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After completing this 
section you will be 
able to
• Describe the changes

in the way graphics
are created and used

• Explain the difference
between CGs and 
electronic still 
store images
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1.1

The system obviously had its limi-
tations. Then came the invention of
machines that could electronically
create images and combine them
with other video sources. Early
television electronic graphics were
made on a machine called a
CHARACTER GENERATOR
(CG). These character generators
were basically typewriters that had
the ability to electronically 
reproduce numbers and letters for
broadcast. One of the earliest CGs
was created by the Chyron
Corporation and introduced in

1972. It was a breakthrough in
technology then, but it would 
be considered primitive by 
today’s standards.

Early CG graphics consisted
primarily of typewritten words and
numbers. You could choose
between three or four different
FONTS. (A font is a design for a
set of characters. It is the combi-
nation of typeface and other quali-
ties, such as size, letterspacing
and line spacing, not just the style
of the character.) The modifica-
tions included use of capital and
lowercase letters and a few color
choices. Even with limited design
choices, the Chyron was a major
advance in graphics technology.
So prevalent was the Chyron influ-
ence that even today, with many
other companies making CGs, the
word “Chyron” is still associated
with the CG.

Television graphics have come a long way from their
humble beginnings. Originally, graphics for television
were produced in the art department as simple letter-
ing on art cards.

The tools of the trade were paper, ink and paint. The
camera shot an art card, and the words appeared on
the television screen.

The Character Generator
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From hand-drawn letters on card
stock to sophisticated computer-
generated images, graphics are
now used in virtually every pro-
gram on the air. What began as a
titling medium has expanded into
an essential production tool.

Graphics now range from a sim-
ple title display at the beginning
of a program and credits at the end
to the entire program. (The
scrolling program guide seen on
cable TV is one example.)

The presence of graphics is so

pervasive that if they were left out
of a program, their absence would
be noticeable. Graphics are often
extensively integrated within a
program, becoming an important
part of its overall effectiveness.
For instance, what would a sport-
ing event be without scores and
statistics?

Viewers have become condi-
tioned to expect this type of infor-
mation and would find the pro-
gram lacking without it.
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Graphics can be displayed in two
ways on the television screen. The
first is called a KEY or OVER-
LAY. In a key, an image (such as
one from a CG) is placed on top of
(or laid over) a second, separate
image. (Technically it is a little
more complicated than this, but
more on that later.) The two pictures
combine to form one new image.

The other type of graphic page 
is a FULL FRAME. It does not
combine with another image but
generates its own background, 
lettering and any other visuals. 
All other graphics are variations 
on the key and the full frame
graphic page.

While the character generator actually creates, or 
generates, its own images, there is another type of
graphics system that captures, converts and stores
images. It is called an ELECTRONIC STILL STORE.
This device can take a single frame of video from an
outside source (such as a camera, videotape or com-
puter) and store it on a disk in digital form. News
artists can then recall the image from the disk when
needed. An important difference between a character
generator and an electronic still store is that the CG
actually generates its own images, while the electronic
still  store does not create graphics but instead 
captures and saves images for recall.

online
LESSON:

22



©
2000 ParkerVision, Inc.

graphics unit 7
Section

1.4

1. How were graphics created before CGs were invented?

2. Why was the invention of the character generator so impor-
tant?

3. What is an electronic still store? How does it differ from a char-
acter generator?
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After completing this
unit, you will be able to
• Identify and give

examples of the 
various uses for 
CG graphics
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How Are
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Graphics are also used for opening
title sequences and for closing
credits. The opening title
sequences may be very elaborate
or simple or anything in between.
Fans of a particular show may find
jokes or inside information buried
in the credits.

A third common use of graphics
is to identify a person or location.
These graphics are called
LOWER THIRD SUPERS
(keys). Lower third graphics serve
as identification, telling who or
what the person, place or event is
onscreen. Lower third graphics are
superimposed over another video
source and left onscreen for just a
few seconds. Often a thin line
divides the name of the person
from the title of the person speak-
ing. This line is called a
GRAPHIC SEPARATOR.
News photographers often adjust
the composition of their shots to
accommodate the later addition of
a lower third graphic.

Also frequently seen on news
programs are over-the-shoulder
graphics. These are seen keyed in to
one side of the anchor, and are used
to help give a quick visual sum-
mary of the story being reported.

