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1. DELTACAST MEDIA

After reading this manual, you’ll be able to:
- have video input from your DELTACAST board playing inside your Unreal Engine project
- havevideo output from your Unreal Engine project through your DELTACAST board
- override Unreal Engine’s timecode with your timecode source through your DELTACAST board
- genlock Unreal Engine’s frame rate through your DELTACAST board

1.1 PREREQUISITES

1.1.1 VERSION AND COMPATIBILITY
The DELTACAST Media plugin is compatible with Unreal Engine 5 and later and with VideoMaster SDK 6.16 and later.

Supported cards are:
- DELTA-12G: 1c, 2¢, 20, 40, 04, 4c, 2ilc, 2c- asi8c
- DELTA-12Glc-hmil0-elp
- DELTA-12G-elp-key 11
- DELTA-h4k2-elp 20
- DELTA-3G-elp-d: 4c, 8¢, 8b, 84, 80
- DELTA-3G-elp-key 11
- FLEX-12g 10,01
- FLEX-HMI 10,01
- FLEX-DP 10,01

1.1.2 DRIVER & SOFTWARE INSTALL

See our different board models available on www.deltacast.tv, and download the VideoMaster software package from our download
center. Linux software resources requires credentials which you can request by completing our contact form or sending an email to
contact@deltacast.tv.

Once the VideoMaster software package is downloaded, follow the Install Guide for both board drivers and software libraries.

1.2 PLUGIN INSTALL

1.2.1 WINDOWS

The very first step to use the DELTACAST Media plugin is to install it from the marketplace following the next steps:
1. Gotothe plugin’s marketplace page
2. Add it to cart and check out
3. Gotoyour Library
4. Click on “Install to engine” and select the engine version

1.2.2 LINUX
To install a plugin under Linux is a bit more manual than for Windows, following these next steps:
1. Download the plugin from DELTACAST download center
. Open the directory containing your Unreal Engine project
. Create a “Plugins” directory next to the .uproject file

2
3
4. Copy the downloaded plugin in the new directory
5. Open your project in the Unreal Editor

6

. Accept the prompt asking to build the modules in the plugin
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1.2.2.1 ADVANCED
To allow quick and easy include of the plugin for all future projects without having to rebuild it manually, follow the next steps:
1. Follow the section above to build the plugin inside a project

2. Copy the pre- build plugin in your Unreal Engine install under: {install location}/Engine/Plugins/Media

3. The plugin can now be enabled/disabled from the “Plugins” panel on a per- project basis without further manual actions

1.3 PROJECT SETUP

Once the plugin is available to your selected engine version, it can be enabled on a per project basis following the next steps:
1. Open your project

2. From the main menu, choose Edit > Plugins

e [®

Open the Plugins Browser tab.
@

® |

-
r

)
.
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3. Search for the DELTACAST Media plugin (it is under the Media Players category) and check its Enabled checkbox (a restart
of Unreal Engine will be required but don’t restart yet)

S\ File Edt Window Tools Help
(i)
2 Main % Plugins X N Project Setiings B outputLog
+ Add Q {* settings
Installed > Media Players
& ALLPLUGINS
Deltacast Media Player (New Version 1.0.0
INSTALLED 3 implements input and output using Deltacast cards. Deltacast
o ® support
Media Players
Programming

BUILT-IN

Analytics
Android

Android Background Service
Animation

Audio

Augmented Reality
BackgroundHTTP
Blendspace

Gameras
Compositing
Compression
Computer Vision

Content Browser

Denoising

Device Profile Selectors
Editor

Encoders

Examples

Experimental

Exporters

/<\ File  Edt  Window Tools Help
(i)
. Main % Plugins X N ProjectSettings B outputLog
+ Add X Media Framework Utilities 4+ settings
AllPlugins
& ALL PLUGINS
Version 1.0
T : fr it e Pt s
Audio
Media Players

Programming

BUILT-IN

Analytics
Android

Android Background Service
Animation

Audio

Augmented Reality
BackgroundHTTP
Blendspace

Blueprin

Build Distribution
Cameras

Compositing
Compression
Computer Vision
Content Browser
CustomizableObjects
Database

Dataprep

Denoising

Device Profile Selectors.
Editor

Encoders,

Examples
Experimental

Exporters Restart Now

-~ - - 1155
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1.4 RENDERING VIDEO INPUT

In this section, you'll learn how to add a video input to your level in Unreal Editor. This process uses a Media Bundle: a kind of

asset that packages together several different types of assets involved in the Media Framework, and that offers you control over
some advanced features like lens deformation, chroma-keying, color correction, and more.

