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The 2nd edition reflects some changes in the windows shown by 
BDS and some added or modified behaviour of V4.4 or later. 
With any new edition, some menus may change without notice ς 
ŀƭǘƘƻǳƎƘ L ǘǊȅ ǘƻ ƪŜŜǇ ǳǇ ǿƛǘƘ ŀƭƭ ŎƘŀƴƎŜǎΣ ŘƻƴΩǘ ōŜ ŀƭŀǊƳŜŘ ƛŦ ŀ 
certain menu looks slightly different than shown in this guide. 
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If by reading this guide, you find inconsistencies or errors (sometimes 
due to different windows layouts in newer versions of BDS), please 
report them to the author so they can be corrected for the next 
(online) edition of the guide: theo.de.klerk@gmx.com. Of course 
praise is also welcomed. 
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Introduction to Blu Disc Studio Standard and MX (Pro) 
There are not as many bluray authoring programs as there are DVD 
authoring programs. This may be due to the fact that following the 
VHS boom the DVD disc was a huge step forward in quality and finally 
amateurs were able to author their own movies in non-linear fashion 
on computer and create their own DVD discs. 

Bluray discs came later and although giving a noticeable improvement 
in picture quality from SD (standard definition) 720x576 pixels to HD 
(high definition) 1920x1080 pixels (more than twice better in 
horizontal and vertical resolution), it so far did not completely replace 
the DVD and its authoring. Its successor, 4K UHD (3840x2160 pixel 
resolution ς again two times better than HD bluray in both directions 
but still using a (special) bluray disc) seems even less favourable with 
the majority of viewers. The upcoming online streaming capability may 
also in part be a reason. Amateur cameras recording in HD often come 
with an application allowing HD recordings on DVD media ς usually in 
interlaced (AVC)HD format and with only 30 minutes playing time on a 
single DVD disc. You could even edit those on computer and create a 
new DVD disc that was bluray player compatible. 

For anyone who wants to store films of more than 30 minutes on a 
single disc, the bluray disc is the only solution. Rather than 4 or 8 GB 
storage or a (single/double layered) DVD, you now have 25 and 50 GB 
(single/double layered) bluray discs ς five to ten times as much as a 
DVD. Even 100 GB and 200 GB discs have been made (but are 
expensive). Bluray discs allows for more (and/or longer) movies at the 
higher bitrates needed for HD recordings. 

The standards for creating a bluray disc that is acceptable to stand-
alone set up players have been laid down by the Bluray Disc 
Association (BDA) and any authoring program must obey these if it is 
to produce discs that can be given away or sold commercially with a 
guarantee they will play on a home set up bluray player1. 

Most of the few home-use bluray authoring programs fall short on 
many features a user may want. Many will transcode all movies, 
required or not, to their own resolution and bitrate. In doing so the 
movies occasionally become larger than the original. In the 
transcoding, some movies are scaled up from lower resolutions (Half-
HD at 720x1280 pixels, even the PAL DVD standard SD resolution of 
576x720 pixels (480 x 720 pixels for NTSC)) to blown-up full HD 
resolutionΦ ¢ƘŜ ǇƛŎǘǳǊŜ ŘƻŜǎƴΩǘ ōŜŎƻƳŜ ōŜǘǘŜǊ ōǳǘ ǘƘŜ Ƴƻvie does 
grow in size. Most of these programs are of American origin and allow 
only a single audio track (everyone speaks English, no?) and no 
subtitles or only a single one burned-in on the picture frame. Often 
you need to use a fixed menu layout (flexible to the extent of allowing 
to use your own background image). 

9ƴǘŜǊ ǘƘŜ ƻƴŜ ǇǊƻŘǳŎǘ ǘƘŀǘ ŘƻŜǎƴΩǘ Řƻ ŀƴȅ ƻŦ ƛǘ ŀƴŘ ŀƭƭƻǿǎ ǘƻǘŀƭ 
freedom to the user: the Ukranian based Blu-Disc Studio (BDS for 

 
1 See Appendix C: Bluray specifications 
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short). It only authors menus and animation and takes the movie 
content as it is provided. This comes at a price: total freedom means 
no decisions are taken for you and you need to do everything yourself. 
This may sound a burden (and initially it is) but once the workflow has 
become familiar to you after the learning curve, it works like a breeze. 
With results that are exactly as you want them to be. You need to 
select a disc burning application as BDS produces a disc image but 
cannot burn a disc itself. 

What version do I need? 

Blue-Disc Studio comes in a number of flavours and you need to select 
the one best suited to your needs: 

¶ Blu-Disc Studio Lite ς a free version that everyone should try 
out first. Its release is frozen on version 1.0.10 and will not 
ōŜ ŦǳǊǘƘŜǊ ŘŜǾŜƭƻǇŜŘΦ Lǘ ƛǎ ƛƴ ŦŀŎǘ .5{ ±м ŀƴŘ ōŜŎŀƳŜ άŦǊŜŜέ 
when BDS V2 came out. 
¢ƘŜ .5{ [ƛǘŜ ŜŘƛǘƛƻƴ ƛǎ ƴƻ ƭƻƴƎŜǊ ƳŀƛƴǘŀƛƴŜŘ όάƻōǎƻƭŜǘŜέύ ƻǊ 
corrected. It runs on both Windows 32 bits and 64 bits 
systems. 
Meanwhile BDS evolved into V4 at the time of writing. The 
interface of BDS V4 ŎƻƳǇŀǊŜŘ ǘƻ άBDS [ƛǘŜέ differs more and 
more. As does the added functionality. 
ά[ƛǘŜέ ǎǳƎƎŜǎǘǎ ƛǘ Ƴŀȅ ōŜ ǳǎŜƭŜǎǎ ŦƻǊ ǊŜŀƭ ǳǎŜΣ ōǳǘ ƛǘ ƛǎ ƴƻǘΦ 
You can author as many as 32 movies with 4 audio tracks 
and 4 subtitle tracks and make menus the way you want. It 
uses an external muxer (such as tsMuxer or Scenarist) to 
compile the discs. Some people may never need more. A 
ǎŜǇŀǊŀǘŜ ǳǎŜǊΩǎ ƎǳƛŘŜ ŦƻǊ ǘƘƛǎ ǾŜǊǎƛƻƴ ŀǎ ǿŜƭƭ ŀǎ ŀ ¸ƻǳ¢ǳōŜ 
ǉǳƛŎƪ ǎǘŀǊǘŜǊΩǎ ƳƻǾƛŜ ŀǊŜ ŀǾŀƛƭŀōƭŜΦ They can be downloaded 
(https://blu-disc.net/downloads ς near the bottom of the 
window) or seen (https://blu-disc.net/guides) from the Blu-
Disc Studio website. 
To overcome its restrictions you need to upgrade to one of 
the paid BDS editions. 
 

The commercial, paid-for versions only run on Windows 64 bit as 
of BDS V4.1: 

¶ Blu-Disc Studio (Standard) ς removes the limits of the Lite 
version: unlimited number of movies (except the trial 
editions), 32 audio tracks, 32 subtitle tracks (the maximum 
number specified by the BDA). In addition, you have more 
interactivity in menus such as play lists όάǇƭŀȅ ŀƭƭέΣ άǇƭŀȅ 
ŜǇƛǎƻŘŜέύ. It also includes menu and button animation 
where the menu changes itself as a small movie or pops up 
certain parts. And those using Scenarist as authoring tool: it 
can import from and export projects to this product. It can 
also use an external muxer (tsMuxer). It makes a set top 
player remember where you stopped a movie so you can 
ŎƻƴǘƛƴǳŜ ŦǊƻƳ ǘƘŜǊŜ όάǊŜǎǳƳŜέύΦ !ƴŘ ȅƻǳ Ŏŀƴ ŀǳǘƘƻǊ о-D 
movies although 3-D support recently seems dropped again 

https://blu-disc.net/downloads
https://blu-disc.net/guides
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from many set top players and television or video projector 
equipment. 

¶ Blu-Disc Studio MX ς ŦƛǊǎǘ ǎǘŜǇ ǳǇ ŦǊƻƳ ά{ǘŀƴŘŀǊŘέ. Basically, 
it does what Standard does, but it has its own media muxer 
to allow PIP (picture in picture) and slideshows ς ways never 
ŜƴǾƛǎƛƻƴŜŘ ƻǊ ǎǳǇǇƻǊǘŜŘ ōȅ ǘǎaǳȄŜǊ ǳǎŜŘ ƛƴ άBDS [ƛǘŜέ ƻǊ 
άBDS {ǘŀƴŘŀǊŘέ. This internal muxer is quite picky on file 
conformance to BDA (bluray BDAV) standards. Several home 
user video editing tools όǎǳŎƘ ŀǎ /ȅōŜǊƭƛƴƪΩǎ tƻǿŜǊ Director 
or Adobe Premiere) as well as file format converters do not 
conform with the requirements of the internal muxer. But if 
you have need for PIP or slideshow elements you must use 
the internal muxer. 

¶ Blu-Disc Studio MX-Pro ς identical to the MX version, but it 
can also do CMF (Cutting Master Format) output. CMF allows 
for region coding and CSS encryption to be added to the 
master image to be sent to a disc duplicator. ¢ƘŜȅ άǎǘŀƳǇέ 
blurays rather than burn them and this requires a CMF 
master rather than the \Output burn-masters BDS delivers in 
BDS Standard and MX. Something interesting for companies 
making commercial blockbuster movies on bluray, not for 
others that burn their discs. .ǳǘ ƛŦ ȅƻǳ ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ /aC 
ƛǎΣ ȅƻǳ ǿƻƴΩǘ ƴŜŜŘ ƛǘΦ  

In addition, the Blu-Disc Studio team now also have 4K authoring 
programs available (Blu-Disc UHD) for the next generation of video 
recording. This guide limits itself to the bluray HD versions. 

¢ƘŜ ŎƻƳǇŀƴȅ ŀƭǎƻ ǎŜƭƭǎ άǊŜ-ŜƴƎƛƴŜŜǊƛƴƎέ ǘƻƻƭǎ ƭƛƪŜ .w-Reauthor 
(https://dvd-logic.com/bd_reauthor) . If you need to rebuild an 
existing bluray ŘƛǎŎ ōǳǘ ƘŀǾŜƴΩǘ Ǝƻǘ ǘƘŜ ƻǊƛƎƛƴŀƭ ŀǳǘƘƻǊƛƴƎ ŦƛƭŜǎ 
anymore, these re-engineering tools can recreate most or all of them, 
giving you a head start to modify the contents without having to 
recreate all elements of the original disc yourself. 

¢ƘŜǊŜ ŀǊŜ ǘǿƻ ǿŜōǎƛǘŜǎ ǘƘŀǘ ŀǊŜ άƘƻƳŜέ ǘƻ ǘƘŜ .5{ ǇǊƻŘǳŎǘǎΥ 

¶ https://dvd-logic.com/blu_disc_studio (the 
www.bluediscstudio.com redirects to this location) ς DVD 
Logic is the company specializing in bluray and 4K software. 
As part of their site you also find details on Blue Disc Studio 
products as you would on http://www.blu -disc.net  

¶ https://www.blu-disc.net/ ς the original home of BDS and a 
subset of the DVD Logic site  

Both sites refer to various downloadable (trial) products or sample 
files as well as various video tutorials that you may find useful to look 
at once you get the hang of the product. For example, for inspiration 
on menus and their animations see https://blu-disc.net/videos . 

From BDS V4.1 onwards (subversion 1654) the application runs on 64-
bits Windows only, hence it installs in the \Program Files folder.  

https://dvd-logic.com/bd_reauthor
https://dvd-logic.com/blu_disc_studio
http://www.bluediscstudio.com/
http://www.blu-disc.net/
https://www.blu-disc.net/
https://blu-disc.net/videos
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Version comparison 

The Blu-Disc Studio website gives a quick overview of the many 
features supported by the various functions. Although a summary is 
provided in the previous section, here is a more extensive list for 
completeness sake. 

As a rule of the thumb you might say that: 

¶ BDS Lite suffices for all home users that do not require 
elaborate menu operations and can live with a maximum of 
32 movies and 4 audio and 4 subtitle tracks. It requires an 
external muxer, tsMuxer. 

¶ BDS Standard suffices for home and professional users that 
want to lift the limitations of Lite (allow animation and 
playlists) but do not need PIP or slideshows. It also requires 
an external muxer, tsMuxer. 

¶ BDS MX suffices for home and professional users that do 
require PIP or slideshows. Their video files must conform 
strictly to BDA bluray standards as the internal muxer is 
quite insistent on this. The use of tsMuxer is also supported 
although this muxer does not support PIP or slideshows. 

¶ BDS MX Pro is the next step up from MX. It is needed only 
for professional authors using disc duplicating manufacturers 
using CMF to stamp their discs and disc encryption. 

Feature Lite Standard MX MX Pro 
Runs only on Windows-64 systems no yes  yes yes 

Ability to create main menus, popup menus and movies Max 32 Unlimited Unlimited Unlimited 

Maximum audio tracks per movie 4 32 32 32 

Maximum subtitle tracks per movie 4 32 32 32 

Menu designer with the ability to use the full-color images (PNG 32-bit) X X X X 

Import PSD-files X X X X 

Button drawing modes 1 8 8 8 

Resizing menu objects (in Designer Window): scale text, reactangles  X X X 

Ability to create scenes (play marks) X X X X 

Automatically create a scene selection menu with presets X X X X 

Ability to assign actions to up/down/left/right and Enter (OK) X X X X 

Ability to assign actions to a chapter (reaching a play mark) X X X X 

Auto-assignment of transitions between the buttons X X X X 

Assign sounds to buttons X X X X 

WAV mixer (assign mono tracks to left/right/center) and WAV file fixer  X X X 

Highlight the current audio and subtitle tracks X X X X 

Highlight the current chapter X X X X 

Multiple actions at once (Multi-action) X X X X 

Menu simulation (preview of the menu) X X X X 

Mux project into the bluray compliant folder structure using tsMuxer ( x x x X 

Playlists support  X X X 

Ability to use animation in actions  X X X 

Ability to use animation at the start of the menu  X X X 

Permanent animation with several images  X X X 

Intro movie for the menu  X X X 

Automatically close the popup menu  X X X 

Ability to assign action to Top Menu button  X X X 

Conditional actions (SWITCH)  X X X 

Ability to use GPR-registers  X X X 

JAR signing  X X X 
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Feature Lite Standard MX MX Pro 
Ability to store images outside the JAR  X X X 

Ability to bypass JAR limits on menu pixel content through multiple JARs  X X X 

Resume movie feature  X X X 

Resume disc playback  X X X 

Ability to write Java-code (script) in actions and when reaching a chapter in 

a movie 
 X X X 

Compilation of 3D bluray (MVC + 2D menu)  X X X 

Export project to the Scenarist® BD  X X X 

Ability to use fonts and text to create menu objects (static, buttons)  X X X 

Ability to scale video  X X X 

Bluray Audio and Pure Audio® wizards  X X X 

Support for templates and project merging  X X X 

User Defined Functions and Advanced Parameters  X X X 

Muxing project using internal muxer   X X 

Carousel menu wizard for any menu and popup menus  X X X 

Chapter menu generation wizard  X X X X 

Carousel chapter menu generation wizard  X X X 

/ƘŀǇǘŜǊ ƛƳŀƎŜ ƎŜƴŜǊŀǘƛƻƴ ƻǊ άŘƻ ƴƻǘ ǎŎŀƴέ όƪŜŜǇ ŀǎǎƛƎƴŜŘ ƛƳŀƎŜǎύ  X X X 

CMF output support    X 

Technical support  X X X 

     

 
Updates, bug fixes and changes occur regularly on the BDS 
productline. For a summary of changes in any new release, visit the 
BDS website at https://blu-disc.net/news . 

Flexibility at a (labour) cost 

The flexibility of Blu Disc Studio comes at a price. It is based on a 
άŎƻƴǎǘǊǳŎǘƛƻƴέ ƳƻŘŜƭ ǿƘŜǊŜ ȅƻǳ ƴŜŜŘ ǘƻ think through the bluray disc 
elements and creation process for the disc you want to make. You can 
author all menus and actions within them. It trusts the movie files are 
bluray compliant. Blu Disc Studio only puts together the movies and 
menus in a bluray specification (as defined by the Bluray Disc 
Association ς BDA) compliant manner. 

If the movies are not compliant, the disc will be unplayable.  

The following two error situations may occur using movie files: 

¶ proper files have the wrong file extension: those files are not 
listed in navigation windows and cannot be selected in BDS as 
part of your project, even if they are compliant. 

¶ improper (non-compliant) files but with the recognizable file 
extension: those files will be processed by the used muxer for 
BDS. Their incorrect nature may not be detected by the 
tsMuxerand errors show until much later ς possibly only when 
you try to play the finalized disc. The internal muxer in BDS MX 
will refuse working on those files. 

Many external tools, both free or commercial, exist to ensure your 
video, audio, menu and subtitle files comply. See section άAppendix E: 
External Toolsέ ŀǘ ǘƘŜ ŜƴŘ ƛŦ ǘƘƛǎ ǳǎŜǊΩǎ ƎǳƛŘŜ for an incomplete list of 
possible contenders. 

https://blu-disc.net/news
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Each bluray project consists of two elements that must be fully 
planned and created: 

¶ menu and menu navigation 

¶ movies 

Both elements can be created independently. Setting up menu 
navigation can be done whilst the movies are only present through 
movie placeholders. 

¶ menu navigation  
o items such as background videos or stills, menus, popup 

menus, buttons, sounds, animated backgrounds 
o actions on items: what happens if a button is clicked, an 

item selected, navigation between buttons, a new menu 
called for, animation, playing order 

This part of the project creates Java code that is stored in a 
Java archive (JAR) by BDS. It can run independently of the 
creation of the movies, which is a much more time-
consuming process.  

You can simulate the navigation (to find errors) by itself and 
correct it before starting the time-consuming phase of 
muxing the movie assets.  

If the muxing (=disc building) has already been done and the 
navigation is modified, it only requires to rebuild and replace 
the JAR file. 

¶ movie assets 
o video and audio tracks must be provided separately 

(demuxed) in bluray specification compliant formats, not 
as a combined movie-with-sound-and-subtitles. Non-
compliant formats are not accepted and need to be fixed 
by external tools. 

o Subtitles are provided in text based .srt or image based 
.sup format. Other formats need to be transcoded in one 
of these two formats using external tools. 

The coverage by this ǳǎŜǊΩǎ ƎǳƛŘŜ 

This ǳǎŜǊΩǎ ƎǳƛŘŜ covers the working of the Blu-Disc Studio Standard 
and MX versions. The MX-unique features (PIP and slideshows) are 
covered in Part 6 of this ǳǎŜǊΩǎ ƎǳƛŘŜ.  

The author uses the BDS MX version so screen shots may show this 
name ς but BDS Standard should look no different. Between the start 
of the guide and its completion, BDS went through some minor 
updates that sometimes changed the exact wording in menus. What 
you see in this guide is the way it looked when a project was executed.  

The ǳǎŜǊΩǎ ƎǳƛŘŜ will show how to make a simple disc and elaborate 
from there by adding additional features. Not every nook and cranny 
of the product is shown: it has too many and they can be used in many 
different ways. But showing you how the basic product works 
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hopefully encourages you to explore the other features or familiar 
features to let the disc do exactly what you want it to do. 

A piece of advice. Re-reading what I wrote in this guide, I can visualize 
what happens. And know when and how such a feature is used. 
.ŜŎŀǳǎŜ LΩǾŜ ŘƻƴŜ ŀƭƭ ǘƘƻǎŜ ǎǘŜǇǎΦ Learnt from the failures of doing it 
wrong. 

5ƻƴΩǘ ǳǎŜ ǘƘƛǎ ƎǳƛŘŜ ǘƻ Ƨǳǎǘ ǊŜŀŘ ŀōƻǳǘ .5{ ς the knowledge will only 
sink in when you actively work with the product. And learn by your 
mistakes. Executing the projects in this guide may be a good starting 
point. Or your own projects. But work with BDS and notice how your 
knowledge about the product grows to the point where you become 
ƛƴŘŜǇŜƴŘŜƴǘ ƻŦ Ƴŀƴǳŀƭǎ ŀƴŘ ǳǎŜǊ ƎǳƛŘŜǎΦ ¸ƻǳ ŘƻƴΩǘ ƭŜŀǊƴ Ƙƻǿ ǘƻ ǎǿƛƳ 
from a book ς even with video tutorials attached. You need to hit the 
water and feel for yourself what worƪǎ ŀƴŘ ǿƘŀǘ ŘƻŜǎƴΩǘ ǘƻ ǎǘŀȅ ŀŦƭƻŀǘ 
and swim aheadΦ LΩǾŜ Ǝƻǘ ƭƻŀŘǎ ƻŦ ά[ŜŀǊƴ ··· in a Dŀȅέ-type books. But 
none have helped me by just reading them. Use product XXX and work 
with it. Usually it takes (far) more than a (marketing) day to feel 
confident about and comfortable with product XXX. But once you 
passed the top of the hill of what is knowƴ ŀǎ άǘƘŜ ƭŜŀǊƴƛƴƎ ŎǳǊǾŜέΣ ȅƻǳ 
know the product has grown on you ς ōŜŎƻƳŜǎ άƛƴǘǳƛǘƛǾŜέ ς even if it 
is not. 

If you want to perform the steps of the various projects yourself, the 
projects are available for download as specified in Appendix A: The 
ǳǎŜǊΩǎ ƎǳƛŘŜ source files.  

¢Ƙƛǎ ǳǎŜǊΩǎ ƎǳƛŘŜ ƛǎ ŘƛǾƛŘŜŘ ƛƴ ǎŜǾŜǊŀƭ ǇŀǊǘǎΦ  

¶ Part 1 explains how to setup the BDS software and to 
άǇŜǊǎƻƴŀƭƛȊŜέ ƛǘ ƛƴ ǇŀǊǘ ŦƻǊ ȅƻǳǊ ǳǎŀƎŜΦ 

¶ Part 2 introduces you to the basic functions of BDS to create a 
bluray ŘƛǎŎ ǿƛǘƘ ƳŜƴǳǎΦ ¢Ƙƛǎ ǇŀǊǘ Ƙŀǎ п άǇǊƻƧŜŎǘǎέ ƻŦ ƛƴŎǊŜŀǎƛƴƎ 
complexity. The steps you need to take are explained in detail. 

¶ Part 3, 4, 5 describes the more complex functions of BDS ς not 
all of which you will need or use. The steps describing the 
projects in these parts are more cursory and assume you have 
familiarized yourself with the BDS user interface and its 
functionality as described in Part 2. 

¶ Part 6 describes some features exclusive to the BDS MX version 
(slideshows and picture-in-picture). 

¶ Part 7 shows how to create 3D discs. Either in a SBS (side-by-
side) manner or as proper MVC (multi view coding) 3D disc. 

¶ Part 8 shortly discusses all the other things BDS is capable of but 
is not discussed at length. 

¶ The Appendices provide, amongst others, information on the 
ǎŀƳǇƭŜ ŦƛƭŜǎ ȅƻǳ Ŏŀƴ ǳǎŜ ŦƻǊ ǘƘŜ ǇǊƻƧŜŎǘǎ ƛƴ ǘƘƛǎ ǳǎŜǊΩǎ ƎǳƛŘŜΣ 
BDA specifications for bluray discs, a list of external tools that 
may prove useful, a terse Java programming guide and how to 
handle dockable windows. 

All projects in parts 2 to 5 ƘŀǾŜ άǊŜŀŘȅ ǘƻ Ǌǳƴέ .5{ ǇǊƻƧŜŎǘǎ ŀǎ ǿŜƭƭ ŀǎ 
άōǳƛƭŘ ȅƻǳǊ ƻǿƴέ ŎƻƳǇƻƴŜƴǘǎ ǘƻ ōǳƛƭŘ ȅƻǳǊ ƻǿƴ ǇǊƻƧŜŎǘΦ ¢ƘŜ άǊŜŀŘȅ ǘƻ 
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Ǌǳƴέ ǇǊƻƧŜŎǘǎ Ŏŀƴ ŀƭǎƻ ōŜ ǳǎŜŘ ǘƻ ƛƴǎǇŜŎǘ ǘƘŜ ǾŀǊƛƻǳǎ ǎŜǘǘƛƴƎǎ ŀƴŘ 
ŀǎǎƛƎƴƳŜƴǘǎ ǘƻ ǇǊƻƧŜŎǘ ƻōƧŜŎǘǎ ƛŦ ȅƻǳ ƎŜǘ άǎǘǳŎƪέ ƛƴ ȅƻǳǊ ƻǿƴ ōǳƛƭŘƛƴƎΦ 
In the remaining parts the projects are more of a hinting nature, 
assuming that by then you should not need as much hand-holding as in 
the beginning. 

In real life you need to do most of the video editing outside BDS in 
order to provide what it needs, we once more point to the use of 
external tools, some of which are mentioned in Appendix E: External 
Tools. 

There is a  help file (Tools > Help) that opens a Windows help file with 
ŎƘŀǇǘŜǊǎ ǇƻƛƴǘƛƴƎ ǘƻ ǎǇŜŎƛŦƛŎ ƛƴŦƻǊƳŀǘƛƻƴΦ LŦ ȅƻǳΩǊŜ ŦŀƳƛƭƛŀǊ ǿƛǘƘ ǘƘŜ 
ά[ƛǘŜέ ƘŜƭǇΣ ǘƘŜ I¢a[ ƘŜƭǇ ŦƛƭŜǎ ŦƻǊ {ǘŀƴŘŀǊŘ ŀƴŘ a· ŀǊŜ ƛƴŦƛƴƛǘŜƭȅ 
better usable ς even if the 20 years old format, a .chm (compiled 
HTML) file is used. This format has been discontinued by Microsoft 
itself for its Windows product and got replaced by a direct website 
help or GIT-based help (GIT is an open software version control system 
increasingly used to store programs and help documents). None of 
these modern methods are useful if you are not connected to the 
internet. In these cases, tƘŜ ƭƻŎŀƭ ΦŎƘƳ ŦƛƭŜ ƛǎ ŦŀǊ ōŜǘǘŜǊΥ ƛǘΩǎ local and 
therefore always available.  

¢ƘŜ IŜƭǇ ŦƛƭŜ Ƙŀǎ ŀ ƎƻƻŘ ƻǾŜǊǾƛŜǿ ŀƴŘ ŀƭǎƻ ŀ άC!vέ (Frequently Asked 
Questions) section that may answer some of your problems. 

BDS ς quick and how it is used in real life 

Rather than reading through this guide entirely, you may want a taste 
of BDS by quickly creating a bluray disc using the application. You can. 
Switch to read and follow the instructions in the companion guide 
άYour First Bluray Disc Quicklyέ ǘƘŀǘ Ŏŀƴ ōŜ ŘƻǿƴƭƻŀŘŜŘ ŦǊƻƳ ǘƘŜ .ƭǳ-
disc Studio website at https://www.blu-disc.net/downloads. This will 
help you create a bluray disc with some short movies and a simple 
menu. If you master that, the reasons may fall into place when you 
resume reading this guide and you have a visual image in your mind of 
what you did. 

AlsoΣ ƛƴ ǇŀǊŀƭƭŜƭ ǘƻ ǘƘƛǎ ǳǎŜǊΩǎ ƎǳƛŘŜ ŀ ŎƻƳǇŀƴƛƻƴ ŘƻŎǳƳŜƴǘ has been 
written with the title ά.ludisc Studio [ƛǾŜέ that can be downloaded 
from the same Bludisc Studio website. /ƻƴǎƛŘŜǊ ƛǘ ŀ άŦƻƭƭƻǿ ǳǇέ ǘƻ ǘƘƛǎ 
guide. It contains a number of example projects available through the 
Blu-Disc Studio website as either or both video instruction and BDS 
skeleton project files. When you mastered the basics of BDS from this 
guide, you can see how BDS has been used to create (commercial) 
blue-ray discs with their menus and animation. It shows ways on how 
BDS features can be applied. It does not contain project steps for 
hand-holding, but points to what features are used where and how. 
They may inspire you to do similar or grander things yourself. It will be 
more fruitful if you understand the products capabilities as described 
in this guide. 

https://www.blu-disc.net/downloads
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Get some RW bluray discs 

In the following chapters we will develop BDS bluray projects. The final 
results, the files you will burn on a bluray disc, can be checked by 
playing them through a software bluray player on your computer.  

Those players are not always without their own quirks. Some are 
known not to show subtitles of DVD-interlaced movies although you 
know they are there.  

The real proof of the pudding is in the eating. Make a true physical disc 
from the files created by BDS and play it in a set top player. If that 
works fine: you did nothing wrong even if the software player 
suggested otherwise. ¢ƘŜƴ ŀƎŀƛƴΣ ǎƻƳŜ ǎŜǘ ǳǇ ǇƭŀȅŜǊǎ ŘƻƴΩǘ ǎŜŜƳ ǘƻ 
implement the BDA standards either: especially in the field of 
interleaved video some foul up. To be very compatible to all sorts of 
players, you may want to use progressive video, preferably at 24 fps. 

.ŜŎŀǳǎŜ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŜƴŘ ǳǇ ǿƛǘƘ ŀ ƴǳƳōŜǊ ƻŦ disc toasters of 
not-quite-right discs created on write-once-only discs, invest in a small 
number of rewriteable bluray discs. They are slightly more expensive 
than the write-once discs and have slower burning speeds. That 
investment is easily recouped when you use them repeatedly for test 
runs until the disc behaviour is entirely to your satisfaction. 
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Getting started: Blu Disc Studio (BDS) requirements 
This chapter discusses installation of BDS and lists the requirements 
that disc components must meet in order to be acceptable as element 
of BDS and be output to the final authored disc.  

Blu Disc Studio installation 

Installation 
LŦ ȅƻǳ ƘŀǾŜƴΩǘ ƛƴǎǘŀƭƭŜŘ .5{ ŀƭǊŜŀŘȅΣ ȅƻǳ Ŏŀƴ Řƻ ǎƻ ōȅ ŘƻǿƴƭƻŀŘƛƴƎ ŀƴŘ 
installing the product from its website. The product only runs on 
Windows based systems from Windows XP upwards (at least up to the 
current Windows 10). It also requires Windows.NET V4 or higher.  

 

The BDS download location is found at https://blu-disc.net/downloads 
for all flavours of BDS.  

¶ Follow instructions once you started the 
BDS_Setup_<version>.exe installation program. Accept the 
license agreements,  

¶ Select the installation location (for at least 400 MB).  

¶ When not already present, you may need to install the 
Windows .NET V4.61 libraries too (this can be done in the final 
step of the installation ς if the system already has this library 
or a more recent edition installed it will tell you and not 
continue with the installation of the .NET libraries). 

 

¶ During the installation it may discover that your system hasn't 
got the proper Visual C++ runtime library and in that case, that 
software will be installed also. 

https://blu-disc.net/downloads


Blu Disc Studio Standard/MX ς ! .ŜƎƛƴƴŜǊΩǎ DǳƛŘŜ 17 

 
 

Virus scanners 
Because the setup file has no signature and is not downloaded from a 
site with frequent downloads, some internet browsers might throw a 
warning about an unsafe application.  

 

¸ƻǳ ƴŜŜŘ ǘƻ ǇǊŜǎǎ άΧέ ŀƴŘ ƛƴŘƛŎŀǘŜ ǘƻ άkeep itέ and on the next 
warning 

. 

you need to expand the ά{Ƙƻǿ aƻǊŜέ ŘŜǘŀƛƭǎΣ ƛƴŘƛŎŀǘŜ ǘƘŜ ŦƛƭŜ ƛǎ ǎŀŦŜ 
and also specify the browser to save/keep it rather than deleting it. 

Apparently, the setup file also triggers some virus scanners. Depending 
on your virus history, you may install without problem or encounter 
some warning windows that should be ignored.  

¶ First Windows might ŎƭŀƛƳ ǘƘŜ ŦƛƭŜ ƛǎ ǎǳǎǇƛŎƛƻǳǎ όŎƭƛŎƪ άƳƻǊŜ 
infoέ ǘƻ ŜƴŀōƭŜ ǘƘŜ άwǳƴ !ƴȅǿŀȅέ ōǳǘǘƻƴύ ŀƴŘ ƴŜȄǘ ŀ ǾƛǊǳǎ 
checker such as Avast goes into overdrive and even sends the 
program to its lab for inspection ς to come back clean. (You 
may wish to disable the virus scanner during installation). 
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¶ Once installed. the virus checking software  may trigger again 
when you run the BDS program first time only to give it again a 
clean bill of health after some inspection.  

