Bar ea ese lese Clear

Master Onionskin
Opacity Bar Opacity Advanced Reset

Presets Menu Settings Menu Menu
Reset Clear

(Offpeg) (Offpeg)
Lightbox Display Toggle
Allows you to toggle on or off the onionskin images.

To enable / disable onionskin images, click on the Lightbox Display Toggle on the
Lightbox Panel. Alternatively, the Lightbox Display Toggle can also be found in the
Display Property Bar.
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Lightbox Display Mode
Allows you to change between Tint and Opacity display modes. Opacity mode also
preserves the original colours of the images.

Tint L <\J I
Opacity ;:j gj
# Tint \3 m\‘?ﬁ Z / c"\\%
I I
Y Y
Opacity Mode Tint Mode

Colour Selection (Previous Onionskin)
Allows you to change the colour of onionskin images before the active frame. To do
so, double click on the colour selection box and a colour selection dialog will appear.

By default, onionskin images before the currently selected frame will be coloured
green, those after the selected frame (8) will be coloured ochre brown.

It is possible to change the colours of the onionskin images by double clicking on the
colour selection boxes. This will trigger a dialog for onionskin image colour changes.
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Reference Frame

Allows you to designate a frame for stroke matching. Because matching strokes are
normally confined to adjacent key frames, this will allow you to match strokes to non-
adjacent frames.

The Reference Frame is viewed as an onionskin image, either on the canvas or in the
Navigator Panel, when Reference Frame mode is enabled.

Onionskin Frame Number and Toggle
Indicates the frame number relative to the active frame. Clicking on the number also
toggles on the onionskin image. When toggled on, the opacity bar will be shown in

colour.

Onionskin Opacity Bar
Allows you to change the opacity value of the onionskin image displayed on the canvas.

Onionskin images further away from the selected frame will have lower opacity values
by default, thus giving an appearance of fading away. The opacity values of the
onionskin images can be changed by adjusting the onionskin opacity bars
corresponding to the onionskin images.

-

A
[y

Master Onionskin Opacity Bar
Determines the maximum opacity value of the onionskin images.

Alternatively, the maximum opacity can also be changed by adjusting the Master
Onionskin Opacity Bar.

=

i
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-
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Colour Selection (Next Onionskin)
Allows you to change the colour of onionskin images after the active frame. To do so,
double click on the colour selection box and a colour selection dialog will appear.

Opacity Presets menu
A list of presets that changes how fast the opacity values of the onionskin images
fades.

Linear

. # Linear

Advanced Settings menu

Settings

Show KeyFrames Only

Wrap Frames

When Show Key frames Only is enabled, the onionskin images will only reflect the
key frames, and skip the in-between frames.

When the currently selected frame is the last frame of the sequence, enabling Wrap
Frames will allow you to see the onionskin image of the first frame.

Reset menu
Changes the colours of the onionskin images back to the default colours.

Reset Color

Active Offpeg Frame
Current Selected Offpeg Frame.

Offpeg Frame
Offpeg frame bars. Activated when an offpeg frame is toggled in the Cel Bank.
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Colour Selection (Offpeg)
Allows you to change the colour of the offpeg frames.

Reset (Offpeg)
Changes the scaling, position and rotation values of the active offpeg frame back to
its original values.

Clear (Offpeg)

Removes the active offpeg frame.
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Timing Panel

In-between generation is one of the key functions in CACANi. Given two key frames
depicting extreme poses of an action, intermediate frames, aka in-betweens, can be
automatically generated by CACANI, creating a smooth motion. The Timing Panel
provides flexible control of in-between frame generation.

Add In-between inEstassn Remove In-between Frame
Frame Buttons Layer 0 Buttons

Active Layer Indicator

In-between Timing Bar 2 34 5 6 7

Auto Update Mode

Selection Modes

1 e 3 In-between Timing Lock

Update All Cels Mode

Generate In-betweens Button

Timing Presets Apply Timing Preset Button
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Add In-between Frame buttons

Transition frames that are generated based on the key frames. Information between
matching strokes in a pair of key frames is used to create in-between frames. The first
icon creates an in-between frame before the active frame, the second creates one
after the active frame. This affects all layers in the same cel.

In-between Timing Bar

Shows the timing of in-between frames in the current pair of key frames. By adjusting
the position of the notches, it will allow you to change the speed of animation for the
in-between frames.

Auto Update Mode

When enabled, in-between frames will be updated instantly whenever the timing is
adjusted. However, this applies only to in-between frames that have been generated
already, and does not apply to blank in-between frames.
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Selection Modes
Allows you to select which layers or cels are affected by the timing adjustments.