1. Inthe Content Browser, right-click and choose Media > Media Bundle

A1) File  Edit

L Main

7. Add Feature or Content Pack.

B3 New Folder

=(2 BlueprintClass

(B Aja Media Output
7 Aja Media Source
nagic Media Output

Animation
Artificial Inelligence
4] Deltacast Media Output

%] DeltacastMedia Source
L7 File Media Output

Foliage i

FX

Gameplay

Input

&7 File Media Source

@) 1mgMedia Source

Media Bundle

K
4 Media Player Abundle of the Media Asset necessary to play a video & audio

@) MediaPlaylist

5 content Brows
+ Add V) Import
Media Profile
&

B MediaTexture
VCam &7 Platform Media Source
B Proxy Media Output
Proxy Media Source
Callections ® (¢ e

Stream Media Source

2. Give a meaningful name to the newly created asset, validate with Enter. A new folder is created next to the Media Bundle; it
contains all the inner assets used by the Media Bundle

File  Edit
L Main B ouputLog

&, Selection Mode S Platforms &P Pixel Streaming

CED 6 © @ b

5 Content Brows

+ Add V) Import

®©

Collections
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3. Open the new Media Bundle by double-clicking it

4. Edit the Media Source property to Deltacast Media Source

File Edit Asset Window  Tools  Help
Deltacast_Inputs - Med... » x
| (o} ¥ Open Material Editor
# Details %

Q

Media Bundle
Media Source None
Loop Media Source Q |
Reopen Source on Error ! Aja Media Source
Advanced ] Blackmagic Media Source
7] Deltacast Media Source
Lens Parameters k
Mp File Media Source
@ Img Media Source
Undistorted Camera View Info ’i‘g Platform Media Source
' Proxy Media Source
@ stream Media Source

Lens Parameters

8 items

5. Configure the Media Source (see 1.4.1)

) B o e Ee o w6 UserManual
)
/M Main % Plugins o] ti B outputiog

i &, Selection Mode v | : : ¥ Platforms &> Pixelsteamingv 2§ i B vPRoles v

© GZZD @ i CED © © G D G & © [ty

A& Main (Editor)
= Atmospheric Fog
% Floor
© InstancedFoliageActor
) File Edt Asset Window  Tools
% Deltacast_Input: - Med._+ x
EditBP Sk St

2 % Open Material Editor
# Details x

Q
Media Bundie
Media Sourc F) Delta
D
Configuration <Invalid>
Nooe Device Source Resolution standard Frame Rate
Za1ps
251ps
2997 fps
301ps
501ps
5994 ps
® cofps

@ DELTA-12G-elp-hdc @ SingleLink 0 7201487 | @ Progressive
single Link 1 PALSD Interlaced
single Link 2 HD 720 PSF
single Link 3 HD 1080
single Link 4 2KDCl
single Link 5 4KUHD

5 ContentBrowser X Cinite Vb R mene

=+ Add Vjimport @ Save All . Apply N L+ se

v UserManual Q = Lens Parameters

= Al

Lens Parameters
I Content

mera View Info
W5 Content Drawer [ O & 5Unsaved (@ Source Control

Input

piCatections © Q  5items (1 selected)
W5 ContentDrawer B Output Log cmd v £2 Derived Data B 5unsaved (@ Source Control
- — 11:53

6. Dragyour Media Bundle asset from the Content Browser into the level viewport
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7. Anew plane appeared showing the video input configured in your Media Bundle. If the Media Bundle doesn’t start playing,
selectit then click Media Bundle > Request Play Media.

L Main+

&, Selection Mode

B outputLog

S Platforms &P Pixel Streaming

o ==

LIVE VIDEO INPUT

Deltacast tarterContent
Input_Inner Input

1.4.1 DELTACAST MEDIA S

Each DELTA

CAST Media Source exposes the following settings:

Tools  Help

Input - Medi

% Open al Editor

# Details
Q

Media Bundle

x

4] De

In - DELTA.