Stations use graphics for a variety of reasons. One of
the first and most successful was in LOGOS to identify
and build a recognizable image for a station or net-
work. In the early days of broadcasting, NBC’s peacock
and CBS’s unblinking eye quickly became symbols for
those networks. Logos are even more important today,
with so many channels and so many ways to surf.
Some networks place a BUG, or small, transparent logo,
in one corner of the picture and leave it up continu-
ously or for long stretches of time. With a bug, viewers
don’t have to wait for a station identification break to
find out what network they’re watching, and the bug
allows the network to establish ownership of the pro-
gramming being broadcast.
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Keep the font appropriate for the
message. Using a flowery font to
write the words “Marines hit the
beach!” is an example of a 
mismatched combination of 
font and text.

Graphics must be designed with
the limitations of television in
mind. This means they should use
moderately contrasting colors.
Basic white letters are usually the
default color for words on televi-
sion. They are often the easiest to
read because they become the
brightest portions of the screen.
This attracts viewers’ attention. If

you opt for colors instead of basic
white, there are several things to
consider. First, be certain that the
color you select will stand out
against the background. Blue let-
ters would disappear against a
shot of the ocean.

Adding a DROP SHADOW
to the letters can give a nice 
dimensional effect, separating the
characters from the background.
Borders may also add to the 
contrast level and definition of 
letters. Generally speaking, the 
border should be darker or more
intense than the color of the char-
acters if you want a sharper, more
defined image. (A lighter hue as a
border appears to soften the edges.)
Good contrast takes into account
the color of the background. If the
background is light or bright it is
classified as a high-energy back-
ground. If the background is
darker, it is considered a low-
energy background. Some CGs allow
you to adjust the transparency of
the letters to suit your needs.
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Keep your audience and its viewing environment in
mind when creating graphics. For a school-based 
program, consider that the TV screen may measure only
19 inches diagonally, and students will be sitting at a dis-
tance away from the set. Intricate fonts may look great at
close range but can lose their impact from a distance.
Keep the font style simple. Once you have selected a font,
try to make it as large as possible without overdoing it.
Even the best font won’t work if it’s too small or too large.
Font sizes are measured in units called POINTS; the
greater the point size, the larger the font.
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Many systems can display, in
order, a series of still graphics
pages called STATIC PAGES.
A few systems allow you to cut,
wipe or dissolve between static
pages as they play in sequence.
When designing pages to link
together like this, read them aloud
at normal speed first to establish
how long you want to hold each up
onscreen.

A ROLL is often used to dis-
play credits. The words appear at
the bottom of the screen and scroll
up to the top. The speed and spac-

ing between lines can be varied
with a roll, and programming the
flow can be a bit tricky. You may
want to put space between the
lines so that there is enough time
to read each line before it disap-
pears. You may have to try several
speeds before you find the right
one.

Weather bulletins are usually
displayed as a CRAWL. Words
move across the bottom third of
the screen from right to left. Again,
check the speed for readability.
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Go to your toolbar menu and select
the “I” button. Click and drag from
top left to bottom right anywhere
in your text area. Notice that a box
forms. You’ve just created a text
layer. Go ahead and begin typing.

Have some fun with fonts.
Choose your font style in your text
bar. They’re listed in alphabetical
order. Too big? Too small, maybe?

Suit yourself by changing font size,
found directly to the right of your
font style menu.

Delve even further into the
style menu to change around your
fonts’ layers and looks.

Into color? Check out Face
Shader. By simply left clicking on
the larger color palette you can
choose the color you want. Once
you’re happy, move up to the
smaller color palette, right click
and your color is set. If you have a
layer selected, its color will auto-
matically change.

In Tools you can also build

Creating text is as easy as 1-2-3. First, from the window
menu be sure your select layout has style edit chosen.
Second, click on the program windows title bar, guar-
anteeing you’re ready to begin typing. Third, simply
start typing. OR...

Know-o your Deko
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background layers. Look for the
square icon. Click on it, move to
the typing area and drag your
mouse from top left to bottom
right, then let go. Or, on the text
bar click the Background button.
You’ll see a background created in
the color selected in the small
color pad. The latter allows you to
set your background color without
actually creating a layer. For
example, if you want to roll credits
over a consistent background, the
Select Background option is the
better choice.