Selected Layers
When enabled, only selected layers are affected by the timing adjustments.

All Layers in Cel
When enabled, all the layers in the active cel are affected by the timing
adjustments.

All Cels
When enabled, all cels with similar timing and frame types are affected by the
timing adjustments.

Timing Presets
Provides you with a number of frequently used settings for quick timing adjustments.
Click on the Timing Preset Button to update the In-between Timing Bar with the
selected presets.

Uniform
In-between frame markers are spaced the same distance from each other. The
motion between key frames will be at a constant speed.

Accelerate
In-between frame markers are spaced closer together as they approach the
second key frame. The motion between key frames will be speeding up.

Decelerate
In-between frame markers are spaced further apart as they approach the second
key frame. The motion between key frames will be slowing down.

Accelerate -> Decelerate

The spacing between in-between frame markers is further apart in the middle,
and closer together when they approach the key frames on either side. The
motion between key frames will be slowing down, then speeding up.

Decelerate -> Accelerate

The spacing between in-between frame markers is closer together in the middle,
and further apart when they approach the key frames on either side. The motion
between key frames will be speeding up, then slowing down.
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Remove In-between Frame buttons

The first icon allows you to remove the active in-between frame from the cel
sequence. The second allows you to remove all in-between frames within a pair of key
frames. This affects all the layers in the same cel.

Active Layer Indicator
Shows the current selected layer.

In-between Timing Lock

When enabled, the active in-between frame will be prevented from any changes or
updating due to timing adjustments in the Timing Panel. However, you will still be
able to manually adjust the strokes of the locked frame directly on the canvas.

Update All Cels Mode
When enabled, all cels are affected by the timing adjustments. However, this only
applies to cels which have the same number of frames and frame type.

Generate In-betweens button
When clicked, it will generate in-between frames based on the settings in the In-
between Timing Bar.

Apply Timing Preset button

When clicked, any prior adjustments to the In-between Timing Bar will be cleared and
the markers will be moved based on the Timing Presets. However, this does not alter
the actual in-between frames. The frames will only be changed to the new timing if
the Generate In-betweens button is clicked again, or if the Auto Update Mode is
enabled.
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Using the In-betweening Panel

1. Create the 1+ key frame
Start by creating your first drawing in key frame 1.
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2. Switch on the Lightbox in the Display Bar

3. Create the 2nd key frame

Draw the second drawing in key frame 2, while taking note of the stroke matching

arrow indicators in key frame 1.

4. Create Blank In-between Frames

Decide the number of in-between frames needed between the pair of key frames.
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5. Adjust Timing for In-between Frames

By default, the in-between frames have equal timing, hence the speed of the
animation will be constant. However, movements in real life have irregular speeds.
When the frame markers are nearer, the animation will speed up. When they are
further apart, the animation will slow down. In this case, the animation is adjusted
such that the movement speeds up.

6. Generate In-between Frames

After the timing is adjusted, click on the Generate button. In-between frames will now
be created. In the example below, we can see the onionskin images of the in-between
frames. Note that the spacing between them is not constant, which is a result of our
timing adjustments earlier.

o o o
[ 1 [o]
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Navigator Panel

The Navigator Panel provides a secondary view of your canvas, allowing you to pan,
scale and rotate around the canvas. Another important feature of the Navigator, is
that it can be used to display the Reference Frame, thus providing you with a way to
match strokes without displaying everything in the canvas.

Magnifying Tool Magnification Rotate Tool Rotation

Reference Frame

Mode

Level Angle Synchronise Pan

(Reference
Frame mode)

Synchronise Zoom
(Reference
0.0° Frame mode)

Preview Window

Canvas Frame

RF (Disable Preview
Window Onionskin)

Active Magnification
Frame Level Presets

Magnifying Tool
Allows you to zoom in and out of the canvas. Left Click and Drag right to zoom into
the canvas, Drag left to zoom out of the canvas.

Magnification Level
Allows you to key in the precise percentage of magnification. Left Click on the number
to input any value from 1.6% to 6400%.

Rotate Tool
Allows you to rotate the canvas for easier drawing of strokes. Left Click and Drag right
to rotate the canvas clockwise, Drag left to rotate anti-clockwise.

Rotation Angle
Allows you to key in the precise degree of rotation. Left Click on the number to input
any value from -180° to 180°.

135|Page



User Manual

136|Page

Synchronise Pan (Reference Frame mode)
When enabled in Reference Frame mode, panning in the preview window will affect
the canvas as well.

Synchronise Zoom (Reference Frame mode)
When enabled in Reference Frame mode, zooming in and out in the preview window
will affect the canvas as well.