® DELTA-12G-elp-h4c

5 cmd

Figure 1: DELTACAST Media Source settings
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CEED 6 © b G €

gle Link 4
single Link 5
Single Link 6
Single Link 7
Quad Link 0-3
Quad Link 4-7

® Square Division

Sample Interleave

UserManual

G =

@ Deltacast_Input +Add s2v oo

© Delt nput (Self)
A Edit in Blueprint

Nane

en
eda e

Request Play Media

Resolution
4K UHD L]
4K DCI
8K UHD
8KDCI




Table 1: Board configurations

Property Description
Device List of all DELTACAST boards detected in the system.
Source List of all available connections for the selected device. HDM|
source is used for both HDMI and DisplayPort connections.
Quad List of all available quad link configurations for the selected
source. Only available when using a quad link source.
Resolution List of all available resolution for the selected source.
Standard List of all available standard for the selected resolution.
Frame rate List of all available frame rate for the selected standard.
Table 2: Media Source configurations
Property Description

Timecode format

supported.

Auto load EDID

and DisplayPort streams; ignored in other cases.

Pixel format

supported with SDI streams.

Error on source lost

Whether to stop or pause the input stream on error.

Number of Deltacast buffers

Number of frame used by the Deltacast SDK.

A bigger number is most likely to increase latency.

Number of Engine buffers

Number of frame used by Unreal Engine.

A bigger number is most likely to increase latency.

Burn frame timecode

Log dropped frame count

Whether to log when the input stream drops frames

The options exposed depends on the type of board used.

1.5 OUTPUT CAPTURES

In this section, you’ll learn how to add a video output from both Unreal Editor and your standalone application.

1.5.1IN UNREAL EDITOR

Thefollowingsectionwill allow you to configure video outputs from Unreal Editor only. Thiswon’tworkin a standalone application.
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Type of timecode to use from the input stream. VITC is not
Whether to automatically load the EDID. Only available for HDMI

Format used after input signal conversion. 8Bits ARGB is not

A smaller number is most likely to cause missed frame.

A smaller number is most likely to cause missed frame.

Whether to incrust the value of the timecode in each frame




1. Inthe Content Browser, right-click and choose Media > Deltacast Media Output

Fie Edt Window Tools Build
L Main 8= plug

6 selec .

VE VICEO

tent Brov

+ Add 3 Import

UserManual

Collections

Tt Drawel

3 Importto /Game.
&7 Add Feature or Content Pack.

B3 New Folder

={2 BlueprintC

A Level
— B Aja Media Output
Material —
7 pjaMedia Source
Niagara System —
mﬁ Blackmagic Media Output
In AATEED 7 Blackmagic Media Source
Artificial Intelligence .

=] Deltacast Media Output

4] Dettacast Media Source
Editor Utiities —
Foliage £ File Media Output
o =
&1 File Media Source
Input —
Live Link ) Img Media Source
Materials
=
TR & wediagundie
Miscellaneous
Z ) Media Player
ay
Paper2D
@) MediaPlayl

;1 Media Profile

S0 Media Texture

# 1 Platform Media Source
B Proxy Media Output
=

Proxy Media Source

Stream Media Source

2. Give a meaningful name to the newly created asset, validate with Enter.

3. Open the new Media Bundle by double-clicking it
4. Configure the Media Output (see 1.5.3)

File it
! Deltac
L]
-
& Detal

(o}

De

Output

| Format
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® DELTA-12G-elp-h4c ® Single Link 0 T20x487
Single Link 1 PAL SD
Single Link 2 HD 720
Single Link 3 HD 1080

Single Link 4 2K DCl
Single Link 5 4K UHD

Io 1 ink £ Ak Nt

UserManual

P Player

@ sky Sphere

Sky Sphere

© sky Sphere (Self)

sform
Locatior
Rotatior

Scal

Default

Refresh Material

Directional

® Progr @& Free Run
Interlaced ) External
PSF
501fps
59,94 fps
60fps
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5. Right-click in the scene viewport to place a new camera actor

