
Introduction

Welcome to Flowmotion 1.0

A Realtime visual instrument that responds to MIDI , Audio and a host of controllers to help you fully express yourself 
in live video performances.

With flowmotion you can :

Mix up to 5 ( channels ) of video clips/ images or live video input realtime with layer inks (transfer modes) and up to 2 
realtime image effects per channel.
Sync video fragments to midi clock / external music
Trigger video clips with MIDI notes.
Scratch video back and forth with a MIDI ribbon or other MIDI controller, or with a mouse or joystick
Use live video input into the mix, effect it just like a normal clip.
Make video clips or effects respond to music, audio volume or volume at specific frequencies
Import clips  while continuing to play, 
Control all    effect parameters with MIDI, LFO's , audio levels, etc
and    a lot more

http://www.robotfunk.com



Importing Video Clips

 

Here you see the video grid where you can import your clips into. Flowmotion currently supports the following file 
formats : Quicktime, Mpeg 1, Avi, Flash (lineair animations only). A clip is imported by selecting a grid slot for it and 
selecting 'import clip' (top left in this image) . Once you have imported some clips you can save them as clips or as 
whole banks.
Clips or banks are saved uncompressed. This speeds up import and export.

TIP if you have trouble importing an AVI try 'force quicktime' to force the Quicktime engine to process it. Many AVI's 
that have trouble importing normally can be imported this way and many others import much faster.

To import clips click on 'import clip' . A dropdown file browser menu comes up and you select the clip to import. 
Flowmotion then starts preloading all frames of the clip into memory so that it can work fast not having to decompress 
every frame of video every time. Clips get converted to 320x240, the internal resolution. Future versions might allow 
for larger resolutions but at this time it is too processor intensive to do realtime effects and composition with bigger 
images. 320x240 is roughly the same resolution as VHS video, but looks much better when outputted on tv. As soon 
as the prerendering of a clip is finished a thumbnail of it will appear in the currently selected grid slot. You can still 
change the destination grid slot until its finished prerendering, just click on another slot and it will go into that one. 
Each frame of video will take up about 320 kilobytes of memory. The blue rectangle right of the flowmotion logo is an 
indicator of free memory. As depicted here it shows no memory being used. Mind this indicator if you dont have much 
memory on your system. 256 or rather 512 MB is recommended. Memory is dirt cheap these days anyway :)



Channels

Flowmotion offers 5 channels that you can use in many ways.

A channel typically consists of:

A video clip assigned to it (except for midimap which can access all clips) 
An in and out point deciding which portion of the clip is being looped
A Tempo Subdivision factor which can make the loop from 1/4 to 4x the master sequencer speed
A    Controller which decides what to draw in the channel
An ink (or transfer mode) assigned to it ( the way it composites the layer with the previous layer)

choosing a controller
A transparency set to it ( to blend with other layers ) Note that when a transparency is below 100% the ink 
automatically becomes 'blend' no matter what the chosen ink menu says. As soon as its back at 100% it will behave 
like the chosen ink again.

A Fore and Back ground color ( leave it black and white for unaltered colors ) Some inks don't support these.
One or two effects assigned to the channel , each with 2 parameters (plus more color controls for some effects)

2 effects controls with each 2 faders to control them

A Graph that can record and playback parameter changes for every effect. You can also draw directly into the graph.
You can record fader movements into a pattern by pressing the red W (write) button. Press it again to stop recording. 
You can play patterns back by pressing green R (read) button.
Every fader , the transparency as well as all the effect faders can be linked to any other parameter in flowmotion, 
such as LFO's , FFT frequencies, time, other faders
To link a fader to another value, click on the link button next to it. A menu will appear where you can choose a value to 
link to.



To give back control to the fader itself choose Faders>This Fader



Controllers

 

Every channel can have one controller assigned to it. A Controller is an object that 
controls what's going on in the channel. Most controllers require a clip to be loaded in the channel. An exception is 
the midimap controller, which can access all loaded clips.