 

¶ When you update to a later version, the same warnings may 
occur again and should be equally ignored. 

hƴŎŜ ƛƴǎǘŀƭƭŜŘΣ ƻƴ ŦƛǊǎǘ ǎǘŀǊǘǳǇ ŀ ǿƛƴŘƻǿ ǿƛƭƭ ŀǇǇŜŀǊ ǎǘŀǘƛƴƎ ȅƻǳ ŘƻƴΩǘ 
have a license yet: it suggests to run in άǘǊƛŀƭ ƳƻŘŜέΦ It provides you 
with a hardware-ID.  
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When you email this to Blu-Disc Studio support, in return they will 
send you the BDS.lic and <name>.lic license files ς for a trial period or 
(once paid) indefinite with a one-year period update guarantee. Once 
you get the license fileΣ ǇǊŜǎǎ ǘƘŜ ά{ŜƭŜŎǘ ƭƛŎŜƴǎŜ-ŦƛƭŜǎέ ōǳǘǘƻƴ ŀƴŘ 
navigate to the stored BDS.lic file. When the license file is valid, this is 
confirmed and you need to restart the application. 

 

When the BDS license file is sent to you through email, you need to 
copy it into the \Program Files\Blue Disc Studio or \Program Files\Blue 
Disc Studio MX folder. Windows may restrict write access to 
Administrators. In that case you may need to save the file to another 
folder first and copy/paste it to the application folder. That will then 
ǘǊƛƎƎŜǊ ²ƛƴŘƻǿǎΩ ǉǳŜǎǘƛƻƴ ǿƘŜǘƘŜǊ ȅƻǳ ŀŎŎŜǇǘ ǘƘƛǎ ƛƴǎŜǊǘƛƻƴΦ ¸ŜǎΣ ȅƻǳ 
do. 

MX Muxer license 
Users of the BDS MX application also need to install a separate license 
for the internal muxer. For the Standard version this is not needed, as 
only the external muxer tsMuxer is used. 

The hardware ID can always be found as the second half of the 
άIŀǊŘǿŀǊŜ L5έ ǘŜȄǘōƻȄ ǿƘŜƴ ǘƘŜ .5{ ŀǇǇƭƛŎŀǘƛƻƴ Ǌǳƴǎ ŀƴŘ ȅƻǳ ƻǇŜƴ 
the menu option Help > About.  

It is easier to run the HID.EXE program from the BDS installation folder. 
This appears to do nothing, but does deliver a small text file 
hardwareid.txt with a single line: the hardware id (HID) of your pc, 
needed for the muxer license. The internal muxer is developed 
separately from the BDS application ς therefore it has its own 
hardware ID code and does not use the BDS one. It also avoids BDS 
Standard users from activating the internal muxer for free. 

Entering the license file for the muxer is done differently from the 
product license. The <number> BDM Full.license file must be copied to 
the installation folder of the BDS product. Usually this is the 
άC:\Program Files\Blu-Disc Studio MX folder. Afterwards, the BDS 
application must be restarted. You can then safely select the internal 
muxer for play mark indexing (movie chapters) and creating the final 
disc image. 

Hardware requirements 

Obviously, your pc must have sufficient horse power and memory to 
run the program and its large movie assets reasonably fast. Because 
you author and create blurays, you need at least 50 GB of disc space 
for a single single-layer bluray (25 GB for authoring, 25 GB to create 
the disc image). 
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It may come as no surprise, but you need a bluray disc burner attached to  your 
pc to be able to burn the final disc images. A software bluray ǇƭŀȅŜǊ Ƴŀȅ άǊǳƴέ 
the files from hard disc and ŘƻŜǎƴΩǘ ƴŜŜŘ ǘƘŜ ǇƘȅǎƛŎŀƭ ƛǘŜƳΦ Some are 
mentioned in section Chapter editing/converting xml to text format 

In cases where you re-author mkv files you will often be able to exact a 
chapter file in either XML or txt format. The txt format can be 
imported into the playlist editor of BDS, but the XML format must be 
reduced to the simple text format. There are several tools on internet 
that will lead you there. 

¶ ChapterEditor Rev 1.44 
(https://forum.videohelp.com/attachments/79476-
1717101016/cE-W(1.44).7z ) ς a 7z zip file containing all 
information. The .exe program runs without installing once 
you copy the zip content to a folder (where it can 
ŎǊŜŀǘŜκǳǇŘŀǘŜ ƛǘǎ ƛƴƛ ŦƛƭŜύΦ  ¦ǎŜ άCƛƭŜέ ǘƻ ƻǇŜƴ  ǘƘŜ ȄƳƭ ŦƛƭŜ ŀƴŘ 
ά{ŀǾŜ όŀǎύέ ǘƻ ǎǘƻǊŜ ǘƘŜ ǊŜǎǳƭǘƛƴƎ ΦǘȄǘ ŦƛƭŜΦ By default 
everything is stored in the source folder. 
The tool can do a lot more (like converting a disc into .mkv). 

Software video and bluray players  on page 526. 

Authors that send their disc images to a commercial duplicator ŘƻƴΩǘ 
need a  burner. They will need the BDS MX Pro version to create CMF 
disc versions to use by the duplicator. 

Bluray disc capacity 

Whatever bluray disc project you try to create, the result must fit on a 
BR-25 single layer or BR-50 double layer disc. (See section Disc capacity 
in Appendix C: Bluray specifications at the end of this document2). 

¶ BR 25 can hold 23 866 Mb of data 

¶ BR 50 can hold 47 732 Mb of data 

LǘΩǎ Ƴȅ ŜȄǇŜǊƛŜƴŎŜ ǘƘŀǘ ǎŜǾŜǊŀƭ ōƭǳǊŀȅ ǎŜǘ ǘƻǇ ǇƭŀȅŜǊǎ ƘŀǾŜ ǇǊƻōƭŜƳǎ 
ǿƛǘƘ .w рл ŘƛǎŎǎΦ ¢ƘŜƛǊ ƭŀǎŜǊ ŘƻŜǎƴΩǘ ǊŜŀŘ ǘƘŜ ǎŜŎƻƴŘ ƭŀȅŜǊ ŀǎ ǿŜƭƭ ŀǎ 
the first and that may result in hanging discs or distorted images. It 
should always work, but the reflection of light by the second layer may 
be insufficient. If possible, stick to BR 25 (far cheaper too). 

BDS shows you the total size of your project on its toolbar at the far 
right end. There you can select between values of άм[έ όǎƛƴƎƭŜ ƭŀȅŜǊύ 
ŀƴŘ άн[έ όŘƻǳōƭŜ ƭŀȅŜǊύ ŎŀǇŀŎƛǘȅ.  

 

Next to this label the toolbar shows the current size of the project. If it 
ƛǎ ǎƘƻǿƴ ƎǊŜŜƴΣ ȅƻǳΩǊŜ ƛƴ ǘƘŜ ŎƭŜŀǊΣ ƛŦ ƛǘ ƛǎ ȅŜƭƭƻǿ ǘƘŜ ǇǊƻƧŜŎǘ Ƴŀȅ ōŜ 
too large, if it shows red it is definitely too large. If you changed 

 
2 Or look at https://en.wikipedia.org/wiki/Bluray#Video for a Wikipedia article 

https://en.wikipedia.org/wiki/Blu-ray#Video
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something in the project, clicking on the icon refreshes the 
information. 

If the final size exceeds the disc capacity (and only after muxing the 
project you know the exact size), you need to reduce some elements 
that make up the disc. Most likely candidates are the movies streams. 

¶ Remove some movies  

¶ Transcode some movies to a lower bitrate  

¶ Shrink the disc content to BR25 or BR 50 using a tool like BD 
Rebuilder or DVDFab Bluray copier.  

¶ If capacity exceeds BR-25, use the double sized BR-50 disc. 

Bluray disc set top player specification 

Resolution and frame rate 
The bluray disc association (BDA) specified how movies are to be 
stored on bluray disc. Any other format may be supported by set top 
players, but there is no guarantee. See Appendix C: Bluray 
specifications for full details. You may use a tool like MediaInfo (see 
Appendix E: External Tools) to uncover the properties of your movies. 
Your bluray discs created with BDS must adhere to these standards. 
Therefore, you must ensure that any movie file that is part of a BDS 
ǇǊƻƧŜŎǘ ŎƻƴŦƻǊƳǎ ǘƻ ǘƘŜǎŜ ǎǘŀƴŘŀǊŘǎΦ .5{ ŘƻŜǎƴΩǘ άŘƻέ ŦƻǊƳŀǘ 
conversions. For the most part it simply handles the movie streams to 
the muxer used. If that muxer does not complain when a non-standard 
stream is offered, BDS may create a disc that will turn out to be 
unplayable. 

Resolution Known as Indicated as Frame rate 
1920x1080 HD (High 

Definition) 
1080p 59.94, 29.97, 24, 

23.97 
1920x1080 HD 1080i 59.94, 29.97, 24, 

23.97 
1280x720 Half-HD 720p 59.94, 50, 24, 23.97 
720x576 SD 

(Standard 
Definition) 

576i  and 
576p 

25i (PAL DVD) 

720x480 SD 480i and 480p 29.97i (NTSC DVD) 
 

Note that American frame rates 30 fps and 60 fps are not legitimate 
frame rates for bluray discs although they can be found often on 
YouTube downloaded movies. BDS will fail if you try (with a mysterious 
άŎŀƴƴƻǘ ŦƛƴŘ Ǉƭŀȅƭƛǎǘέ ŜǊǊƻǊ ƳŜǎǎŀƎŜύΦ European frame rates 25 fps and 
50 fps are often acceptable for all resolutions. 

All bluray disc players must support the frame rates specified in the 
table above for primary video (the indicator specifies the height in 
ǇƛȄŜƭǎΣ ŦƻƭƭƻǿŜŘ ōȅ άǇέ ŦƻǊ ǇǊƻƎǊŜǎǎƛǾŜ ƻǊ έƛέ ŦƻǊ ƛƴǘŜǊƭŀŎŜŘύΥ  

A bluray disc can also contain SD (standard definition) movies ripped 
from a DVD (MPEG-2 encoding) with corresponding low resolution. 
The ripped files are always interlaced in either PAL or NTSC format. 
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When such (.vob or .mpg) movies are demuxed into video and audio 
streams, they become .m2v (or .mpv) and .ac3 files. SmartRipper is 
such a ripper/demuxer.  

When movie files are copied from the internet, chances are they are 
progressive and in all sorts of formats and resolutions. You need to 
convert these, using any video editor or converter, to 

¶ one of the bluray disc allowed resolutions. This means you 
need to convert to resolutions 720x480, 1280x720 or 
1920x1080. 

¶ It may have any aspect ratio (Academy, Widescreen, 
CinemaScope) ς converters or players will add black bars 
around (left/right or top/bottom) to make them 16:9 aspect 
ratio on platback. 

Subtitles 
Subtitles are usually specified at the bottom region of the image and 
have a certain height and offset from the bottom.  

Different sized fonts and offsets are required for different resolutions. 
Where a 66 point font looks good on a HD screen with 1080 pixels 
height, they look humongous if the screen is only 720 or 480 pixels 
high. With a smaller height resolution, smaller fonts are required. 

Not only the font size should fit the resolution, also the offset from the 
bottom of the screen must be modified. BDS has a separate window 
where you can specify the subtitle setting. 

As of version 4.7.2 the different approach of placing subtitles if you use 
the internal muxer or tsMuxer, has been unified. If you open an 
project made with an older version of BDS you are warned to convert 
your subtitle settings: 

 

The unified approach makes using either internal or extermal muxer 
for the same project producing the same results ς as one would 
expect. 

 

¢ƘŜ άbottom line ƻŦŦǎŜǘέ ŀƴŘ Ŧƻƴǘ άǎƛȊŜέ ŀǊŜ ǘƘŜ ƛƳǇƻǊǘŀƴǘ ōƻȄŜǎΦ It 
specifies the position of the last subtitle line as a percentage from the 
bottom of the screen. A value of 50% positions the subtitles in the 
middle of the screen height ς regardless whether the screen height is 
576 (SD), 720 (Half-HD) or 1080 (Full HD) pixels high. 
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Select a non-ǎŜǊƛŦ Ŧƻƴǘ ŦƻǊ ȅƻǳǊ ǎǳōǘƛǘƭŜǎΦ hŦǘŜƴ ǘƘŜ άƴŀǊǊƻǿέ ƻǊ 
άŎƻƴŘŜƴǎŜŘέ ǾŜǊǎƛƻƴ ŀƭƭƻǿǎ ŦƻǊ ƳƻǊŜ ŎƘŀǊŀŎǘŜǊǎ ƻƴ ŀ ƭƛƴŜ ŀƴŘ the use 
is similar to commercial broadcasts.  

¸ƻǳ Ŏŀƴ ƎƛǾŜ ǘƘŜ ƻŦŦǎŜǘ ǾŀƭǳŜ ŀƴŘ Ŧƻƴǘ ǎƛȊŜ ŀƴŘ ǳǎŜ ǘƘŜ ά{Ƙƻǿ tǊŜǾƛŜǿέ 
button to show how the subtitles would be rendered in the image 
frame. You can even specify your own Preview Text ς but this is of 
limited use as it reverts to the standard text as soon as you close the 
subtitle window. 

Note also that Preview always assumes a full HD resolution of 
1920x1080 pixels. For most other resolutions, a small tryout project 
with those resultions may be useful to find the best settings. 

¶ the offset value applies to the bottom of the last line of the 
subtitle.  
 

 
1% means the bottom line of the subtitle almost hits the 
bottom of the screen. 
 

 
 
!ǘ ул҈ ƻŦŦǎŜǘ ȅƻǳΩǾŜ ǊŜŀŎƘŜŘ ǘƘŜ ǘƻǇ ƻŦ ǘƘŜ ǎŎǊŜŜƴ, at 95% 
only part of the last line is visible. 
 

 
 
Proof of practise shows the following values for the Arial font 
to be acceptable. But by all means try different values to find 
your desired combination. 
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Resolution Offset Font 
size (pt) 

Maximum number of 
characters per line 

720x480, 720x576 
(SD, standard 4:3) 

5% 25 40-45 

720x480, 720x576 
(SD, widescreen 16:9) 

5 % 25 40-45 (50-55 for 
condensed fonts) 

1280x720 (Half HD) 10 % 35 50 
1920x1080 (Full HD) 10 % 45 60 

 

Using the Arial font the proposed settings result in the 
following images. The condensed font version will allow for a 
few extra characters per line. Also note that the widescreen 
anamorphic SD resolutions also stretch the subtitles (here the 
ŎƻƴŘŜƴǎŜŘ ǾŜǊǎƛƻƴǎ ǿƛƭƭ ōŜ ǎǘǊŜǘŎƘŜŘ ǘƻ άǳƴǎǘǊŜǘŎƘŜŘέ ƭƻƻƪƛƴƎ 
characters). 
 

     
 

    
 

    

Any set specification can be kept as default if you press the "Save font 
default setting". This default can always be restored by "Load default 
font setting". There is only one default setting, stored within BDS. You 
cannot save the setting to a file and select which setting you want to 
reuse. Both buttons are found at the left bottom part of the subtitle 
screen. 
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For your own prefered placement and size of subtitles, experiment 
with offset and font size values until they satisfy your taste.  

Stream type of audio and video 
The mandatory playback capabilities for players are: 

¶ Video decoder circuitry for MPEG-2 (for DVD SD and H.262 HD), 
MPEG-4 AVC/H.264, and SMPTE VC-1 (for bluray HD) with frame 
rates and resolutions as specified earlier. Note that MPEG-TS 
output produced by some video editors like PowerDirector, is 
acceptable to tsMuxer and produces discs that work well on most 
players, it is not a BDA-compliant format and may fail to play on 
certain players or be handled by the internal MX muxer. As of its 
version 20 (2021) it does not support Dolby Digital Surround 5.1 
anymore nor DTS (only AAC 5.1). 

¶ Audio reproduction capability for:  

¶ Dolby Digital (.ac3 AC-3), 640 kpbs, at least two channels (up 
to 5.1), 48 kHz sampling 

¶ DTS Digital Surround, at least two channels (.dts) 

¶ Linear PCM (.wav, LPCM) at 48, 96 and 192 kHz sampling, at 
least two (max. 7.1) channels. 

¶ There are four optional audio formats for bluray disc Ή 

¶ Dolby Digital Plus (.eac3), up to 7.1 channels, 48 kHz 
sampling 

¶ Dolby TrueHD, 4736 kbps, up to 7.1 channels, 48 kHz 
sampling 

¶ DTS Surround (.dts) 1509 kbps, 5.1 channels, 48 kHz 
sampling 

¶ DTS-HD Master Audioϰ, (.dts lossless) 3000 kbps, up to 7.1 
channels, 48, 96 or 192 kHz sampling 

You may wonder if BDS (rather its muxers) supports the more recent 
Dolby Digital Atmos sound. It does. Physically Dolby Atmos is a 
modification of Dolby True-HD. The muxers support it ς audio files 
must be provided the same way as True-HD (two separate files for the 
internal muxer ,mlp and .ac33 or one multiplexed for tsMuxer). 

Note that audio tracks do not support .flac, .mp2 or other MP3-similar 
formats nor does it support the CD common sample rate of 44.1 kHz. . 

In case the movie also has associated PIP (picture-in-picture) movies, 
ŀŘŘƛǘƛƻƴŀƭ ǊŜǎǘǊƛŎǘƛƻƴǎ ŀǇǇƭȅ ǘƻ ǘƘƻǎŜ tLt ŦƛƭŜǎΦ {ŜŜ έSupported primary 
and secondary video streams on page 497. 

 
3 You should specify .mlp file only. The .ac3 file should have the same name and be 
located next to the .mlp. For example: C:\Project\audio.mlp and C:\Project\audio.ac3 
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Initial BDS configuration 
This will be a short chapter, but some settings must be set right for 
BDS to work properly. Additional settings we will cover when they 
become important to do the job. Those options are best left to their 
initial settings until they get more meaning once you get familiar with 
the program. 

aƛƎǊŀǘƛƴƎ ŦǊƻƳ ǘƘŜ ά[ƛǘŜέ ǾŜǊǎƛƻƴ 

LŦ ȅƻǳ ŀǊŜ ƭƛƪŜ ƳŜΣ ȅƻǳ ǘǊƛŜŘ ǘƘŜ ά[ƛǘŜέ ǾŜǊǎƛƻƴ ŦƛǊǎǘ ŀƴŘ ǘƘŜƴ ŀŦǘŜǊ ŀ 
while discovered that however good that already is, some things you 
want are missing. Time to upgrade. The big advantage is that you 
probably already know the user interface and work flow expected to 
create a bluray disc. However, a number of steps in the BDS versions 
are hidden in other menus or buttons than you know them from 
ά[ƛǘŜέΦ ¢ƘŜȅ Ƴŀȅ ŀƭǎƻ ƘŀǾŜ ŀ ŘƛŦŦŜǊŜƴǘ ƛŎƻƴ ƻǊ ŎƻƭƻǳǊΦ !ƴŘ of course, 
some steps now offer many more options tƘŀƴ ǘƘŜ ŦŜǿ ǘƘŀǘ ά[ƛǘŜέ ǿŀǎ 
limited to. For example, in the paid versions of BDS there is a third way 
to create menus. This is done from within BDS Designers View window 
rather than importing multi-layer Photoshop or single layer .png files. 

¸ƻǳ ǿƛƭƭ ŦƛƴŘ ǘƘŀǘ ǘƘŜ ǎǘŜǇǎ ŦƻǊ ŀ ǎƛƳǇƭŜ ά[ƛǘŜέ-like disc are largely the 
same in the BDS versions, but with some twists and some new ways of 
doing things. You may quickly scan through some of the text in this 
ǳǎŜǊΩǎ ƎǳƛŘŜ ƛŦ ȅƻǳ ƎŜǘ ǎǘǳŎƪ ƛƴ ȅƻǳǊ ά[ƛǘŜ-to-BDSέ ŀǇǇǊƻŀŎƘΦ Parts 3 
and later will be specific to features of BDS versions that BDS Lite does 
not have.  

Lite users who turn to BDS and who are home users (non-commercial) 
may want to uncheck two items that are potentially of no interest to 
them and can cause confusion: 

1. tǊƻƧŜŎǘҔtǊƻƧŜŎǘ {ŜǘǘƛƴƎǎҔDŜƴŜǊŀƭ ǘŀōΥ ǳƴŎƘŜŎƪ ά{ƛƎƴ ǘƘŜ W!wέ 
2. ¢ƻƻƭǎҔhǇǘƛƻƴǎҔ/ƻƳǇƛƭŜ ǘŀōΥ ǳƴŎƘŜŎƪ ά±ŀƭƛŘŀǘŜ {LDέ 

If you want to ŜƳǇƭƻȅ ǘƘŜ άǊŜǎǳƳŜέ ŦǳƴŎǘƛƻƴŀƭƛǘȅΣ ȅƻǳ Řƻ ƴŜŜŘ ǘƻ ǎƛƎƴ 
the JAR. 

You can open any Lite project by BDS and further edit it. However, 
once you have saved the new project under BDS the project file 
becomes unusable to Lite. If you want to keep both, you need to either 

1. recreate the Lite project, set all pointers for files, menus and 
buttons to the BDS project, define its own output folder and 
regenerate the disc into that folder. 

2. /ƻǇȅ ǘƘŜ ά[ƛǘŜέ ǇǊƻƧŜŎǘ ŦƻƭŘŜǊ ǘƻ ŀ ƴŜǿ ŦƻƭŘŜǊ ŀƴŘ ŜŘƛǘ ǘƘŀǘ ŎƻǇȅ 
with BDS. 

The project file is actually an XML file that contains all the BDS specifics 
such as menus, movies, actions, scripts. All but the movie files and 
menu images themselves. Adding some BDS functionality inserts this 
ƛƴǘƻ ǘƘŜ ǇǊƻƧŜŎǘ ŦƛƭŜΦ ¢ƘŜ [ƛǘŜ ŜŘƛǘƛƻƴ ŘƻŜǎƴΩǘ ƪƴƻǿ ŀōƻǳǘ this 
additional BDS functionality and therefore may consider the project 
file corrupt. 



Blu Disc Studio Standard/MX ς ! .ŜƎƛƴƴŜǊΩǎ DǳƛŘŜ 27 

Clean start: no previous BDS experience 

LŦ ȅƻǳΩǊŜ ƴŜǿ ǘƻ .5{ ǿƛǘƘƻǳǘ ǘƘŜ ά[ƛǘŜέ ŜȄǇŜǊƛŜƴŎŜΥ ǘƘŜ ƭŜŀǊƴƛƴƎ ŎǳǊǾŜ 
ƻŦ ά[ƛǘŜέ ǎǘƛƭƭ ƛǎ ǇǊŜǎŜƴǘΣ ōǳǘ ȅƻǳΩƭƭ ǉǳƛŎƪƭȅ ōŜ ŀōƭŜ ǘƻ ŀŎŎƻƳǇƭƛǎƘ ǿƘŀǘ 
you intended. If you want the Moon it may take a little longer. Read 
on. 

A project always creates a project.bdmd file with the project item 
configuration. If you expect to create several similar looking discs, you 
Ƴŀȅ ǊŜƴŀƳŜ ǘƘŜ ǇǊƻƧŜŎǘ ŦƛƭŜ ǘƻ ŜΦƎΦ άŘƛǎƪ мΦōŘƳŘέ ŀƴŘ ǘƘŜƴ ŎƻǇȅ ǘƘŜ 
Ŧƛƴŀƭ ǾŜǊǎƛƻƴ ŀǎ άŘƛǎƪ нΦōŘƳŘέ ǘƻ ǎǘŀǊǘ ǿƛǘƘ ŀ very similar looking 
project (of course the movie files and menu text will be changed for 
disk 2). 

BDS Project > Project settings 

When you work on a project, specific characteristics for that one 
project can be set using this menu option. The relevant items will be 
discussed when we work on a project.  

BDS Tools > Options 

Characteristics for all future projects you will work on, are configured 
through the menu option Tools > Options. They are valid for all 
projects and are related to ways of muxing, BDS developer interface 
and such. 

Tools > Options has four tabs: General, Interface, Compile and Muxers. 
Change their contents to meet your preferences. To ensure these 
ǇǊŜŦŜǊŜƴŎŜǎ ŀǊŜ ǳǎŜŘ ƛƴ ŀƭƭ ƴŜǿ ǇǊƻƧŜŎǘǎΣ ŎƭƛŎƪ ǘƘŜ ά{ŀǾŜ ŀǎ ŘŜŦŀǳƭǘέ 
button after all settings are done. 

General 
άDŜƴŜǊŀƭέ ǇǊƻǾƛŘŜǎ ǎƻƳŜ ƻǾŜǊŀƭƭ ǎŜǘǘƛƴƎǎ, like whether to use the 
project wizard for creating new projects, to save the project before 
compiling it and others, where to locate projects by default (so the 
άŎǊŜŀǘŜ ǇǊƻƧŜŎǘέ ǿƛȊŀǊŘ ƪƴƻǿǎ ŀƴŘ ǎǳƎƎŜǎǘǎύΦ  

Lǘ ŀƭǎƻ ŀƭƭƻǿǎ ȅƻǳ ǘƻ ǎǇŜŎƛŦȅ ǿƘŜǊŜ άǘŜƳǇƭŀǘŜ ǇǊƻƧŜŎǘǎέ ŀǊŜ ǎǘƻǊŜŘΥ 
incomplete projects that contain shared properties and settings on 
which real projects are based. Useful if you want to make several discs 
with a similar appearance (such as 3 discs covering a television series 
of 4 episodes per disc). 

A template project is created by saving a normal project (which may be 
incomplete) as a template. This results in a template project with local copies 
of the menus and buttons. Any movie placeholder is also copied, but their 
pointers to movie files remain pointing to the originals. You may wish to open 
a template as a regular project and remove either the file pointers in the 
movies and playlists or delete them altogether. 

Note that you need to create a top-level folder for the template project under 
the BDS templates folder. Otherwise all copies reside directly under the BDS 
templates folder. The question asked for the template name only sets the 
name of the .bdmd file of the templateς it does not create a folder of that 
name. 
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Using the template to create a new project creates this project in the default 
BDS project folder by making local project-local copies of menus and buttons. 
Any movie placeholder that points to a file remains pointing to that file. Here 
too the creation of the new project is done under the BDS project map. You 
need to create a project folder under which to copy the template files. The 
question asked for the project name only sets the name of the .bdmd file of 
the project ς it does not create a folder of that name. 

 

 

¢ƘŜ ōƻǘǘƻƳ άǎƻǳǊŎŜ ŎƻŘŜ ōŜŀǳǘƛŦƛŜǊέ όŀǎ ƻŦ ±пΦмΦлΦмстсύ allows 
created Java functions to be formatted in a predefined way (proper 
ƛƴŘŜƴǘǎΣ ŎƻƭƻǳǊǎ ŜǘŎύΣ ǘƘŜ άōŜŀǳǘƛŦƛŜǊέ ŘƻŜǎ ǘƘƛǎΦ ¢Ƙƛǎ ƛǎ ŀ JAR (Java 
Archive) file. By pressing on the down-button at the right, you open a 
GIT repository on the web where you can download the beautifier: 
google-java-format-1.7-all-deps.jar .  
Add the command ƛƴ ǘƘŜ ά.ŜŀǳǘƛŦƛŜǊ ŎƻƳƳŀƴŘέ ǘŜȄǘ ōƻȄΦ 9ΦƎΦ  
D: \ <folder path to the jar file>  "java.exe - jar  ç 

D: \ Programs \ google - java - format - 1.7 - all - deps.jar - r" .  (one line!) 
For it to work, you have to have or install the Java runtime 
environment. 

Interface 
¢ƘŜ άLƴǘŜǊŦŀŎŜέ ǘŀō Ŏƻƴǘŀƛƴǎ ǎŜǘǘƛƴƎǎ ǘƘŀǘ ŀƭƭƻǿ ǎǇŜŎƛŦƛŎ ŎƻƭƻǳǊǎ ǘƻ ōŜ 
used in BDS application.  

To move menu objects around the screen during design, these objects 
must not be locked to their position. They can be unlocked at any time, 
but in this setup menu you can specify how the initial behaviour 
should be. 
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The άRender text as ƛƳŀƎŜέ ƘŜƭǇǎ ƛƴ ǘƘŜ Designer Window to scale text 
ƛŦ ȅƻǳ ŘƻƴΩǘ ǿŀǘŎƘ ŀǘ млл҈Φ  

You may want to cƘŀƴƎŜ ǘƘŜ ά{ƪƛƴέ ǎŜǘǘƛƴƎ ǿƘƛŎƘ ǊǳƭŜǎ ǘƘŜ ŀǇǇŜŀǊŀƴŎŜ 
of the BDS interface. Screenshots in this ǳǎŜǊΩǎ ƎǳƛŘŜ ǳǎŜ ǘƘŜ ά5ŜŦŀǳƭǘέ 
Ŧƭŀǘ ǎƪƛƴΣ ōǳǘ ǘƘŜ ƻǇǘƛƻƴŀƭ άbŜǿ {ǘȅƭŜέ ƎƛǾŜǎ ŀ ƳƻǊŜ о5 ǘȅǇŜ 
impressionΣ άbŜƻƴέ ƳƻǊŜ ƻŦ ŀƴ ƻǳǘƭƛƴŜ ƛƳǇǊŜǎǎƛƻƴ. All three are shown 
below. 

 

Default 

 

New Style 

 

Neon 

Compile 
This window allows you to specify the amount of memory to use for 
the JVM (Java Virtual Machine). This memory is required during the 
simulation process. This limit is also used during the compilation 
process. The JVM requires additional memory for the graphic images 
that it draws on the screen during simulation. If you use a lot of 
graphics you may need to increase JVM memory limit value. 

Java stores its Javas and program files in a specific project location 
(subfolder __SCRIPTS) that cannot be changed. Those files also 
become part of the final disc image. They are then stored in the 
__JAVA folder in a Java archive (JAR) file. Using a separate (disc)folder 
for the Java code allows to replace it if during authoring you only 
change menus and navigation. A recompilation of the Java code and 
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replacing the old JAR file updates the muxer output folder without 
having to remux the movie streams. 

Most Compile settings are best left to their initial settings for now. 

If projects need not to be signed you may clear the ά±ŀƭƛŘŀǘŜ SIGέ 
check ƛƴ ǘƘŜ άǎƛƎƴŀǘǳǊŜ ǾŀƭƛŘŀǘƛƻƴέ ǎŜŎǘƛƻƴ. This may apply to home 
users but not commercial users (see Appendix B: Commercial settings). 
Signing is required if you create a multi-jar project (Interlude: JAR title 
files with menu or movie on page 213).  

 

If you need to sign your projects: 

¶ ¢ƘŜ άŘƻǿƴƭƻŀŘέ ōǳǘǘƻƴ ƴŜȄǘ ǘƻ ǘƘŜ άhǇŜƴ{{[ ǇŀǘƘέ ǊŜŘƛǊŜŎǘǎ 
you to the wiki.openssl.org website to download the OpenSSL 
binary distribution for Windows. ¢ƘŜ άǇŀǘƘέ Ƴǳǎǘ Ŏƻƴǘŀƛƴ ǘƘŜ 
complete file specification of the άWin32 (or 64) OpenSSL 
<version> Light.exeέ file, known once you installed it on your 
system. BDS recommends the use of versions from 
overbyte.eu (Download OpenSSL Binaries section) or 
bintray.com/vszakats or indy.fulgan.com. 

If you create slideshows (BDS MX version only): 

¶ ¢ƘŜ άŘƻǿƴƭƻŀŘέ ōǳǘǘƻƴ ƴŜȄǘ ǘƻ ǘƘŜ άȄнсп ǇŀǘƘέ ǊŜŘƛǊŜŎǘǎ ȅƻǳ 
to the download.videolan.org/pub/x264/binaries/win32 
website to download and install the x264 library that is 
required for BDS MX if you want to create slideshows. X264 is 
a free software library and application created by Videolan for 
encoding video streams into the H.264/MPEG-4 AVC 
compression format. ¢ƘŜ άǇŀǘƘέ Ƴǳǎǘ Ŏƻƴǘŀƛƴ ǘƘŜ ŎƻƳǇƭŜǘŜ 
ŦƛƭŜ ǎǇŜŎƛŦƛŎŀǘƛƻƴ ƻŦ ǘƘŜ άȄнсп ғhashvalue>ΦŜȄŜέ file, known 
once you installed it on your system. 

 

http://wiki.overbyte.eu/wiki/index.php/ICS_Download
https://bintray.com/vszakats/generic/openssl
https://indy.fulgan.com/SSL/
https://en.wikipedia.org/wiki/H.264
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Muxers 
¢ƘŜ άaǳȄŜǊǎέ ǿƛƴŘƻǿ ƛǎ ǎǇŜŎƛŦƛŎ to the process step that converts the 
project into a bluray disc. The most important part is the specification 
of the location of the tsMuxer. The muxer combines video, audio and 
subtitle streams and inserts chapter marks.  