) ED

L. Main

-+ Add 31m

UserManual

Collections

) File  Edit

A Main

6, selec

=+ Add ) Impe

UserManual

Collections

Window

Tools  Build

% Plugins

[ cmd

Tools  Build

Cinemati

5 Content Browser

Detail

ImgMedia
Outliner
Viewports

Virtual Production
World Partition

V Console Variables

Env. Light Mixer
Hierarchical LOD Outliner

Light Mixer
Multi-User Brow
Place Actors
Variant Manager

World Setting

Device Output Log

OutputLog

Open Marketplace

Load Layout

1

Input Output Data

2 Media Capture

Edit BP_MediaBundle_Plane_16-9
opy Selected Actor(s) File Path

Place Actor
Replace Selected Actors with

+ GoHere
3 Snap View to Object

Snap Object to View
Pilot ‘Deltacast_Input

Edit
Visibility
Transform
Snapping
Pivot
Group
AttachTo

Level

Copy path

Play From Here

Media Playback L3

| Displays Capture Camera Viewport and Render Target. |

nposure Compositing
Genlock

In-Camera VFX

Live Link

T"“Eur—

LIVE VIDEO INP

Input Output Data

Directional Light

< SpotLight

" Trigger

Point Light
RectLight

Camera Actor

Player Start
Blocking Volume

Runtime Virtual Texture Volume

90/000000 2

7. Under Media Viewport Capture, add a new element in Viewport Captures.

UserManual

© Deltacast_Input

@ Deita

Transform
Location

Rotation

Media Bundie

eric Fog
¢ CameraActor

# Details
W< CameraActor

W< CameraAetor (

Rotation

Mabilty Stationa | Movable

8. Inside the newly added Viewport Capture, add a new element in Cameras, then select the camera
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9. Inside the newly added Viewport Capture, select the newly DELTACATS Media Output

Media Current Viewport Capture
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10. Click on Capture; the Deltacast Media Output is streaming the camera view and a preview is shown

Media Capture X
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1.5.2 AT RUNTIME

The following section will show how to have a video output outside the Unreal Editor. The example shown will make use of the
blueprint system to setup a simple toggle switch that starts/stops capturing when the user presses on a key.

1. From the main toolbar, choose Blueprints > Open Level Blueprint

File Edit Window Tools Buld Select Actor Help UserManual

A Maine ® pluging & Project Settings B outputLog

-1 L ction Mode v “ : > : B Platforms K VPRolesv g Pixel Streaming v

= i3 :
0 : QED © © (b Gb GID & ©
= (N

22 Convert Selection to Blueprint Class

B Open Blueprint Class. > @ Item Label «

Au, Main (Editor)

¥ Open Level Blueprint 2 Atmospheric Fog
W« CameraActor Cameranctor
O Sreoe Do MOdEDase © Deltacast_Input EditBP MediaE

cedroliageActor
GameMode: Not overriddent geA
g7 urce

10 actors (1 selected)
£ Details x
W« CameraActor +ad 2 @ o
LIVE VIDEO INPUT B« CameraActor (Instance)

L, SceneComponent (SceneComponent)  EditinCtt

W« CameraComponent (CameraComponent) Editin Gt

& B ox o
=) D I =
90/0000007 Transform

Location v

5 ContentBr
Mability Stationa | Movable

+add  import (8 save Al B Al > Content > £ Settings
Camera Settings

UserManual =Q
B Al
w I Content
EmDelt put atio T

Deltacast StarterContent  Deltacast Deflacast_ Main Main_Buil
Input_Inner Input output Data

» Collections. ® Q RO A T
Gitems (1 selected) Auto Plavar Activation

5 Comentorawer M ouputiog  [lomd v 8 perived Data =, 1 Unsaved @ Source Control

File Edt View Debug  Windo Help
Main® x
B i@ Compile ;  =igDiff v fFind  °g HideUnrelated i {0 Class Settings ¢ Class Defaults H No debug object selected v
My Blueprint x 2 EventGraph x # Details x
+add Q & omv b
GRAPHS ®

Lo Right-Click to Create New Nodes.
Event BeginPlay

& Event Tick

FUNCTIONS ®

MACROS ®

VARIABLES Q

W5 ContentDrawer [ Outputlog  BJcmd v B 1Unsaved (@ Source Control

o 1t
aocom o 2 N W ALE SRR B
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3. Setthe Variable Type to a Deltacast Media Output Object Reference

File  Edit View Debug Window Tools Help
x

B ompile i =g Diffv fDFind  *g Hide Unrelated i 4} Class Settings ¢ Class Defaults [ 3

M vy Bleprint % 2 Event Graph x

+add Q v e Q

No debug o

# Details

cRAPHS Variable
HEEHE Right-Click to Create New Nodes.