Preview Window
Shows you a thumbnail view of the canvas.

Canvas Frame
Also allows you to pan the canvas. Left Click and Drag with the red frame to re-position
the canvas window.

Reference Frame Mode

When enabled, the Reference Frame will be displayed in the preview window. This
allows you to view and match strokes without the Reference Frame cluttering up the
canvas.

Active Frame
Displays the active frame number.

Magnification Level Presets
Allows you to select preset values of the magnification level of the canvas.

RF (Disable Preview Window Onionskin)
When enabled, no onionskin frame will be displayed in the preview window.

Using the Navigator Panel — Canvas Navigation

Please refer to Chapter 02 — Canvas Navigation.
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Using the Navigator Panel — Reference Frame Mode

In this mode, the Navigator allows you to view a frame that has been designated as a
Reference Frame. As CACANi’s in-betweening system works by corresponding strokes
in a pair of key frames, a Reference Frame refers to the key frame used for stroke

matching in the current or active frame.

Navigator Normal Mode Navigator Reference Frame Mode

This helps you to separate the strokes in the Reference Frame from the strokes you
need to draw in the active frame. This is especially useful when the drawings are very
complex.

Lightbox enabled, Lightbox disabled,
Navigator Normal Mode Navigator Reference Frame Mode
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Grey Out Matched Strokes Display Mode

In conjuction with the Reference Frame Mode, this helps you to identify the remaining
strokes to match. When enabled, strokes that are already matched or corresponded
will be displayed as grey strokes, instead of the strokes’ original colour.

A eI

Matched Strokes (head) are still Matched Strokes are displayed as
displayed as black strokes grey strokes

Using the Feature Point Tool

When generating strokes from a key frame, there are times when you will require the
stroke to deform in a specific way. For example, when drawing smoke animation, the
‘bump’ in a stroke should move through the stroke. That can be achieved with the
Feature Point Tool.

As an example, we have 2 key frames below, drawn with only 1 stroke:

N AN

The generated in-between frames (in red) will look like this:

£ A\
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To create an effect where the ‘bump’ moves through the stroke, the in-between
frames will look like this:

S & QN

To do so, use the Feature Point Tool to select the stroke in the first key frame. The
second key frame is highlighted in green.

O\

Right-Click at the highest point of the ‘bump’ to bring up the context menu and select
Add a Feature Point. A dashed path will appear, leading from the first key frame and
ending on the second key frame. This indicates how the stroke moves at that point.

Y e PN

Move the ending point of the path to the bump on the second key frame.

Generate the in-between frames this time will give you the following result.

S & QN

You can also adjust the path to modify the generation of the in-between strokes.

n
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Stroke Groups

Stroke Grouping allows you to manipulate multiple strokes at the same time. In
addition, the Bone Tool will only work with groups, not individual strokes.

Enabling Auto Group mode will cause each stroke to be grouped individually, so that
bones can be created for each stroke.

Strokes can be grouped in any type of frames.

How to Group and Ungroup Strokes

1. Stroke grouping can be done with the Selection tool.

2. Select the strokes on the canvas. Take note that you can only group strokes on

the same layer.

3. Right-Click while hovering over any of the selected strokes. From the context
menu, choose Group Selected. If the option does not appear in the context menu,
it could be because you have selected strokes from multiple layers.
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4. Strokes will now be grouped. The selection box is now orange.

5. To ungroup, Right-Click while the group is selected. Choose Ungroup from the

context menu.

Bone Tool

By default, the automatic generation of in-betweens is set to straight in-betweens.
How, artists frequently utilise motion arcs for more natural animations. The extent of
motion arcs can vary from animation to animation, and indeed, a single character
usually has body parts moving with multiple motion arcs.

The Bone Tool allows you a further level of optimisation and control in the generation
of in-betweens. By specifying the motion arcs, in-betweens can be adjusted for more

accurate animation.

The Bone Tool can only be created and adjusted from groups in key frames.
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Using the Bone Tool

1. In this example, the character is turning his head. But the default generated in-
betweens make the animation very robotic. The head should be moving in an arc,
not a straight line.

2. Begin by selecting the strokes for the head with the Selection tool, then right
clicking to group them. This is required as the Bone Tool is only usable in groups.

3. After creating a group, select the Bone Tool. Click on the strokes in the group. A
bounding box will appear around the strokes. At the same time, a second
bounding box showing the same strokes in the next frame will be displayed in
green.
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4. With the group still selected, start the first motion arc by left clicking somewhere
near the top of the bounding box and dragging a straight line to a similar area in
the second bounding box. Upon release of the mouse, adjust the motion arc by
moving your mouse while hovering. Left click again to confirm the arc.