 

The BDS MX version has its own internal muxer (V5.0.1 at time of 
writing) once its license file makes it available. It need not be specified 
explicitly.:. Updates on this muxer are automatically provided except 
ǿƘŜƴ ǘƘŜ LƎƴƻǊŜ ¦ǇŘŀǘŜǎέ ŎƘŜŎƪōƻȄ ƛǎ ŎƘŜŎƪŜŘΦ 

The internal muxer requires  BDA compliant MPEG4-AVC video streams. 
tsMuxer is more relaxed and also accepts some other formats such as MPEG-
TS.  

Unchecking the check mark άRun tsMuxer in external console 
windowέ, the tsMuxer output is redirected to the άoutputέ window of 
BDS rather than having separate muxer DOS command windows to 
pop up each time the muxer starts working on a movie file. This 
ǊŜƳƻǾŜǎ ǘƘŜ Ǌƛǎƪ ǘƘŀǘ ȅƻǳ ƛƴǘŜǊǊǳǇǘ ǘƘŜ ƳǳȄŜǊΩǎ ǿƻǊƪƛƴƎ ōŜŎŀǳǎŜ 
suddenly you find yourself typing in its window (it gets focus!). 

I found that if tsMuxer is used in BDS MX 4.1, disabling the external console 
ǿƛƴŘƻǿ Ƴŀȅ ŎŀǳǎŜ ǘƘŜ ƳǳȄƛƴƎ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘ ǘƻ ŀōƻǊǘ ǿƘŜƴ ǘƘŜ ά¦ǇŘŀǘƛƴƎέ 
ǇƘŀǎŜ ƻŦ ǘƘŜ ŘƛǎŎ ōǳƛƭŘƛƴƎ ǎǘŀǊǘǎΦ !ƴ ŜǊǊƻǊ ƳŜǎǎŀƎŜ ƻŦ ά¢ƘŜ ǎȅǎǘŜƳ Ŏŀƴƴƻǘ 
ƭƻŎŀǘŜ ǘƘŜ ƻōƧŜŎǘ ǎǇŜŎƛŦƛŜŘΦ [ƛƴŜΥ лέ ŜǊǊƻǊ ǇƻǇǎ ǳǇΦ Lƴ ǘƘŀǘ ŎŀǎŜΥ ŎƘŜŎƪ ǘƘŜ 
checkbox for the external console window and rebuild the disc again ς 
hopefully this time without an error. 

The muxer also creates the index file required for chapter marks. To 
ŎǊŜŀǘŜ ŀ ƴŜǿ ƛƴŘŜȄ ŦƛƭŜ ǉǳƛŎƪƭȅΣ ŎƘŜŎƪ ά¦ǎŜ Ŧŀǎǘ ƳƻŘŜέΦ ¢Ƙƛǎ ǎƪƛǇǎ 
several steps not immediately needed when a new file is created. The 
tsMuxer and internal MX muxer use different index files ς the right 
ones are created depending on your setting of the muxer to use. 

There is also a section for settings for the Rovi Scenarist BD 
)application. This is an external authoring application with its own 
muxer (capable of 3D movie handling). BDS Standard and MX can 
export its final data to Scenarist for muxing to a disc image. Its settings 
Ƴŀȅ ōŜ ƭŜŦǘ ŜƳǇǘȅ ƛŦ ȅƻǳ ŘƻƴΩǘ ǳǎŜ ƛǘΦ 
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In BDS MX yƻǳ ǎǇŜŎƛŦȅ ǿƘƛŎƘ ƳǳȄŜǊ ǘƻ ǳǎŜ ƛƴ ǘƘŜ ά/ƻƳǇƛƭŜέ dropdown 
ƻƴ ǘƘŜ ƳŜƴǳΦ {ŜƭŜŎǘ άaǳȄ ōȅ ǘǎaǳȄŜǊέ or άƛƴǘŜǊƴŀƭ ƳǳȄŜǊέ  For the 
BDS MX specific features slideshow or PIP, you must use the internal 
muxer. 

If you want the Rovi Scenarist BD program to do the final muxing, skip 
the muxing step in BDS and instead export to Scenarist. 

 

TƘŜ άƳǳȄŜǊέ ōǳǘǘƻƴ indicates through its icon what muxer will be 
used. 

      

BDS Movies ς filename requirements 

Officially there are no restrictions to file names. However, experience 
shows that sometimes during the building of the bluray, the process is 
aborted (άcannot copy 0000.jar fileέ) which is a strange way of saying 
άsome file names have characters in them that they better not have.έ  

Some satellite receiver stations (notably BBC) insert non-printable 
ŎƘŀǊŀŎǘŜǊǎ ƛƴ ǘƘŜƛǊ ŦƛƭŜ ƴŀƳŜǎΦ ¢ƘŜȅ ŘƻƴΩǘ ǎƘƻǿ ƛƴ ǘƘŜ ²ƛƴŘƻǿǎ 
Explorer file lists. These are acceptable to BDS but not to tsMuxer and 
it will issue error messages for those files. BDS tries to make them 
acceptable by replacing non-printable characters by "#" characters.  

Iǘ ǎŜŜƳǎ ǎŀŦŜ ǘƻ ŀǾƻƛŘ άǎǘǊŀƴƎŜέ ŎƘŀǊŀŎǘŜǊǎ ƛƴ ǘƘŜƛǊ ƴŀƳŜǎΦ This also 
includes punctuation marks like apostrophe ( ' ), ampersand ( % ) as 
well as diacritics such as ë, ø and any non-A-Z or 0-9 characters. 
Several other pitfalls are also mentioned in the online help file in 
ǎŜŎǘƛƻƴ άHow to avoid problemsέΦ 

BDS Movies ς movie picture and audio requirements 

:BDS allows an unlimited number of movies to be added to a project ς 
as long as their total size fits within the target size of the bluray disc. 
They need to conform to the BDA defined standards (see Appendix C: 
Bluray specifications). If they do not, you need to transpose them to 
one of the BDA standards. 
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¶ TƘŜ ǊŜǎƻƭǳǘƛƻƴ Ƴǳǎǘ ōŜ ƻƴŜ ƻŦ ōƭǳǊŀȅΩǎ ŀƭƭƻǿŜŘ ǾŜǊǎƛƻƴǎΣ Ƴƻǎǘ 
likely 1920x1080, 1440x1080, 1280x720, 720x480 (NTSC) of 
720x576 (PAL). It may have any aspect ratio (Academy, 
Widescreen, CinemaScope). 

The player will add vertical or horizontal black bars to the image to 
ƳŀƪŜ ƛǘ Ŧƛǘ ǘƘŜ ǎŎǊŜŜƴΩǎ ǿƛŘŜǎŎǊŜŜƴ ŀǎǇŜŎǘ ǊŀǘƛƻΦ !Ŏademy format will 
be pillar boxed by vertical black bars at the left and right of the image. 
Extreme widescreen movies in TechniScope or Cinerama (2.35:1, 
2,55:1 etc) will be letterboxed by black bars on top and bottom.4 

You can use the MediaInfo tool to inspect the movie properties. The 
video stream must be of MPEG4-AVC or other BDA compliant format 
type. Many .ts files are just that ς transport streams (and have MPEG-
TS stream type) and are not BDA compliant. They are acceptable to 
tsMuxer but they need to be converted into BDAV AVC to become 
acceptable to the internal MX muxer. Also, MPEG-TS, being not 
compliant, may cause a disc not to run in all standalone players 
although in my experience all of the ones I used do. 

During the editing phase of a movie you may want to remove certain 
parts (like commercial interruptions). In that case, ensure that each 
section starts with a full frame (I-frame). When not, the transition at a 
join will show pixels and a stuttering picture at the transition. Also, the 
audio may start to run out of sync. A true video editor will create I-
frames automatically at editing cuts but simple cutting tools do not. 

When a movie has a combined video/audio track, as is usual when 
ripped from DVD, BR, television, YouTube or video camera, it must be 
demuxed into its component tracks after it has been transcoded to a 
BDA compliant format. One video track can have several audio tracks 
(original, dubbed translation, editor comments, music-only and such) 
and subtitles (for different languages).  

Starting from BDS V4.7 you can also drag a .mkv, .mp4, .mpls, .m2ts, .ts files 
directly from the library window or Windows Explorer to the properties of an 
(as yet) blank movie placeholder. Its Video and Audio properties are then filled 
with the demuxed movie steams. The dragged movie file must have the 
proper BDA resolution and frame rates (see Appendix C: Bluray specifications) 
as BDS only assists in demuxing, not in transcoding! 

Transcode to AVC 
There is a range of free or paid encoders that may assist you in 
converting film formats into BDA acceptable AVC files. Some of them 
only have a command line interface, some have a Windows GUI 
around them. and some are full fledged Windows applications (like 
Wonderfox HD Video Converter Factory). 

But BDS has such an encoder inside: x264. You can use it standalone 
(use the command file that can be downloaded from the BDS site 

 
4 If you got a weird resolution liker 1536:1152 which happens to be 4:3 you may 
transcode it to 1280:720 (allowable bluray format) while specifying aspect ratio 4:3 in 
the video editor. The player will add pillar box bars around the 4:3 image to make it 
look widescreen 16:9 
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https://www.blu-disc.net/download/x264_cmd.zip ) or from within 
BDS.   

On the menu bar, select Tools> x264/x265 encoders 

 

This opens a window in which you can specify your source movie file 
and the transcoded AVC version of it. You may drag the file from an 
Explorer window onto the encoder window. 

The encoder itself is automatically installed in <system disk>:\Program 
Files\Blu-Disc Studio MX\EncoderUI when you install 64 bit BDS.  

You need to explicitly mention it in the "x.264 executable text box) as 
the interface also allows other encoders (that use the same command 
line format) to work with this. You need to specify the .exe version and 
not the GUI file that is located in the same folder. 

 

You may wish to change frame rate and bit rates when these are 
different for your own source file. The higher bitrates provide a better 
image (not true for "upsampling") and the correct frame rate avoids 
single frames to be duplicated or omitted to meet the new frame rate 
specified. 

To transcode, click the "Encode with x.264" button. This opens a 
command window for the encoder to do its work. The encoder is 
rather slow and only produces a video stream. The audio must be 

https://www.blu-disc.net/download/x264_cmd.zip
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demuxed using another tool, such as tsMuxer. You may need to apply 
the command mode eac3to transcoder to make the audio BDA 
compliant by a command like 

 eac3to input.wav output.ac3 - 448  

The odd thing is this window remains open and for each encoding a 
new command window and GUI are opened. You need to manually 
close the older ones. Or end up with several GUI and command line 
windows. 

BDS Movies ς subtitles requirement 

Subtitles can be added to the movies on disc. To be acceptable, they 
have to be created in either 

¶ .srt ς the well-known subtitle format which is a text file with time 
codes  

¶ .sup ς a transparent image with the subtitle as opaque image 
part. Basically, it is a picture whose text cannot be edited (usually 
created when a ripped bluray .m2ts file demuxes .sup subtitle 
files).  

¶ .xml ς the BDN Xml format (sometimes delivered in .bdn file 
type). A bluray specific subtitle format defined by Sony which has 
3D extensions to specify how deep the titles are immersed in the 
image. 

¶ .pes+.mui ς the PES format ς a variant similar to .sup subtitles 

¢ƘŜ ǘƻƻƭ άǎǳōǘƛǘƭŜ ŜŘƛǘέ Ŏŀƴ ŎƻƴǾŜǊǘ many of these formats into the 
more common .srt. For image based subtitles it attempts to convert it 
to text using OCR conversion (See Appendix E: External Tools). 

The text-based .srt file must not contain non-printable characters. This 
will not be acceptable for the BDS used muxer but is only discovered at 
ŘƛǎŎ ƳǳȄƛƴƎ ǘƛƳŜ όƭƻƎƎŜŘ ŜǊǊƻǊΥ άaŜǘŀ Řŀǘŀ ƎŜƴŜǊŀǘƛƻƴ ŦŀƛƭŜŘέύΦ.  

Sometimes they contain instructions meant for .ass files where you 
can also specify subtitles to move to the top of the screen (with the 
{\an8} instruction). ¢ƘŜ ƳǳȄŜǊǎ ŘƻƴΩǘ ŘŜǘŜŎǘ ǘƘƛǎ όŀǎ ƛǘ ƛǎ Ǉƭŀƛƴ ǘŜȄǘύ 
unlike tags like <i> for italic. The .ass instructions need to be removed.  

For suitable size of the subtitle depending on the resolution, see 
section Bluray disc set top player specification on page 21. 

BDS Menu requirements 

Menus consist of background movies, images (mostly textual 
descriptions) and buttons.  

There is a maximum number of pixels for all menus together: 
7 900 000 for V2 of the Java JVM (selecting V1 allows even less: 59 000 
pixels). This corresponds with about three full screen images. They are 
stored in a single Java JAR file archive.  If you need more pixels on your 
menus, you must divide the menus over multiple JAR files (see 
Interlude: JAR title files with menu or movie on page 213). Sometimes 
you can get away with a single JAR title if you indicate in the project 
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properties to use BD-J profile V2 and Disc Profile "the same as BD-J 
profile". Sometimes spliiting images as separate files may also help. 

To reduce the demand of menu pixels, you can provide a menu 
background through a menu background video.  BDS insists that the 
background is a (short) movie and its resolution defines the size of the 
menus in which it plays. For best results, the background movie must 
be of 1920 x 1080 pixels resolution. Any other size may distort a menu 
on playback as each menu is cut to fit the movie resolution. This may 
imply that a menu movie of 1280 x 720 (not full HD) combined with a 
menu at 1920x1080 (full HD) will only show 1280x720 pixels of that 
menu: the left top part only. 

The background movie does not count against the total pixel number 
(7 900 000) allowed for all menus together. It is therefore advisable to 
always use a (still picture, even solid black or other coloured) movie as 
menu background rather than a black still image. If you can make a 
short video of a still image and use that video as menu background you 
will not use any menu pixel and still have the same effect. 

We will cover menus later, but keep in mind that menu texts, buttons 
and other visible objects are created from picture .png files. These .png 
files allow for transparent parts instead of filling it with some default 
colour. But transparent pixels also contribute to the pixel count. 
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Using Blu Disc Studio and customizing it 

The Blu Disc Studio interface 

The BDS interface has many objects that all are useful at some point in 
the project. To create a basic project, you may use the wizard that is 
invoked through File > New. This will ask for a movie (with all its 
streams), the main menu (composed by a .psd file with layers or set of 
.png files), bonus movies and popup-menus. Any element you do not 
ƘŀǾŜ ȅƻǳ ǎƛƳǇƭȅ ǎƪƛǇ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ άƴŜȄǘέ ōǳǘǘƻƴ ƻŦ ǘƘŜ ǿƛȊŀǊŘΦ 
Those missing elements are added later manually. The wizard sets up a 
basic project to which you can add any element at any later time. 

You can just specify File > New and only specify project name and 
project folder and leave it at that for the moment. The required 
elements will be added later. 

The user interface of Blu Disc Studio looks a bit like the figure below ς 
but this can be customized to fit your needs as most windows are 
dockable. That means you can pick up any part at their title bar and 
move it to any place you like. Independently as a floating window or 
docked at another location within the interface (see Appendix G: 
Dockable windows for more details). 

 

 

We will build the project manually to make you familiar with the 
interface. There are various independent windows that show 
information of the project and allow you to modify it. These windows 
ŀǊŜ ƳŀŘŜ ǾƛǎƛōƭŜ ǳǎƛƴƎ ǘƘŜ ά±ƛŜǿέ ƳŜƴǳ ƻǇǘƛƻƴ ǘƘŀǘ ƭƛǎǘǎ ǘƘŜ Ǿŀrious 
windows. They can be positioned independently. And by pressing their 
ά·έ ōǳǘǘƻƴ ƛƴ ǘƘŜ ǘƻǇ ǊƛƎƘǘ ŎƻǊƴŜǊ ȅƻǳ Ƴŀȅ ƳŀƪŜ ǘƘŜƳ ŘƛǎŀǇǇŜŀǊ ŦǊƻƳ 
view. 
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In the discussions on making a project, we will indicate what window 
to use. But for completeness sake the figure above shows all of them 
όŀǎ ŘƻŜǎ ǘƘŜ IŜƭǇ Ҕ IŜƭǇ ŦƛƭŜ ƛƴ ƛǘǎ άLƴǘŜǊŦŀŎŜ > main screenέ topic).   

 

1. Main menu and Toolbar ς The area containing pull-down menu 
options and the bar that contains shortcuts to menu and other 
commands. Many buttons have a menu text equivalent. 

2. JARs ς  Each project consist of JAR files. This window allows to 
change JAR parameters, JAR start action, First Play, Top Menu 

3. Project tree ς shows all menus, movies and playlists. Basically, it 
shows what objects your current project contains. 

4. Objects ς shows objects of the selected menu such as pictures 
and buttons. 

5. Properties window ς shows properties for the selected menu, 
movie and graphic object such as buttons.  

6. Designer window ς shows the selected menu, where you can 
select objects and move them. Used to compose a menu screen 
with all its objects. From 4.2.1.1794 onwards you can also resize 
objects. 

7. Project structure window ς displays an overview of the current 
project and its navigation: how buttons connect to menus and 
movies.  

8. Action matrix ς indicates what happens when a button on a menu 
is pressed. This window is used for quick copy actions, animations 
and highlights between buttons that have similar properties. 

9. Library window ς shows graphic, video and audio assets to import 
in the project. It it shown here in its undocked state. 

10. Log output window (basically used during compile/export). This 
output is also stored in a log file in the project \Log subfolder. 

General and project specific settings 

There are two major places where you customize your authoring 
process: 

1. Always: settings in Tools > Options 
Use this to specify the muxer to use, Java coding options, 
default project locations, etc. 

2. Project specific: settings in Project > Project Settings. 
Use this to specify what default audio tracks to use, what Java 
functions are coded for this disc, where to create the disc 
image, etc. 
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Step 1: Get organized 

²ƘŜƴ ȅƻǳΩǊŜ ŀƴ ƻǊƎŀƴƛȊŜŘ ǇŜǊǎƻƴ ȅƻǳ Ŏŀƴ ǎƪƛǇ ǘƘƛǎ ǇǊŜƭƛƳƛƴŀǊȅ ǎǘŜǇ ŀǎ 
you obviously know where you put everything.  

But for all others: make sure you know where you get your stuff, 
where you leave your stuff and what you create in the middle phases. 
Making a mess of a project with elements all over the place and 
possibly with duplicate items, is guaranteed to create a nightmare for 
you. 

BDS helps you by setting a default top level root folder for all your 
projects ǎǇŜŎƛŦƛŜŘ ƛƴ ¢ƻƻƭǎҔhǇǘƛƻƴǎ άDŜƴŜǊŀƭέ ŦƻƭŘŜǊΦ Keep in mind that 
the folders you select must already exist. BDS does not create them for 
you. 

 

If you have a template project, that contains standard objects such as 
button shapes or fixed menu pictorial objects that you always use in 
your projects, you can store each template ŀǎ ǎǳōŦƻƭŘŜǊ ǘƻ άŘŜŦŀǳƭǘ 
ŦƻƭŘŜǊ ŦƻǊ ǘŜƳǇƭŀǘŜǎέΦ You use BDS to create such a template project 
ŀƴŘ ǎŀǾŜ ƛǘ ŀǎ ǎǳŎƘ ǳǎƛƴƎ ǘƘŜ ƳŜƴǳ άCƛƭŜ Ҕ 9ȄǇƻǊǘ ǘŜƳǇƭŀǘŜΧέ. You can 
create different templates for different occasions.  

When creating a new project that you want to build upon a template, 
use the File>Import from template. This allows you to select a 
template project. Once loaded, it will ask what the name will be for the 
new project .bdmd file. You need to (first) create a project folder 
yourself under the BDS default folder. 

If you want to base your project on a template, do not create a new project 
by the New Project wizard. This does not allow you to use a template 
project.  

Lǘǎ ά[ƻŀŘέ ōǳǘǘƻƴ means άLoad wizard projectέ and allows you to load a 
project that you can save from the wizard window (also saved automatically 
at the end of the wizard). This is not a real project ς it is just the wizard 
window settings saved in an external file. 

Any time you create a new project (File>New or New Project wizard), it 
will be added as a folder below thŜ άŘŜŦŀǳƭǘ ŦƻƭŘŜǊ ŦƻǊ ǇǊƻƧŜŎǘǎέ ŦƻƭŘŜǊΦ 
CƻǊ ƛƭƭǳǎǘǊŀǘƛƻƴ ǇǳǊǇƻǎŜǎΣ ƭŜǘΩǎ ƳŀƪŜ ŀ άbŜǿ tǊƻƧŜŎǘέ ǇǊƻƧŜŎǘΦ 
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With BDS you can select what sort of project you are making: the usual 
movie disc or an audio-only disc (two flavours ς neither of which have 
so far reached the general public at large). For our purposes, the 
ŘŜŦŀǳƭǘ άƳƻǾƛŜέ ƛǎ ǘƘŜ ǊƛƎƘǘ ŎƘƻƛŎŜΦ 

¦ǎŜ ǘƘŜ ά[ƻŀŘέ ōǳǘǘƻƴ ǘƻ ǊŜƻǇŜƴ ŀƴ ŜȄƛǎǘƛƴƎ ǇǊƻƧŜŎǘ ǊŀǘƘŜǊ ǘƘŀƴ 
creating a new one. 

tǊŜǎǎƛƴƎ άbŜȄǘέ ǊŜǇŜŀǘŜŘƭȅ results in a set of new project folders that 
will be populated during your work on the project. It already contains a 
hidden άψψIƛǎǘƻǊȅέ ŦƻƭŘŜǊ ǘƘŀǘ .5{ ǳǎŜǎ ǘƻ ƪŜŜǇ ǘƘŜ άƻƭŘέ ǇǊƻƧŜŎǘ ŦƛƭŜ 
in case you decide to exit without saving changes. Hidden folders are 
normally not seen in Windows unless you go to the File Explorer > 
±ƛŜǿ ǿƛƴŘƻǿ ŀƴŘ ŎƘŜŎƪ ά{Ƙƻǿ ƘƛŘŘŜƴ ŦƻƭŘŜǊǎέ ƛƴ ǘƘŜ άhǇǘƛƻƴǎέ ƳŜƴǳ 
item. 

¢ƘŜ ǇǊƻƧŜŎǘ ŦƛƭŜ ƛǘǎŜƭŦ όǘƘŀǘ άƪƴƻǿǎέ Ƙƻǿ ȅƻǳ have setup the movie and 
menu objects) is stored as project.bdmd file in the top project folder. 

 

You can open this file (double click suffices if the file type is linked to 
start the BDS program or via the BDS interface File>Open) and edit the 
project.  

You can copy or rename the file into anything you like. This way 
multiple .bdmd files can reside in the same project. This is handy if you 
want to have multiple projects that use the same ingredients but are 
handled slightly different (e.g. with or without menu animation or 
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switches or several disc projects for a set of bluray discs that contain a 
television series). 

²ƛǘƘƛƴ ǘƘŜ άbŜǿ tǊƻƧŜŎǘέ ŦƻƭŘŜǊ ȅƻǳ Ƴŀȅ ǿŀƴǘ ǘƻ ŀŘŘ ǎƻƳŜ ǎǳōŦƻƭŘŜǊǎ 
to get organised. I suggest you use a minimum of 

\ New Project  

  \ films  

  \ original sources  

  \ buttons  

  \ fonts  

  \ output  

¶ In \ films you can add all the movies demuxed in their video, 
audio and subtitle components. Those components are 
created by external applications. BDS will connect to these 
when you fill in the movie properties. 
If you drag .m2ts movie files to a blank movie placeholder, BDS 
outputsc the streams to \Assets instead of films. So you may 
prefer to call the \ films to \Assets  (dragging works from BDS 
4.7 onwards) 

¶ In \original sources you can store all menu files you create as 
Photoshop .psd or image .png files. It is not needed if you 
create the menus through BDS itself. 
BDS will read .psd files files and store them in a new subfolder 
\<menuname> (which is the .psd file name) that it creates for 
the New Project. It decomposes the .psd file layers into 
separate .png files and simply copies any .png file into its 
\<menuname> folder: this includes any picture and all button 
states file.  
If you used .png files, they remain where they are and no 
\menuname folder is created. In that case you refer to your 
.png files where you defined them (in \original sources and/or 
\buttons) 

¶ In \buttons you can store .png images that represent the 
various states of a button (more about those later). These 
images are used if you create menus from within BDS and 
specify button objects. 
If buttons are part of a Photoshop image (a separate layer) 
buttons are created in a \<menuname> folder after a 
Photoshop file import. 

¶ In \ fonts you collect all .ttf font files you use in creating BDS 
made menus with their background image objects. 

¶ \output will contain the final muxed bluray image. You specify 
this output folder in the Prroject > Project Properties menu 
ƻǇǘƛƻƴ ǿƛƴŘƻǿ ǳƴŘŜǊ ǘƘŜ άhǳǘǇǳǘ CƻƭŘŜǊέ ǘŜȄǘ ōƻȄΦ It is th 
ƻƴƭȅ ǘƛƳŜ .5{ ǿƛƭƭ ŎǊŜŀǘŜ ǘƘƛǎ ŦƻƭŘŜǊ ƛŦ ƛǘ ŘƻŜǎƴΩǘ ŜȄƛǎǘΦ 
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Step 2: Specify your languages 

For any audio or subtitle stream using a particular language, you need 
to ensure that language is part of the list of languages from which you 
can choose. By default, BDS has a short list of languages which reveals 
its East European origin.  

Set the required language codes by going to the main menu option 
Tools > Languages. The popup menu allows you to remove unwanted 
languages όά5ŜƭŜǘŜέ ōutton) and add όάғғ!ŘŘέύ desired ones into the 
άFavouritesέ ŎƻƭǳƳƴΦ Those codes are shown on playback if the user 
ǎŜƭŜŎǘǎ ŀƴ ŀǳŘƛƻ ƻǊ ǎǳōǘƛǘƭŜ ǎǘǊŜŀƳ ǳǎƛƴƎ ǘƘŜ άŀǳŘƛƻέ ƻǊ άǎǳōǘƛǘƭŜέ 
button on the remote-control. 

 

 

The languages are listed by their name, not their code or country. So 
ά5ǳǘŎƘέ ǿƛƭƭ ōŜ ŦƻǳƴŘ ǳƴŘŜǊ ά5έ ŀƴŘ ƴƻǘ ǳƴŘŜǊ άbέ ŦƻǊ άbŜǘƘŜǊƭŀƴŘǎέΦ 
A checkbox allows you to sort the list in code-ƻǊŘŜǊΦ ¢ƘŜƴ άƴƭŘέ ǿƛƭƭ ōŜ 
ŦƻǳƴŘ ǳƴŘŜǊ άbέ ŦƻǊ ǘƘŜ 5ǳǘŎƘ ƭŀƴƎǳŀƎŜ ŎƻŘŜΦ 

The most applicable language can be moved to the top of the selected 
list using the up/down arrow keys on the popup window. 

 

The default language to use in a project is set in the Project Properties 
ǿƛƴŘƻǿ όtǊƻƧŜŎǘ Ҕ tǊƻƧŜŎǘ tǊƻǇŜǊǘƛŜǎύ ƛƴ ƛǘǎ άDŜƴŜǊŀƭέ ǘŀō ƛƴŘƛŎŀǘƛƴƎ 
ǘƘŜ ά5ŜŦŀǳƭǘ ƭŀƴƎǳŀƎŜ ŎƻŘŜέΦ ¢Ƙƛǎ ǿƛƭƭ ǎŜǘ ŀƴȅ ŀǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜ ǘǊŀŎƪ 
by default as being that language. You can still change this language 
assignment manually for each track. 

When you add audio or subtitle tracks to your project, you can indicate 
the language associated with the track. However, if the file name of 
the track includes the official language code, BDS will automatically 
apply that as the language indicator. For example "commentary DAN" 
as an audio track file will be given "danish" as language since "DAN" is 
the official code for Danish. Of course, you can always manually 
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change the language setting for each track, overruling the code that is 
part of the file name.  

Step 3: Enable Top menu 

A disc in a player can be forced to go to the top menu via the remote 
control. This only works (as of V4.3) if the Java code, contained in a 
Java Archive (JAR) file, has been set to allow a Top Menu call. 

You enable Top Menu instructions by going to the "JARs window"5 
(Select it from the View menu or press F12 if it isn't shown)  Select the 
top one on the list, usually the 0000 Jar (it may be the only one)  

 

and double click on it (or right click and select JAR Setings).  This allows 
you to check the item "Allow Top Menu Call" .  The JAR number first in 
the list is the one that will play when the disc starts (it used to be 
pointed at with a "First play" comment). 

If you have a single JAR you may speed up the Top Menu display by 
setting the project type to Quick Top Menu (see Quick Top Menu on 
page 228). 

 

 

Step 4: Specify the Java version to use for menus 

²ƘƛƭŜ ȅƻǳΩǊŜ ŀǘ ƛǘΣ ȅƻǳ Ƴŀȅ ŀƭǎƻ ǿƛǎƘ ǘƻ ŎƘŀƴƎŜ ǘƘŜ .5-Java profile 
ǾŜǊǎƛƻƴ ǘƻ ±н ƛƴ ǘƘŜ ǎŀƳŜ άDŜƴŜǊŀƭέ ǘŀōΦ ¢Ƙƛǎ ŀƭƭƻǿǎ ŦƻǊ ŀ ƭŀǊƎŜǊ ǘƻǘŀƭ 
pixel size of all menus together (up to 7 900 000 pixels ς about 3 ½ full 
HD screens worth of pixels in V1). .ȅ ŎƘŀƴƎƛƴƎ ƛǘŜƳ ά/ƻƳōƛƴŜ ƛƳŀƎŜǎέ 
ŦǊƻƳ ǘƘŜ ŘŜŦŀǳƭǘ άƛƴ ŀ ǎƛƴƎƭŜ ƛƳŀƎŜέ ƛƴǘƻ ά{Ǉƭƛǘ ƛƴǘƻ ǎŜǇŀǊŀǘŜ ŦƛƭŜǎέ you 
have twice as many pixels for the images. 

 
5 Upto V4.6.4.2179 it used to be found as Project menu option: select "JAR Properties" 
from its dropdown list5. 
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The output disc profile version may be forced to Version 1 (for older 
BR players) or to be the same as the BD-W ǇǊƻŦƛƭŜ ȅƻǳ ǳǎŜ όάǎŀƳŜ .5-J 
ǇǊƻŦƛƭŜέύΦ 

Lǘ ƛǎ ŀŘǾƛǎŜŘ ǘƻ ƪŜŜǇ ǘƘŜ ŘƛǎŎ ǇǊƻŦƛƭŜ ǾŜǊǎƛƻƴ ǘƻ άŦƻǊŎŜ ǾŜǊǎƛƻƴ мέΦ ¢ƘŜ ƻǘƘŜǊ 
ƻǇǘƛƻƴΣ άǎŀƳŜ .5-W ǇǊƻŦƛƭŜέ ǊŜǎǳƭǘǎ ƛƴ ŘƛǎŎǎ ǘƘŀǘ ŀǊŜ ƴƻǘ ǳƴƛǾŜǊǎŀƭƭȅ ŀŎŎŜǇǘŜŘ 
by (older) set top players. The disc may play only on some set top players 
and software players). 

Step 5: Signing and restoring (resuming) 

All characteristics specific for the disc you author are found under the 
Project > Project Settings menu windows. Two items are important:  

¶ do you sign your Java generated codeΥ ŎƘŜŎƪ άǎƛƎƴ ǘƘŜ W!wέ 
ŀƴŘ ǎǇŜŎƛŦȅ ǾŀƭǳŜǎ ŦƻǊ ǎƛƎƴƛƴƎ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ά{ƛƎƴ {ŜǘǘƛƴƎǎέ 

¶ do you want to resume  playing your disc from the point of 
ƛƴǘŜǊǊǳǇǘƛƻƴ όǎŜǘ ά5ƛǎŎ {ŜǘǘƛƴƎέ ǘƻ ŜƛǘƘŜǊ άwŜǎǘƻǊŜ ōȅ 
ŎƻƳƳŀƴŘέ ƻǊ άwŜǎǘƻǊŜ ƻƴ ŘƛǎŎ ƭƻŀŘέ). 6 

 
 

¢ƘŜ άDŜƴŜǊŀƭέ ǘŀō Ŏƻƴǘŀƛƴǎ ǘƘŜ Ƴƻǎǘ ƭƛƪŜƭȅ ƛƴŦƻǊƳŀǘƛƻƴ ȅƻǳ Ƴŀȅ ǿƛǎƘ 
to edit. The other tabs will be discussed when they become relevant 
during authoring. 