© Event BeginPlay

© Event Tick n X Deltacast
FUNCTIONS Object Types

= [T Media Capture >

- Media Output > © Object Reference
VARIABLES “ = DRE[ERR Media Source >  Class Reference
DeltacasiMediaOutput  Boolean = EERER SDI Input > @ Soft Object Reference
® Soft Class Reference

MACROS

EVENT DISPATCHERS

Default Value

Please compile the blueprint

Hide Non-Imported Types

5 ContentDrawer [ Outputlog  EICmd v

B 1Unsaved @ Source Control
= -~

4. Set Instance Editable to true by checking the checkbox

5. Set the Default Value to the Deltacast Media Output created in the previous section

File Edt View Debug Window Tools Help
(1)
i Main+ x
i@ compile | igDiffv SOFind 3 Hide Unrelated i f Class Settings  # Class Defaults » No debug object selected v
M \yBloeprint % %2 Event Graph x

+add Q n v *s Q

Variable

Right-Click to Create New Nodes.

e Type

2 betails x

GRAPHS
2 EventGraph
© Event BeginPlay
© Event Tiek

FUNCTIONS ®

Deltacast Met v

MACROS o)
VARIABLES ®
DeltacastMediaOutput = Deltacast M ®
EVENT DISPATCHERS o)

Defaut

None

Nor
Default Value

Deltacast_Output
Deltacast Media Output -

€k

5 ContentDrawer B Outputlog  E]Cmd v

B 1Unsaved @ Source Control
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6. Press Ctrl and drag the variable into the Event Graph

File Edit View Debug Windo
Main+ x

| &} Compile i  ®ig Dif Find  *g Hide Unrelated : 40 Class Settings  # Class Defaults »

No debug object selected v
By Blueprint

+add Q

Event Graph # Details

Q

Variable

N~

GRAPHS

2 EventGraph Variable Name
© Event BeginPlay Variable Type Deltacast Me( v

© Event Tick

Description

DeltacastMediaOutput

FUNCTIONS ) Instance Ectable
MACROS ® Blueprint Read Only
VARBLES ® Expose on Spavn

Deftaca: t Deltacast M« @

e ——
EVENT DISPATCHERS ® Deltacast Media Output O» |

Private

Expose to Cinematics

Category

Default

Replication None

Replication Condition Non

Default Value

Deltacast Media Output

Drawer B OutputLog

. 1Unsaved @ Source Control

Edt View Debug

Mains

@ Compile s Find *% Hide Unrelated i  {0F Class Settings ¢ Class Defaults »

B wyBlueprint X

No debug object selected v

Event Graph #. Details

+add  Q n~ Q

cRAPHS Variable
EventGraph

Variable Name Output
© Event BeginPlay

Variable Type
& EventTick

Deltacast Met v

De
FUNCTIONS ®

Instance ita
MACROS ®

Biuepint Read

e f— Expose on Spavn
(€] Deltacast Media Output

DeltacastMediaOutput = Deltacast Mi ®

private
EVENT DISPATCHERS ®

Expose to Cinematics

Category Default

Actions taking a(n) DeltacastMedia " mepication None
Output Object Reference
Replication Condition "
Q

Control Rig

Curve Data

Datasmith User Data
Deltacast_Output

Debug Deltacast Media Output o

Development (CH 3

Editor Scripting —

Event Dispatchers

Game

Gameplay Tags

IKRig Goals

Input

Media

Output

Default Value

F Create Media Gapture

£ Validate
T Target is Media Output
Movie Render Pipeline

Creates the specific implementation of the MediaCapture for the MediaOutput

i 1Unsaved @ Source Control

1447
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8. Drag from the Event BeginPlay output port to the remaining input port of the Create Media Capture node