Cam

is a controller for video in / capture card. As soon as you select it , a popup menu will ask you which capture device 
you want to use. The incoming video is then being put through the (optional) effects of the channel. More control over 
capturing in the capture panel left to the video grid.

draw values

Allows you to draw a graph that controls time position of the video layer. Bottom of graph represents the beginning of 
a loop, top is the end

 

LFO

A Low Frequency Oscilator (function generator) that controls time. Sine, Square, Saw, Block and Pulse waves are 
currently implemented.

Link

This makes the channel reprocess the result of the underlying channels. It is a way to add more effects than the 2 
that each channel allows. You can use it in any channel, interesting feedback effects can be achieved.

Loop

This is one of the most used controllers. It makes a video clip synchronise to the internal sequencer. (which can be 
synced to MIDI clock). At its default settings one loop of the video clip will correspond to one bar or four beats of 
music. You can set a subdivision factor ( the numbers    4 3 2 1 2 3 4 under the channel thumbnail ) so that you can 
have one video loop between every 4 bars / 16 beats and 4 times a bar. Below the tempo subdivider is a control 
which sets the in and out point of a loop

MIDI map

Maps all preloaded video's over a MIDI keyboard range so that each key will trigger a different video clip. Use a MIDI 
enabled keyboard or sequencer or your PC keyboard to trigger different clips. (pc keyboard currently disabled in this 
version. you can also use your mouse to click on the virtual onscreen midi keyboard.



 

Imported clips are mapped across this keyboard ... so that the first clip will be the low F note the second F# etc etc. 
The playback speed of triggered clips is dictated by the master tempo and the subdivision factor (see loop) 

mouse H/ Mouse V

Use your mouse to 'scratch' video layers back and forth.

follow audio volume

Time position of a video layer is controlled by audio volume

follow FFT

Same as Follow audio volume, but you can choose the frequency to follow. 

ribbon

Use a MIDI ribbon controller (or other MIDI controller) to scratch a video back and forth



Effects

video effects

Each video layer supports 2 simultaneaous effects. 
The following are currently implemented. Many more will follow. 

acid

Variations on invert
Controllable parameters: effect type 1-4

bender
 

Sine based distortion of the image. 
Controllable parameters are x distortion and y distortion . 

blur
 

Blurs the image. 
Controllable parameters: blur amount



colorize
 

Change the overall color/tint of an image 
Controllable parameters: Color
Color is selected from the fx color picker ( the foreground color is used)

color min/max
 

A lowpass and highpass filter for the colors in an image. 
Controllable parameters: min color, max color. 
Color is selected from the fx color picker (    fore- and background color are min/max )

contrast

Controls the contrast of an image
Similar to control found on regular TV sets.
Controllable parameters: Contrast

desaturate

Gradually desaturates an image (removes the color/ shifts into greyscale)
Controllable parameters: Desaturation

distortH

Distorts image in horizontal direction.
Make waves with faders
Controllable parameters: Distortion, Amplitude

distortV



Distorts image in vertical direction.
Make waves with faders
Controllable parameters: Distortion, Amplitude

dots
 

Dots placed in a matrix vary in size to form the image . Looks like a blowup of a rasterized newspaper photo. 
Controllable parameters: resolution 

dots color
 

A color version of dots. Controllable parameters: resolution 

echo

Time based effect that blends previous frames to achieve a visual echo
Controllable parameters: echo time, echo blend

feedback
A 'tunnel vision' effect similar to pointing a camera at the tv its outputting to. Controllable parameters: repetitions, 
scale, x offset, y offset 

filmstrip 



makes a matrix of previous frames untill the newest one. The denser the matrix, the longer time it goes back. 
Adjustable parameters: Rows, Columns

flipH 
flips the image upside down. No parameters

flipV 
flips the image left / right. No parameters

kill_bright

Calculates average color of image and replaces anything that is brighter by the average color
Controllable parameters: kill amount

kill_dark

Calculates average color of image and replaces anything that is darker by the average color
Controllable parameters: kill amount

Lens Distortion
 

Distorts the image as if viewed through a strong lens. 
Controllable parameter: lens size. 

light ray



 

Makes 'beams of light' appear out of the image
Controllable parameters: x direction, y direction

lightness
Changes the lightness of an image ... goes from total white to total black
Similar to control found on regular TV sets.

