
APPLICATION NOTE

A key challenge for many television 

facilities is to deliver more 

graphics, such as in-show 

promos, with high production standards, 

and without increasing operating costs. To 

address this requirement, Miranda’s master 

control and channel branding systems can 

all operate with highly streamlined graphics 

processes, with a high level of flexibility to 

suit a wide range of facility workflows. To 

help select the optimum graphics workflow 

for your facility, we’ve outlined the key 

benefits of our pre-rendered and dynamic 

workflows for different applications. 

Automating channel 
branding graphics
Reviewing Pre-Rendered and Dynamic workflows



Pre-rendering with After Effects plug-in

Graphics which must be prepared in multiple versions, like in-show promos, can be prepared much 

more quickly, and more accurately, using the Vertigo After Effects plug-in. The process uses traffic data 

in a spreadsheet to feed an Adobe After Effects Project template. The plug-in combines the data and the 

template to generate multiple versions of the promo, as prepared pages, for different channels, days and 

times. This approach allows the graphics operator to use a familiar graphics interface and workflow, and 

also allows quality control tasks to be performed quickly and easily.

The process is performed as follows: 

1. A graphics base project is created using Adobe After Effects on a graphics workstation, which is equipped 

with the Vertigo After Effects plug-in. The full range of text effects can be used for the graphics because 

they will be flattened before playout.

2. The operator opens an Excel spreadsheet from the traffic or promo department, which lists all the details 

for each branding event, including the base AE projects to be used, the variable text such as on-air dates/

times and show names, as well as any associated images and the output file format. The file names are also 

provided for effective integration with the station’s playout automation.

3. A pre-rendered clip for each branding event will then be created, and ingested into an Xmedia Server 

for archiving.

4. The pre-rendered clips can then be automatically moved to the correct channel branding processor, 

based on “target device” data in the spreadsheet, or an operator can manually move content to the device. 

5. Playout automation sends a command to Cue and Take a secondary event by Unique ID, and the pre-

rendered clip with the matching name is then cued and taken to-air by the channel branding processor.

Workflow compatible with following processors:

Imagestore 750, Imagestore-Modular, Branding Animation Player, Vertigo XG, Intuition XG, LGK-3901
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Dynamic rendering using traffic data

The Vertigo Suite can also perform several variants of dynamic graphics rendering to best suit different 

facility workflows, including graphics template population via a traffic spreadsheet, an automation push, 

and by an ID/time-based look-up. In this example, a traffic spreadsheet is used for template population. 

This process provides easier updating of the graphics due to the use of objects within templates (graphics, 

text, clips), which can be readily substituted at a later time. The approach also creates smaller files than 

with pre-rendering, and hence it minimizes bandwidth requirements for media distribution.

Dynamic rendering of in-show promos is performed as follows:

  
1. Graphics elements are created using Adobe Photoshop, or another creation package, and the graphic 

template is prepared with the Vertigo Xstudio application.

 
2. The operator opens an Excel spreadsheet from the traffic or promo department, which lists all the details 

for each branding event, including the template to be used, the variable text such as on-air dates/times and 

show names, as well as any associated images and the output file format. The file names are also provided 

for effective integration with the station’s playout automation.

 
3. Using the Vertigo Xbuilder software, a single page for each branding event is created, and ingested into 

the Xmedia Server. A page is an instance of a template containing the final text, image and clip info, as 

indicated the spreadsheet.

4. The pages can then be automatically moved to the correct channel branding processor, based on 

“target device” data in the spreadsheet, or an operator can manually move content to the device. 

5. Playout automation sends a command to Cue and Take a secondary event by a Unique ID, and the pre-

rendered clip with the matching name is then cued and taken to-air by the channel branding processor.

Workflow compatible with following processors:
Vertigo XG, Intuition XG
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Dynamic rendering using automation

With dynamic graphics rendering using an automation data-push, the workflow involves template 
population at air-time using traffic data provided by the playout automation system. This highly 
automated process results in a very streamlined workflow, and it simplifies the updating of graphics 
due to the use of objects within templates (graphics, text, clips), which can be readily substituted at 
a later time. The approach also creates smaller files than with pre-rendering, and hence it minimizes 
bandwidth requirements for media distribution.

 The process is performed as follows: 

1. Graphics elements are created using Adobe Photoshop, or another creation package, and the graphic 

template is prepared with the Vertigo Xstudio application.

2. The templates are ingested into the Xmedia Server, and can then be automatically moved to the correct 

channel branding processor, or an operator can manually move the content to the device. 

3. Playout automation sends a command to the channel branding processor to Cue a specific template, 

using a single ID per promo type, and the template is then populated via the playout automation with the 

variable text such as on-air dates/times and show names.

4. The fully populated template is then played out to-air by the channel branding processor.

Workflow compatible with following processors:

Imagestore 750, Imagestore-Modular, Branding Animation Player, Vertigo XG, Intuition XG, LGK-3901
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Dynamic rendering using ID/time-based look up

With dynamic graphics rendering using an ID or a time-based look-up, the workflow involves template 

population at air-time using traffic data supplied by a database, using a look-up triggered by the playout 

automation. This highly automated process results in a very streamlined workflow, which simplifies the 

updating of graphics due to the use of objects within templates (graphics, text, clips) that can be readily 

substituted at a later time. The approach also creates smaller files than with pre-rendering, and hence it 

minimizes bandwidth requirements for media distribution.

 These processes are performed as follows:

1. Graphics elements are created using Adobe Photoshop, or another creation package, and the graphic 

template is prepared with the Vertigo Xstudio application.

2. The templates are ingested into the Xmedia Server, and they can then be automatically moved to the 

correct channel branding processor, or an operator can manually move the content to the device. 

3. The playout automation sends a command to the channel branding processor to Cue a specific template. 

4. With ID-based look-up (4a), a single ID per promo type plus a specific promo ID is sent by playout 

automation to the channel branding processor. This specific promo ID triggers the template logic to query a 

traffic/promo database to obtain the data for template population, including the variable text such as on-air 

dates/times and show names. With time-base look-up (4b), the process is similar except that the template 

population is triggered by time/date data, rather than a specific promo ID.

5. The fully populated template is then played out to-air by the channel branding processor.

Workflow compatible with following processors:

Vertigo XG, Intuition XG 
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www.miranda.com/vertigo