ED

Main+

M My Blueprint X

+add Q
GRAPHS
%2 EventGraph
& Event BeginPlay
© Event Tick
FUNGTIONS
MaCROS
VARIABLES
DeltacastMedia0

EVENT DISPATCHERS

5 Content Drawer

M 1y Blueprint
+add Q
GRAPHS
2 EventGraph
& Event BeginPlay
© Event Tick
FUNGTIONS
MaCROS

VARIABLES

DeltacastMediaOutput

EVENT DISPATCHERS

5 Content Drawer

vi Debug  Window  To

%

ompile =i Diff v

D Find

%
@

®
@
@

Deltacast Mt ®

@

B output Log cmd v

ind

®
@
@

Deltacast Mt ®

@

B output Log cmd v

Unreal User Guide

Help

*i Hide Unrelated {0} Class Settings ¢ Class Defaults B

No debug object selected v

23 Event Graph X

& Event BeginPlay
»
F Create Media Capture
» D

Target  Retum Value

Deltacast Media Output

B 1 Unsaved

*i Hide Unrelated ,#. Class Defaults >

No debug object selected v

£} Class Settings

& Event BeginPlay
F Create Media Capture

/ Actions taking a(n) Media Capture
Object Reference
(e}

Promot

Target Return Value
Deltacast Media Output 9 Context Sensitive

B
Promate to variabl

Active VCam Update

Al

Animation Data
Asset Data

Asset Manager
Asset Registry
Attribute Data
Audio

Audio Link

Gamera Lens Effect
Class

Composure

Gontrol Rig

Curve Data
Datasmith User Data
Debug

B 1 Unsaved

@ source Control

@ source Control

14:49




10. Rename the variable to MediaCapture

File Edt View Debug  Window Help

Main+ x

Compile =g Diff v Find *{ HideUnrelated i {0} Class Settings  # Class Defaults B : No debug object selected v
My Blueprint #3 EventGraph x # Details
+ad Q -~ L

GRAPHS

Q
© EventBeginPlay

Variable
€ EventTick

2 EventGraph

Variable Name

Variable Type Media Capturs v
Description

FUNCTIONS ® Instance Editable

MAcRoS ® Blueprint Read Orly

VARIABLES ®

DeftacastMedia0u DeftacastMe @ dig Event PR

MediaCapture Media Captu < »

EVENT DISPATCHERS

®

Private

Expose to Cinematics
7 Create Media Capture Category
» [
el
Target Return Value Media Capture
Deltacast Media Output g P
Default Value

Please compile the blueprint

Events

& on state Changea

5 ContentDrawer [ Ou

Bk 1Unsaved @ Source Control
~AmpE

1451
B R B

File  Edit Vi Debug  Window Tools Help
Main

i@ Compile o 5 Find

* Hide Unrelated
M vy Blueprint X

{} Class Settings  #- Class Defaults » : No debug object selected v
#3 EventGraph X £ Details
+add Q m v ® Q
GRAPHS

EventGraph

Varisbla
© EventBeginPlay
© EventTick

Variable Name
Variable Type Media Captur v
Description
FUNCTIONS ® Instance Editable
MACROS Blueprint Read Only
VARIABLES ®
DeltacastMediaOu DeftacastMc @

& Event BeginPlay
MediaCapture Media Captu

private
» Expose to Cinematics
EVENT DISPATCHERS F Create Media Capture Gategory

» »

J
- Target  Return Value
Deftacast Media Output 9

Media Capture

Default Value
Please compile the biueprint

Events
e
(" media Capture

& On State Changed

W5 ContentDrawer [ Ou

B 1Unsaved @ Source Control

sz
O R B
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12. Drag from the MediaCapture’s output port and choose Media > Output > Capture Active Scene Viewpo
more while choosing Media > Output > Stop Capture

Repeat once

File Edit View Debug Window Tools  Help

Main+ x

2 ompile i =g Diffv *@ Hide Unrelated 3

9 Find
23 Event Graph x

+add Q & mv by Q

5% Class Settings ¢ Class Defaults > No debug object selected v

M w1y Blueprint x # Details

B

GRAPHS ®

. All results have been fitered. your active fifters aby
#3 EventGraph all results have been fitered. Try changing your active filters above.