Controllable parameters: Lightness

lineshift
 

Distorts the image as if horizontal or vertical sync is lost. 
Makes waves in the image based on parameter changes. 

line_pattern

Renders an image with horizontal lines that grow thicker and thinner to represent brightness differences on the line. 
Controllable parameters: resolution

matrix
 



The image is repeated to make a matrix of images. 
Controllable parameters are Number of Colums and Number of Rows. 

matrix flip
 

Similar to matrix, but every other matrix element is flipped to make a kaleidoscopic effect.Controllable parameters are 
Number of Colums and Number of Rows. 

offset_repeat 

offsets the image and tiles it. Adjustable parameters: X offset, Y offset

ovalize
Apply an oval mask to the image 

pinch
 



Bulges an image like a lens distortion/ curved mirror effect
Controllable parameters: X offset , Y offset

pinch square
 

stretches/bulges an image in both x and y directions so that some regions 
become larger and others smaller.
Controllable parameters: X offset, Y offset

pixelate 

reduces the resolution of an image. Adjustable parameters: Horizontal resolution, Vertical Resolution.

rotate
 



Rotates the image 
Controllable parameters: rotation amount

round edges
Uses a mask to round the edges off an image 
Realtime too :)

scale
Scales an image proportionally
Controllable parameters: Size

sketch

Turns an image into a black & white drawing.
Controllable parameters: Treshold 

saturation
controls the color saturation of an image. Differs from desaturate in that it can increase as well as decrease 
saturation. Similar to control found on regular TV sets.
Controllable parameters: saturation

spin_blur 

gives the effect of rotational blur. Adjustable parameters: rotation, blend with original

squeezeH 



squeezes the image horizontally. Adjustable parameter: distortion, amplitude

squeezeV 

squeezes the image vertically. Adjustable parameter: distortion, amplitude

SymH 

makes image symmetrical horizontally. Adjustable parameter : ink (slider goes from darkest , blend to lightest)

SymV 

makes image symmetrical vertically. Adjustable parameter : ink (slider goes from darkest , blend to lightest)

SymHV 

makes image symmetrical both horizontally and vertically. Adjustable parameters : symh ink, symv ink



Synaesthesia: 
Inspired by a rare human condition where people can see colours and hear sounds. Uses FFT (Fast Fourier 
Transform) to subdivide the incoming audio in different frequency bands (like equalizer). Then it colorizes the image 
according to bass, mid and treble harmonic content. Red, Green and Blue channels are mapped to Low, Mid and 
Treble harmonic content. The image changes colour by changes in sound. If sound is absent the image is black. Very 
hard to imagine this from a thumbnail just see for yourself how the music is 'talking' in the image colors.

twirl 

gives a spiral effect. Adjustable parameters: rotation, blend with original.

twist

Twists the image into a spiral
Controllable parameters: twist amount



Global Parameters

Force Quicktime

Some AVI's may be imported incorrectly. Selecting this will force flowmotion to use quicktime for importing the video 
even if its an AVI. This helps in a lot of cases.    Even many AVI's that import correctly will import much faster when 
this is selected. It is therefore recommended to install Quicktime 5.0 or later.

Help

Displays this help file. Looks like you found it.