The Output folder indicates where you want BDS to create the bluray 
disc image when everything is muxed into a final disc. It is common to 
use a subfolder \Output to the the project folder for this. 

 
6 Resume is recognized by the project ID of your project. This is a number generated by 
BDS from the Organisation ID (set when you sign the JAR), Application ID and the 
Storage File Name ς both values set on the General tab in the JAR Signing section. 
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Projects with multiple JAR files need to be signed (see  Switching 
between JAR titles on page 213). 

The other tabs are relevant for several other project-specific settings 
that will be discussed when relevant (like "menu" for some exotic 
features, "streams" to indicate what audio and subtitle tracks should 
be set for specific movies, "Functions" for any privately developed Java 
code to perform certain actions not readily available by BDS options 
itself and "Advanced" which is best left alone but allows audio/video 
synchronisation, default size setting for menus (10870x1920 vs 
1280x720 or 1440x1080). 

3-D movies 

For a short time, it looked like bluray had all the needed qualities to 
allow 3D movies to be recorded: sufficient space to store both left and 
right eye images in full colour. The problem remained with the tv sets 
and video projectors. Both eye images needed to be shown in quick 
succession to the designated eye, requiring still shutter glasses to be 
worn. Some people get headaches watching 3D that way. It did not 
become a big success so far and as of 2018 most major home 
entertainment studios have discontinued the bluray 3D format in 
North America and other regions. No television manufacturer still 
produces 3D-capable television sets. Some bluray disc players and 
video projectors are still capable to show  3D formatted movies ς the 
use of a set of  passive or active 3D glasses is required. 

BDS support two types of 3D: 

¶ "flat" Side-By-Side where each image is split in two halves ς a 
left eye and right eye image. The video projector or television 
set must be capable of showing these 3D movies ŀǎ άǎƛŘŜ ōȅ 
ǎƛŘŜέ ƻǊ άƻǾŜǊ-ǳƴŘŜǊέΦ ¢ƘŜ ŜŦŦŜŎǘƛǾŜ ǊŜǎƻƭǳǘƛƻƴ ƛǎ ƘŀƭŦ ƻŦ ŀ 
normal image since the image area is divided between two 
images. For BDS this is a disc like any other. 

¶ "true" 3D where left and right image are both in full resolution 
and are interleaved where projectors and television sets shows 
left and right images in rapid succession. BDS requires special 
settings so the set top player recognizes the 3D content. 

Both types are discussed at some length in part Part 7: 3-D on page 
425. 

Burning discs 

BDS has no built in capability to burn the final bluray disc image. It 
produces the \BDMV and \CERTIFICATE folders that make up a bluray 
disc that can be played in a set top box but it cannot burn it. You need 
to use a separate application such as the freeware ImgBurn or 
commercial Nero suite to burn those folders to a bluray disc. 

LŦ ȅƻǳ Ǝƻǘ ǘƘŜ .5{ a· tǊƻ ǾŜǊǎƛƻƴΣ ȅƻǳ Ŏŀƴ ƳŀƪŜ ŀ άǎǘŀƳǇέ ŦƛƭŜ ό/aCύ 
that commercial disc manufacturers use to mass-produce a disc title. 

 





 

Part 2: Basic operations  
 





Blu Disc Studio Standard/MX ς ! .ŜƎƛƴƴŜǊΩǎ DǳƛŘŜ  49 

Project 1: Create the simplest bluray 

The Project Goal 

The goal is to produce a bluray that simply plays a movie directly after 
inserting it in a bluray player. And if there is a second movie, start 
playing that one after the first. When all is done, it starts again (loop) 
or stops ς depending on how you author it. 

This is using BDS capability to create a disc image (set of folders to 
burn on a disc) but leave much of the work to external tools ς mostly 
the muxer. Either the external tsMuxer or the internal BDS muxer. 

There are no menus, no buttons, no frills. But the movie has chapter 
points that can be moved to using the remote-control buttons. In the 
steps below you will 

¶ Create a bluray disc 

¶ Fill the disc with movies, played in sequence 

¶ Add audio tracks, subtitle tracks and chapters to movies 

If you want to create this project yourself, use the source files as 
specified in Appendix A: The ǳǎŜǊΩǎ ƎǳƛŘŜ source files. Just give the 
project a unique name in order not to collide with the one we use 
below. 

BDS general behaviour can be configured through the Tools > Options 
window. Settings specific for a project (such as which audio or subtitle 
stream to show by default) are set through Project > Project Settings.  

Project Elements 

Our first project requires only one part of the BDS functionality: 
everything needed to mux a disc with video movies. 

The other part of BDS, menus, buttons and navigation, are not needed 
and are left to the next project. 

Movies 
The most important ingredient of a simple bluray disc. BDS uses movie 
placeholders in its project tree to link to the physical files of the video 
movies. 

 

¸ƻǳ ŀŘŘ ƳƻǾƛŜ ǇƭŀŎŜƘƻƭŘŜǊǎ ƛƴ ǘƘŜ άaƻǾƛŜǎέ ōǊŀƴŎƘ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘ ǘǊŜŜ 
ōȅ ǎŜƭŜŎǘƛƴƎ ǘƘŜ άaƻǾƛŜǎέ ōǊŀƴŎƘ ŀƴŘ Ǿƛŀ ǊƛƎƘǘ-click open a context 
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ƳŜƴǳ ŦǊƻƳ ǿƘƛŎƘ ȅƻǳ ǎŜƭŜŎǘ άbŜǿ ƳŜƴǳέ όƻǊ ǇǊŜǎǎ {ILC¢κ/¢w[κ±ύΦ 

There is also a button that adds a movie placeholder:  . 

The placeholder is all that is needed to author a BDS bluray disc if you 
ǳǎŜ ƳŜƴǳǎΣ ōǳǘǘƻƴǎ ŀƴŘ ƴŀǾƛƎŀǘƛƻƴΦ ²ŜΩǊŜ ƴƻǘ ŘƻƛƴƎ ǘƘŀǘ ƛƴ ǘƘƛǎ 
project, but the placeholder is still needed. 

Movie streams 
To create a disc it does not suffice to have movie placeholders: they 
also need to be filled in. They must be linked with the movie streams 
of the real movie. 

.5{ Ŏŀƴƴƻǘ ǿƻǊƪ ǿƛǘƘ άŦǳƭƭ ƳƻǾƛŜǎέΦ Lǘ ƴŜŜŘǎ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭ ǎǘǊŜŀƳǎΦ ! 
movie has the following streams: 

¶ ƻƴŜ ǾƛŘŜƻ ƛƳŀƎŜ ǎǘǊŜŀƳ  όŀ άǎƛƭŜƴǘέ ƳƻǾƛŜύ 

¶ one or more audio streams (different languages, music only 
etc) 

¶ zero or more subtitle streams (for various languages) 

These streams must adhere to strict standards imposed by the BDA ς 
Bluray Disc Association.  BDS relies on you providing the right streams 
ς ƛǘ ǿƻƴΩǘ ŎƻǊǊŜŎǘ ǘƘŜƳΦ ¢ƘŜ ƻƴƭȅ ǘƘƛƴƎ ƛǘ ŘƻŜǎ ƛǎ ŎƻƳōƛƴƛƴƎ ǘƘŜ 
streams into a single complete movie in .m2ts format. The BDA 
requirements can be read in Appendix C: Bluray specifications on page 
491. We already discussed the most important aspects in the earlier 
section BDS Movies ς movie picture and audio requirements on page 
32. 

The most often acceptable formats are: 

¶ movies in 1920x1080 or 1280x720 pixel resolution 

¶ movies with frame rates 23.9, 24, 25, 29.9 or 50 fps (not 30 or 
60 fps) 

¶ movies in BDAV format (not MP4, MPEG etc) 

¶ audio in uncompressed LPCM or compressed Dolby .ac3 
format 

¶ subtitles in .srt or .sup format 

The BDA has set limits to each stream: in a movie can be 
1 video stream 
32 audio streams 
255 subtitles 
(see section Number of BDAV/BDMV elements on page 495) 
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These streams are specified as properties in the movie placeholder. If 
ȅƻǳ ƘŀǾŜ άŎƻƳǇƭŜǘŜέ ƳƻǾƛŜǎ ǿƛǘƘ ǘƘŜǎŜ ǎǘǊŜŀƳǎ ŎƻƳōƛƴŜŘ ƛƴ ŀ ǎƛƴƎƭŜ 
movie file, you need to demux them into their streams. BDS will then 
mux them back into a .m2ts movie file for the bluray disc. 

From the properties list shown above, the important elements are the 
ǇƭŀŎŜƘƻƭŘŜǊ ƴŀƳŜΣ ǘƘŜ ά±ƛŘŜƻέΣ ά!ǳŘƛƻ мέ ŀƴŘ ά{ǳō мέ ǎǇŜŎƛŦƛŎŀǘƛƻƴǎΦ 
As soon as an audio or subtitle link is provided, a new empty audio or 
subtitle property is added (BDA allows a maximum of 32 video or audio 
streams, 255 subtitles). 

Note that some editing tools like Power Director create MPEG-TS 

streams rather than BDAV)). Their output is acceptable for tsMuxer 

(and produces playable discs for most standalone players) but not for 
the internal muxer. 

When movies are ripped from DVD or taken from the internet, you 
need to transcode them in case they have a non-standard resolution 
required by the Bluray standards. DVD Academy format 4:3 aspect 
ratio. You need to transcode these to a BDA format (resolution 1280 x 
720 pixels) but do not specify the 4:3 aspect ratio. Player or tv monitor 
will automatically provide pillar bars left and right of the image. 

A DVD widescreen movie is effectively also 4:3 with stretched pixels. 
Transcode also to a BDA resolution but do not specify aspect ratio. 

If you convert a DVD movie through a video editor, the editor must be 
set to 16:9 widescreen and will provide pillar bars in case of a 4:3 ratio 
movie. The output will be a regular bluray movie of allowed resolution 
and 16:9 aspect ratio (with pillar bars if the movie is 4:3 aspect ratio) 

Use one of the tools mentioned in section "Video editing and format 
converting" on page 521 to transcode if needed). 

Some consumer video cameras deliver HD files in AVCHD format 
(Advanced Video Codec High Definition) . This is an interlaced format 
allowing a high definition movie to be stored in a bluray disc structure 
on a DVD disc. Bluray players recognize the format and will play the 
DVD as if it was a bluray. Because a DVD only has 4.3 GB of space (as 
opposed to bluray with 25 GB) the play time of an AVCHD movie is 
limited. The format needs to be transcoded into a BDA compliant 
format before it can be used in BDS to become part of a real bluray 
disc project. 
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DTS Atmos audio 
Some video files contain Dolby True HD 7.1 audio (Atmos). When 
demuxed with tsMuxer a single .ac3 file results and can be used in an 
audio track of the movie object of BDS. When using the internal muxer 
you need to demux this audio (using the freeware eac3to tool) into 
two separate streams: an .ac3 file and a .mlp file that have the same 
name. Then the .mlp file is specified in the audio track. The BDS 
internal muxer then automatically looks for the .ac3 file with the same 
name in the same folder. 

Language audio 
Each audio stream has an associated language. You need to specify this 
in the audio track property of the movie. The dropdown list of 
languages consists of your favourite languages as specified in Tools > 
Languages. If your audio files have the language code postfixed to the 
file name, the language setting is automatically modified. E.g. a file 
άƳŀƛƴ ƳƻǾƛŜ b[5Φac3έ ǳǎŜǎ ǘƘŜ b[5 όҐ5ǳǘŎƘύ ƭŀƴƎǳŀƎŜ ŀǎ ƭŀƴƎǳŀƎŜ 
indicator in the audio stream property.  Note that this only works well 
if in the entire file specification there is no abbreviation of another 
language ς that will confuse BDS in assigning a language. For example:  
D:\English movies\Thunderbirds NLD.ac3  will result in the Dutch (NLD) 
audio to be mislabeled as English since "ENG" is part of the folder 
name. 

Subtitles 
Subtitles are added as property of a movie placeholder. If you use 
diacritics in your text (mostly foreign characters such as ø,  ñ, ¿ or ¡, 
ensure the subtitle file is of type "UTF-8 with BOM" (Unicode 
Transformation Format allowing an extended characterset with Byte 
Order Mark"). Several subtitle editors such as "Subtitle Edit" will show 
you the format of a subtitle file and allow you to change it. 

When the subtitle specification window opens, notice that the subtitle 
frame rate may have the checkbox for ά/ƻǊǊŜŎǘ 23.97 fpsέ set. 
Uncheck it if your movie(s) has or have a different frame rate.  

 

You can set the default value for this checkbox by modifying its setting 
in Project > Project Settings > Streams. 

 

The size of the subtitle lines should depend on the movie resolution. 
The higher the resolution (e.g. movie frame in 1080 pixels high or just 
720 pixels high) the more pixels can be used for the height of a title. 
The default is set for HD movies: the subtitle font is Arial, its size is 45p  
and the offset from the bottom is 30% (i.e. 30 pixels from the bottom 
for tsMuxer). See section Bluray disc set top player specification on 
page 21 for movies with different resolutions. 
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Again, under the Project > Project Settings > ά{ǘǊŜŀƳǎέ ǘŀō ȅƻǳ Ŏŀƴ 
specify for each movie what audio and subtitle track to use when 
running it. By default it is always the first audio track and no subtitle. 
But using the Streams tab setting you can specify a specific language 
and/or subtitle to use when the movie starts running. 

If you grouped all movies in a single group7 (in the movie properties) 
they all will use the same audio and subtitle tracks. By default BDS puts 
each movie in its own group so you can determine the movie 
behaviour on each individual movie. 

 

Language subtitle 
Finally you need to specify the language of the subtitles in the subtitle 
window. The dropdown list of languages consists of your favourite 
languages as specified in Tools > Languages. If your subtitle files have 
the language code postfixed to the file name, the language setting is 
ŀǳǘƻƳŀǘƛŎŀƭƭȅ ƳƻŘƛŦƛŜŘΦ 9ΦƎΦ ŀ ŦƛƭŜ άƳŀƛƴ ƳƻǾƛŜ b[5ΦǎǊǘέ ǳǎŜǎ ǘƘŜ b[5 
(=Dutch) language as language indicator in the subtitle window.  Note 
that this only works well if in the entire file specification there is no 
abbreviation of another language ς that will confuse BDS in assigning a 
language. For example:  D:\English movies\Thunderbirds NLD.srt  will 
result in the Dutch (NLD) subtitles to be mislabeled as English since 
"ENG" is part of the folder name. 

 

 

Scenes ς index files 
9ŀŎƘ ƳƻǾƛŜ Ƙŀǎ ŎƘŀǇǘŜǊǎ όƪƴƻǿƴ ŀǎ άǇƭŀȅ ƳŀǊƪǎέύΦ !ǘ ƳƛƴƛƳǳƳ ƛǘ Ƙŀǎ 
one chapter at the start of the movie.  But you can specify as many 
chapters in a movie as you want ς usually at important movie scene 
positions. 

 

¢ƻ ǎŜǘ Ǉƭŀȅ ƳŀǊƪǎΣ ŦƛǊǎǘ ŜŀŎƘ ƳƻǾƛŜ Ƴǳǎǘ ōŜ άƛƴŘŜȄŜŘέΦ ¢Ƙƛǎ ƛǎ ŘƻƴŜ ōȅ 
ŘƻǳōƭŜ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ƳƻǾƛŜ ǇǊƻǇŜǊǘȅ άǎŎŜƴŜǎέΦ LŦ ȅƻǳ ǿŀƴǘ ǘƻ 
generate index files for all movies in one go, open the Project > Project 
Settings > General tab and look at the bottom part. It has two buttons 
ά5ŜƭŜǘŜ ŀƭƭ ƛƴŘŜȄ ŦƛƭŜǎέ ŀƴŘ άDŜƴŜǊŀǘŜ ƳƛǎǎƛƴƎ ƛƴŘŜȄ ŦƛƭŜǎέΦ ¢ƘŜ ƭŀǘǘŜǊ 

 
7 movie groups are discussed later. By default each movie is in its own group. 
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will visit all movie placeholders and generate the index file if it does 
not yet exist. 

¢ƘŜ ά5ŜƭŜǘŜ ŀƭƭ ƛƴŘŜȄ ŦƛƭŜǎέ ŀƴŘ άDŜƴŜǊŀǘŜ ƳƛǎǎŜŘ ƛƴŘŜȄ ŦƛƭŜǎέ come in 
handy if you want to (re)generate the scenes index files in one go (and 
while doing it, sometimes grab a cup of coffee ς indexing is usually 
άŦŀǎǘέ ōǳǘ ŦƻǊ ǎƻƳŜ ǊŜŀǎƻƴ ǎƻƳŜ ƳƻǾƛŜǎ ǘŀƪŜ ǎŜǾŜǊŀƭ ƳƛƴǳǘŜǎ ǘƻ ƎŜǘ 
indexed). 

The index files use the same name as the movie file itself. However, 
please note that at BDS does not accept playmark file names that have 
punctuation marks in them. If present, change the movie file name by 
removing those characters (a movie name "This is Ken's Movie"  is 
unacceptable: it has an apostophe character in it. The index file that BDS 
tries to open simply ignores the apostrophe in the name όά¢Ƙƛǎ ƛǎ YŜƴǎ 
aƻǾƛŜέύ and then tries to open a file that does not exist!  

CǊƻƳ ǘƘŜ ŘǊƻǇŘƻǿƴ ōƻȄ ŦƻǊ άƳǳȄŜǊέ ȅƻǳ ǎŜƭŜŎǘ ŜƛǘƘŜǊ ǘƘŜ ǘǎaǳȄŜǊ ƻǊ 
(BDS MX only) the internal muxer. Each muxer creates its own set of 
index files and unfortunately their play mark positioning differs slightly 
from one another. Switching muxers in a project will give warnings 
ŘǳǊƛƴƎ ŘƛǎŎ ŎǊŜŀǘƛƻƴ ǘƘŀǘ ǎƻƳŜ ŎƘŀǇǘŜǊ ƳŀǊƪǎ ŀǊŜ άŀŘƧǳǎǘŜŘέ ǘƻ ǘƘŜ 
currently selected muxer. 

 

Scenes ς playmarks or chapters 
To add playmarks: 

1. 5ƻǳōƭŜ ŎƭƛŎƪ ƻƴ ǘƘŜ ά{ŎŜƴŜǎέ ǇǊƻǇŜǊǘȅ ƻŦ ǘƘŜ ƳƻǾƛŜΦ ¢Ƙƛǎ ƻǇŜƴǎ 
the scenes window 

2. Use the slider to position to a point in the movie. Use the >> 
ōǳǘǘƻƴ ǘƻ ƳƻǾŜ ǘƻ ǘƘŜ ƴŜȄǘ ŎƻƳǇƭŜǘŜ ƛƳŀƎŜ όάL ƪŜȅŦǊŀƳŜύ  or 
<< to the previous key frame. 

 
3. Add a playmark (or shift it or remove) by using the buttons in 

that scenes window. The buttons mean from left to right: add, 
move, delete, delete all marks. 

 

Play marks can also be generated automatically. Generation is done 

ōȅ ŎƭƛŎƪƛƴƎ ǘƘŜ άDŜƴŜǊŀǘŜ tƭŀȅ ƳŀǊƪǎέ ōǳǘǘƻƴ  (Ctrl/M). This opens 
ǳǇ ǘƘŜ άDŜƴŜǊŀǘŜ Ǉƭŀȅ ƳŀǊƪǎέ ǿƛƴŘƻǿ ǿƘŜǊŜ ȅƻǳ Ŏŀƴ ǎǇŜŎƛŦȅ Ƙƻǿ 
Ƴŀƴȅ Ǉƭŀȅ ƳŀǊƪǎ ȅƻǳ ǿŀƴǘΦ .ȅ ŘŜŦŀǳƭǘΣ ǘƘŜ ŎƘŜŎƪƳŀǊƪ ƻƴ άwŜƳƻǾŜ 
ŜȄƛǎǘƛƴƎέ ƛǎ ǎŜǘΦ ¢Ƙƛǎ ǊŜƳƻǾŜǎ ŀƴȅ ǇǊŜǾƛƻǳǎƭȅ ǎŜǘ Ǉƭŀȅ ƳŀǊƪǎ ŦƻǊ ŀ 
clean start. If you want to keep those and generate additional ones, 
uncheck this option. 
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bƻǘŜ ǘƘŀǘ ǘƘŜ άCǊƻƳΥέ ŀƴŘ ά¢ƻΥέ ǘŜȄǘōƻȄŜǎ ƛƴŘƛŎŀǘŜ ǘƘŜ ǎǘŀǊǘ ŀƴŘ 
end of the movie and not some small part of it. 

If too many play marks are specified for the movie length an error 
message is shown telling you too many chapters are specified or 
that the movie is too short for the specified number. This error 
never occurs on manual positioning of chapter marks.8 

 

¢ƘŜ ά{Ŏŀƴ 5ƛǎǘŀƴŎŜέ ǊǳƭŜǎ ǘƘŜ ŀŎŎǳǊŀŎȅ ƻŦ ǘƘŜ ǇƻǎƛǘƛƻƴƛƴƎΦ ¢ƘŜ 
larger the value (ranges between 3% and 49%), the more freedom 
BDS has to position the marker according to the specified 
method. It is best to play with the settings to see what you like 
best. At 49% you will see that the chapter marks may be very 
unevenly spread out. When using 3% the play marks are set 
almost at fixed intervals. 

The result is shown as set of play marks under the video image 
and a list is shown to the right. Check boxes indicate whether the 
Ǉƭŀȅ ƳŀǊƪ ǿƛƭƭ ǎƘƻǿ ǳǇ ƛƴ ŀ ŎƘŀǇǘŜǊ ƳŜƴǳ όǿƘƛŎƘ ǿŜ ǿƻƴΩǘ ƳŀƪŜ 
ƘŜǊŜΣ ǎƻ ƛǘ ŘƻŜǎƴΩǘ ƳŀǘǘŜǊύΦ ¢ƘŜ ŜƴŘ-of-movie marker should be 
unchecked (if ever you want a chapter menu the final frame as 
chapter makes no sense to show). 

When you create play marks, the tsMuxer creates two index files (.idx, 
and .inf) in the project \ films folder. The internal muxer creates other 
files (.mes and .mom) also in the \ films folder but also in the 
application folder found at %APPDATA%\DVDLogic\Muxer. The 
information in these files is used when showing the chapter marks 
later or when the disc is created. The ones in \ films are not used. 

The chapter information is stored inside the project.bdmd file and is kept, 
even if you replace the original movie file with another one.  

¶ If the replacement has the same name, the index file exists but 
with incorrect chapter positioning. Re-specify these chapters. 

 
8 ¢Ƙƛǎ ŜǊǊƻǊ Ƴŀȅ ŀƭǎƻ ƻŎŎǳǊ ƛŦ ŦƻǊ ǎƻƳŜ ǊŜŀǎƻƴ ǘƘŜ ŜƴŘ ǘƛƳŜ ǾŀƭǳŜ ƛƴ ǘƘŜ Υ¢ƻΥέ ǘƛƳŜ ōƻȄ 
ƛǎ ƳƻŘƛŦƛŜŘ ŀƴŘ ƛǘǎ ǾŀƭǳŜ ǾŜǊȅ ŎƭƻǎŜ ǘƻ ǘƘŜ ǎǘŀǊǘƛƴƎ ǾŀƭǳŜ ƛƴ ǘƘŜ άCǊƻƳΥέ ōƻȄ 
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¶ If the replacement has a different name, BDS will create a new 
index file with that movie file name όǘƘŜ άǎŎŜƴŜǎέ ŎƻǳƴǘŜǊ ǊŜŀŘǎ 
άмέ when done).. 

Important for tsMuxer users 
Recent V4.6 ( as of subversion.2074) releases have modified the 
switches used for tsMuxer to avoid some problems for some users. In 
doing so, they create problems for other users, especially those using 
Cyberlink PowerDirector for their .m2ts file creation. 

This tsMuxer switch change may result in chapters that, although set, 
always let the movie restart from chapter 1. In order to avoid this (if 
you notice this behaviour), goto Project > Project Settings > Streams 
tab and look for the tsMuxer box. In the empǘȅ ǘŜȄǘōƻȄ άǾƛŘŜƻέ ŀŘŘ 
ǘƘŜ ǿƻǊŘǎ άinsertSEI, contSPSέ όǿƛǘƘƻǳǘ ǘƘŜ ǉǳƻǘŜǎύΦ άhYέ ǘƘŜ ǿƛƴŘƻǿ 
and proceed.  

This setting is kept only during the use of this project and is not kept if 
you reopen the project. If you want to keep it, you can make it a 
default by doing the following: 

¶ Open BDS without opening a project 

¶ Goto Project > Project Setting >  Streams tab 

¶ !ŘŘ άinsertSEI, contSPSέ όǿƛǘƘƻǳǘ ǘƘŜ ǉǳƻǘŜǎύ ƛƴ ǘƘŜ ǘǎaǳȄŜǊ 
ōƻȄ ƛƴ ǘƘŜ άǾƛŘŜƻέ ƭŀōŜƭŜŘ ǘŜȄǘ ōƻȄ 

¶ /ƭƛŎƪ ƻƴ ǘƘŜ ά{ŀǾŜ ŀǎ 5ŜŦŀǳƭǘέ ōǳǘǘƻƴ 

¶ Close BDS 

¶ LŦ .5{ ǿŀƴǘǎ ǘƻ ǎŀǾŜ ǘƘŜ ƳƻŘƛŦƛŜŘ ǇǊƻƧŜŎǘΣ ŎƭƛŎƪ άbƻέ 

Project Settings 

Apart from the movies, some project specifics need to be set before 
you can create the disc. You need to check the settings of some of the 
ǘŀōǎ ƛƴ άtǊƻƧŜŎǘ {ŜǘǘƛƴƎέΦ 

General tab 
Sign JAR 
Whether or not to sign the JAR file depends on whether you defined a 
signature in the general Tools > Options settings. Signing is required 
when you want a disc to resume playing when it was interrupted 
earlier. Signing is not needed for this project. The checkbox in Project 
{ŜǘǘƛƴƎǎ Ҕ DŜƴŜǊŀƭ ǘŀō  ά{ƛƎƴ W!wέ ƴŜŜŘ ƴƻǘ ōŜ ǎŜǘ ƛŦ ȅƻǳ ƘŀǾŜƴΩǘ ǎƛƎƴŜŘ 
it. 
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Output of disc creation  
You can set the output location in Project Settings > General tab. You 
do this when you want to mux your project into a bluray disc, but you 
Ŏŀƴ ŀƭǎƻ ǎǇŜŎƛŦȅ ǘƘŜ ƻǳǘǇǳǘ ŦƻƭŘŜǊ ƭƻŎŀǘƛƻƴ ƴƻǿ ƛƴ ǘƘŜ άhǳǘǇǳǘ CƻƭŘŜǊέ 
text box. By default it takes the folder of the current project. You may 
ŎƘŜŎƪ ƻƴŜ ƻǊ ƳƻǊŜ ά!ŘŘέ ŎƘŜŎƪōƻȄŜǎΦ ¢ƘŜ Ŧƛƴŀƭ ŘƛǎŎ ƻǳǘǇǳǘ ǿƛƭƭ ǘƘŜƴ 
ōŜ ŀ ǎǳōŦƻƭŘŜǊ ƻŦ ȅƻǳǊ ǎǇŜŎƛŦƛŜŘ άhǳǘǇǳǘ ŦƻƭŘŜǊέΦ 

 

You can get a warning if the output folder is already filled to avoid 
unwanted overwrites. 

Functions tab 
If you are going to write any Java code to have BDS perform something 
not readily available out of the box, you define these "User Defined 
Functions" (UDF) and "User Defined Parameters" in the "Functions" 
tab. How to write such UDF programs is the topic for Part 5: Advanced 
Operations and programming on page 297. They are not needed for 
this project. 

Advanced tab 
Usually best left alone unless you know what you're doing.  

Graphic mode - sets the screen resolution for graphics layer where the 
menu will be drawn to. It's recommended to set the graphical mode 
equals to the resolution of the movie. WARNING: for 3D projects 
always use 1920x1080. 

Animation engine FPS - sets the frame rate for the animation engine. 
We recommend using the frame rate of the main movie/menu. 
Animation is discussed in Part 4: Animations in page 259.  

D.I.Y. adventure 

If you think you know enough to go out on your own, try to create the 
project on your own. Otherwise, take step 0 (Ready to run) to get a 
more or less completed project. Or follow the step-by-step instructions 
to build the project. 

But if you want to venture out on your own, just keep the following in 
mind: 

¶ Add two movies to the project. All video, audio and subtitle 
tracks 

¶ Connect the first one with the second one. 

¶ Start the disc by playing the first movie. 
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Step 0: Ready to run 

If you do not want to go through the following steps creating the 
ά{ƛƳǇƭŜ.wέ ǇǊƻƧŜŎǘ ōȅ ȅƻǳǊǎŜƭŦΣ ȅƻǳ Ŏŀƴ Ǌǳƴ ƛǘ ŦǊƻƳ ŀƴ ŀƭǊŜŀŘȅ ƳŀŘŜ 
project. 

1. Create a top folder that will contain all projects that are 
described in this book. E.g. J:\BDS Projects 

2. Copy the folder \Sources\Projects\SimpleBR as subfolder of 
the folder that is to contain all BDS projects (e.g. J:\BDS 
Projects\SimpleBR) 

3. Copy the two ƳƻǾƛŜǎ ά/ƻŀǎǘǎέ, and ά!ǳǎǘǊŀƭƛŀέ  and their audio 
streams from \Sources\Movies\demuxed to the ǇǊƻƧŜŎǘΩǎ 
\ films folder (e.g. J:\BDS Projects\SimpleBR\films) 

4. /ƻǇȅ ǘƘŜ ǘǿƻ ǎǳōǘƛǘƭŜ ǘǊŀŎƪǎ ŦƻǊ ά/ƻŀǎǘǎέ ŀƴŘ ά!ǳǎǘǊŀƭƛŀέ ŦǊƻƳ 
\Sources\Movies\{ǳōǘƛǘƭŜǎ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \ films folder. 

5. hǇŜƴ ǘƘŜ ǇǊƻƧŜŎǘ ōȅ ŘƻǳōƭŜ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ǇǊƻƧŜŎǘΩǎ 
άSimpleBRǘΦōŘƳŘέ ŦƛƭŜ όŜΦƎΦ 
J:\BDS Projects\SimpleBR\SimpleBR.bdmd) 

6. Click ǘƘŜ άƳǳȄέ ōǳǘǘƻƴ ŀƴŘ ǊŜōǳƛƭŘ ǘƘŜ ŘƛǎŎ ƛƳŀƎŜ όƛƴ ǘƘŜ 
ǇǊƻƧŜŎǘΩǎ \Output folder) 

Step 1: Create new project 

Before going to the next step, make sure you set up the BDS program 
with your desired preferred settings as described in the previous 
chapter. 

A new project must be created first. Go to the menu File > New or the 

άbŜǿ tǊƻƧŜŎǘέ ǿƛȊŀǊŘ όƛŎƻƴ  ) and specify a project name (e.g. 
άSimpleBRέύ. The project folder follows from the set default project 
folder (you can change it here for this project if you wish). 

 

/ƭƛŎƪ ǊŜǇŜŀǘŜŘƭȅ ƻƴ ǘƘŜ άbŜȄǘέ ōǳǘǘƻƴ (skipping windows asking for 
(bonus) movies and (popup) menus) ǳƴǘƛƭ ȅƻǳ Ŏŀƴ ŎƭƛŎƪ άCƛƴƛǎƘέ ǘƻ 
complete creating the project.  

The created project folder has the Project.bdmd file as BDS project file. 
Its backup is stored in the hidden \__History folder. If you wish you 
may rename the project file name to something more significant (like 
SimpleBR ς ǳǎŜ CƛƭŜ Ҕ {ŀǾŜ !ǎΧ ǘƻ Řƻ ǘƘƛǎύ. 
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To be organized, the created project folder is manually enhanced by 
adding the folder 

<default project folder>\SimpleBR\films 

where we will store all demuxed movie files. These consist of video, 
audio and subtitles. The resulting set of files is shown in the File 
Explorer of Windows as shown below. 

 

The resulting project has a minimum of entries, as the Project Tree 
window shows. 