5. The second motion arc is drawn in the same way. For better results, it’s
recommended to place the second arc near to the bottom of the bounding box.

6. With that, the in-between frames can now be generated via the Timing Panel.
Compared to the original in-between frames, the new ones now move according
to the motion arcs described by the artist.

Bones can only be created on key frames, and will only affect the in-between frames
within a pair of key frames. As such, separate bones and motion arcs will have to be
created for the next pair of key frames.
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Synchronising Multiple Bones

When multiple groups are created, each can have a set of bones. In this case, it’s
important to synchronise the movement of the bones.

In this example, the body and head are in different groups. To synchronise the body’s
bone movement to the head, select the body group with the Bone Tool and press Ctrl.
All the motion paths will be highlighted.

e N

/\\: ~

Left Click on the highlighted motion path to synchronise the body group with the head
group. Create the second motion path near the bottom of the body. The body group
is now synchronised with the head group.
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Retain Stroke Connections

The Retain Stroke Connections function is a tool to help minimize unwanted stroke
gaps in generated in-between frames. This will make it easier for artists to paint the
in-between frames at a later stage. The function can be found in the Menu Bar, under
the Tools menu.

File Edit View Layers Frames PlayBack

onnections (In-betweens)

Color Reference Window

Remove Redundant Place Holder For Current Layer

Clear Undo/Redo History

Remave Hooks

rsor

oring Mode

Use TabletPC

When an end of a curve falls on another curve, they form a T intersection as shown in
the figure below.

This function first detects T intersections in key frames. When found, it generally
means that the strokes are connected to each other, and will form regions. Based on
this information, CACANi will try to ensure that the same strokes are connected in the
automatically generated in-between frames as well.

Using the Retain Stroke Connections Function

1. The example below shows a simple sequence with 2 key frames and 2 generated
in-between frames.
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Key frame 1 In-between 1 In-between 2 Key frame 2

2. You will be able to notice that in the in-between frames, the blue separation
stroke does not touch the black outline, unlike the key frames.

P
= A

Gap in In-between 1 Gap in In-between 2

3. Select Tools > Retain Stroke Connections. Since T intersections can be found in
key frames 1 and 2, the function will automatically close the gaps between the
strokes in in-between frames 1 and 2.

4. The stroke gaps are now closed and the in-between frames are ready for painting.

A< & .
) | ! i
) i,
N\ N A 7

Key frame 1 In-between 1 In-between 2 Key frame 2
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Guidelines for In-betweening

CACANi’s unique in-betweening technology allows strokes to be automatically
generated in in-between frames. However, to get the best results, there are a few
guidelines to follow when drawing your key frames.

Separate Strokes for Different Parts

When drawing in CACANi, it is recommended to try to relate each stroke to a part of
the object or character you are creating. In the example below, you can recognize that
the object comprises of 2 distinct parts, the lid and the can. By drawing separate
strokes (represented with different colours) for the lid and can, it will be easier for
you to in-between the opening of the lid automatically.

Generated In-between Frames

Conversely, if you had drawn the lid and can with only 2 strokes (1 orange stroke and
1 blue stroke), the in-betweening result will not be good.

—

Generated In-between Frames
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In-betweening Sharp Angles

When drawing an object or a character with sharp angles, like the example below, it
is recommended to have separate strokes as well. This will help maintain the sharp
angles in the in-between frames.

I EPEIEM

Generated In-between Frames

It is harder to generate in-between frames accurately when there are multiple sharp
angles within a stroke.

ePePE )6

Generated In-between Frames
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Corrective Features for Stroke In-betweening

It is inevitable that mistakes will be made when cleaning up key frames in CACANi. For
example, strokes were drawn in the wrong direction, or in the wrong order. When
that happens, you can make use of corrective features like Change Direction and In-
between Selected, found in the Selection tool’s context menu.

In the example below, one stroke is flipped in the generated in-between frames due

a problem with stroke direction in the key frames.

To view the stroke direction, use the Selection tool to select the stroke in the key

-

0

Generated In-between Frames

frames.

__

Still using the Selection tool, Right Click on the stroke in the first key frame to bring
up the context menu. Choose Change Direction.
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After changing stroke direction, the stroke can be updated in the in-between frames
using the In-between Selected option, without affecting the other strokes. This is
especially useful in cases when there have been extensive changes made to the
strokes in the in-between frames.

-

—

With the corrections, now the in-between frames are generated properly.

Hiding Stroke Segments Last

During the process of animating, there is always a high chance that the strokes in the
key frames or in-between frames need to be changed. As such, it is generally a good
practice to leave any stroke segment editing / hiding to when the key frames are
almost finalized, or after the in-betweening process has been carried out.