Sync source

Controls what source is used for timing. Default is internal clock. You can also select MIDI clock which makes 
flowmotion sync to an external MIDI clock. This requires the SyncSlave addon which guarantees tight synchronization 
even when you are pushing flowmotion to its limits.
The SyncSlave converts MIDI clock events and start/stop/continue MIDI commands and translates them into values 
Flowmotion can lock onto. For information about obtaining the SyncSlave contact flowmotion@robotfunk.com

MIDI Learn mode

When this is on you can select any highlighted fader/control and then play a midi note or controller. Now this 
fader/control is controlled by MIDI.

Global Feedback

Controls if every new frame drawn will start with a black screen (off) or draw over the last frame (on)
This can be used for interesting feedback patterns. If you leave it on and only put a loop in channel one and put the 
transparency to about 10-20 % you will see a motion blur effect

soft fullscreen

Outputs the composition fullscreen on the second screen. 

BPM slider

Controls the master tempo. Range goes from 40 to 250 BPM .. Is overridden if sync to MIDI Clock is selected. You 



can also control tempo by tapping the space bar. Pressing 0 will cause the playback head to 
go to the start and makes 'now' the start of a beat. A good thing to press on the first beat of a bar of music.



Data In

Here you see the FFT input and the 2 global LFO's ( Low Frequency Oscilators)

The FFT ( Fast Fourier Transform ) offers a graphical analysis of incoming audio. 16 frequency bands show the audio 
level at each frequency range.
It takes its input from whatever you have selected as Record Input in your soundcard's Control Panel. 
You can select one frequency or a range of frequency bands by clicking or dragging across the bars. When you select 
multiple frequencies, the individual levels are averaged into a average level. Selecting all frequencies turns this into a 
general 'volume meter'. The Average level is a seperate value that is available everywhere in the program ( by faders, 
effects, etc) just like each individual frequency. It is recommended you turn down the volume of incoming audio until 
satisfactory dynamics are achieved.

The LFO's can be synced to the master tempo (sync) or run on their own speed (no sync)
When synced you can use a tempo subdivider to control the speed relative to the master playback tempo.
The tempo subdivision control lets you sync to ranges from 1/4 bar to 4 times a bar 
When unsynced you control the tempo with the frequency slider.
The depth slider controls the amplitude of the LFO and the base slider below it defines the center value around which 
the values oscillate.
You can select various waveforms and retrigger each LFO by clicking on its output screen.



Patterns

Patterns are parameter changes over the time of one loop of the sequencer. They can be made by recording 
fader/LFO/FFT movements or by drawing directly into the pattern
You can drag one of the preset patterns to any channel effect slot ( or time controller slot if you select the channel 
controller to draw_values ) or drag patterns you have made into the pattern grid or onto other patterns directly.

TIP To avoid drawing into pattern when you want to drag it to somewhere, use the right mouse button.



Create Text

In this menu you can quickly type in text, set fonts, colors, sizes and styles and export them to an image.
Click on the text to activate it and type in your text. You can select any portion and change its font, color, size, style.
You can set the alignment to left , right , or middle for each line.
You can set the background color for the entire text.



Images

This is a grid that stores images just like the video clip grid.
If you click on a slot here it will be the the current selection. When you subsequently click on a channel you apply the 
image to that channel. If you go to Create Text and export the image it will end up in this slot.



Settings

Here you can adjust settings that control how flowmotion operates.

Performance boost may in certain cases give a bit better performance when set higher than default. 
Import thread priority controls how much time is spent importing video's relating to executing the rest of the program. 
This enables you to choose between faster imports or slower imports that affect performance less.

Second screen position you can try 5 presets to see which serves you best. More controllable 2nd screen adjusting 
will follow in future versions.

you can adjust MIDI settings for each layer or all layers
Start note is the lowest note used for triggering clips, corresponding with the first clip in your video grid.
Ignore note off (selected by default) means that triggered clips keep playing until a new clip is triggered. This allows 
triggering with MIDI drum pads that send a note off right after a note on message.
Turning it off will cut the clips off as soon as a note off is received    (you release the key)



Video In control

These control the video capture driver that can be used in a channel. 
You can choose capture driver, capture source and capture format here.