 

Step 2: Include the movies 

The \ films folder is populated with the movie files. For this ǳǎŜǊΩǎ ƎǳƛŘŜ 
ǿŜ ǳǎŜ ǘǿƻ ŦƛƭŜǎΣ ά!ǳǎǘǊŀƭƛŀέ ŀƴŘ ά/ƻŀǎǘsέΦ .ƻǘƘ ƘŀǾŜ ƻƴŜ ǾƛŘŜƻ 
(<name>_movie.264) and two audio tracks (one <name>_live.ac3 file 
ǿƛǘƘ άƭƛǾŜέ ǎƻǳƴŘΣ ǘƘŜ ƻǘƘŜǊ <name>_music.ac3 as a άmusicέ track). 
They can be found in the folders of the downloadable BDS kit.zip file:  

¶ Video and audio in \Sources\movies\demuxed 

¶ Subtitles in \Sources\movies\subtitles 

Demux movies 
If you use the \demuxed folder objectǎΣ ȅƻǳΩǊŜ ǎŜǘ ŀƴŘ Ŏŀƴ Ǝƻ ǘƻ ǘƘŜ 
next section. 

If you ǿƻǊƪ ŦǊƻƳ ǘƘŜ άŎƻƳōƛƴŜŘέ ƳƻǾƛŜ ŦƛƭŜǎ όǳǎǳŀƭƭȅ ǿƛǘƘ ŦƛƭŜ 
extensions .mp4, .ts or .m2ts), you need to demux these first into 
audio and video tracks, resulting in the separate object files. Demuxing 
can be done using the tsMuxer GUI or tools like TS Doctor (Tools > 
External tools > Demux). 

The demuxing produces one video file (.264) and two audio files for 
each episode (.ac3), one with live sound (mark it as άƭƛǾŜέ in the file 
spec) and one with music (mark ƛǘ άƳǳǎƛŎέ in the file spec).  

Starting from BDS V4.7 you can also drag a .mkv, .mp4, .mpls, .m2ts, .ts files 
directly from the library window or Windows Explorer to a blank movie 
placeholder that then gets its Video and Audio properties filled with the 
demuxed movie streams. The demux process simply does that: demux. The 
dragged file must have the proper BDA resolution and frame rates (see 
Appendix C: Bluray specifications). 
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Subtitles 
There are also two subtitle files (.srt) for each movie. One in Dutch 
όƳŀǊƪŜŘ άb[έύ and one in English όƳŀǊƪŜŘ ά¦Yέύ. They only contain 
ǘŜȄǘǎ ƭƛƪŜ άƻƴŘŜǊǘƛǘŜƭǎ bŜŘŜǊƭŀƴŘǎέ ƻǊ άǎǳōǘƛǘƭŜǎ 9ƴƎƭƛǎƘέ ǊŜǇŜŀǘŜŘƭȅ ǎƻ 
you can distinguish between them. There is no talk in the movie, so 
the subtitles are a bit of an overkill but here to get acquainted with 
subtitles. 

With the two subtitle streams, the total number of streams is 2 video + 
2x2 audio + 2x2 subtitle files: a total of 10 streams. 

Contents of \films folder 
aƻǾŜ ǘƘŜǎŜ ŘŜƳǳȄŜŘ ŦƛƭŜǎ ƛƴǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \ films subfolder. 

 

During the disc building process, the files of each episode will be 
muxed together into a single .m2ts file where video, audio and 
subtitles are recombined. 

Add movies to their project movie placeholders 
We need to add the movie files to the BDS project. For two episodes 
we require two movie placeholders in the project. 

To add a movie placeholder to the project, go through these steps: 

1. Open the Project Tree window (View > Project Tree (F3))  
Right-ŎƭƛŎƪ ƻƴ άaƻǾƛŜǎέ ŀƴŘ ǎŜƭŜŎǘ άbŜǿ aƻǾƛŜέ ό{ILC¢ /ǘǊƭκ±ύ or 

click on icon .  
2. DƛǾŜ ŀ ǳǎŜŦǳƭ ƴŀƳŜ ǘƻ ǘƘŜ ƳƻǾƛŜ ȅƻǳΩǊŜ ƎƻƛƴƎ ǘƻ ŀŘŘ ŀƴŘ ŎƭƛŎƪ hY 

(this will add the movie entry to the project window but also 
show it on the Structure window (F7)).  
In our ŜȄŀƳǇƭŜΥ άAustraliaέ ŀƴŘ ά/ƻŀǎǘǎέ are added. 

 

 

wŜǇŜŀǘ ǘƘŜǎŜ ǎǘŜǇǎ ŦƻǊ ǘƘŜ ƻǘƘŜǊ ƳƻǾƛŜΣ ά/ƻŀǎǘǎέΦ  

These steps are sufficient to add a movie placeholder. These 
placeholders are needed to define the entire menu navigation. What 
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movie is actually represented by the movie placeholder is specified in 
some of the placeholder properties.  

.ŜŎŀǳǎŜ ǿŜ ŘƻƴΩǘ ƘŀǾŜ ƳŜƴǳǎ ƛƴ ǘƘƛǎ ǇǊƻƧŜŎǘΣ ǿŜ Ƴǳǎǘ ŎƻƴǘƛƴǳŜ ǘƻ 
provide values to these movie placeholder properties. These values are 
the file specifications to the video, audio and subtitles files of each 
movie. 

3. Select a movie placeholder 
4. hǇŜƴ ǘƘŜ άtǊƻǇŜǊǘƛŜǎέ ǿƛƴŘƻǿ ό±ƛŜǿ Ҕ tǊƻǇŜǊǘƛŜǎ όCммύύ. This will 

show the properties of the movie title. 
5. Under the section ά{ǘǊŜŀƳǎέ ǎŜƭŜŎǘ ǘƘŜ ǾƛŘŜƻ ǎǘǊŜŀƳΦ ¢Ƙƛǎ ǿƛƭƭ 
ǎƘƻǿ ǘƘŜ άΧέ ōǳǘǘƻƴ ŀǘ ǘƘŜ ŦŀǊ ŜƴŘ ŀǘ ǘƘŜ ǊƛƎƘǘ of the text line. 
Click on this to open a navigation window and find the compliant 
video stream όά!ǳǎǘǊŀƭƛŀΦнспέ ŀƴŘ ά/ƻŀǎǘǎΦнспέύ and select it. 

The file must have the right file extension (like .264) or otherwise it will not 
show and cannot be selected even if it is a proper file.  

Add audio tracks to the movie placeholder 
6. Repeat the previous step for any of the audio streams to go with 
ǘƘŜ ǾƛŘŜƻ ŀƴŘ ƛƴŘƛŎŀǘŜ ǘƘŜ ŀǳŘƛƻ ƭŀƴƎǳŀƎŜΦ !ŦǘŜǊ ά!ǳŘƛƻ мέ ƛǎ ǳǎŜŘ 
of the movie properties όŦƻǊ ǘƘŜ άƭƛǾŜέ ǘǊŀŎƪύ, automatically a 
ōƭŀƴƪ ά!ǳŘƛƻ нέ ǎǘǊŜŀƳ ƛǎ ǎƘƻǿƴ ŦƻǊ ŀƴ ŀŘŘƛǘƛƻƴŀƭ ƭŀƴƎǳŀƎŜ (in 
our case ŦƻǊ ǘƘŜ άƳǳǎƛŎέ ǘǊŀŎƪύ.  

7.  

 
 
Select the language code for each stream. The language codes to 
choose ŦǊƻƳ ŀǊŜ ǘƘƻǎŜ ȅƻǳ ǎŜƭŜŎǘŜŘ ƛƴ ǎŜŎǘƛƻƴ άStep 2: Specify 
your languagesέ ƻƴ ǇŀƎŜ 42 earlier. For your own sanity and that 
of the future viewer of your disc, keep the order of language 
tracks the same for all movies on the disc! For example, English 
audio in the first track, Dutch audio second, French audio third. 
For all movies. 
(In our project the audio is language-free audio. For their άƭƛǾŜέ 
ŀƴŘ άƳǳǎƛŎέ tracks, just pick two languages or twice the same). 

Under the menu άToolsέ you find a WAV mixer that allows you do 
specify a separate WAV audio file for each channel ς from mono 1.0 to 
Surround 7.1 
Ensure the audio is sampled at 48 kHz (not 41.1  KHz used for audio 
CDs. This applies to Dolby Digital/ac3 as well as LPCM/wav. Some 
players may accept 44.1 kHz, others do not produce sound. Only 48 
kHz is BDA standard. 

Add subtitles to the movie placeholder 
8. Repeat the steps for any subtitle stream in the movie properties 
ά{ǳōǘƛǘƭŜέ ŜƴǘǊȅΦ ¢Ƙƛǎ ǿƛƭƭ ƻǇŜƴ ŀ ά{ǳōǘƛǘƭŜǎέ ǿƛƴŘƻǿ ǿƛǘƘ ŀ άCƛƭŜέ 
selection box where the .srt or .sup files can be selected.  For .sup 
titles you can only select the file, nothing more. 
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For .srt subtitles additional changes can be made: 
a. You can indicate subtitle font, size and color and preview 
Ƙƻǿ ǘƘŀǘ ǿƻǳƭŘ ƭƻƻƪ όōǳǘǘƻƴ άǎƘƻǿ ǇǊŜǾƛŜǿέύ. To set the 
Ŧƻƴǘ ŀƴŘ ǎƛȊŜ ŦƻǊ ŀƭƭ ǎǳōǘƛǘƭŜ ŦƛƭŜǎ ƛƴ ǘƘŜ ǇǊƻƧŜŎǘΣ ŎƭƛŎƪ ƻƴ ά{ŀǾŜ 
Ŧƻƴǘ ǎŜǘǘƛƴƎǎ ŀǎ ŘŜŦŀǳƭǘέ ƻǊ ά[ƻŀŘ ŘŜŦŀǳƭǘ Ŧƻƴǘ ǎŜǘǘƛƴƎǎέ 
button at the bottom of the window. 

 
.ŜŎŀǳǎŜ ǘƘŜǊŜ ƛǎ ƻƴƭȅ ƻƴŜ ǎŜǘ ƻŦ ŘŜŦŀǳƭǘǎΣ ά{ŀǾŜέ ǎŀǾŜǎ ǘƘŜƳΣ 
ŀƴŘ ά[ƻŀŘέ ƭƻŀŘǎ ǘƘŜƳΦ ¸ƻǳ ƘŀǾŜ ƴƻ ŎƘƻƛŎŜ ƛǎ ǎŜǘǎ ƻŦ 
defaults. Any manual change can be restored to the set 
ŘŜŦŀǳƭǘ ǾŀƭǳŜǎ ōȅ ŎƭƛŎƪƛƴƎ άƭƻŀŘ ŘŜŦŀǳƭǘ Ŧƻƴǘ ǎŜǘǘƛƴƎǎέΦ 

b. It can have a shadow (size 0 means no shadow) and you can 
specify the position (closer to the bottom or higher up in the 
picture).  

c. /ƘŜŎƪ ƻǊ ǳƴŎƘŜŎƪ ǘƘŜ ά/ƻǊǊŜŎǘ ǘƛƳƛƴƎǎ ŦƻǊ ноΦфтсέ ƛŦ ȅƻǳǊ 
movie is or is not recorded at 23.976 fps. The value can be 
set for all subtitles of the project by (un)checking its value in 
Project Settings > Streams window 

 
In our project with 25 fps uncheck the correction for 23.97 
fps (the used comma is really a decimal point ς the 
Europeans and Americans swap the use of comma and full 
stop). 

d. Finally, you specify the language of the subtitles. Available 
languages were set previously in Tools > Languages. 
For consistency keep the order of language subtitle tracks 
the same for all movies on the disc! /ƭƛŎƪ άhYέ ǘƻ ŎƻƳǇƭŜǘŜ 
the settings.  

On a project basis many subtitle properties can be set with 
default values by setting them in Project > Project Properties 
ǳƴŘŜǊ ǘƘŜ άǎǘǊŜŀƳǎέ ǘŀō ŀƴŘ ǘƘŜ άǎǳōǘƛǘƭŜǎέ ǎŜŎǘƛƻƴ. 

 

Note: if you have a standard definition (720x480 or 720x572 pixels ς DVD 
resolution) movie with subtitles, you must reduce the font size to 25 points (or 
less) to fit the titles properly on the screen which is only 480 or 576 pixels 
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high. For suitable size of the subtitle depending on the resolution, see section 
Bluray disc set top player specification on page 21. 

Note on subtitle text: If subtitles were ripped (e.g. with SubRib) ensure they 
do not contain invalid characters. Usually these are diacritical characters not 
ǊŜŎƻƎƴƛȊŜŘ ǇǊƻǇŜǊƭȅ ŜƴŘƛƴƎ ǳǇ ŀǎ άƴƻƴ-ǇǊƛƴǘŀōƭŜέ ŎƘŀǊŀŎǘŜǊǎΦ ¢Ƙŀǘ ǿƛƭƭ ŎŀǳǎŜ 
άaŜǘŀ 5ŀǘŀ ƎŜƴŜǊŀǘƛƻƴ ŦŀƛƭŜŘέ by BDS at the point where the subtitle and 
movie are muxed into final output. For example: 
 

 

Here the original Spanish language ǎǳōǘƛǘƭŜ ǎƘƻǳƭŘ ǊŜŀŘ άΘ!ǘŜƴŎƛƿƴΗέ but was 
ripped incorrectly. Check if the subtitle file is formatted as :UTF-8 with BOM" 
(or change it us.ing a subtitle editor) and see if the characters display properly 
on playback 

You now have added one movie to its placeholder with all its 
trimmings (properties). Repeat the previous steps for additional 
movies to the project, as long as the total size of the movies does not 
exceed the 25 GB disc capacity of a bluray BD-25 disc and leaves some 
room for buttons and (generated) Javas and indices. For our project 
ǿŜ ƴŜŜŘ ǘƻ ŀŘŘ ǇǊƻǇŜǊǘƛŜǎ ǘƻ ƻƴŜ ƳƻǊŜ ƳƻǾƛŜΥ ά/ƻŀǎǘǎέΦ 

The streams ǇǊƻǇŜǊǘƛŜǎ ƻŦ ǘƘŜ ƳƻǾƛŜ άAustraliaέ are shown below. 

 

If by error you added an audio or subtitle track too many, you can 
delete it by selecting its row and pressing the keyboard <delete> key. If 
you want to rename the movie, simply ǎŜƭŜŎǘ ǘƘŜ άbŀƳŜέ ŦƛŜƭŘ in the 
property window of the movie and type a new name. 

The Project Tree window will show all movies added. The branches for 
άaŜƴǳǎέ, άtƻǇǳǇ ƳŜƴǳǎέ ŀƴŘ άtƭŀȅƭƛǎǘǎέ remain empty.  

 

What comes after the first movie? 
In the movie properties of the first movie άCoastsέ there is also an 
ά9ƴŘ !Ŏǘƛƻƴέ ǇǊƻǇŜǊǘȅ. Specify here what is to happen after the movie 
ends. In our simple case, we start the next movieΣ άAustraliaέ. Click on 
ǘƘŜ άҔέ ōǳǘǘƻƴ ƻŦ ǘƘŜ ά9ƴŘ !Ŏǘƛƻƴέ line of the άCoastsέ movie 
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properties window. A list of possible actions pops up. Select the right 
action: in our case play ǘƘŜ ά!ǳǎǘǊŀƭƛŀέ movie starting at the beginning 
(always chapter 1). 

 

 

 

Repeat these steps for all movies so that the end there is a chain of 
one movie starting the playback of the next movie. The last movie to 
ōŜ ǇƭŀȅŜŘ ŜƛǘƘŜǊ ƭŜŀǾŜǎ ǘƘŜ ά9ƴŘ !Ŏǘƛƻƴέ ŜƳǇǘȅ όŘƛǎŎ ǎǘƻǇǎ ǇƭŀȅƛƴƎύ ƻǊ 
specifies the first movie again in which case you created an endless 
loop. 

There is also ŀ άtƻǇǳǇ aŜƴǳέ property entry. This is not used in our 
simple disc ς there is nothing (no menu) to pop up. 

Step 3: Creating chapters 

Chapter or Play marks are created by the muxer you use. The tsMuxer 
or internal muxer do it slightly different. This is the time you make 
your choice and stick to it for the rest of the project.  

To generate play marks, open ǘƘŜ ƳƻǾƛŜΩǎ tǊƻǇŜǊǘƛŜǎ ǿƛƴŘƻǿΦ LŦ 
closed, open it using View > Properties. 

 

1. Add some chapter marks manually or generate them 
automatically 
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²ƘŜƴ ǎŀǘƛǎŦƛŜŘΣ ŎƭƻǎŜ ǘƘŜ ŎƘŀǇǘŜǊ ǿƛƴŘƻǿ ōȅ ŎƭƛŎƪƛƴƎ ǘƘŜ άXέ 
άŎƭƻǎŜ ǿƛƴŘƻǿέ ōǳǘǘƻƴ ŀǘ ǘƘŜ ǘƻǇ right-hand corner. There is no 
other close mechanism. 

2. Note that upon generation you get always 2 more play marks 
than specified: the one at the start and at the very end are also 
ŎƻǳƴǘŜŘΦ ¢Ƙƛǎ ƴǳƳōŜǊ ƛǎ ǊŜŦƭŜŎǘŜŘ ƛƴ ǘƘŜ Ŧƛƴŀƭ ά{ŎŜƴŜǎέ ǇǊƻǇŜǊǘȅ 
of the movie. 

 

 

There are two buttons on the chapter generation menu that can come 
ƛƴ ǳǎŜŦǳƭ ƛŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƘŜ ŜƴǘƛǊŜ ƳƻǾƛŜ ǘƻ Ǉƭŀȅ όōǳǘ ŦƻǊƎƻǘ ǘƻ ǘǊƛƳ 
it using a video editor): 

¶ Set a chapter mark at the point of the movie where you want 
the playback to start. By default this is at chapter 1. But if you 
set a chapter 2, then the button that starts the movie playback 
Ƴǳǎǘ ƘŀǾŜ ƛǘǎ άPress 9b¢9wέ ǇǊƻǇŜǊǘȅ ǎŜǘ ǘƻ άmovienameώнϐέ 

¶ To prematurely end a movie, you set a chapter mark at the exit 
point. Then select this chapter (click on its time value in the 

ŎƘŀǇǘŜǊ ƭƛǎǘύ ŀƴŘ ŎƭƛŎƪ ƻƴ ǘƘŜ ά¢ǊƛƳ 9ƴŘέ ōǳǘǘƻƴ (  ). The 
playback will end here. The button can only be clicked if a 
chapter has been selected.  ¢ƘŜǊŜ ƛǎ ŀƴ ŀŘŘƛǘƛƻƴŀƭ ά¢ǊƛƳ !/-оέ 

button (  ) that cuts the audio at that selected chapter 
point ς useful if the audio runs on longer than the visible 
movie: the movie ends by default when the longest track 
(video or audio) ends.  

Note: if you import chapters from an existing DVD, Bluray or .mkv file, 
see section Chapter marks import/export on page 167. 
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Step 4: Build the disc 

Final settings 
Before a disc image can be created, you must specify where to start 
playback if the disc is inserted in a set top player. This is always a piece 
of Java code stored in a JAR file. The code  can specify to show a menu 
or to run a introduction movie first. 

To specify what JAR file  to run (even if there is only one like in this 
simple case) you need to open the JARs window (press F12). This 
shows a list of JARs, the one at the top is played first when the disc is 
inserted in a player (its number need not be the lowest). 

 

 

You can change the  order of JAR files by selecting one and using the 
up or down arrow buttons in the window. 

Select the top one and double click (or right-mouse click) on its 
"Startup action" cell. This opens a dropdown menu from which you 
can select what to do when the disc plays: show a menu or play a 
movie. 

For our project, without a menu,  we specify the first movie, "Coasts" 
to be run at startup, starting at its first chapter. We also use the 
ά{ǘŀƴŘŀǊŘέ ǇǊƻƧŜŎǘ ǘȅǇŜ όŀ ǎƛƴƎƭŜ W!wύΦ 

 

During the build of the disc, BDS requires all movies to have their 
chapter index. If you never created them during authoring, the files are 
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created during disc build which will then take that much longer to 
complete. 

Specify the output location for the disc image file by opening the 
project properties window (Project > Project Properties window (Ctrl 
Shift F11) using the General tab). Initially it is a blank text box. Specify 
ŀ ŦƻƭŘŜǊ όǎǳŎƘ ŀǎ άƻǳǘǇǳǘέύ ǳƴŘŜǊ ǘƘŜ ǇǊƻƧŜŎǘ ǘƻǇ ŦƻƭŘŜǊΦ ¢Ƙƛǎ ƛǎ ǘƘŜ ƻƴƭȅ 
time BDS will create the output folder if it does not already exist. 

 

 

 

The project is created by muxing all objects of a movie together into a 
single .m2ts file and store the resulting files in the output folder 
\Output\BDMV\STREAM. The output folder contains additional folders 
and files created by BDS to make a BDA compliant disc image. 

Remember whether you want the discs to be signed or not. (Un)check 
ά{ƛƎƴ ǘƘŜ WŀǊέ ŀǘ tǊƻƧŜŎǘҔtǊƻƧŜŎǘ tǊƻǇŜǊǘƛŜǎҔDŜƴŜǊŀƭ ǘŀō ŀƴŘ 
¢ƻƻƭǎҔhǇǘƛƻƴǎҔ/ƻƳǇƛƭŜ ǘŀō ά±ŀƭƛŘŀǘŜ {LDέ ōƻȄΦ 

Create the disc files 
The muxing starts by clicking the mux button. Depending on your 

muxer choice, it is shown as a cogwheel  (tsMuxer selected) or an 

arrow  (the MX internal muxer selected) button on the menu bar.  

When you click on it, the Project Properties window opens to allow a 
final change in output folder (preset with the value you specified in 
Project > Project Properties>General tab). If blank, BDS will create a 
\Output folder in the current project tree. Stick to the project type 
ά{ǘŀƴŘŀǊŘέΦ 

 

²ƘŜƴ ǎŀǘƛǎŦƛŜŘ ǿƛǘƘ ŎƘƻƛŎŜǎ ƳŀŘŜΣ ǎƛƳǇƭȅ ŎƭƛŎƪ ǘƘŜ άhYέ ōǳǘǘƻƴΦ 

The muxing process is logged in the Log Window. It pops up if it is not 
docked somewhere in the BDS interface. The log results can also be 
viewed later in the project \Log subfolder log files. 

Muxing a project into a disc image consists of three steps. 
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1. Compile all Java-related code to ensure all files are present 
and a Java JAR file can be made as part of the disc. This 
includes a check on all (menu) video, audio files needed for 
this disc. In addition (when preferences are so set) the disc 
indicates an organization ID signature. This step is identical 
to what happens if you press the Simulation button or the 
άW!wέ ōǳǘǘƻƴ ƻƴ ǘƘŜ .5{ ƳŜƴǳ ōŀǊΦ 

2. Mux the movies. This may take a considerable time. The 
video, audio tracks and subtitles of each movie are merged 
into a single .m2ts movie file. BDS writes them into the 
\Output\BDMV\STREAM  folder of the project.  
The muxed movies can be played individually by a video 
player program such as VLC. This player is useful to check 
output movie files individually for having the assumed audio 
tracks and subtitles. A bluray player application can check 
the entire produced disc. 

If lengthy movie files mux very quickly, you can rest assured 
that some files for the muxing are missing (possibily 
renamed or removed?). BDS tries to find these situations 
(from V4.1 onwards) and issue error messages, but certain 
situations it cannot prevent. In that case the dreaded 
ǳƴƛƴŦƻǊƳŀǘƛǾŜ ά[ƛƴŜΥлέ ŜǊǊƻǊ ǿƛƭƭ ǎƘƻǿ during muxing. All 
you can do is: 

¶ check each movie and menu item referring to files 
that do exist and are accessible.  

¶ check that the filenames contain only visible and 
printable characters that may be acceptable to BDS 
but not to tsMuxer if this muxer is used 

A quick way to locate file names with not-acceptable characters 
is using the Windows Command Console (right click on the 
ά{ǘŀǊǘέ ƛŎƻƴ ŀƴŘ ǎŜƭŜŎǘ ά/ƻƳƳŀƴŘ ǇǊƻƳǇǘέΦ {Ŝǘ ǘƘŜ folder 
location to the \ films folder of your project. (you must first set 
the disc drive (e.g.  J:) and then the folder (BDS 
Projects\SimpleBR\films) 

Issue the command  dir/s >files.txt . This produces a folder 
listing in a text file files.txt. Open it with Notepad and find all 
ŦƛƭŜƴŀƳŜǎ ƭƛǎǘŜŘ ǎΦǘȄǘ ŦƛƭŜΦ !ƴȅ ƻŎŎǳǊǊŜƴŎŜ ƻŦ άΚέ ƳŜŀƴǎ ǘƘŜ 
name contains a non-printable character. 

2019-07-06  09:30             7,128 Wild New Zealand.srt 
2019-06-08  09:49            23,438  ?Holst The Planets with? Brian Cox fixed.log 
2019-06-08  09:49 2,183,467,200 ?Holst The Planets with? Brian Cox fixed.m2ts 

3. The final build step is updating all links between menu 
ōǳǘǘƻƴǎ ŀƴŘ ƳƻǾƛŜǎ ƻƴ ŘƛǎŎΦ Lǘ ƛǎ ƛƴ ǘƘƛǎ ǇƘŀǎŜ ǘƘŀǘ ά[ƛƴŜΥ лέ 
errors may occur again. In this case most likely one of the 
files that make up the movie (audio or subtitles) may seem 
ŎƻǊǊǳǇǘ ǘƻ .5{Φ ¢ƘŜ ƭŀǎǘ ƳƻǾƛŜ ƭƛǎǘŜŘ ƛƴ ǘƘŜ ά¦ǇŘŀǘƛƴƎέ ƭƛǎǘ ƛǎ 
the likely suspectΦ {ŜŜ ǎŜŎǘƛƻƴ άPossible problems έ ƻƴ ǇŀƎŜ 
71 for more details.  
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In the worst case, you may need to create a test project and load one 
movie file each time and see if it processes. Repeat this until you find 
the bad one and correct it. 

Using the MX internal muxer 

¢ƘŜ άaǳȄ ōȅ ƛƴǘŜǊƴŀƭ ƳǳȄŜǊέ uses the arrow menu icon ( ) and does 
all its output in the log file window and a mux window of its own.  

Using tsMuxer 

The άaǳȄ ōȅ ǘǎaǳȄerέ uses the cogwheel menu icon ( ). BDS opens 
a progress log window (if it is not a docked window) showing each step 
along the way, supplemented by additional come-and-go tsMuxer DOS 
windows for each movie it muxes until done.  

For each movie it muxes, it creates a small textfile moviename.inf that 
you can open with a plain text editor like Windows Notepad and see 
what information tsMuxer used for the muxed movie. This info is also 
shown in its console window but disappears when that window closes. 

If you get an error message about incorrect frame rate, then open the 
appropriate INF-file in Notepad (Movie.264.inf for Movie.264) and 
make sure it contains correct frame rate: 

 

If it is incorrect (i.e. 30 fps or 60 fps) , transcode those movie files to an 
acceptable frame rate. 

Log window 

The project log window indicates progress in the processing by BDS. 
The log window can be docked in the BDS interface or be undocked. 
BDS will open it when its disc building phase starts. 

BDS also creates a subfolder \Log in the project folder where you can 
revisit these log files (named by disc build time). 
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Errors are indicated in the on screen Log window in blue (warning) and 
red (real error). Some of these indications may be ignored at this stage 
(or always, depending on what you do). 

In the case shown above, a blue warning states that no popup menu is 
specified for either movie. Correct. Not used in this project. Can be 
ignored. 

!ƴƻǘƘŜǊ ōƭǳŜ ǿŀǊƴƛƴƎ ȅƻǳ Ƴŀȅ ƛƎƴƻǊŜ ƛǎ ǘƘŜ άŎƘŀƴƎŜŘ ŜǾŜƴǘǎέΦ ¢Ƙƛǎ 
refers to a slight modification of timings of a subtitle. If a movie has 
187 of those events, 187 subtitles were shifted. You may suppress 
these messages by changing the subtitle XML setting in Project 
Properties > Streams > Subtitles.  

! ǊŜŘ ŜǊǊƻǊ ƛƴŘƛŎŀǘŜǎ ǘƘŀǘ ǘƘŜǊŜ ƛǎ ƴƻ ά9ƴŘ !Ŏǘƛƻƴέ ǎǇŜŎƛŦƛŜŘ ŦƻǊ ǘƘŜ ƭŀǎǘ 
movie. Correct. The disc stops playing. If you want it to restart from 
movie ά/ƻŀǎǘǎέΣ ǇǊƻǾƛŘŜ ǘƘƛǎ ŀǎ ά9ƴŘ !Ŏǘƛƻƴέ ǘƻ ǘƘŜ second movie 
ά!ǳǎǘǊŀƭƛŀέ and create the disc again. Since the movies are not 
changed, it suffices to recompile the Java programs in the JAR file and 
have the new copy be placed in the disc output folder. 

But you may also restart the entire muxing process ς it will overwrite 
everything it made earlier in the output folder. It just takes much 
longer than recompiling and replacing the JAR file. 

Some red errors may occur when you switched muxers: it warns you 
that the muxer had to adapt the chapter timings to fit its own 
requirements. The differences may be 1 or 2 seconds to the original 
setting with the other (now not in use) muxer. In general: do not 
change muxers in mid-flight! 
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Another red error states you did not specify who made this disc, an 
organisation ID. That is important ŦƻǊ ǳǎŜǊǎ ǘƘŀǘ ǿŀƴǘ ǘƘŜ άwŜǎǳƳŜ disc 
playingέ ŦǳƴŎǘƛƻƴ ǘƻ ǿƻǊƪ. LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ǊŜǎǳƳŜΣ ǘƘƛǎ ǘȅǇŜ ƻŦ 
error message can be switched prevented through Project > Project 
Settings > General tab and the unchecking of ά{ƛƎƴ ǘƘŜ W!w ŦƛƭŜέ.  

A blue warning indicates we did not sign the project. OpenSSL used to 
verify the JAR signature. This check is enabled by default to force the 
user to use it just in case. It can be disabled in Tools > Options > 
Compile tab and unchecking the άvalidatŜέ ŎƘŜŎƪōƻȄ. Physically, it 
unpacks the JAR-file, then unpacks META-INF\SIG-BD00.RSA and 
compares the data from it with the data in the JAR signature settings. 
If the signature is changed it indicates that someone has tampered 
with the files: any change (even a single bit) modifies the signature 
value. 

Note: sometimes a red line indicates no error. The application uses some 
words like "error", "unexpected" etc in a message to indicate it needs to 
be in red. So a perfectly fine "Unexpected Christmas" movie title might 
light up in red ς though there is nothing wrong. 

Other than ǘƘƻǎŜ άŜǊǊƻǊǎέΣ ǿŜΩǊŜ ŦƛƴŜΗ  

The bluray compliant file structure is written in the folder indicated in 
the specified Output folder: 

 

 

with the actual video movies stored in the STREAM folder ς just as 
large as their original source input (before they were demuxed). All 
other folders are created and populated by BDS. 

Possible problems during muxing 

Check άAppendix D: Errors occurred: possible causesέ for some that 
may be less trivial to correct. 

Step 5: Test running the disc 

You can now play the disc. Either by taking your chances, burn it on a 
BR-writeable disc and play in it a set top player. !ǎ ƭƻƴƎ ŀǎ ȅƻǳΩǊŜ 
testing your project, use re-writable discs. This may save you a lot of 
άǘƻŀǎǘŜǊέ ŘƛǎŎǎ ƛŦ ǘƘŜ ŀǳǘƘƻǊŜŘ ŘƛǎŎ ǘǳǊƴǎ ƻǳǘ ǘƻ ōŜ ƴƻǘ ŜȄŀŎǘƭȅ ǊƛƎƘǘ. 
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Software disc player 
You can also check the results first with a software player on your pc. 
This allows you to correct any missing items or wrong behavior 
without losing time on burning a disc. PowerDVD is such a software 
disc player. It allows you to set the \output folder (and enables its 
άhYέ ōǳǘǘƻƴ ŀǎ ǇǊƻƻŦ ǘƘŀǘ ŦƻƭŘŜǊ Ŏƻƴǘŀƛƴǎ ōƭǳǊŀȅ ŎƻƳǇƭƛŀƴǘ ŦƻƭŘŜǊǎύ 
and play the produced disc from the folders BDS created. 

From experience I know that some software players have their own 
ǉǳƛǊƪǎ ŀƴŘ ŘƻƴΩǘ ŀƭǿŀȅǎ ǿƻǊƪ ŀǎ ǘƘŜȅ ǎƘƻǳƭŘ. The physical disc in a set 
top player is the definitive proof! 

Create ISO file as disc image 
Some software players only accept a real disc to be played. Or an .iso 
image of such a disc. 

Virtual CloneDrive can open such an .iso file and emulates it as if it 
were a physical disc. Therefore Virtual Clone is known as a disc 
emulator.  