To move from layer to layer use
Alt Page Down, or go up to the
menu bar and select Layer. At the
bottom of this window you will see
a numbered list of the active lay-
ers. Simply select the one you’d
like to work with. To select a whole
word, double click. To select a sin-
gle character, use shift arrow
right or left. Or left click and drag
through the text you want to

select it.
Happy with your creation? Then

save it! See the row of fonts down
below? Right click on one you’re
not fond of, and your font takes its
place. Don’t forget to hit “File–Save
As–Preset Styles”; otherwise you
may never see it again.

To bring in a layer created in
another file, simply go to the menu
bar, select “File-Append” and high-
light whichever file you want to
use. Hit OK. Suddenly two separate
files are now joined as one. Be sure
to save if you want to keep what
you have created.
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To set up for a credit roll, go up to
Text on the menu bar and select
Vertical Scrolling. If you’d rather
set up for a crawl, select Horizontal
Scrolling. Now when you type your
text you see you have a larger text
area depending on your scrolling
selection. (Be sure to save your
roll/crawl text!)

Now, from the window menu, go
to Select Layout and choose
Sequence Playback. Notice you
now have a preview and program
window, as well as a sequencer.

Your first step is to define event
one (1) by left clicking on the arrow
down button under Control. You
have a variety of options. 
For a roll and crawl, it’s best to
select Pause.

Under File Name you have two
options. Either type in your file
name, or click on Browse and dou-
ble click on the file you want to
use. If you didn’t close out your

current file before you went into
the sequence mode, you should see
it in the program window. (Files
shown correspond to the folder
you have open. If you can’t find
your files you are probably not in
the correct folder. If this is the
case, close out of the sequence
mode and open your file.) You can
then change rate and units if you’d
like, although these properties will
adjust automatically.

One final note: to keep the first
page of your roll from playing
twice, you must set up for smooth
rolling. First be sure your
sequence window is selected (high-
lighted blue); then, from the
sequence menu, set smooth roll
playback adjustments to full verti-
cal resolution. Setup is done – now
it’s time to play, literally. Hit play
and watch your sequence roll!

Remember, the best way to learn
your deko is to work with it. So
experiment and be sure to have fun!

First things first: if you use a sequence such as rolls,
scrolls and crawls, you must run them manually. But
don’t worry, it’s easy. Just hit Play (green arrow triangle
pointing right) on your sequencer window. Be sure your
CG control is set on your Transition Macro time line.
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PVTV Studio One allows you to 
program graphics created on the
character generator to the transi-
tion macro time line. The CG inter-
face is located in the lower left cor-
ner of the automation screen. Once
you have created a graphic on the
character generator, the CG inter-
face allows you to assign the page
to one of the 12 preset buttons.

To Play a Page:
After you have set up a page, use
the Read or Read Next button to
play pages forward and backward.
The single arrow plays the page in
Read mode; the double arrows play
the page in Read Next mode.

CG MACRO CONTROL
Do one of the following:
1. Hold down the left mouse button,

click and drag a CG control button
from the macro control list onto
the transition macro time line

OR
2. Right click and drag a CG HotKey

from the CG window on the
Automation Monitor onto the time
line

3. Double click the CG button on the
time line to make changes to the
property page controls, if needed:

1. start time

2. stop time

3. message ID

4. CG ID

5. Auto font load

6. Read

7. Read next

8. Command
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Read
(back)

Read
Next

(back)

CG
Preset
Setup

Read 
(forward)

Read 
Next

(forward)

<<ACTION>>
Create a CG preset HotKey:
1. Left click on a blank preset HotKey button
2. Left click on the CG Preset Setup button
3. Enter the following information:

Message ID: enter the ID number of the CG page you want to display
Description: type a brief description of the page
Auto Font Load: click this option to load all the fonts used to 

create the page
Read: click this option to load the page into the buffer
Read Next: click this option to load the page into the 

Read Next buffer
4. Click OK to accept the settings and to close the dialog box
5. Click Preview to immediately display the page on the edit monitor.
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1. Define aspect ratio and how it affects graphics.

2. When designing graphics, what is the rule regarding the num-
ber of words per page?

3. Describe the following terms: key/overlay, full frame, roll,
crawl.

4. What is meant by low- and high-energy backgrounds?

5. What are the considerations when selecting a font to use on a
graphic page?
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