Keeping this in mind will help minimize time spent in the re-editing of stroke segments.
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A Dash of Sunshine

With all the innovation found in the in-betweening tools, we have tried to do the same
with the painting process, by leveraging on the key frame information gathered earlier.

As a result, CACANi has an intelligent painting system that will help you to paint
animation frames automatically.

But before continuing with the different painting tools, there is a need to understand
how painting works in CACANi. On the canvas, before painting can be done, you must
ensure that the strokes form closed regions. That can be done with the Clean Up Tool,
or you can use the Stroke Editor to adjust the strokes so that they cling to each other.

Please refer to Chapter 05 — Stroke Editor and Chapter 05 — Clean Up Tool for
different ways to prepare for painting.

You can use the various region display modes to check if the regions are indeed closed.

Please refer to Chapter 06 — Region Display Modes for more information on different
ways of displaying regions.
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Cross-Layer and Self-Layer Regions

Next is the concept of cross-layer regions and self-layer regions. In this example, as
the strokes were all drawn in 1 layer, the region formed by the 4 strokes is a Self-Layer
Region, or Self Region. The Self Layer Paint Tool is used to fill in the region.

To verify this, you can enable the Highlight Self-Regions display mode. All self-regions
will be displayed with a checkered pattern.
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On a new layer, a green stroke is drawn. This new stroke does not affect the self-
region underneath.

Rather, because the new layer is above the self-region layer, it intersects with the first
4 strokes and creates 2 distinct new Cross-Layer Regions. This is apparent when using
the Cross Layer Paint Tool results in the new light blue region.
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The self-region still shows the checkered pattern, while the light blue cross-layer
region doesn’t. In this case, as the green stroke is above the other 4 strokes that form
the self-region, the cross-layer region hides the self-region.

By reversing the order, now the 4 strokes are above the green stroke. As a result, the
orange self-region is now hiding the light blue cross-layer region, as well as the green
stroke. In Highlight Self-Regions display mode, the translucent self-region reveals the

cross-layer region.
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Taking the example further, another green stroke is added to the bottom layer,

connecting the first green stroke in the bottom layer to the black stroke in the top
layer.

Because the strokes that make up this region belong to different layers, there is no
self-region formed. Using either the Cross Layer Paint Tool or the Self Layer Paint Tool
will result in a cross-layer region with no checkered pattern.

158 |Page



Painting Your Animation | CACANI

Another difference between self-regions and cross-layer regions is the layer where
the colour information is stored. Since self-regions are formed by strokes on a single
layer, the colour information is naturally stored together in the same layer.

Self-region colours (stored in When top layer is hidden, Self-
top layer) hiding Cross-Layer region colours disappear, but
region colours (stored in bottom Cross-Layer region
bottom layer) colours remain
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However, as cross-layer regions are formed by strokes from different layers, colour
information is stored in the bottom-most layer. Understanding this is important,
especially when attempting to hide layers.

Cross-layer region and Self-
region colours now stored
together in bottom-most layer

ENELEl I bg’r’rom layer and are both hidden at the
together with strokes

‘Green strokes’ layer moved to
top layer, Self-region colours

same time
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The Colour Panel is where you can define or change colours for selected strokes and

regions. You can also store colour swatches for adjustments or testing.

Active Stroke Swatch

Active Region Swatch

Quick Access Stroke Palette
Quick Access Region Palette

Colour Palette

Colour Selection Talbs

Colour Wheel

Alpha Slider

HSV Colour Sliders

RGB Colour Sliders

Colour Mixers

CW | A |H5V | RGB | CM

‘&s
J—
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Active Stroke and Region Swatches
When active, it’ll allow you to set or change the colour of the selected strokes or

region.

To change stroke colours, use the Selection tool to select the strokes.

|

[ Left Click ] on the Active Stroke Swatch to make sure that the colour adjustment will

apply to strokes and not regions.
Q@

@,

Enable the Colour Wheel Selection Tab [CW]. [ Left Click and Drag ] the circular
indicator to a different colour in the colour wheel. The colour in the Active Stroke
Swatch is now changed.
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The colour of the selected stroke on the canvas is also changed.

I

Unlike strokes, regions cannot be selected. [ Left Click ] on the Active Region Swatch
to make sure that the colour adjustment will apply to regions and not strokes.
Qi", ‘

Adjust the indicator on the colour wheel to change the colour in the Active Region
Swatch.
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Select the Cross Layer Paint Tool and [ Left Click ] on a closed region on the canvas to

Vo

fill it with the selected colour.