To create an .iso image for the folders produced by BDS, you can use  

¶ Nero BurningROM: set device to άimage ǊŜŎƻǊŘŜǊέ, use the BD 
±ƛŘŜƻ ǘŜƳǇƭŀǘŜǎ ŀƴŘ ǎŜƭŜŎǘ άbluray όƛǎƻύέ ƻǇǘƛƻƴΦ 5ǊŀƎ ǘƘŜ 
\output folders to the Disc Content region. 

 

¶ ImgBurn freeware ǎƻŦǘǿŀǊŜ όǎŜƭŜŎǘ άCreate image file from 
files/foldersέ from the mode EZ-Picker). The BDS produced 
\output subfolders \BDMV and \CERTIFICATE are specified as 
starting folder, using data type Mode1/2048, UDF 2.50 file 
system, recurse subdirectories). Indicate a hard disc location to 
write the SimpleBR.iso file to. 
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Create a Miniso file as disc image 
Miniso looks like an .iso image but only contains the headers of what a 
full .iso image would have. The folders that are part of the .iso image 
are not part of the miniso. Instead the .miniso file points to the real 
folders. It is therefore very space effective. 

 

Miniso is a format created and supported by DVDFab's ExplorerFAB 
(see section  "Virtual disc drives" on page 528 for download 
addresses). This freeware tool creates this .miniso file and can mount 
it as a virtual drive which then looks the same as if a real .iso file was 
mounted (like VirtualClone would do).  

You do need ExplorerFAB to create the .miniso file. Although (through 
file rename to .iso) it can be mounted by other virtual disc drive 
software such as Virtual CloneDrive, this does not seem to work 
ǇǊƻǇŜǊƭȅΦ!ƭƭ ŦƛƭŜǎ ǎƘƻǿƴ ƭƻƻƪ ǘƘŜ ǎŀƳŜΣ ōǳǘ ŀ άŎƻǇȅ ŘƛǎŎέ ǘƻ ŀ ōƭǳǊŀȅ 
ǊŜǎǳƭǘǎ ƛƴ ŀ ŘƛǎŎ ǘƘŀǘ ŘƻŜǎƴΩǘ ǿƻǊƪ ƛƴ ǎŜǘ ǘƻǇ ǇƭŀȅŜǊǎΦ 

Step 6: Burn the bluray disc 

Test run using a set top player 
The ultimate test is to burn a bluray disc .iso file or the \output folder 
of BDS to a BR-25 or BR-50 (re)writable disc and upon completion play 
ƛǘ ƛƴ ŀ άǊŜŀƭέ bluray player. Rewritable discs are preferred if you test 
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the disc: they can be reused after changes have been made until the 
disc is to your satisfaction. 

Burn folders 
To burn the disc, you can use Nero BurningRom or freeware ImgBurn. 

¶ Nero 12 (or later)Υ ǳǎŜ ǘƘŜ άblurayέ ǘŜƳǇƭŀǘŜǎ ŀƴŘ ǎŜƭŜŎǘ ά.5a± 
ǾƛŘŜƻέ ǘŜƳǇƭŀǘŜΦ ¦Ǉƻƴ ƻǇŜƴƛƴƎΣ ŘǊŀƎ ǘƘŜ ŦƻƭŘŜǊǎ ƛƴ BDS \output 
folder in the file browser to the disc content left-hand part of the 
interface. 

 

This may produce some warnings that can be ignored as the 
burned disc will play: 

 

To avoid these warnings, you can also burn the disc folder using 
ǘƘŜ άblurayέ ƻǇǘƛƻƴΣ ǎŜƭŜŎǘ ǘƘŜ άbluray ό¦5Cύέ ǘŜƳǇƭŀǘŜΣ ǎŜƭŜŎǘ ǘƘŜ 
¦5C ǘŀō ŀǘ ǘƘŜ ǊƛƎƘǘ ŀƴŘ ǎŜƭŜŎǘ άƳŀƴǳŀƭ ǎŜǘǘƛƴƎǎέ ŀƴŘ ƛƴŘƛŎŀǘŜ 
άǇƘȅǎƛŎŀƭ ǇŀǊǘƛǘƛƻƴέ ŀƴŘ ά¦5C нΦрлέΦ 
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hƴŎŜ ǘƘŜ ά5ƛǎŎ /ƻƴǘŜƴǘέ ǿƛƴŘƻǿ ƻǇŜƴǎΣ ȅƻǳ ŘǊŀƎ ǘƘŜ ǘǿƻ Ƴŀƛƴ 
folders BDMV and CERTIFICATE from the File Browser area to the 
disc content area and start the burn process. 

 

Note: It is my impression that using this UDF V2.50 method 
produces a disc that switches much quicker between menu items 
and movies than the disc made using the BDMV template.  

¶ ImgBurn: select ά²ǊƛǘŜ ŦƛƭŜǎκŦƻƭŘŜǊǎ ǘƻ ŘƛǎŎέ (if this does not 
show, select the menu option Mode > EZ-mode picker). 
From the next screen: 

o ǎŜƭŜŎǘ ǘƘŜ άhǇǘƛƻƴǎέ ǘŀō and fill in the Image Options 
box with: 
Á Data Type ǎǇŜŎƛŦȅ άaƻŘŜ мκнлпуέ 
Á File system UDF 
Á UDF Revision: 2.50 

o select the bluray ŘǊƛǾŜ ƛƴ ǘƘŜ ά5Ŝǎǘƛƴŀǘƛƻƴέ ŦƛŜƭŘ 
o ŎƘŜŎƪ ǘƘŜ άǾŜǊƛŦȅέ ōƻȄ ƛŦ ȅƻǳ ǿŀƴǘ ǘƻ ŎƘŜŎƪ ǘƘŜ ŘƛǎŎ 

burned. 
o {ŜƭŜŎǘ ǘƘŜ άƭŀōŜƭǎέ ǘŀō ŀƴŘ ǎǇŜŎƛŦȅ ŀ ŘƛǎŎ ƭŀōŜƭΦ 
o Burn the disc 
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Burn iso file 
When you collected all BDS folders into a single .iso file, you can use 
both Nero or ImgBurn to burn a disc: 

¶ Nero: Use menu option Recorder > burn image to transfer the 
contents of the .iso file onto a physical disc  (do not use  the 
opton  New > Bluray (ISO) as this is a way to create a regular 
.iso file from folders:  not to burn them onto disc) 

¶ ImgBurn:  select ά²ǊƛǘŜ ƛƳŀƎŜ ŦƛƭŜ ǘƻ ŘƛǎŎέ όȅƻǳ Ƴŀȅ ƘŀǾŜ ǘƻ 
select the creation mode first through Mode > Ez Mode 
picker). 

Burn a mounted virtual drive 
If you created an .iso (or a .miniso renamed to .iso) file you can mount 
that image as a virtual drive (using tools like Virtual CloneDrive or 
DVDFab's ExplorerFAB). The .iso file will then become a drive of its 
own (e.g. M:\ )  

You can use Nero or ImgBurn to copy the contents of that virtual disc 
to a physical disc: 

¶ Nero: select New > Disc copy 

¶ LƳƎ.ǳǊƴΥ ŘƻƴΩǘ ŀǎ ƛǘ ǊŜǉǳƛǊŜǎ ŀ ǘǿƻ ǎǘŜǇ όǘƛƳŜ ŎƻƴǎǳƳƛƴƎύ 
method half of which you already did: 

o copy disc to iso 
o burn iso to disc 

The first stap you already did, the second step is identical to 
ǘƘŜ ŜŀǊƭƛŜǊ ŘŜǎŎǊƛōŜŘ άBurn iso fileέΦ 

 
The alternative is to burn the folders you find on the virtual drive. 
These are \BDMV and \CERTIFICATE. How to do this is identical to 
ǿƘŀǘΩǎ ŘŜǎŎǊƛōŜŘ ƛƴ ǎŜŎǘƛƻƴ Burn folders on page 74. 
 
3D Warning 
As will be described in Part 7: 3-D on page 425, 3D bluray discs have 
special  SSIF  files that indicate left and right eye frames. You cannot 
simply copy folders from a mounted .iso disc or those produced by 
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BDS as this does not show the \BDMV\SSIF folder files. You need to 
create a .miniso file and copy the resulting.iso file as image to a disc 
as described in section Burn iso file on page 76. 

Step 7: Problems with the final disc: some possible solutions 

Running the created disc may uncover navigational errors in the menu 
transitions if they were not caught during simulation. These can be 
corrected in BDS and the entire disc can be recreated and re-checked. 

If some movies do not play properly in a player or the entire disc 
refuses to play, check: 

¶ Does the muxer fail to produce a disc? Check if all movie files 
ǊŜǎǘǊƛŎǘ ǘƘŜƳǎŜƭǾŜǎ ǘƻ ŎƘŀǊŀŎǘŜǊǎ ά!έ-ά½έ ƻǊ άлέ ǘƻ άфέΦ hǘƘŜǊ 
characters may not be acceptable to tsMuxer but its problem 
shows only when it fails. 

¶ Iŀǎ ǘƘŜ ǇǊƻƧŜŎǘ ǇǊƻǇŜǊǘȅ άŘƛǎŎ ǇǊƻŦƛƭŜ ǾŜǊǎƛƻƴέ ōŜŜƴ ǎŜǘ ǘƻ άǎŀƳŜ 
as BD-WέΚ wŜǘǊȅ ǳǎƛƴƎ άŦƻǊŎŜ ǾŜǊǎƛƻƴ мέΦ {ƻƳŜ .w ǇƭŀȅŜǊǎ ǿƻƴΩǘ 
accept versions other than 1. 

¶ Iŀǎ ǘƘŜ ŘƛǎŎ ŀ άǎƛƎƴŜŘέ W!wΚ !ƴŘ ŘƛŘ ȅƻǳ ƛƴŎƻǊǊŜŎǘƭȅ ŎƘŀƴƎŜ ǘƘŜ 
JAR settings? 
Go to tǊƻƧŜŎǘҔtǊƻƧŜŎǘ {ŜǘǘƛƴƎǎҔDŜƴŜǊŀƭ ǘŀō ά{ƛƎƴ ǘƘŜ W!wέ 
ǳƴŎƘŜŎƪ ά{ƛƎƴ ǘƘŜ W!wέ ŀƴŘ ǊŜƳǳȄ ŀƎŀƛƴΦ όtǊŜǎǎ ά{ŀǾŜ ŀǎ 5ŜŦŀǳƭǘέ 
on the Project>Project Properties to keep this setting).  
Alternatively, sign the JAR but provide valid signing information. 

¶ Non-compliance may lead to discs with movies not showing. Are 
all video files BDA standards compliant? (see the section άBluray 
disc set top player specificationέ ŜŀǊƭƛŜǊ)? If not, correct this and 
rebuild the disc (e.g. Power Director V16 creates MPEG-TS videos 
that are not BDAV)) MPEG4-AVC streams. Acceptable for tsMuxer 
but not the internal muxer ς and won't play on some standalone 
players). 

¶ If the movie seems jerky (jitter and stutter), there may be 
different causes: 
o Does the movie play smoothlessly in movie player on your 

pc? If not, it may be your pc or its video card is too slow for 
proper playback. In this case, burn the bluray disc on a 
rewritable disc and see if the stutter also occurs on a set top 
player. 
Also check if you do not run multiple applications at the 
same time ς this could put a burden on your processor 
causing the stutter by not having enough time dedicated to 
the player. 

o Check with a tool like MediaInfo whether the frame rate is 
the expected fixed rate (such as 25 fps) or variable. It should 
be fixed and supported (30 fps or 60 fps are not supported) 

o You may try a different video editor or converter to see if 
that makes a difference. 

o Does the video have a stable time base? Often these 
problems can be solved by using TS Doctor (Tools > Remux) 
or tsMuxerGUI to recreate the .m2ts source file without 
making any changes to the source. It will provide a new time 
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base.  As last resort (at cost of picture quality) you may be 
successful in transcoding the original file into a different 
format (.m2ts into .mp4 for example) and back. The 
intermediate format should be overdimensioned (e.g. 
specified with higher bitrates) to limit the loss in picture 
quality. Transcoding might be done using the (partly 
freeware) HD Video Conversion Factory tool. 

o Transcode the resulting file to bluray standards and finally 
demux the file into video/audio components for BDS and 
rebuild the disc.  

o Use a different bitrate (higher seems to work better) in a 
video editor to create the movie.  

o It sometimes helps to move the starting point of the new 
movie to a slightly later point (I-frame) in time using a video 
editor. 
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Project 2: Creating a simple menu-driven bluray disc 

The Project Goal 

This chapter will show how to make a simple bluray disc with a single 
static menu showing the titles of the movies contained on the disc.  

A proper bluray disc consists of two major components: 

¶ The movies to play  (as we saw in the previous project) 

¶ The menu structure with text, images, buttons and the 
ƴŀǾƛƎŀǘƛƻƴ ŀƳƻƴƎǎǘ ǘƘŜƳΦ ¢ƘŀǘΩǎ ǿƘŀǘ ǿŜΩǊŜ ƎƻƛƴƎ ǘƻ ŀŘŘ ƛƴ 
this project. 

The addition of menus, buttons, navigation: this is where BDS does its 
work. Everything but the movies themselves and therefore all of the 
visual experience for a disc viewer, are programmed through BDS in a 
set of Java programming language routines, colleŎǘŜŘ ƛƴ ŀ άWŀǾŀ 
!ǊŎƘƛǾŜέ ƻǊ W!w ŦƛƭŜΦ  

Java or mux 
BDS consists of two relatively independent parts: 

1. the visual experience (menus etc): a set of Java routines 
2. the playback of the movies:  put together by the muxer 

Because they are independent, any change in the visual experience 
such as a new menu or different navigation or new buttons requires 
only to re-ŎǊŜŀǘŜ ǘƘŜ WŀǾŀ ŎƻŘŜ ǘƻ Řƻ ǘƘƛǎΦ .5{ Ƙŀǎ ŀ άW!wέ ōǳǘǘƻƴ ǘƻ Řƻ 
this.  

Initially the entire disc must be created: the Java code and the muxed 
movies. But once made,  you often only need to recompile the Java 

code and replace the JAR file in the final image (use the  menu 
button)Φ ¢Ƙŀǘ ǎŀǾŜǎ ŀ ƭƻǘ ƻŦ ǘƛƳŜ ǿƘŜƴ ȅƻǳΩǊŜ ŦƛƴŀƭƛȊƛƴƎ ȅƻǳǊ ŘƛǎŎ ǿƛǘƘ 
the final corrections. As long as you do not change anything to the 
movies themselves (such as new tracks, different chapters, other 
actions), just recompiling the JAR file suffices. Changing the name of a 
movie placeholder also means a JAR replacement is enough. 

The visual experience: the Java part 
The viewer uses his remote-control arrow keys to navigate between 
the various menu elements on screen such as selecting movie titles 
and selecting one to play. 

This project extends the previous one by: 

¶ adding a full screen menu shown at startup 

¶ use buttons with a visible ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜ and different 
ƭƻƻƪƛƴƎ άbƻǊƳŀƭέ state 

¶ add navigation between buttons and action when a button is 
activated 

¶ use a single button as prototype of all buttons 
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If you want to create this project yourself, the source files can be 
found in the .zip file mentioned in Appendix A: The ǳǎŜǊΩǎ ƎǳƛŘŜ source 
files. 

For those that want a demonstration video on creating menus, the BDS 
website provides one as YouTube movie: 
https://youtu.be/CPjBdnSfCXc  

Reuse: merge, template or copy project 

This is as good a place as any: BDS has a File > Merge projects option. If 
in future you have created another project and want to reuse parts of 
ƛǘ ƛƴ ŀ ƴŜǿ ǇǊƻƧŜŎǘΣ ȅƻǳ Ŏŀƴ ǳǎŜ άaŜǊƎŜ ǇǊƻƧŜŎǘέΦ hŦ ŎƻǳǊǎŜΣ άLƳǇƻǊǘ 
ŦǊƻƳ ǘŜƳǇƭŀǘŜέ ƛǎ ŀƴƻǘƘŜǊ ǊŜ-use option. This is preferred if you intend 
to re-use some elements frequently. And copying the project file and 
giving it a unique name alows you to use the earlier project as starting 
point. 

LŦ ȅƻǳ ŎƭƛŎƪ ƻƴ άaŜǊƎŜ tǊƻƧŜŎǘέΣ you are asked what project to merge 
with. In a popup window you then specify what elements you want to 
merge into your project. 

 

This is not on a by-object-ƛǘŜƳ ōŀǎƛǎ ōǳǘ ǊŀǘƘŜǊ ƻƴ ŀ άōȅ-object-ǘȅǇŜέ 
such as all menus or movies. This may be too much ς in which case you 
need to do some pruning after the merge. Alteratively, you may open 
the to-be-merged project first, prune it, save it under a different 
project name. Reopen your current project and merge with the pruned 
project. Do keep in mind that the project may not mux very well into a 
disc format. The merged elements may refer to unmerged objects and 
obviously some changes must be made to those references to work for 
your project. Merging is not ideal, but can be a handy copy/paste 
mechanism. 

The Menu 

A menu consists of various graphical parts that are layered on top of 
each other. An empty layer is totally transparent. Put something on a 
layer and it will hide anything on the same position below that layer. 
The layers work the same way as a stack of transparent sheets that 
cover whatever is pictured on lower layers.  

Menus and all its elements (buttons, images) are BDS generated Java 
code. They are stored in a Java archive (JAR) file. Any change will 

https://youtu.be/CPjBdnSfCXc
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require BDS to recompile the JAR file. Use the JAR button ( ) to do 
this. 

Menu object layers 
All menu objects reside on their own layer. They are stacked from top 
ǘƻ ōƻǘǘƻƳΦ ¢ƘŜ ƻǊŘŜǊ ƛǎ ǎƘƻǿƴ ƛƴ ǘƘŜ άhōƧŜŎǘǎ ²ƛƴŘƻǿέ ƛŦ ȅƻǳ ǎŜƭŜŎǘŜŘ 
a menu. 

You can stack the objects in any order you want. It is common sense to 
adhere to the following order, from lowest to highest layer: 

¶ menu graphics and text όάǇƛŎǘǳǊŜǎέύΥ ǘƘŜ άǎǘŀǘƛŎέ ŜƭŜƳŜƴǘǎ at 
the bottom of the stack 

¶ menu buttonsΥ ǘƘŜ άƛƴǘŜǊŀŎǘƛǾŜέ ŜƭŜƳŜƴǘǎ occupying the 
higher stack levels 

Menu components 
A menu, once opened, remains visible until the viewer decides 
otherwise. He does so by activating a button on the menu that either 
replaces the menu by another or starts playing a movie. 

The illustration below shows some layers in a menu ς all stacked on 
top of each other. Of course other menus have more or fewer pictures 
and buttons. 

From lowest to highest layer you see: 

¶ A picture layer with a map of the Netherlands. The 
checkered parts of the layer are transparent. The solid grey 
parts around the map too, but any picture in BDS menus is a 
rectangular area and all pixels of that area contribute to the 
total picture pixel count ς transparent or not. This count is 
therefore higher than the visible pixels that make up the 
country map.  
The map partly hides the background movie. 

¶ A text layer which is simply another picture layer that is fully 
transparent except for the text. Some of this text may be a 
menu list: buttons along side it allow such a list item to be 
selected and activated. The checkered and grey parts are 
transparent, but the all pixels in the grey part contribute to 
the total pixel count. 
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¶ Menu buttons ς Each button is on its own layer (that is 
completely transparant apart from the button image). Each 
button has four states (and it always in one state) that are 
sub-layers ordered from lowest to highest: 
N(ormal),C(urrent), S(elected) and A(ctivated). Only the 
ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜ ƛǎ ŎǳǊǊŜƴǘƭȅ ƛƳǇƻǊǘŀƴǘΦ LŦ ȅƻǳ ƘŀǾŜ ǎŜǇŀǊŀǘŜ 
images defined for each state, they stack on top of each 
other in the N,C,S,A order. Commonly they are positioned at 
ǘƘŜ ǎŀƳŜ ƭƻŎŀǘƛƻƴ ǎƻ ƻƴŜ ǎǘŀǘŜ άŎƻǾŜǊǎέ ŀƭƭ ƭƻǿŜǊ ǎǘŀǘŜǎΦ .ǳǘ 
you can position each state at any location.  
Here 3 buttons are shown, each with their four possible 
states where images are on top of each other. For our 
purposes at the moment, all states are transparent. The 
button only shows when it is selected (e.g. by showing its 
checkmark image). This way you have a visial indication of 
what button is currently selected.  

The way a viewer would see this menu is illustrated below. 
IŜǊŜ ǿŜ ǎǇŜŎƛŦƛŜŘ ŀ ōƭǳŜ ǎǉǳŀǊŜ ŦƻǊ ŜŀŎƘ ōǳǘǘƻƴΩǎ άbέƻǊƳŀƭ 
ǎǘŀǘŜ ŀƴŘ ŀ ǊŜŘ ǎǉǳŀǊŜ ŦƻǊ ŜŀŎƘ ōǳǘǘƻƴΩǎ ά{έŜƭŜŎǘŜŘ ǎǘŀǘŜΦ 
Only a single button can be the selected one ς here the 
ƳƛŘŘƭŜ ƻƴŜ όƴŜȄǘ ǘƻ ƳŜƴǳ ƛǘŜƳ άǊŀƛƭ ǘǊŀǾŜƭέύΦ ¢ƘŜǊŜŦƻǊŜ ƛǘ 
shows red, covering its N state which is also blue. If the OK 
button is pressed on the remote-control a movie showing a 
rail road trip of the Netherlands is started. The other buttons 
are shown in their normal state, coloured blue. With the 
remote control arrow keys you can move up or down to 
select another button. The red square seems to move along. 

In most cases, the button N state will have no image and 
therefore its state is transparent.  

¶ The menu movie is s black/white movie that plays in the 
background of the menu. 
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Component: Menu movie 
Each menu has a menu movie.  that plays continuously behind all 
other menu components. It must be a BDA compliant movie but its 
resolution determines the part of the menu shown on screen. A High 
Definition menu movie (1920x1080 pixels) will show the entire menu 
of 1920x1080 pixels. A half-HD movie of 1280x720 pixels only shows 
the left top most part of a menu: the area of 1280x720 pixels. Keep 
this in mind when you provide a menu movie and are surprised some 
ōǳǘǘƻƴǎ ŘƻƴΩǘ ǎƘƻǿΦ ¢ƘŜƴ ǘƘŜ ƳŜƴǳ ƳƻǾƛŜ Ƙŀǎ ŀ ǎƳŀƭƭŜǊ ŀǊŜŀ ǘƘŀƴ ŦƻǊ 
which you designed the menu. Either replace the menu movie or 
shrink the menu so it does fit.9 

The movie itself is just like any other movie: it is not part of the menu 
ŀƴŘ ǘƘǳǎ ƴƻǘ ǎǘƻǊŜŘ ƛƴ ǘƘŜ ƳŜƴǳ W!w ŦƛƭŜΦ ¸ƻǳ ŘƻƴΩǘ Ǉƭŀȅ ƛǘ ƻƴ 
command: as soon as a menu opens, its menu movie plays. 

If you use the same menu movie(same video/audio streams) for all 
menus, switching between these menus does not interrupt the playing 
of the menu movie. Its video and sound continue seamlessly between 
menus. If only one menu is assigned a menu movie, BDS asks you if 
you want to use the same movie for all other menus. If you confirm, all 
menus will use that menu movie ς even if they had another movie 
originally. So be aware of this before confirming to replace all menu 
movies! 

Because there is a Java imposed maximum pixel count for all picture 
elements on a menu, you can reduce this count by adding as many 
picture elements to the menu movie. Then they have zero contribution 
to the pixel count. This is particularly useful if the same objects occur 
on many menus. Rather than being a menu part, insert it into the 
menu movie at the right position.  

If you have a still image covering the full screen, you may consider 
using this image to create a short running movie and use this movie as 
a menu movie. Same still image is shown but a a running movie rather 
than an image. No pixel count. Reuse with benefits. 

 
9 This is also true for popup-menus (discussed later). The menu must fit within the 
ǇƭŀȅƛƴƎ ƳƻǾƛŜΩǎ ǊŜǎƻƭǳǘƛƻƴΦ 
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Note: When a menu button starts a movie that is encoded in a 
different frame rate than the menu movie, there Is a noticeable delay 
between activating the button and the start of the movie because the 
set top player must adjust the play setting. It may also cause video and 
audio to become out-of-sync. If possible, try to keep menu movie and 
other movies to use the same frame rate. 

Note: A menu movie on a commercial bluray disc cannot be paused. 
There was a request from/need for some users of BDS to be able to 
pause the menu movie. You can set your preference in the Project > 
Project Settings > Menu tab. By default you cannot pause the menu 
movie όǘƘƛǎ ƛǎ ǘƘŜ άǳǎǳŀƭέ ōŜƘŀǾƛƻǳǊ ƻŦ ŎƻƳƳŜǊŎƛŀƭ ŘƛǎŎǎύ. 

  

Component: Menu image 
Images such as photos and illustrations can be objects on a menu. 
They are stored as part of the Java generated code by BDS and stored 
in a Java Archive JAR file. 

Maximum size 
There is a Java imposed maximum size for all images you include in the 
menus. For BD-J Version 1 it is 590 000 pixels.  

Using V1 may give an error message when you include too many 
images. 

 

Changing your setting to BD-J V2 and also setting the "Disc profile 
version" to "same as BD-J profile" aleviates the maximum size problem 
to a larger value (7 900 000) which may just let your disc be muxed10. 

 

In addition you may set "Combine images" to "split into separate files". 
This will produce separate image files used in the disc image in the 
project folder __JAVA/00000 . 

If you still require more pixels for all images than allowed,  you need to 
divide the images over several JAR files (see Switching between JAR 
titles on page 223) and possibly change the Project Type in the Project 

 
10 Some older set top players have problems with BD-J V2, it is then advised to use BD-
W ±н ōǳǘ ƪŜŜǇ ά5ƛǎŎ ǇǊƻŦƛƭŜ ǾŜǊǎƛƻƴέ ǎŜǘ ǘƻ άŦƻǊŎŜ ǾŜǊǎƛƻƴ мέ 
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Settings > General tabΦ ¢Ƙƛǎ ǿƻƴΩǘ ōŜ ƴŜŎŜǎǎŀǊȅ ŦƻǊ ǘƘŜ ŎǳǊǊŜƴǘ ǇǊƻƧŜŎǘ 
and for many of your own projects. 

A menu picture is a rectangular part of the menu. This rectangle may 
be partly transparent, but the entire rectangle is contributing to the 
menu pixels.  

The illustration below shows 3 small visible picture parts as individual 
objects (each one in its own layer). Each part contributes to the pixel 
count. 

 

When the three objects are in one image with a lot of transparent 
pixels in between, the surrounding rectangle contributes to the pixel 
count ŀƴŘ Ƴŀƴȅ ǇƛȄŜƭǎ ŀǊŜ άǘǊŀƴǎǇŀǊŜƴǘέ ōǳǘ ǎǘƛƭƭ ŀŘŘ ǘƻ ǘƘŜ ŎƻǳƴǘΦ 

 

 

Stack order of objects (layers) 
Picture objects can be made as .png files (as .png supports 
transparency). Each picture file becomes an object on the menu and 
each object has its own layer (seen in the Objects window when you 
work in the associated Designer Window). You can change the stack 
order of the layers of the objects by shifting their order in the Objects 
window using the up/down arrows in the BDS menu bar. 

 

You can show these buttons in both the Objects window and in the 
main menu of BDS or in either one. This is set through Tools > Options 
Ҕ LƴǘŜǊŦŀŎŜ ǘŀō ŀƴŘ ǎŜƭŜŎǘ ǘƘŜ ŘŜǎƛǊŜŘ ōŜƘŀǾƛƻǳǊ ƛƴ ǘƘŜ ά{Ƙƻǿ ƻōƧŜŎǘ 
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ƳƻǾŜ ōǳǘǘƻƴǎέ ŘǊƻǇŘƻǿƴ ƭƛǎǘ. The illustration below sets the buttons 
on both locations. 

 

Component: Menu buttons and button states 
The second part of a menu consists of button objects. Using the arrow 
keys on the remote control, the user moves from one button to the 
ƴŜȄǘΦ²Ƙŀǘ ƛǎ άƴŜȄǘέ ƛǎ ŘŜǘŜǊƳƛƴŜŘ ōȅ ǘƘŜ ōǳǘǘƻƴ ŀŎǘƛƻƴ ŦƻǊ ǘƘŜ ŀǊǊƻǿ 
key. It is customary to set the navigation between buttons from the 
top button to bottom button but if yoǳ ŘƻƴΩǘ ȅƻǳ Ƴŀȅ ǎǳǊǇǊƛǎŜ ǘƘŜ 
viewer who presses the down arrow key and sees that a button at the 
top of the menu is selected simply because your navigational actions 
insist it to work that way. 

When you then ǇǊŜǎǎ ǘƘŜ άhYέ ōǳǘǘƻƴ ƻƴ ǘƘŜ remote-control, the state 
ƻŦ ǘƘŜ ōǳǘǘƻƴ ŎƘŀƴƎŜǎ ŦǊƻƳ άSŜƭŜŎǘŜŘέ ǘƻ άAŎǘƛǾŜέ and the button 
actions defined ƛƴ άtǊŜǎǎ 9b¢9wέ property are executed. This can be 
the start of a movie, a jump to another menu, or any other action you 
defined. 

When navigating between buttons you often highlight the selected 
button by giving it a special image for its selected state. You may also 
make all other states of the buttons invisible (i.e. no image associated 
with the state)  or with normal state dimmed. 11 

Moving from button to button, the button you leave changes its state 
ŦǊƻƳ άSŜƭŜŎǘŜŘέ ǘƻ άNƻǊƳŀƭέ ŀƴŘ ǘƘŜ ƴŜȄǘ ƻƴŜ ŎƘŀƴƎŜǎ ŦǊƻƳ άNƻǊƳŀƭέ 
ǘƻ άSŜƭŜŎǘŜŘέΦ 

As already mentioned, each button has four states: 

¶ normal 

¶ selected 

¶ activated 

¶ current 

Each state can have an image. These images are stacked bottom-to-
ǘƻǇ ŀǎ ƛƴŘƛŎŀǘŜŘΦ ¢ƘŜ άbƻǊƳŀƭέƛƳŀƎŜ ƛǎ ƘƛŘŘŜƴ ōŜƘƛƴŘ ǘƘŜ ά{ŜƭŜŎǘŜŘέ 
ƛƳŀƎŜ ƛŦ ŀ ōǳǘǘƻƴ Ƙŀǎ ǘƘŜ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜΦ 

Onlȅ ǘƘŜ ά{ŜƭŜŎǘŜŘέ state must have a visible button image. The other 
three states ŀǊŜ άƴƛŎŜ ǘƻ ƘŀǾŜέ ōǳǘ ƴƻǘ visually essential. That means 
you ŘƻƴΩǘ ƘŀǾŜ ǘƻ ŀǎǎƛƎƴ ŀƴ ƛƳŀƎŜ ǘƻ all states: the ones not relevant 
to you fully transparent, i.e. have no image.  

For this project we will ƻƴƭȅ ǇǊƻǾƛŘŜ ŀ ōǳǘǘƻƴ ƛƳŀƎŜ ǘƻ ƛǘǎ άǎŜƭŜŎǘŜŘέ  
state for the moment. !ƴŘ ŀ ǿƘƛǘŜ ŎƛǊŎƭŜ ǘƻ ƛǘǎ άbƻǊƳŀƭέ ǎǘŀǘŜ ς just to 
ǎƘƻǿ ƛǘΩǎ ǘƘŜǊŜ όƛƴ ǊŜŀƭ ƭƛŦŜ ȅƻǳ ǇǊƻōŀōƭȅ ǿƻǳƭŘ ƴƻǘ ǇǊƻǾƛŘŜ ŀƴ ƛƳŀƎŜύΦ  

 
11 A button can also be text. Then the selected text button shows the text in a different 
colour or font to make it stand out ŦǊƻƳ ǘƘŜ άƴƻǊƳŀƭέ ǎǘŀǘŜ ōǳǘǘƻƴǎΦ CƻǊ ŜȄŀƳǇƭŜΣ ŀƭƭ 
texts are blue but the selected on changes the text into a bordered yellow colour. 
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¢ƻ ǎŜŜ ŀƴȅ ƻŦ ǘƘŜ ōǳǘǘƻƴ ǎǘŀǘŜǎ ōŜǎƛŘŜǎ άNormalέ you need to make 
those states visible έ ƛƴ ǘƘŜ 5ŜǎƛƎƴŜǊ ǿƛƴŘƻǿ by clicking on the related 
ά{Ƙƻǿ ғǎǘŀǘŜҔέ ōǳǘǘƻƴ ƻƴ ǘƘŜ .5{ ƳŜƴǳ ōŀǊΥ 

 

The order of the buttons is to show the normal (violet), selected (red), 
activated (yellow), current (green) states of the buttons. 