Inks

Layer inks control how the layer image is composited with the layers before it.
Every ink shall be explained briefly and where possible a mathematical formula will be given
(d=destination s=source)

Copy 
displays all the original colors in a sprite. All colors, including white, are opaque unless the image contains alpha 
channel effects (transparency). Copy is the default ink and is useful for backgrounds or for layers that do not appear 
in front of other artwork, or are setup as a link to reprocess the layer below. Layers with the Copy ink animate faster 
than layers with any other ink. 
Formula: d = s

Transparent 
makes all light colors transparent so you can see lighter colors beneath the layer. 
Formula: d = d AND s

Reverse 
reverses overlapping colors. When applied to the foreground layer, where colors overlap, the upper color changes to 
the chromatic opposite (based on the color palette currently in use) of the color beneath it. Pixels that were originally 
white become transparent and let the background show through unchanged. Reverse is good for creating custom 
masks. 
Formula: d = d XOR s

Ghost 
like Reverse, reverses overlapping colors, except nonoverlapping colors are transparent. The layer is not visible 
unless it is over another layer. 
Formula: d = d OR (NOT s)

Not Copy
reverses all the colors in an image to create a chromatic negative of the original. 
Formula: d = NOT s

Not Transparent
The foreground image is first reversed, then the Transparent ink is applied. Good for creating odd effects.
Formula: d = d AND (NOT s)

Not Reverse
The foreground image is first reversed, then the Reverse ink is applied. Good for creating odd effects.
Formula: d = d XOR (NOT s)

Not Ghost 
The foreground image is first reversed, then the Ghost ink is applied. Good for creating odd effects.
Formula d = d OR s

Matte 
removes the white bounding rectangle around an image. Artwork within the boundaries is opaque. 

Mask 
determines the exact transparent or opaque parts of a layer. For Mask ink to work, you must assign a mask image to 
a layer. This functionality will be included in future versions of Flowmotion.The black areas of the mask make the 
layer opaque, and white areas are transparent. Colors between black and white are more or less transparent; darker 
colors are more opaque. See Using Mask ink to create transparency effects. 

Blend 
controls the transparency of the layer. 
Formula: d = d * blend + s * (100% - blend)

Add 
creates a new color that is the result of adding the RGB color value of the current layer image to the color value of the 
background . If the value of the two colors exceeds the maximum RGB color value (255), 256 is substracted    from 



the remaining value so that the result is between 0 and 255. 
Formula: d = d + s (with wraparound)

Add Pin 
is similar to Add. The current layer images' RGB color value is added to the background RGB color value, but the 
value of the new color cannot exceed the maximum color value (255). 
Formula: d = d + s (max value 255)

Subtract 
subtracts the RGB color value of current layer image from the RGB value of the background color to arrive at the new 
color. If the color value of the new color is less than 0, 256 is added so the remaining value is between 0 and 255. 
Formula: d = d - s (with wraparound)

Subtract Pin 
subtracts the RGB color value of pixels in the current layer image from the value of the background. The value of the 
new color cannot be less than 0. 
Formula: d = d - s (min value 0)

Background Transparent 
makes all the pixels in the background color of the layer image appear transparent and permits the background to be 
seen. 
Formula: d = s if s != bg

Lightest 
compares RGB pixel colors in the foreground and background and uses whichever pixel color is lightest. 
Formula: d = max(d, s)

Darkest 
compares RGB pixel colors in the foreground and background and uses whichever pixel color is darkest. 
Formula: d = min(d, s)



Copyright

Flowmotion is copyright © 2000-2002 Jilt van Moorst / Robotfunk

Robotfunk and Flowmotion are trade mark .
Demo version may be freely distributed as long as its complete in its original form , nothing deleted or added.
Full version may not be copied or distributed. 
www.robotfunk.com
email author