Quick Access Stroke and Region Palettes

Allows you to select swatches quickly from the dropdown menus in the stroke drawing
tools or Cross Layer Paint Tool property bars. With the quick access palettes,
frequently used colour swatches can be accessed from the property bar, and the need
to have the Colour Panel opened all the time is reduced.

Quick Access Stroke Palette

Quick Access Region Palette

To add swatches to the quick access palettes, open the Colour Panel. [ Hold ALT and
Left Click ] on any of the empty quick access swatches.
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To use the quick access swatches, select any of the Drawing Tools, Painting Tools or
the Selection tool. [ Left Click and Hold ] on the Colour Selection Box in the property
bars. [ Left Click ] on a quick access swatch, and it will replace the colour in the Active
Swatch.

m Quick Access Stroke Palette

Quick Access Region Palette

Colour Palette
Allows you to store colour swatches for easier selection.

To add a swatch to the colour palette, first select a colour from either the colour wheel
or the colour sliders.

Then [ Hold ALT and Left Click ] on one of the empty swatches in the colour palette.
The colour is now added.
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Colour Selection Tabs
Allows you to display or hide the colour wheel and various colour sliders.

Colour Wheel [CW]

Allows you to define colours for the Stroke or Region Swatches through visual
selection. The colour wheel consists of an outer colour circle, and an inner brightness
square. Enable the colour wheel by [ Left Clicking ] on [CW].

CW |A HSV RGB CM
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To vary the brightness of a selected colour, [ Left Click and Drag ] the circular indicator
on the brightness square. To change the selected colour, [ Left Click and Drag ] the

rectangular indicator on the colour circle.

&

Alpha Slider [A]

Allows you to define the alpha, or transparency, value of a colour for the Stroke or

Region Swatches. To change the alpha value of selected strokes, enable the Alpha

slider by [ Left Clicking ] on [A].

Adjustments can be made by either [ Dragging ] the triangular indicator, or by [ Left

Clicking ] on the input field to key in the new value directly.

Vo
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Colours with different alpha values can also be stored as swatches in the Colour
Palette.

HSV Sliders [HSV]
Allows you to define colours through the adjustment of H (hue), S (saturation) and V
(black level) values. Enable the HSV sliders by [ Left Clicking ] on [HSV].

TIP! It’s easier for artists to select colours using the HSV sliders than the RGB
sliders, mainly because HSV sliders are visually easier to understand.

RGB Sliders [RGB]
Allows you to define colours through the adjustment of R (red), G (green) and B (blue)

values. Enable the RGB sliders by [ Left Clicking ] on [RGB].
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Colour Mixers [CM]
Allows you to define colours through the mixing of two user-assigned colours on
either end of the slider. Enable the colour mixers by [ Left Clicking ] on [CM].

To assign colours to the mixers, you will first need either the colour wheel or the
colour sliders. The HSV sliders are used in this example.

Adjust the sliders to a colour of your desire. Apply the colour by [ Left Clicking ] on
one of ends of a colour mixer.

Select another colour, and then apply the second colour to the other end of the same
colour mixer.
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Now you can adjust the circular indicator to get a new colour mixed from the selected

colours. Keep this new colour by [ Holding down Alt and Left Clicking ] on the colour
palette.

Colour Picker Tool

Allows you to sample colours from the canvas. The colours can be from a stroke or
region on the canvas, or from a loaded image in the Reference Image Layer.

Using the Colour Picker Tool

Select the Colour Picker Tool and [ Left Click ] anywhere on the canvas. The colour at
the spot will be reflected in the Active Swatch in the Colour Panel.

iy

o
D@

Vo | 7 T
[ e [ e

Cross Layer Paint Tool and Self Layer Paint
Tool Difference

The main difference between the Cross Layer Paint Tool and the Self Layer Paint Tool
is the latter’s ability to determine and paint self-regions.
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The Cross Layer Paint Tool does not determine whether strokes are forming self-

regions and can only create cross-layer regions. Hence, it is more useful and efficient
when painting elements that do not require regions to hide, or occlude, each other.
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Cross Layer Paint Tool / Self Layer |

Allows you to fill a closed region with the selected colour by [ Left Clicking ] or
[ Dragging ] on the region.

Using the Cross Layer Paint Tool

To paint a closed region, first pick a colour using the Colour Panel’s palettes or colour
sliders, then [ Left Click ] within the region.

To remove colour from a painted region, [ Right Click ] within the region.

You can also use drag selections to paint multiple regions, or remove colour from
multiple painted regions. To do so, [ Left Click and Drag ] a rectangular selection over
regions to be painted. Any region that falls within the selection will be filled with the
same colour.