State: Normal 

¢ƘŜ άbƻǊƳŀƭέ ǎǘŀǘŜ  shows the button when it is not selected. 
When a menu offers 10 choices, 9 of them will have a button showing 
ƛǘǎ άNƻǊƳŀƭέ ǎǘŀǘŜ ŀƴŘ ƻƴƭȅ ƻƴŜ ƛƴ ǘƘŜ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜΦ ¢ƘŜ άbƻǊƳŀƭέ 
state is always visible (unless transparent or absent). Other button 
states are shown on top of the normal state image and may cover it 
completely.  

Note: Any non-normal state image of a button therefore usually covers 
the entire normal state image.If it has transparent parts, the normal 
image shines through those parts. 

¢ƘŜ άbƻǊƳŀƭέ ǎǘŀǘŜ Ŏŀƴ ōŜ ŀ ŘƛƳƳŜŘ ǾŜǊǎƛƻƴ ƻŦ ǘƘŜ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜΣ 
ōǳǘ ƻŦǘŜƴ ƛǘ ƛǎ ǘƻǘŀƭƭȅ ƛƴǾƛǎƛōƭŜΦ ¢Ƙƛǎ ƳŜŀƴǎ ǘƘŀǘ ǘƘŜ άbƻǊƳŀƭέ ǎǘŀǘŜ  has 
no image file associated with it. 

State: Selected 

¢ƘŜ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜ  shows the image of a highlighted button. As 
such, it will always be a visible state of the button. It can be a bright 
arrow, a check mark, a pointing finger or some other indication of 
what menu item is currently selected through arrow navigation on the 
remote-control.  

¢ƘŜ έ{ŜƭŜŎǘŜŘέ ƛƳŀƎŜ ŘƛŦŦŜǊǎ ŦǊƻƳ ǘƘŀǘ ƻŦ ǘƘŜ άbƻǊƳŀƭέ ǎǘŀǘŜ. When 
ǘƘŜ ōǳǘǘƻƴ ƛǎ ƛƴ ƛǘǎ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜΣ ƛǘ ƻŦǘŜƴ totally covers the 
άbƻǊƳŀƭέ ƛƳŀƎŜΦ 

Normal and Selected states of buttons during menu 
design 
In the figure below a small menu is shown as static black image with 
white text. At the left of the text ǘƘŜ άbƻǊƳŀƭέ ǎǘŀǘŜs of four buttons 
are shown. Here we use ag rey outlined circle ŀǎ άbƻǊƳŀƭέ ǎǘŀǘŜ ƛƳŀƎŜ 
although often it would be absent entirely. But this way we can see the 
ōǳǘǘƻƴǎ ƛƴ ǘƘŜƛǊ άbƻǊƳŀƭέ ǎǘŀǘŜΦ 

 

¢ƘŜ ǎŀƳŜ ōǳǘǘƻƴǎ ŀǊŜ ǎƘƻǿƴ ŀƎŀƛƴΣ ōǳǘ ƴƻǿ ǘƘŜƛǊ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜ 

(when the BDS menu button  is clicked). 
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bƻǘƛŎŜ ǘƘŀǘ ŀƭƭ ŦƻǳǊ ōǳǘǘƻƴǎ ƘŀǾŜ ŀ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜ ƭƻƻƪƛƴƎ ƭƛƪŜ ŀ 
yellow circle with an arrow. Each button as such an image for its 
ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜ ŀƴŘ ǘƘŜǊŜŦƻǊŜ ƛƴ ǘƘŜ 5ŜǎƛƎƴŜǊ Window they are 
ǎƘƻǿƴΣ ŎƻǾŜǊƛƴƎ ǘƘŜ άbƻǊƳŀƭέ ǎǘŀǘŜ ƛƳŀƎŜǎ ǘƘŀǘ ŀǊŜ ƻƴ ŀ ƭƻǿŜǊ ƭŀȅŜǊΦ  

²ƘŜƴ ǘƘŜ ŘƛǎŎ ƛǎ ǇƭŀȅŜŘΣ ƻƴƭȅ ƻƴŜ ōǳǘǘƻƴ ƛǎ ƛƴ ƛǘǎ ά{ŜƭŜŎǘŜŘέ ǎǘŀǘŜΣ ŀƭƭ 
ƻǘƘŜǊǎ ŀǊŜ άbƻǊƳŀƭέ ς as the image below shows. 

 

States: Activated or Current 
The other two statesΣ ά!ŎǘƛǾŀǘŜŘέ  ŀƴŘ ά/ǳǊǊŜƴǘέ  are less 
important at the moment, but have their uses in elaborate menus. 
ά/ǳǊǊŜƴǘέ ǿŜ ǿƛƭƭ ŘƛǎŎǳǎǎ ƛƴ ǘƘŜ ƴŜȄǘ ǇǊƻƧŜŎǘΦ 

! ōǳǘǘƻƴ ƎƻŜǎ ŦǊƻƳ ά{ŜƭŜŎǘŜŘέ ƛƴǘƻ its ά!ŎǘƛǾatedέ ǎǘŀǘŜ ǿƘŜƴ ǘƘŜ 
άhYέ ōǳǘǘƻƴ is pressed on the remote-control. 

If you implement an image (.png file) for ǘƘŜ ά!ŎǘƛǾŀǘŜŘέ ǎǘŀǘŜ ƛǘ ǿƛƭƭ 
briefly show this image before executing the action associated with its 
άtǊŜǎǎ 9b¢9wέ ǇǊƻǇŜǊǘȅ (e.g. play a movie or jump to another menu)12. 

Menu items copied 
The same way you copy items in other applications, you can copy 
menu objects. Or cut them from one to paste them elsewhere. 

¶ select the item in Designer Window or Objects window 

¶ /ƭƛŎƪ ά/ƻǇȅέ όƻǊ /ǳǘύ ƻǊ ǇǊŜǎǎ /¢w[κ/ όƻǊ /¢w[κ·ύ 

¶ /ƭƛŎƪ άtŀǎǘŜέ όƻǊ /¢w[κ±ύ 

¶ Indicate on the opening window what menu you want to 
paste to. 

If the paste is done to the same menu you may wonder where the 
copy is. BDS positioned it on top of the original item. Hence click that 
item and drag it away to its final position. 

Positioning objects 
Use the Designer window to reposition each object relative to the 
others. Use the object window to define their relative order (where 
items on higher layers can cover items on lower layers)  

 
12 Also an animation may precede the action of the button (animations are covered in 
Project 8: Animations on page 231). 
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Ensure the menu objects are unlocked for this purpose (button  set 

to ). Once you are satisfied with the arrangement you can lock the 
objects in place to avoid accidentally moving them. 

Instead of creating a .png file for each menu object, you can create a 
single multi-layered Photoshop file where each layer will become a 
menu object when BDS imports it. This is the only way to create 
objects and layers in BDS Lite. The preferred way now is to use 
separate .png files. ²ŜΩƭƭ ǎƘƻǿ Ƙƻǿ ōƻǘƘ ƳŜǘƘƻŘǎ ǿƻǊƪ ƭŀǘŜǊ ƛƴ ǘƘƛǎ 
chapter. 

You can check on how many pixels are used as all menu images are 
stored in the final bluray disc output folder as a Java .jar container in 
folder \BDMV\JAR\00000.jar. If you rename this file to 00000.zip and 
open it, the zip container will show a m1.png file which contains all 
pixels of all menus (if you have chosen all menu picture objects to 
reside in a single image). You can extract it or open it with an image 
editor to see whether its total size exceeds the current limit of 7 900 
000 pixels. 

hƴƭƛƴŜ ƘŜƭǇ ƛǎ ǇǊƻǾƛŘŜŘ ǳƴŘŜǊ ǘƘŜ ƘŜƭǇ ƘŜŀŘƛƴƎ άHow to reduce the 
amount of graphicsέΦ 

Note that when you use a carousel option for menu buttons (see 
section Carousel on page 177) this adds to the total pixel count too. 

The Designer Window allows you to rescale images. Keep in mind that 
scaling only changes the visual representation of the image. It does not 
change the size of the image in pixels. That is still the 100% size. Rather 
than scaling an object, you may create a smaller sized object (.png file) 
using any image editor. 

Note: rescaling significantly (reducing to 50% or less) may 
impact playback on certain players. Best to keep images for 
buttons and menu approximately equal to the size required. 

The Designer Window allows menus of 1920x1080 pixels in size. The 
cursor position tells you where you are on the menu. You can also 
ǎŜƭŜŎǘ ƻƴŜ ƻŦ ǘƘŜ ƳŜƴǳ ǎƛȊŜǎ ōȅ ǇǊŜǎǎƛƴƎ ƻƴ ǘƘŜ ά5ŜǎƛƎƴŜǊ ōŀŎƪƎǊƻǳƴŘέ 

menu button ( ). 

               
 

You can setup a background for the Designer window. This background 
will not copy into the final movie, but it will help to contrast menu 
objects with colours that may otherwise be hard to see.  

If a background movie is used with an area in which you want to 
position the menu texts and buttons, it may help to make a screenshot 



90 Blu Disc Studio Standard/MX - ! ōŜƎƛƴƴŜǊΩǎ DǳƛŘŜ 

ƻŦ ǘƘŀǘ ƳƻǾƛŜ ŀƴŘ ǳǎŜ ƛǘ ŀǎ ōŀŎƪƎǊƻǳƴŘ ƛƴ ǘƘŜ 5ŜǎƛƎƴŜǊΩǎ ²ƛƴŘƻǿΦ ¢Ƙƛǎ 
allows you to position the menu items correctly. 

As an example: a menu movie is a rattling projector. Apart from the 
reels spinning, the image is more or less static. Using a screenshot as 
Designer Window background allows us to position the text and 
buttons within the projection screen area. 

 

By default a grey-bluish background is provided. Change it to anything 

ȅƻǳ ƭƛƪŜ ōȅ ŎƭƛŎƪƛƴƎ ǘƘŜ ά5ŜǎƛƎƴŜǊ .ŀŎƪƎǊƻǳƴŘέ ōǳǘǘƻƴ ό) on the 
menu bar. 

Menu creation: 3 ways 

To create a menu, you can use one of three methods: 

¶ use a layered Photoshop file and create a separate layer for 
each menu object.Each layer will become a menu object 
layer. 

¶ use the Designer Window and import .png files for text 
images, illustration and button state images 

¶ use the Design Window and associated Objects window and 
create new objects for a menu using wizard-type windows. 

The first two methods are the only one available in the BDS Lite edition 
The commercial editions of BDS also allow the third option which is by 
far the most productive one. The first two ways allow for a more richer 
menu showing all the image manipulation tricks image editors provide. 
For a simple menu, the third way is the quickest. 

Once a menu is made, any modification can be made using either of 
the three methods.  

Menus through Photoshop 
The method of creating menus in Photoshop has been around since V1 
of BDS and is available in the free Lite edition that is based on V1.  

The Photoshop (or similar layer-supporting) image editor creates 
graphics files that consist of multiple layers. Each layer is filled and 
moved independently of the other layers. The final Photoshop .psd file 
must use 8-bits/channel for colour. 
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Each imported .psd file becomes a menu. Each layer in the .psd file will 
become a menu object. Either a static menu picture or a picture 
representing one state of a button. 

The layers need not be completely filled (for HD you can limit the 
Photosop canvas size to 1920x1080 pixels). Buttons usually are very 
small in size and use little space on a layer. 

Tip: to have precise alignment or positioning of picture and button 
elements, Photoshop has design-ŀƛŘ ƻƴƭȅ άƎǳƛŘŜǎέ ό/ƘŜŎƪ ±ƛŜǿ Ҕ 9ȄǘǊŀǎ 
and use View > Show Guides. Create these lines using View > New Guide). 

 

Layers that represent a single state of a button must have a layer name 
that adheres to a naming convention. Only that way BDS can 
distinguish between static picture layers and button state layers. Any 
layer name that does not adhere to the standard naming convention 
automatically becomes a plain, static picture.  

 

The layer naming convention for button states is άōǘƴΥname:stateέ 
where the name is some unique name for the button and state is one 
of the four states a button can be in. It is one character in size and is 
either άbέ όbƻǊƳŀƭύΣ ά{έ ό{ŜƭŜŎǘŜŘύΣ ά/έ ό/ǳǊǊŜƴǘύ ƻǊ ά!έ ό!ŎǘƛǾŀǘŜŘύΦ  

The illustration above shows a menu of four layers.  

¶ Two are images for two states of ŀ ōǳǘǘƻƴ ά{ŜƭŜŎǘƛƻƴ.ǳǘǘƻƴέ 
(ǎǘŀǘŜǎ άƴƻǊƳŀƭέ όŀ ōƭǳŜ ŎƛǊŎƭŜύ ŀƴŘ άǎŜƭŜŎǘŜŘέ όŀ ǊŜŘ ŀǊǊƻǿΣ ƻƴ 
top of the normal state blue circle)) 

¶ One static image has text to be shown on the menu 

¶ One static image shows windmill in a tulip field.  
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For on screen visibility, the button size should be 40 pixels high or 
more. Much smaller makes them difficult to see on screen. 

Tip: Create one .psd file with all different types of buttons you are likely 
to need and import these into a template project. That way you define 
the buttons once and can reuse them in many projects if a new project is 
based on such a template. 
Some simple button shapes can be taken from the Wingdings font if you 
use a text layer for a button state. 

Tip: Create only one button of each type for a menu. During the design 
of the menu in BDS you can duplicate any button as often as needed.  

A Photoshop file is imported into your BDS project by going to the 
Project ViewΣ ǎŜƭŜŎǘƛƴƎ ǘƘŜ άaŜƴǳέ ƛǘŜƳ ŀƴŘ ƻǇŜƴ ǘƘŜ ŘǊƻǇŘƻǿƴ 
ƳŜƴǳ ōȅ ŀ ǊƛƎƘǘ ŎƭƛŎƪ ƻŦ ǘƘŜ ƳƻǳǎŜΦ {ŜƭŜŎǘ ǘƘŜ άLƳǇƻǊǘ t{5έ ƻǇǘƛƻƴΦ  

 

That opens a navigation window to specify the .psd file to import. Then 
BSD opens its import window to allow you to specify what sort of file 
you import. 

 

Use it with the preset options. ¢ƘŜ ŎƘŜŎƪ ǿƛǘƘ ά!ǳǘƻŀǎǎƛƎƴ ōǳǘǘƻƴǎ 
ŀŦǘŜǊ ƛƳǇƻǊǘέ ŎǊŜŀǘŜǎ ōǳǘǘƻƴ ǎǘŀǘŜǎ ŦƻǊ ŀƭƭ Photoshop layers that follow 
the naming convention for button layers. By clicking άOKέ the file is 
imported and BDS creates a subfolder \menuname in the project 
folder, that contains all the .png files BDS created from the .psd layers. 

If you discover during work that you have forgotten something: simply 
edit the .psd file and re-import it. BDS realizes it already has such a 
ƳŜƴǳ ŀƴŘ ŀǎƪǎ ƛŦ ȅƻǳ ǿŀƴǘ ǘƻ ǳǇŘŀǘŜ ƛǘΦ {ŀȅ άȅŜǎέΦ New additions will 
ŀǳǘƻƳŀǘƛŎŀƭƭȅ ŀǇǇŜŀǊΦ wŜƳƻǾŜŘ ƛǘŜƳǎ ŘƻƴΩǘ ǎƘƻǿΣ ōǳǘ ǘƘŜƛǊ ΦǇƴƎ ŦƛƭŜǎ 
still exist in the \menuname subfolder.  

Do check that some picture layers do not unwantedly overlap each 
other, one covering the other. You can move them apart by unlocking 
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the objects in Designer window (set lock object button from  to ). 
You can also change the relative order of these layers from A-B into B-
A if needed by changing the object order in the Objects window. 

You may want to increase the Designer window to 100% (use the 
scaling box at the top) to ensure proper positioning: 

 

The same works when the Designer Window has focus and you roll 
your mouse wheel. 

By pressing the CTRL key while rolling the mouse wheel you can move 
up and down in the Designer window if the menu does not fit in the 
window. Pressing SHIFT while rolling the mouse wheel you can shift 
left and right in the Designer window. 

For buttons it is important that their state images do overlap (only one 
ǿƛƭƭ ōŜ ǾƛǎƛōƭŜ ŀǘ ŀƴȅ ƳƻƳŜƴǘΣ ŜȄŎŜǇǘ άƴƻǊƳŀƭέ ǘƘŀǘ ƛǎ ŀƭǿŀȅǎ ǾƛǎƛōƭŜ ς 
if not absent or transparent). If state images do not overlap each 
other, reposition them so they do. This may require temporarily un-

ŘƻƛƴƎ ǘƘŜ άƳƻǾŜ ŀǎ ƻƴŜ ƻōƧŜŎǘέ ǎŜǘǘƛƴƎ όŦǊƻƳ  (blue background) to 

 ). 

Menus through plain .png files as image or button 
If you provide all menu elements as separate .png files, you simply 
import those as menu objects. Create a blank menu in the Project Tree 
and open its Designer Window. Then in its associated Objects window, 

ŎƭƛŎƪ ǘƘŜ άbŜǿ hōƧŜŎǘ ōǳǘǘƻƴ ό) and create a new object. Assign the 
.png file to the picture object.  

Ordering of the menu objects or positioning is done the same way as 
when a Photoshop .psd file had been imported to create a menu. In 
fact, such import does nothing else than producing a set of .png files ς 
one for each Photoshop file layer. 

Menus made within BDS 
Since BDS V3 you can also create menus entirely from within BDS and 
compose it in the Designer Window and its associated Objects 
window.  

This method works bvy far the quickest and is the most flexible. But it 
only works in BDS Standard or MX. Not in the BDS Lite edition. 

You must first create a blank menu by clicking on the menu button in 

the Project Tree window ( ). The same result is obtained by 
ǎŜƭŜŎǘƛƴƎ ǘƘŜ άƳŜƴǳǎέ ōǊŀƴŎƘ in the Project Tree and right mouse click 
ǘƻ ǎŜƭŜŎǘ άbŜǿ ƳŜƴǳέ ŦǊƻƳ ǘƘŜ ŘǊƻǇŘƻǿƴ ƭƛǎǘΦ hǊ ǇǊŜǎǎ {ILC¢Ҍ/¢w[Ҍa 
at the same time. Once the menu is made it is shown (blank) in the 
Designer window. Its associated Objects window is also shown for the 
properties of all menu objects. Since there are no objects yet in the 
blank menu, this Object window is empty. 
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To add an objectΣ ȅƻǳ ƴŜŜŘ ǘƻ ŜƛǘƘŜǊ ŎƭƛŎƪ ƻƴ ǘƘŜ άbŜǿ hōƧŜŎǘέ ōǳǘǘƻƴ 

in the Objects View window ( ) or click on the little arrow next to it 
to show the dropdown menu. When the object is created after an 
άhYέ ōǳǘǘƻƴ ƛǎ ŎƭƛŎƪŜŘΣ ƛǘ ŎƻƳŜǎ ƻǳǘ ŀǎ άLǘŜƳ мέΦ /ƘŀƴƎŜ ǘƘƛǎ ƴŀƳŜ (in 
the properties window of the Object window) into something more 
descriptive. 

Once made, you can edit the object (change text, colour, transparency) 
by one of two methodds: 

¶ Double click on the object in the Designer window 

¶ Right-click on the object in the Object Window and from the 
ŘǊƻǇŘƻǿƴ ƳŜƴǳ ǎŜƭŜŎǘ ά/ƘŀƴƎŜ ƻōƧŜŎǘ ǎǘŀǘŜέ ƻǊ ά/ƘŀƴƎŜ 
ŜŦŦŜŎǘǎέ 

The ά/ƘŀƴƎŜ ŜŦŦŜŎǘǎέ ƛǎ ƻƴƭȅ ŀǾŀƛƭŀōƭŜ ǘƘǊƻǳƎƘ ǘƘŜ ǎŜŎƻƴŘ ƳŜǘƘƻŘΦ Lǘ 
allows to scale the object by percentages. The same percentage for 
width and height scales the object proportionally.  You can also 
manually scale it by dragging the small square at the right bottom 
corner. There is no proportional scaling when you rescale an object in 
the Designer window (other programs use the SHIFT key for this, BDS 
does not) so you may need to check the scaling percentages 
afterwards if it is important. 

 

Add text object fonts 
 

As of V4.7.2023 BDS can use any installed Windows font for texts in 
menus or as text buttons. In addition you can use uninstalled fonts, 
but their .TTF source files must be made known to BDS by adding them 
ǘƻ ǘƘŜ ά5ƛǎŎ Cƻƴǘǎέ Ǿƛŀ tǊƻƧŜŎǘ Ҕ 5ƛǎŎ CƻƴǘǎΦ. Obviously if you change 
computers or modify what fonts are installed, re-opening a BDS 
project may not be able to use those absent fonts.BDS then picks the 
first system font installed as replacement (you may want to re-edit 
those occurrances if they donΩt like good after substitut ion). 

Open the Designer window to start building the menu. This also opens 
the associated Objects window. 

If you click on the New Object button in the Objects window, a window 
opens to ask what object you want to add. 
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Initially it assumes a new static object with a single image or text is 
ƎƻƛƴƎ ǘƻ ōŜ ŀŘŘŜŘ όŀƭƭ ƻƴƭȅ ƛƴ ŀ άƴƻǊƳŀƭέ ǎǘŀǘŜύΦ .ǳǘ ƛŦ ȅƻǳ ǎŜƭŜŎǘ ǘƘŜ 
ά.ǳǘǘƻƴέ ŎƘƻƛŎŜΣ ǎǳŘŘŜƴƭȅ ŀƭƭ ŦƻǳǊ ōǳǘǘƻƴ ǎǘŀǘŜǎ ŀǊŜ ǎƘƻǿƴ ŀƴŘ ȅƻǳ 
can select a different image for each state. 

 

! ŎƘŜŎƪōƻȄ ŦƻǊ άǎȅƴŎƘǊƻƴƛȊŜŘ ǘŜȄǘέ ƛǎ ŀŘŘŜŘ ƳŜŀƴƛƴƎ ǘƘŀǘ ƛŦ ȅƻǳ ŀŘŘ 
text to the button (rather than an image) the same text is copied to all 
states. In which case of course you need to use different colours for 
each state. 

Static menu objects (text, image or rectangle) 
A static object is always a pictorial object. It can be: 

¶ ŀƴ ƛƳŀƎŜ όŀ ΦǇƴƎ ŦƛƭŜ ǿƘƛŎƘ ȅƻǳ ǎǇŜŎƛŦȅ ƛƴ ǘƘŜ άCƛƭŜ bŀƳŜέ 
box). Such an image can consist of text, but text is easier 
ŎǊŜŀǘŜŘ ǳǎƛƴƎ ǘƘŜ ά¢ŜȄǘέ ƻǇǘƛƻƴ ŘŜǎŎǊƛōŜŘ ƛƴ ǘƘŜ ŦƻƭƭƻǿƛƴƎ 
bullet. 

¶ a text object (creating a block of menu text that may contain 
menu selection text). Select the font you use for the text. 
¢ƘŜ άCƻƴǘέ ŘǊƻǇŘƻǿƴ ōƻȄ Ŏƻƴǘŀƛƴǎ ŀƭƭ Windows installed 
fonts or not installed fonts you added via Projects>Disc 
fonts.  
The project must also sign the JAR file (Project 
tǊƻǇŜǊǘƛŜǎҔDŜƴŜǊŀƭҔŎƘŜŎƪ ά{ƛƎƴ ǘƘŜ WŀǊέύ You can move the 
pointer in the colour block to determine what colour the text 
will have. 
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¶ a rectangle (to easily add a rectangle of a specific colour to 
use as a background for text) Its dimensions must be 
specified but the Designer window can be used to check its 
size or you can scale it yourself. 

Tip: if you create multiple text objects which all must have the same 
colour, then write down (or copy to the clipboard or write it in a 
Notepad file) the value of the selected colour (in the example: 
07B507). Then copy/paste it in each new object window. 

Please note that for a final product you may need to convert the static 
text objects to an image. If you do not, the buttons placed next to the 
menu text may not align in the final disc image (they will in simulation 
mode) as rendering of both is done diffŜǊŜƴǘƭȅΦ ¦ǎŜ ǘƘŜ άwŜƴŘŜǊ ǘŜȄǘ ǘƻ 
ƛƳŀƎŜέ ŎƘŜŎƪōƻȄ ŦƻǊ ǘƘƛǎΦ This still allows you to modify the text ς the 
rendering only happens during disc building although BDS attempts to 
show it correctly in Designer window. 

If you want the rendering always to happen, check in the Project > 
tǊƻƧŜŎǘ {ŜǘǘƛƴƎǎ Ҕ aŜƴǳ ǘŀō ǘƘŜ ƛǘŜƳ άwŜƴŘŜǊ ǘŜȄǘ ǘƻ ƛƳŀƎŜ ōȅ 
ŘŜŦŀǳƭǘέΦ 

 

 

hƴŎŜ ŘƻƴŜΣ ǘƘŜ ά/ƘŀƴƎŜ ƻōƧŜŎǘ ǎǘŀǘŜǎέ ŘǊƻǇŘƻǿƴ ƭƛǎǘ ƻǇǘƛƻƴ ŦƻǊ ǘƘŜ 
text object is disabled as there is nothing to change to a rendered 
image. 

Button objects 
A button always requires a different representation of each of its four 
states. Only ά{ŜƭŜŎǘŜŘέ is the one state you always need to specify. 
άNƻǊƳŀƭέ can have an image but can also be transparent or absent and 
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the latter may not require a .png file. The state image .png file is 
ǎǇŜŎƛŦƛŜŘ ƛƴ ǘƘŜ άCƛƭŜ ƴŀƳŜέ ōƻȄΦ For visibility, the button size should 
be 40 pixels high or more. 

 

When a button image file cannot be found, BDS will ask you to specify 
its location. If you select to ignore the error, the project will load but 
the button will not show. If you try to use it, BDS will again ask for the 
location of the image ς at this moment you may decide to specify 
another image. 

Creating textual buttons 

Rather than using arrow-type button images to indicate what a viewer 
selected, you can use the text itself to indicate selection. The selected 
text is then highlighted in a different colour.  

¢ƘŜ ƳŜƴǳ ǘŜȄǘǎ ŀǊŜ ŀƭƭ ƛƴ άƴƻǊƳŀƭέ ǎǘŀǘŜ όƛƴ ǘŜǊƳǎ ƻŦ ŦƻƴǘΣ ŎƻƭƻǳǊΣ ǎƛȊŜΣ 
embellishments) and the one selected has a different seetting for its 
άǎŜƭŜŎǘŜŘέ ǎǘŀǘŜΦ 

The easy way 
¢ƻ ǳǎŜ ŀ ǘŜȄǘǳŀƭ ōǳǘǘƻƴΣ ƛǘǎ Ŧƻƴǘ Ƴǳǎǘ ōŜ ŀǾŀƛƭŀōƭŜ ǘƻ .5{ όǎŜŜ άAdd 
text object fontsέ ƻƴ ǇŀƎŜ 94). Use the Arial font in the kit from 
\Sources\BDS Fonts\arial.ttf 

Lƴ ǘƘŜ hōƧŜŎǘǎ ǿƛƴŘƻǿ ȅƻǳ ǇǊŜǎǎ ƻƴ ǘƘŜ ŀǊǊƻǿ ƴŜȄǘ ǘƻ ǘƘŜ άƴŜǿ 

ƻōƧŜŎǘέ ōǳǘǘƻƴ ό) 13. That opens a context window from which you 
ǎŜƭŜŎǘ άbŜǿ ǘŜȄǘ ōǳǘǘƻƴέΦ 

 

This opens a window in which you can write the text of the button. 

 
13 You should also be able to press the button itself and select the radio buttons 
άōǳǘǘƻƴέ ŀƴŘ άǘŜȄǘέΦ ¢Ƙƛǎ ƘƻǿŜǾŜǊ ƻƴƭȅ ǎŜǘǎ ǘƘŜ ōǳǘǘƻƴ bƻǊƳŀƭ ǎǘŀǘŜΦ ¸ƻǳ ǿƻǳƭŘ ƴŜŜŘ 
ǘƻ ǊŜŘƻ ǘƘƛǎ ŦƻǊ ŀƭƭ ƻǘƘŜǊ ǎǘŀǘŜǎ όǎŜƭŜŎǘ άōǳǘǘƻƴέ ŀƴŘ άǘŜȄǘέ ŀƎŀƛƴύΦ 
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When you check ά{ȅƴŎƘǊƻƴƛȊŜ ǘŜȄǘέ   the button text is the same in all 
states: text, font and fontsize are synchronized. All you have to do is 
change its colour to distinguish between states.  If you do want a 
different font (to highlight the choice) clearly you do not check this box 
and provide different font or fontsize to the various states. Note that 
nothing is synchronized anymore: you need to provide the texts 
separately for each state. 

The figures below show a text button in its green άbƻǊƳŀƭέ and red 
ŎƻƭƻǳǊŜŘ ά{ŜƭŜŎǘŜŘέ state. 

 

 

 

 

 

By default, BDS only shows the normal state of a button on the Object 
window and Designer window. To show the other states too, you need 
to enable their visibility through the visibility menu buttons illustrated 
below. ¢ƘŜ άǎŜƭŜŎǘŜŘέ ǎǘŀǘŜ ƛǎ ǎƘƻǿƴ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ǊŜŘ ōǳǘǘƻƴΦ 
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The special way 
Text buttons with different colours in different states are also easy to 
make in an image editor that allows layers ς such as !ŘƻōŜΩǎ 
PhotoshopΣ /ƻǊŜƭΩǎ tŀƛƴǘǎƘƻǇ ƻǊ ǘƘŜ ŦǊŜŜ DƛƳǇ ŀǇǇƭƛŎŀǘƛƻƴǎ. The 
example files provided by Blu Disc Studio use a Photosop file with two 
ƭŀȅŜǊǎ ǎƘƻǿƛƴƎ ǘƘŜ άƴƻǊƳŀƭέ ǎǘŀǘŜ όōǘƴΥtƭŀȅΥbύ ŀƴŘ άǎŜƭŜŎǘŜŘέ state 
(btn:Play:S). The selected state uses a white font with blue outline 
while the normal state has it reversed with blue font and white 
outline. 

 

 

You can also export those layers individually as .png files (transparency 
kept) and import them as different images for states of a new button 
object. 

Steps to take for best results 
Importing button layers from a Photoshop file is not always the way to 
go. At import, any embellishment added to the layer gets lost. If you 
want to keep these, you need to export each layer and its 
embellishments as a separate .png image file. When you create a 
button object you specify each .png file for one of its state properties 
(hide all other Photoshop layers) and position all images so that they 
overlap: 

1. /ǊŜŀǘŜ ŀ ƴŜǿ ōǳǘǘƻƴ ƻōƧŜŎǘΦ {ŜƭŜŎǘ ŦƻǊ ƛǘǎ ǎǘŀǘŜΩǎ ƛƳŀƎŜ ƻƴŜ ƻŦ 
the .png files that contains the embellished text. 

2. Allow the button state images to be moved independently 

(BDS menu button - not blue background) in Designer 
window and position the various states on top of each other. 
¦ǎŜ ǘƘŜ ǇǊƻǇŜǊǘȅΩǎ [ŜŦǘ ŀƴŘ ¢ƻǇ ƛƴŘƛŎŀǘƛƻƴǎ ŦƻǊ ǇŜǊŦŜŎǘ 
alignment. Once properly layered on top of each other, lock 
the button states to move as one. (See section Menus through 
Photoshop on page 90 for details). 

3. Position the menu items and buttons at their proper location 
on the menu. You may need to unlock objects through BDS 

menu button . (See section Menus through Photoshop on 
page 90 for details). Once in the right position, you may want 
to lock them again. 
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You now have a menu with textual buttons where the state of the 
button is reflected by the different rendition of the text. A number of 
possible renditions are given in the sections below. 

Different colour 
The simplest case is using the same text and only change the colour. 
For example, using Photoshop, ŦƻǊ ǘƘŜ άnormalέ ǎǘŀǘŜ ǿŜ ǳǎŜ ǘƘŜ 
colour blue, ŦƻǊ ǘƘŜ άselectedέ ǎǘŀǘŜ ǘƘŜ colour yellow.  

1. In Photoshop, use the Text tool  to create a text layer and 
write the text. 

 

2. Duplicate the layer, select the menu text and select a different 
colour in the colour swatch box in the menu bar. 

 

3. Rename both text layers to the BDS naming convention for 
buttons (btn:name:N or S) 

4. Either here or once imported into BDS superimpose both 
states on top of each other so the viewer gets the impression 
it is a single text that can change its colour. 