© Event BeginPlay
© Event Tick
FUNCTIONS
MACROS
VARIABLES
DeltacastMediaOutput CHATLLL ey
MediaCapture »
EVENT DISPATCHERS "F Create Media Capture

SET

» » S

Target  Retum Value Media Capture

Deltacast Media Output

(" Capture Active Scene Viewport
3] ]
Target Retum Value

Capture Options

A
Media Capture @}

F Stop Capture
o3

Target

Allow Pending Frame to be Process

5 Content Drawer [ Outputlog B Cmd v B 1Uunsaved (@ Source Control

= -

Right-click in the Event Graph and choose Input > Keyboard Events > P

Drag from the Pressed output port of the P node and choose Flow Control > FlipFlop

File Edit View Debug Window Tools  Help

M \y Blueprint
+add Q
GRAPHS
3 EventGraph

© Event BeginPlay
© Event Tick
(=1
FUNCTIONS
MACROS
VARIABLES
DeltacastMediaOutput
MediaCapture

EVENT DISPATCHERS

5 Content Drawer

Unreal User Guide

Bl output Log

x

=igDiffty (@ Find
23 Event Graph
& My
(O]

O]
(O]
[©]

Deltacast Mt @

Media Captu

(O]

(=13

Pressed B
Released [>

Key

cmd v

*% Hide Unrelated

5% Class Settings ¢ Class Defaults No debug object selected v

x

& Event BeginPlay
» \ F Create Media Capture
J » » —»

Deltacast Media Output

Target  Retum Value

(W FipFop
» AD
8D 2

IsA Target

F Capture Active Scene Viewport

Return Value
Capture Options
Media Capture
2 7 Stop Capture

D
Target

Allow Pending Frame to be Pracess

06/23/23

SET

Media Capture

o3

# Details

Q

B

All resuits have been filtered. Try changing your active filters above.

@ Source Control

1457

® 1 Unsaved




15. Connect respectively the FlipFlop A and B output ports to the input ports of Capture Active Scene Viewport and Stop

Capture
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Compile and save the blueprint

From the main toolbard, choose either .
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18. Once the game has started, pressing P will toggle between capturing and stopping the current capture. Note: the viewport

size should match output stream resolution.

1.5.3 DELTACAST MEDIA OUTPUT SETTINGS
Each DELTACAST Media Output exposes the following settings:

Fill - DELTA-12G-¢lp-h 4

® DELTA-12G-elp-h4c

D
ik & Free Run
Single Link 4 External
al
single Link 5
Single Link 6
Single Link 7

@& QuadLink 0-3
Quad Link 4-7

Figure 2: Deltacast Media Output settings

Table 3: Board configurations

Property Description

Output type Only Fill is supported.

Device List of all DELTACAST boards detected in the system.

Destination List of all available connections for the selected device. HDMI
destination is used for both HDMI and DisplayPort connections.

Quad List of all available quad link configurations for the selected
destination. Only available when using a quad link destination.

Resolution List of all available resolution for the selected destination.

Standard List of all available standard for the selected resolution.

Frame rate List of all available frame rate for the selected standard.

Reference List of reference to be used to synchronize the video output.
External is used when a synchronization should be made. The
configuration of the reference source is done through the plugin
settings (see 1.8).

Table 4: Media Output configurations
Property Description
Pixel format Format of the output signal. 8Bits ARGB is not supported with

SDI streams.

Number of Deltacast buffers

Number of frame used by the Deltacast SDK.
A smaller number is most likely to cause missed frame.
A bigger number is most likely to increase latency.

Number of Texture buffers

Number of frame used by Unreal Engine.
Asmaller number is most likely to cause missed frame.
Abigger number is most likely to increase latency.
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.

Burn frame timecode

Whether to incrust the value of the timecode in each frame

Update Processed Frame Count

Whether to update the counter of processed frames.

Processed Frame Count

The number of processed frames since the start of the capture.
Zero if update is disabled.

Update Repeated Frame Count

Whether to update the counter of repeated frames.

Repeated Frame Count

The number of repeated frames since the start of the capture.
Zero if update is disabled.

Update Dropped Frame Count

Whether to update the counter of dropped frames.