Conversely, to remove colours from multiple painted regions, [ Right Click and Drag ]
a selection over them.
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TIP! When painting regions, you may find that certain regions cannot be painted.
One reason for this may be that the strokes forming the region have gaps
amongst them.

( For more information, see Chapter 05 — Clean Up Tool)

Sampling Colours from a Reference Image

Other than selecting colours from the Colour Panel, you can also toggle the Colour
Picker Tool from within the Cross Layer Paint Tool. Colours can be sampled from
drawings created in CACANI as well as reference images loaded from external sources.

First, load a reference image into CACANi.
( For more information, see Chapter 07 — Reference Layers )

fﬂ

With the Cross Layer Paint Tool selected, [ Hold ALT + Left Click ] on the coloured
image, then [ Left Click ] on the character’s face. The face is now painted with the
colour sampled from the reference image.

In this way, artists will be able to quickly sample colours from reference images and
reduce the need for the Colour Panel.
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Cross Layer Paint Tool Properties

Cross Layer Paint Tool has similar properties with Self Layer Paint Tool.

1 2

1 Replace Existing Colour
When enabled, you will be able to replace colours in painted regions.

2  Region Colour Selection Box
You can set the region colour by [ Left Clicking ] twice to bring up the Colour
Selection Box dialog box. When done, just [ Left Click ] OK to confirm.

Using the Colour Reference Window

Other than loading the images into a reference layer, you can also use the Colour
Reference Window ( Menu > Tools ) to load your images.

Tools

From the Colour Reference Window, you can Left Click on the Load Image icon to bring

up the selection dialog box to load an image.

QU Organise v New folder 2~ I @
= P
-
"7
-
o
1
colour sample
File name: | colour sample v | |Image Files (*.png ".jpg *jpeg * ¥
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When you Left Click anywhere on the loaded image, the colour value at that pixel is
sampled and automatically recorded as an active swatch in the Colour Panel.

¢ 4N
7N @/('\ |

3 =—omom=
ay@@
i {

Using the Cross Layer Paint Tool, you can proceed to paint the corresponding regions
in the canvas.

-y Color Reference Window
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Replace Existing

Assisted Painting System

Painting animation frames has always been a time consuming process, even on a
digital, paperless workflow. However, CACANi’s assisted painting feature will allow
you to finally surmount this obstacle. By taking a painted frame as reference, CACANi
can automatically paint the rest of the animation sequence for you, helping you save
time and money.

Auto Colouring Panel

The Auto Colouring Panel provides you with tools to paint the frames easily. Activate

it from the Panel Display Bar.

Apply to all Cels
mode

Auto Coloring

Colour mode All Cels

Auto Colour Other Replace Existing Color Auto Colour Current

Apply to All Frames
mode %s - Frames mode

Update Region
Colours
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Frames ='L Frame

All Frames

Exclude Selected

Clear Region Colours

Apply To All Cels mode
When enabled, Auto Colour Other Frames, Auto Colour Current Frame, Update
Region Colours and Clear Region Colours will affect all cels.

Auto Colour Other Frames
The painted regions of the current frame will be used to paint all other frames or
frames in a selection.

Auto Colour Current Frame
Regions in the active frame will be painted with colours from the previous frame, or
adjacent frames.
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Replace Existing Colour mode
When enabled, Auto Colour Other Frames and Auto Colour Current Frame will

replace colours in painted regions when applied.

Update Region Colours
If the regions of the selected frame are already painted, this will restore the display

of the colours in those regions.

Clear All Region Colours
When pressed, all region colours in the selected frame will be erased.

Apply To All Frames mode
When enabled, Update Region Colours and Clear Region Colours will affect all the
frames within the active layer.

Exclude Selected Frames mode
When enabled, Update Region Colours and Clear Region Colours will not affect the
selected frames within the active layer.

Using Auto Painting

First, ensure that the regions to be painted in the animation frames do not have any
unwanted gaps. This can be done by using the Cross / Self Layer Paint Tools and Left
Clicking on any open areas to check for unclosed regions.

Select one of the animation frames and paint it. This will provide CACANi with the
painting information for the rest of the animation sequence.
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With the painted frame active, select the Auto Colouring Panel. Left Click on Auto
Colour Other Frames. CACANi will now analyse and paint all other prior and
subsequent frames in the animation sequence automatically.

Replace Existing Color

°

IMPORTANT: The auto colouring process is based on matching strokes. If the regions
are enclosed by the same strokes in all the frames, the auto colouring will be very
accurate. In the example below, the character’s head is based on the same stroke
indices 01-05.

9 9 < <4

000000 O0
»Q* *Q* Q- »@Qr Qr B> B P
i i i i i i i

So, the colour regions enclosed by the same strokes in the head will be successfully
painted automatically.

In addition, it is useful to understand how the auto colouring process works. From the
1st painted frame, it will be used to paint the 2" frame. The 2" frame will be used to
paint the 3™ frame. The process continues until there are no more frames.

If there are still unpainted regions, you can use the Cross / Self Layer Paint Tools to
manually paint those regions.
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Auto Paint Single Frames

Inthe event that a new frame is created, or some adjustments were made to a painted
frame, you can repaint the frame automatically without affecting the rest of the
sequence.

Select the unpainted frame.

1 1 1 {
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Apply Auto Colour Current Frame from the Paint / Self Layer Paint Tools. The selected
frame will be painted based on the nearest painted frame.

Replace Existing Color

18 d 1 1 1 1
B
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TIP!  Auto Colour Current Frame is very useful when there are more complex
drawings. You can check the painted frames one by one before applying Auto
Colour Current Frame to the next frame.
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Saving the Animation

File Edit View Layers Frames PlayBack Tools Help
New
Open
Save
Sav
Save Project As.. Cirl+Shift+S

Import File

Export Image

Recent Files
Customise Shortcuts
Shortcuts Guide

Exit

From the menu bar, select File > Save As. Alternatively, press [ Ctrl + SHIFT + S ] to
save a file. A File Save As dialog box will appear.

Organize = New folder - @

R Favorites " Libraries Ong Yongzhi P | Computer
B Deskiop g System Folder % System Folder 5 o Folder
Downloads
ot C ok Act2-2 boy duplicated.cacs Act2-2 boy.cacs
&] Recent Places A oo CACS File CACS File
project-yz j System Folder 1218 686 KB
AndroidDevice avd

4 Libraries
[ Documents
& Music
&) Pictures

[BE Videos

1% Computer
& osc)

€8 Network

File name: | -

Save as type: | Cacani Documents (“.cacs) -

You will be required to enter a file name for their files. You can also choose the file
format to save in.

The CACANi Documents format (*.cacs) is the default file format for CACANi. All file
information is saved.

The CACANi Documents Xml format (*.cacx) is a simplified file format where only
essential file information are saved. It is suitable for exporting CACAN:i files to different
versions of CACANi.
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Exporting Images

File Edit View Layers Frames

Ctrl+Shift+5
Import File

Export Image

Recent Files

From the menu bar, select File > Export Image. An Export Image Dialog box will
appear.

C:\Users\Liew\Documents|

Canvas

Browse

File Type m

@ Camera View

v

wdth Heght

ve Frame

Background

@ Al Frames @ Selected Frames

Cancel Stroke Magnification 100 %

A thumbnail window shows the current selected frame.

File Information

Directory
Allows you to save their file in the default Documents folder, specify your own folder
location, or use [ Browse ] to select another folder of your preference.

File Name and File Type

You will be required to type in your preferred filename in the text field. You can
choose the default png image format, or select a different format from the dropdown
menu. CACANi supports png, jpg, bmp, tiff and tga formats.

File Counter
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This allows you to assign a naming convention and appends a numeric value to the
end of each frame’s filename when they are exported from CACANi. This is only
configurable when All Frames or Selected Frames are selected in the Frames property.

Output Settings

Canvas View
When selected, the export resolution defaults to the current resolution of the CACANi
canvas.

Camera View
When selected, the export resolution defaults to the current resolution of the CACANi
camera.

Resolution
A set of resolution presets. Larger resolutions will result in sharper images, at the
expense of larger file sizes.

Width and Height
You can manually specify the width and height of the exported image, in pixels.

Lock Proportions
When enabled, the aspect ratio of the exported image will be kept similar to that of
the previous aspect ratio defined in the Width and Height fields.

Anti-Aliasing
When enabled, strokes in the exported images will be anti-aliased and will look
smoother.

Render Strokes
Disabling this option will result in the exported image showing the painted regions
without the strokes.

Background
When enabled, all exported images will have an opaque white background.

Trim Offsets (range only)
When enabled, frames that have no visible information are not exported.
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Export Range:
Users can choose between:

Active Frame
Exporting only the active frame shown on the canvas as an image.

All Frames
Exporting all the frames in the animation sequence as an image sequence.

Selected Frames
Exporting a selected range of frames as an image sequence.

Stroke Magnification

When enabled, strokes in the exported images can be thickened or thinned with the
percentage slider, without affecting the original artwork.

Stroke Magnification 100 %

END
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Allimages used on the covers of this manual are the property and copyright of their
respective owners.

All rights reserved. No part of this manual may be copied or reproduced in any form or by
any means without written permission from the publisher.
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