Dropped Frame Count

The number of dropped frames since the start of the capture.
Zero if update is disabled.

1.6 TIMECODE

1.6.1 VISUALIZING TIMECODE

The timecode can be visualized either on top of the viewport or in a dedicated panel.

To enable or disable the viewport visualization, use the following console command: stat timecode

+ add

UserManual
All
C

&% Pixel streaming

UserManual

CEED 6 © G ¢ G @ ©

DefauliTimecodeProvider0 TC: Synchronized
TC:15:34.26:17
Edit BP_Mediak

+add siv &

Editin Blueprint

73 ¢) FrA

Figure 3: Timecode on top of the viewport

To show the dedicated panel, choose from the main menu Window > Virtual Production > Timecode Provider.
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u (9 Timecode Provid.. %

15:35:48:16§

Figure 4: Timecode dedicated panel

1.6.2 OVERRIDING THE ENGINE TIMECODE

To override the engine timecode, follow these steps:

1. Inthe Content Browser, right-click and choose Blueprint Class
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Importto /Game.
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E3 New Folder

Blueprint Class

Blueprints are special assets that provide an intuitive, node-based interface that can be used to create new types of Actors
quickly play from

A Level and seript level events; giving designers and gameplay
e within Unreal Editor without ever needing to wite a line of code.

hold (Ctr + Al) for mare
) Material
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Animation

Artificial Intelligence
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Cinemati

Console Variables Editor
Editor Utilt

ntBrowser Foliage

+add  import el Content X
Gameplay
Input.
Live Link

Collections
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2. Under All Classes, search for and choose DeltacastTimecodeProvider
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3. Rename the newly created blueprint asset
4. Do

5. Under Timecode, choose the board index receiving the timecode

ble-click on the newly created blueprint asset to open the Blueprint Editor
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6. Compile and save the blueprint

7. From the main menu, choose Edit > Project Settings then under Plugins > Deltacast Media and configure the timecode
source for the board receiving it (see 1.8 for more details)

8. Under Engine > General Settings then in the timecode category set the Timecode Provider to the blueprint asset newly
created

® plugins & Project Settings

Project

Prevcwshodmdcatoate
e
o

(CH 2

Game

Engine

Deltacast Timecode

24 1ps (film)

Unreal Projects/Us

1.7 GENLOCK (CUSTOM T

1.7.1VISUALIZING FRAI

The Engine frame rate is visualized on top of the viewport, to toggle its display use the following console command: stat fps

Build

% plugins

Edit BP_Mediak

LIVE VIDEO INPUT

ontent Browser X

=+ Add 3V import |

UserManual

Collections

Figure 5: Engine frame rate on top of the viewport (with custom time step status)
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1.7.2 GENLOCKING THE ENGINE

To override the Engine time step, follow these next steps:
1. Inthe Content Browser, right-click and choose Blueprint Class

L Main
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@eo

DefaultTimecodeProvider_D TC: Synchronized
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5 Content B

=+ Add ¥) Import

UserManual

Collections

EED

L Main

MMON

© Actor

8 Character
84 Player Controller
Game Mode Base

[ Actor Gomponent

A scene Component

5 ContentBrowser x
tomTimestep
Timestef

@ (Deltcast Custom Timestep)
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3. Rename the newly created blueprint asset
4. Double-click on the newly created blueprint asset to open the Blueprint Editor
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5. Under Genlock, choose the board index using as source for the genlock
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6. Compile and save the blueprint

7. From the main menu, choose Edit > Project Settings then under Plugins > Deltacast Media and configure the timecode source
for the board receiving it (see 1.8 for more details)

8. Under Engine > General Settings then in the framerate category under Advanced set the Custom TimeStep to the blueprint
asset newly created
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1.8 PLUGIN SETTINGS

The plugin settings contains board specific settings that are common to all inputs and outputs.

% Plugins & Project Settings
Q

Plugins - Deltacast Media

SetasDefault  Export Import. Reset to Defaults

Plugins
idFile

1525
PO B

Figure 6: Plugin settings

Table 5: Board common settings

Property Description
Board Index The board index for which the following settings should apply.
Genlock source One of the following possibilities: Local, BlackBurst or RXi (i

being a portindex).

Timecode Source Either on board or on a companion card
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