Swapped colour and outline 
A more sophisticated different rendering (than only changing font 
colour) can also be achieved. As an example the same text is used but 
ǘƘŜ άǎŜƭŜŎǘŜŘέ ǎǘŀǘŜ ǳǎŜǎ ŀƴ inverted version of the same text. This 
resembles the example files provided  by BDS most. 

 

For both text layers you perform the same actions in Photoshop (but 
interchanging the font colour and outline colour). 

1. Type the text and duplicate the layer 
2. For each layer: 

a. Select the font colour in the άtext ƭŀȅŜǊέ menu colour 

swatch box ( ) (this menu may show when you click 

on the text rectangle ( ) in the Photoshop Layers 
window) 
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b. Double click on the layer bar in the Photoshop Layers 
window (the blue part, not the name field of the 
layer). This opens the Layer Style window. In this you 
ŎƘŜŎƪ ǘƘŜ ά{ǘǊƻƪŜέ ǎǘȅƭŜ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ǘŜȄǘ 
ά{ǘǊƻƪŜέΦ ¢Ƙƛǎ ƻǇŜƴǎ ŀ ƴŜǿ right-hand part of the 
ǿƛƴŘƻǿ ǎǇŜŎƛŦƛŎ ǘƻ άǎǘǊƻƪŜέ ƻǇǘƛƻƴǎΦ 

 

c. To ensure you change the outline of the text, select 
άhǳǘsideέ ƛƴ ǘƘŜ άtƻǎƛǘƛƻƴέ ōƻȄ 

d. To change the colour of the outline click on ǘƘŜ ά/ƻƭƻǊέ 
swatch box and specify the right colour (note the RGB 
numbers to reproduce the exact same colour in the 
other text layer) 

e. ¢ƻ ǎŜǘ ǘƘŜ ǘƘƛŎƪƴŜǎǎ ƻŦ ǘƘŜ ƻǳǘƭƛƴŜΣ ǎŜǘ ǘƘŜ ά{ƛȊŜέ ǎƭƛŘŜǊ 
to the right thickness 

f. If the outline is not fully opaque, set its slider to more 
transparent values 

g. The result is shown in the preview at the right 
h. The layer information in the Layers window for the 

text layer now expands (or click the fx button) to show 
ȅƻǳ ǘƘŜ άǎǘǊƻƪŜέ ŜŦŦŜŎǘΦ 5ƻǳōƭŜ ŎƭƛŎƪƛƴƎ ƻƴ ά{ǘǊƻƪŜέ 
effect, will re-open the Layer Style window in case you 
want to change the settings. 

3. Rename both text layers to the BDS naming convention for 
buttons (btn:name:N or S) 

4. Once the .psd file is imported into BDS, superimpose both 
states on top of each other so the viewer gets the impression 
it is a single text that can change its colour. 

Other layer style options 
Browsing through layer style options in Photoshop, you will find many 
other ways to highlight text if selected. Several style options can be 
combined (such as colour and gradient). Most overlays require you 
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export the results as .png files and specify those images as states of a 
button. 

 

Color overlay 

 

Gradient overlay (solid) 

 

Inner Glow ς edge 

 

Satin 

 

Bevel and Emboss: outer level 

 

Bevel and Emboss + Stroke 
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Aligning menu objects and adding navigation 

A menu looks neater if buttons are properly arranged and if they 
connect to each other in a consistent manner. 

BDS provides one option to align objects and one option to 
automatically provide navigation.  

Align 
1. To align objects, select all objects that need aligning. 
2. Right click on the selection opens a context menu with many 

alignment options (to align all left sides (useful for vertical 
lists), to align all tops (useful for horizontal lists)). 

Auto-assign 
Button selection can be changed by pressing the up/down/left/right 
arrow buttons on the remote control. You need to specify in the 
button properties what happens if such a button is pressed. There are 
ǘƘŜ άtǊŜǎǎ ¦Ǉέ κ άtǊŜǎǎ 5ƻǿƴέκέtǊŜǎǎ [ŜŦǘέ ŀƴŘ άtǊŜǎǎ wƛƎƘǘέ 
properties that link the current button to the next one. If there are a 
lot of buttons and they are neatly aligned in a row or column, the auto 
assignment feature of BDS can provide most of the navigation. 

This feature is activated by the Auto Assignment and Wizards button 

on the BDS menu bar ( ). Clicking on the button opens the context 
ƳŜƴǳ ŦǊƻƳ ǿƘƛŎƘ ȅƻǳ ǎŜƭŜŎǘ ά!ǎǎƛƎƴ ǘǊŀƴǎƛǘƛƻƴ ōŜǘǿŜŜƴ ōǳǘǘƻƴǎέΦ 

 

hƴƭƛƴŜ ƘŜƭǇ ȅƻǳ ŦƛƴŘ ōȅ ǎŜŀǊŎƘƛƴƎ όƛƴŘŜȄύ ŦƻǊ άŀǳǘƻ-ŀǎǎƛƎƴ ǘǊŀƴǎƛǘƛƻƴǎέΦ 

That choice will allow you to provide transitions from top to bottom of 
a list of buttons or from left to right, depending on your choice for 
Directions: Up/Down or Left/Right. 
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.ȅ ŎƘŜŎƪƛƴƎ ǘƘŜ ά/ƭŜŀǊ ƻǘƘŜǊ ŘƛǊŜŎǘƛƻƴǎέ ŀƴȅ ǇǊŜǾƛƻǳǎ ƴŀǾƛƎŀǘƛƻƴ 
assignments are removed. But unchecking it allows you to first 
ƎŜƴŜǊŀǘŜ ǳǇκŘƻǿƴ ŀǎǎƛƎƴƳŜƴǘǎ ƛƴ ǘƘŜ άtǊŜǎǎ ¦ǇέκέtǊŜǎǎ 5ƻǿƴέ 
properties of the button. Then next you change directions to Left/Right 
ŀƴŘ ŀǎǎƛƎƴ ŀƎŀƛƴΦ ¢Ƙƛǎ ǘƛƳŜ ǘƘŜ άtǊŜǎǎ [ŜŦǘέκέtǊŜǎǎ wƛƎƘǘέ ǇǊƻǇŜǊǘƛŜǎ ƻŦ 
the button are filled.  

5ƻ ƛƴǘŜǊǇǊŜǘ άǎǘǊŀƛƎƘǘ ƭƛƴŜǎέ ŎƻǊǊŜŎǘƭȅΥ ƛǘ ƳŜŀƴǎ ǘƘŀǘ ŀǎǎƛƎƴƳŜƴǘ ƛǎ 
done strictly in horizontal (or vertical) manner from left to right, top to 
bottom. Hence if one button is slightly lower than the rest of a row of 
ōǳǘǘƻƴǎΣ ǘƘŀǘ ōǳǘǘƻƴ ƛǎ ŎƻƴǎƛŘŜǊŜŘ ǘƻ ōŜ άƴŜȄǘ ǊƻǿέΦ 

 

¢ƘŜ ŎƘƻƛŎŜ ŦƻǊ ά{ǘŀǊǘ ŦǊƻƳέ ŘŜǘŜǊƳƛƴŜǎ Ƙƻǿ ǘƘŜ ŀǎǎƛƎƴƳŜƴǘ ŀƭƎƻǊƛǘƘƳ 
looks for the next button from the center or top left corner of the 
current button. 

Other auto-assign option are less frequently used: audio assignment 
for a button when you navigate to another button or buttons with 
chapters to skip 1,2 or more chapters in a movie. 

Note: If your buttons do not align, check if the button images 
are heavily scaled down. BDS cannot handle that. Ensure 
button images have almost no scaling when used on a menu. 

D.I.Y. Adventure 

If you want to go by yourself, keep in mind: 

¶ Add two movies to the project, incl. video, audio and subtitle 
tracks 

¶ Define a menu with text elements for the viewer to show all 
movies they can choose from 

¶ Place buttons next to each menu text to actually select a 
movie to start. Return to the menu upon completion. 

Step 0: Ready to run 

If you do not want to create the project yourself, you can inspect and 
use the completed project by going through the following steps: 

1. Copy the \Projects\MenuBR folder tree to your BDS projects 
folder (e.g. J:\BDS Projects\MenuBR) 

2. Copy the \ŦƛƭƳǎ ŦƻƭŘŜǊ ƻŦ ǘƘŜ ǇǊŜǾƛƻǳǎ ǇǊƻƧŜŎǘ ά{ƛƳǇƭŜ.wέ ǘƻ 
your project (e.g. J:\BDS Projects\MenuBR\films) 
ό!ƭǘŜǊƴŀǘƛǾŜƭȅΥ ŎƻǇȅ ǘƘŜǎŜ ƳƻǾƛŜ ŦƛƭŜǎ ά/ƻŀǎǘǎέ ŀƴŘ ά!ǳǎǘǊŀƭƛŀέ 
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from \Sources\movies\demuxed and 
\Sources\movies\subtitles) 

3. Copy the \Sources\movies\demuxed\menu.264 and menu.ac3 
ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \ films folder. 

4. Open the project by double clicking on its project.bdmd file 
(e.g. J:\BDS Projects\MenuBR\MenuBR.bdmd) 

5. /ƭƛŎƪ ǘƘŜ άƳǳȄέ ōǳǘǘƻƴ ŀƴŘ ǊŜōǳƛƭŘ ǘƘŜ ŘƛǎŎ ƛƳŀƎŜ όƛƴ ǘƘŜ 
ǇǊƻƧŜŎǘΩǎ \Output folder). 

Step 1: Get organized 

¢Ƙƛǎ ǎǘŜǇ ƛǎ Ƴƻǎǘƭȅ ƛŘŜƴǘƛŎŀƭ ǘƻ ǘƘŜ ǎǘŜǇǎ ǎǇŜŎƛŦƛŜŘ ƛƴ ǎŜŎǘƛƻƴ άStep 1: 
Create new projectέ ƻŦ ǘƘŜ ǇǊŜǾƛƻǳǎ ŎƘŀǇǘŜǊΦ  

Now that we are introducing menus into the project, the project folder 
needs to be enhanced by adding a new folder ά\original sourcesέ for 
the menu sources such as Photoshop layered files or set of .png files. 
The MenuBR project looks like the figure below. The sometimes 
hidden folders \__Java and  \__Scripts are  added by BDS upon project 
creation. Additional ones (\__History and \Log) are created whenever 
you perform a mux and they do not yet exist. Hidden folders are made 
visible through File Explorer > ±ƛŜǿ ǿƛƴŘƻǿ ŀƴŘ ŎƘŜŎƪƛƴƎ ά{Ƙƻǿ 
ƘƛŘŘŜƴ ŦƻƭŘŜǊǎέ ƛƴ ǘƘŜ hǇǘƛƻƴǎ ƳŜƴǳ ƛǘŜƳ. 

 

Step 2: Include the movies 

This step is mostly identical to the step described in ǎŜŎǘƛƻƴ άStep 2: 
Include the moviesέ ƻŦ the previous chapter. It may be postponed until 
after the menu has been developed.  

¢ƘŜ ǘǿƻ ƳƻǾƛŜ ǇƭŀŎŜƘƻƭŘŜǊǎ ŦƻǊ ƻǳǊ ǇǊƻƧŜŎǘ ŀǊŜ ά/ƻŀǎǘǎέ ŀƴŘ 
ά!ǳǎǘǊŀƭƛŀέΦ 

Fill in the movie placeholder properties with the actual file 
specifications for video and audio streams and subtitles as you did 
before in SimpleBR. They can be found in the downloaded BDS Kit.zip 
file in \Sources\movies\demuxed and \Sources\movies\subtitles.  

Since they are the same as the ones used in the previous project 
SimpeBR, you may also copy the contents of the SimpleBR\films folder 
to this new MenuBR project. 

New for this project is the άƳŜƴǳ ƳƻǾƛŜέ. Each menu has a menu 
movie that runs in the background as a sort of moving wallpaper. 

As menu movie we will use a prepared file you can copy from the BDS 
Kit.zip file as \Sources\movies\demuxed\menu.264 and menu.ac3. 
/ƻǇȅ ǘƘŜǎŜ ǘǿƻ ŦƛƭŜǎ ƛƴǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \ films folder. (e.g. 
J:\BDS Projects\MenuBR\films). Check that the menu movie has the 
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same frame rate as the movies you start by selecting its title from the 
menu. 

Step 3: Create the menus 

This project starts a bluray disc by showing a main menu rather than 
starting a movie directly. You select which movie to play by selecting 
its menu item. Once the menu is added to the project it will look like 
the picture shown below. 

 

The menu background movie shows rolling waves. It has two picture 
objects: the Australian flag and some text in red. It has two buttons, 
each with a normal state (a white circle ς just to make the state visible 
ς usually it is transparent or absent and hence not visible in the menu) 
and a selected state (a yellow arrow). A very simple, single menu. 

Create the static background 
The static pictures themselves must be created outside BDS. Either as 
a set of .png files or as a single layered Photoshop file. 

There are two ways to compose the menu: 

¶ Make a full screen 1080x1920 pixel menu with an image with 
text (and buttons will come on top) 

¶ Build the menu from several small parts. Each part has only 
the text or flag image to show. The rest of the menu is filled 
by the background menu movie 

If it is a simple disc with a single (or maximum 3) menus, the full screen 
menu image can be used. If you have more (than 3) menus, the second 
option of small parts must be used. The total pixel count of all menus 
must remain below 7 900 000 pixels.14 

We will use the small parts as it is the way to go if many menus and 
buttons are going to be used. 

 
14 Unless you opt to use multiple JAR files ς this is not needed in this project. 
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Menu through Photoshop 
[ŜǘΩǎ ǎǘŀǊǘ ǿƛǘƘ ǘƘŜ άŀƭƭ ƛƴ ƻƴŜέ ŀǇǇǊƻŀŎƘ ƻŦ ŎǊŜŀǘƛƴƎ ŀ Photoshop file 
άƳŀƛƴ ƳŜƴǳΦǇǎŘέ with each menu object on a separate layer and each 
button using as many layers as it has visible states. 

The Australian flag, the text and the button layer for the selected state 
are all present as the figure below shows. 

To provide some contrast to all objects in the layers while working in 
Photoshop, an extra layer in army green/brown is added as lowest 
layer. This layer will be removed before we save the .psd file or 
otherwise it gets imported into BDS and we delete that object. 

 

The button layers follow the compulsory naming convention of 
btn:Arrow:N for the normal state (layer with the the grey circle) and 
btn:Arrow:S for the selected state (layer with the yellow circle with 
arrow). For visibility, the button size should be 40 pixels high or more. 

This yellow circle ƛǎ ƛƴ ŦŀŎǘ ŀ ǘŜȄǘ ŎƘŀǊŀŎǘŜǊ ŦǊƻƳ ǘƘŜ ά²ƛƴƎŘƛƴƎǎέ Ŧƻƴǘ 

(glyph number 0xDCΣ ƛƴ ƴƻǊƳŀƭ ǘŜȄǘ Ŧƻƴǘǎ ƛǘ ƛǎ ǳǎǳŀƭƭȅ ά«έ): Ā where 
the black circle is coloured yellow by taking a yellow font colour. The 
font size is increased to fit the text of the menu background. 

The white outline circle is another character from the Wingdings font 

όƎƭȅǇƘ лȄ!мΣ ǳǎǳŀƭƭȅ άƛέ ƛƴ ƴƻǊƳŀƭ ǘŜȄǘ ŦƻƴǘǎύΥ ¹ where the font colour 
is chosen to be white. This layer is stored as btn:Button:N . 

Of course for any project you can make the image as elaborate as you 
want: small part of a photo, a home-made icon, anything. But here we 
keep it simple: a simple Wingdings character. 

Within BDS we can copy the button multiple times. Each copy will get 
its own name and in its properties it will be connected to the specific 
movie or menu it can activate. 

The final Photoshop file with menu image and button layers is stored 
in the project folder under the new subfolder ά\original sourcesέ under 
the name Main Menu.psd. (It can be copied from 
\Sources\Project objects\original sources). 
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To add this menu to the project, it needs to be imported. 

Go to ǘƘŜ tǊƻƧŜŎǘ ¢ǊŜŜ ǿƛƴŘƻǿ ƻŦ .5{ ŀƴŘ ǎŜƭŜŎǘ ǘƘŜ άƳŜƴǳǎέ ƛǘŜƳΦ 
Right ŎƭƛŎƪ ŀƴŘ ŦǊƻƳ ǘƘŜ ŘǊƻǇŘƻǿƴ ƳŜƴǳ ǎŜƭŜŎǘ άLƳǇƻǊǘ t{5έΦ  

 

Navigate to the \original sources\main menu.psd file and import it as a 
ά.ƭǳ-5ƛǎŎ {ǘǳŘƛƻ CƻǊƳŀǘέΦ 

¢Ƙƛǎ ŎǊŜŀǘŜǎ ŀ άƳŀƛƴ ƳŜƴǳέ ƳŜƴǳ ς the same name as the Photoshop 
file. !ǘ ǘƘŜ ǎŀƳŜ ǘƛƳŜΣ .5{ ŎǊŜŀǘŜǎ ŀ ǇǊƻƧŜŎǘ ŦƻƭŘŜǊ ŀƭǎƻ ŎŀƭƭŜŘ άƳŀƛƴ 
ƳŜƴǳέ ǘƘŀǘ Ŏƻƴǘŀƛƴǎ ǘƘŜ Photoshop layers as single .png files. 

You can change the menu name in the menu properties if you like. 

 

In the Objects window that belongs to this main menu you can see the 
various objects that are imported: the pictures and the buttons. 

The full-sized background layer in army colour can be deleted (in BDS 
Objects window or by deleting it when shown in the Designer window) 
as it serves no purpose. The current MenuBR project windows for 
Project Tree, the menu Objects window and the Designer (with chosen 
blue background) window will then look like the figure below. 
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How to arrange the objects in Designer window ǿŜΩƭƭ ŘƛǎŎǳǎǎ ƛƴ ŀ 
following section after we go over the alternative ways to make this 
menu. 

Just to keep source files at an easy to remember location, we move (or 
copy) the button state images (arrowN.png and arrowS.png) into a 
special \ōǳǘǘƻƴǎ ŦƻƭŘŜǊ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘ όŎǊŜŀǘŜ ƛǘ ƛŦ ƛǘ ŘƻŜǎƴΩǘ ŜȄƛǎǘύ ŀƴŘ 
ƳƻŘƛŦȅ ǘƘŜ ōǳǘǘƻƴ άƴƻǊƳŀƭέ ŀƴŘ άǎŜƭŜŎǘŜŘέ ǎǘŀǘŜ ƛƳŀƎŜ ƭƻŎŀǘƛƻƴǎ 
accordingly. This way any future menus we may add to the project 
ŘƻƴΩǘ ƴŜŜŘ ŀƴȅ ōǳǘǘƻƴǎ ŘŜŦƛƴŜŘ ƛƴ ǘƘŜƛǊ Photoshop files ς the buttons 
are all re-using the files in the \buttons folder (e.g. in 
J:\BDS Projects\MenuBR\buttons ). 

Menu through Objects window 
The same menu can be made from individual .png files that were 
created with any image editor that can create .png files for menu 
pictures and button states. These button files can have any name, but 
it is useful to adhere to the naming standard BDS applies when it 
imports Photoshop files, i.e. the files are named <button 
name><state>.png where <state> ƛǎ ŀ ǎƛƴƎƭŜ ŎƘŀǊŀŎǘŜǊ άbέΣέ{έΣέ/έ ƻǊ 
ά!έ ŘŜǇŜƴŘƛƴƎ ƻƴ ǘƘŜ ǎǘŀǘŜ ƛǘ ǊŜǇǊŜǎŜƴǘǎΦ The figure below shows the 
ΦǇƴƎ ŦƛƭŜǎ ƻŦ ǘƘŜ άǎŜƭŜŎǘŜŘέ ŀƴŘ άƴƻǊƳŀƭέ ǎǘŀǘŜǎΦ ¢ƘŜ ŎƘŜŎƪŜǊŜŘ 
backgrounds are transparent. The files are very small and the images 
are no larger than the pictures that represent the states. (the Normal 
state colour changed here to grey as its white makes it difficult to see). 
For visibility, the button size should be 40 pixels high or more. 

    

Textual objects can be either stored as an image in a .png file or they 
Ŏŀƴ ōŜ ŀŘŘŜŘ ŀǎ ŀ ƴŜǿ ά¢ŜȄǘέ ƻōƧŜŎǘΦ (The example files are provided 
in \Sources\Project objects\buttons but also in 
\Projects\MenuBR\original sources). 

Store the .png files in a separate \buttons folder as a common 
repository for all button images used in the project. 

Next you need to define new objects in the menu manually. For this, 
perform the following steps: 

1. /ǊŜŀǘŜ ǘƘŜ άƳŀƛƴ ƳŜƴǳέ ŀǎ ǇƭŀŎŜƘƻƭŘŜǊ ƛƴ ǘƘŜ tǊƻƧŜŎǘ ¢ǊŜŜ 
window. 

2. In the Objects view create a new object (button  ) 
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3. Select a static object being an image file. Navigate to the 
ά!ǳǎǘǊŀƭƛŀƴ ŦƭŀƎΦǇƴƎέ (you may have stored it in \original 
sources of the project ƻƴŎŜ ŎƻǇƛŜŘ ŦǊƻƳ ǘƘŜ ŜȄŀƳǇƭŜǎΩ 
\Projects\Project objects\menusύΦ !ŘŘ ƛǘ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ άhYέ 

4. Add a new object for all other picture objects (here only: 
ά\Projects\MenuBR\original sources\main menu text,png to 
the project local \original sources folder) 

5. !ŘŘ ŀ ƴŜǿ ƻōƧŜŎǘ ōŜƛƴƎ ŀ ōǳǘǘƻƴΦ {ǇŜŎƛŦȅ ŦƻǊ ƛǘǎ άǎŜƭŜŎǘŜŘέ 
state the image that you made for this. (copy 
\Projects\MenuBR\original sources\ArrowS.png to the 
project \buttons folder) 

6. wŜǇŜŀǘ ǘƘŜ ǇǊŜǾƛƻǳǎ ǎǘŜǇ ŦƻǊ ǘƘŜ άƴƻǊƳŀƭέ ǎǘŀǘŜ ƻŦ ǘƘŜ 
button (ArrowN.png) 

7. Repeat this step for all other buttons and states (but there 
are none for this project) 

In fact by doing this, you manually perform the same actions as the 
import of the Photoshop layered file achieves.  

Step 4: Layout of the menus and duplicating buttons 

Once the menu is created through Photoshop or the Objects window, 
you need to arrange the objects so they are at their proper place. 

This means performing the following tasks: 

¶ Positioning all picture objects 

¶ Bring objects in proper order (modify their order in the 
menu objects window) 

¶ Copy button as many times as needed onto the same menu 
to allow the viewer to select each menu item 

¶ Rename copied objects 

¶ Position buttons 

Remember:  the menu movie resolution determines the size of the 
menu. In our example we use a (black) movie of 1920x1080 pixels 
which is the full sized menu. 

Position picture objects 
The Designer Window is vital in the layout of a menu. It is opened via 
View > Designer (or press F2). When a menu is chosen from the Project 
Tree, all objects of this menu are shown in the Designer window. The 
properties of a selected object are shown in the Objects window. 

You select an object by clicking on it in the Designer window. This 
updates the Properties window to show its properties. 

It also works the other way around: select an item in the Objects view 
and this object is highlighted in the Designer window. 

All menu objects occupy their own layer. As such they can overlay each 
other or completely hide objects on lower layers.  

The state layers of a button can be moved independently or are also 
locked together. The latter is the more usual situation. A button is a 
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single object on the screen and usually has different images for its 
states that are stacked at the same position ς the higher state layers 
overlapping the lower states. The άNƻǊƳŀƭέ ǎǘŀǘŜ ƛƳŀƎŜ layer is at the 
bottom. If the various state images are not stacked and locked, you 
can move them independently. Locking and unlocking of button state 
imageǎ ƛǎ ŀŎƘƛŜǾŜŘ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ άaƻǾŜ ǿƘƻƭŜ ōǳǘǘƻƴέ ƳŜƴǳ 

button (  is the independent state move (clear background),  is 
the whole button move (blue background)). 

For our project, move the Australian flag object and the menu text to a 
suitable position. 

Because in designing the button in Photoshop we wanted to see both 
states at the same time, their images are not on top of each other. For 
a button to look and feel like a button, we need to bring both normal 
and selected state images together. ¦ƴƭƻŎƪ ǘƘŜ άƳƻǾŜ ŀǎ ƻƴŜ ōǳǘǘƻƴέ 
ǎǘŀǘŜ ŀƴŘ ƳƻǾŜ ǘƘŜ άselectedέ ǎǘŀǘŜ arrow ƻƴ ǘƻǇ ƻŦ ǘƘŜ άnormalέ 
state circle. This gives the visual impression of a single button. Lock the 
button states so they will move together as a single button.  

aƻǾŜ ǘƘŜ ƻƴŜ ōǳǘǘƻƴ ά!ǊǊƻǿέ όǿƛǘƘ both states superimposed) to 
ŀƭƛƎƴ ǿƛǘƘ ǘƘŜ άCoastal impressionsέ ƳŜƴǳ ǘŜȄǘΦ 

 

 

Resizing objects 
From within the Designer Window you can not only reposition objects, 
you can also make them larger or smaller. Keep in mind however that 
scaling does not change the size of the object in terms of pixels stored 
in the JAR menu file. If you run out of pixels that can be stored, resize 
the menu objects using an image editor that physically reduces the size 
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of the object images. Only this reduces their size inside the JAR file 
when used. ά15 

 At the right hand side bottom a small yellow square is shown on the 
selected object. This allows you to pull on it with you mouse and make 
the object bigger or smaller. Although the mouse changes to a 
diagonal shape, you can also stretch or squeeze the object to any 
width or height desired.  

            

.5{ Ƙŀǎ ƴƻ άƪŜŜǇ ŀǎǇŜŎǘ Ǌŀǘƛƻέ ƻǇǘƛƻƴΦ ¢ƻ ŜƴǎǳǊŜ ŀ ŎƘŀƴƎŜ ƛƴ ǎƛȊŜ 
keeps the aspect ratio in tact, you need to explicitly set the scaling 
factor to the same percentage for horizontal and vertical scaling. 

This can be done by selecting the object16 and through a right mouse 
click select the "Change Effects" which opens a window that contains a 
dropdown box for Scaling Effect  with choice "no" or "scale". If you 
want to maintain the aspect ratio, specify the same scaling percentage 
for horizontal and vertical direction.  

 

For proper functioning of the disc and its authoring, it is best to not 
scale or only slightly. 

Order object layers 
Each menu object occupies a layer. The layer stack order is determined 
by the order in which the objects are listed in the Objects window. The 
first object in that list is in the top layer. Lower positioned objects can 
be obscured by a higher positioned objects. 

To avoid any button to be ever be hidden behind a picture layer, all 
picture objects should occupy the lowest menu layers whilst the 
buttons must occupy the top layers.  

Moving a layer one level up or down or to the top or bottom is 
achieved by selecting the object (in Object or Designer window) and 
then clicking on the repositioning buttons shown below. 

 
15 About-ǊƛƎƘǘέ ǎƛȊŜŘ ƻōƧŜŎǘǎ ŦƻǊ ōǳǘǘƻƴǎ ŀƭǎƻ ŀƭƭƻǿ ǘƘŜƳ ǘƻ ŀǳǘƻƳŀǘƛŎŀƭƭȅ ŀŘŘ 
ƴŀǾƛƎŀǘƛƻƴ ŦǊƻƳ ōǳǘǘƻƴ ǘƻ ōǳǘǘƻƴ ǳǎƛƴƎ ǘƘŜ ά!ǳǘƻ !ǎǎƛƎƴƳŜƴǘέ ƳŜƴǳ ōƻǘǘƻƴΦ [ŀǊƎŜ 
ǎƛȊŜŘ ōǳǘ ǊŜǎŎŀƭŜŘ ǘƻ ǎƳŀƭƭ ōǳǘǘƻƴǎ ŘƻƴΩǘ ǎŜŜƳ ǘƻ ǿƻǊƪ ǿŜƭƭ ǿƛǘƘ ŀǳǘƻ-assignment. 
16 You can also select the object in the Objects window and via a right mouse click 
ǎŜƭŜŎǘ ǘƘŜ ά/ƘŀƴƎŜ 9ŦŦŜŎǘǎέ 
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You can see these position  buttons in the Objects window and in the 
main menu of BDS. If you want it only in one of the two places, use 
Tools > Options > Interface tab and select the desired behaviour in the 
ά{Ƙƻǿ ƻōƧŜŎǘ ƳƻǾŜ ōǳǘǘƻƴǎέ ŘǊƻǇŘƻǿƴ ƭƛǎǘ  

 

The button layers (4 sub layers, one for each button state) can only be 
repositioned together in the Objects window. Select one layer of a 
button in the Object window and all layers of the button are selected.  

It is customary to position the top button on a menu as the top button 
in the Objects window. The second button as the second button in the 
Objects window and the last button at the lowest position, just above 
the picture objects. 

 

Although customary, it is the navigation between buttons that decides 
in which order the viewer will experience the move between 
buttons.17 

Copy buttons 
Any menu item (listed in the Objects window) can be duplicated as 
often as required and to any existing menu. 

We need two buttons for our menu as it lists two movie titles to 
choose from. Duplicate the one button by selecting it in the Designer 
window and then right-click to open the dropdown menu from which 
ȅƻǳ ǎŜƭŜŎǘ ά/ƻǇȅ ǘƻΧέ όƻǊ ǇǊŜǎǎ ά/¢w[κ/έύΦ ! ǿƛƴŘƻǿ ƻǇŜƴǎ ǘƻ ŀǎƪ ŦƻǊ 
the destination menu. That can be the same (or only) menu or any 
other menu. This way it is easy to define a single button and copy it 
multiple times on the same or other menus. 

 
17 If you want a carousel type menu, the menu buttons are sorted from top layer to 

bottom layer so then the order is important. We will discuss carousel menus later (in 
section Carousel menus on page 154). 
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When copied to the same menu, you may wonder where the copy is 
copied to. You may be surprised to learn that the copy is exactly on top 
of the original. Use the mouse to select the button and move it 
sideways. The original button remains put, the copy will move with the 
mouse. 

From experience, it is preferable to order buttons the same way as 
they are positioned on the menu. When copying buttons, this means 
that the original is positioned as lowest in the Objects window. The 
copies are automatically placed higher in that window and should 
manually be moved to higher positions in the Designer window. 

For our project, we need to copy the Arrow button only once and 
ƳƻǾŜ ǘƘŜ ŎƻǇȅ ǘƻ ŀƭƛƎƴ ǿƛǘƘ ǘƘŜ άSydneyέ ƳŜƴǳ ƛǘŜƳΦ The button copy 
is named the same as the original but a sequence number is added 
(Arrow 1) 

  

Rename objects 
Although not required, it is extremely useful to rename objects such as 
buttons to a meaningful name. The pictorial objects often already have 
proper names, taken from their .png file names. But buttons may 
benefit from more descriptive names ǘƘŀƴ ά!ǊǊƻǿέΦ 

¢ƻ ǊŜƴŀƳŜ ŀ ōǳǘǘƻƴΣ ȅƻǳ ƴŜŜŘ ǘƻ ƳƻŘƛŦȅ ƛǘǎ άbŀƳŜέ ǇǊƻǇŜǊǘȅ ƛƴ ǘƘŜ 
bbjectΩǎ tǊƻǇŜǊǘƛŜǎ window. Select the button (in Designer window or 
any state in the Objects window) and rename it. 
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CƻǊ ƻǳǊ ǇǊƻƧŜŎǘΣ ά!ǊǊƻǿέ ƛǎ ōŜǘǘŜǊ ƴŀƳŜŘ άCoastalέ ŀƴŘ ά!ǊǊƻǿ мέ 
ōŜŎƻƳŜǎ άSydneyέΦ ¦ǎŜ ǘƘŜ hōƧŜŎǘǎ ǿƛƴŘƻǿ ǘƻ ƳƻǾŜ ά/ƻŀǎǘǎέ ǘƻ ōŜ 
the button at the top. 

 

 

Position buttons 
During duplication of buttons they may not be very well aligned if they 
are positioned in vertical or horizontal order. To properly align them, 
select all buttons in the Objects view. This also selects all of them in 
the Designer window. Move your mouse to the selected buttons in the 
Designer window ŀƴŘ ǊƛƎƘǘ ŎƭƛŎƪ ŦƻǊ ǘƘŜ ŘǊƻǇŘƻǿƴ ƳŜƴǳΦ {ŜƭŜŎǘ ά!ƭƛƎƴ 
objectsέ and select the proper alignment.  

 

If there is no background image that is positioned below the buttons, 
you can also select the buttons directly in the Designer window. 
Selection can be done by drawing a rectangle around all buttons using 
the pressed left mouse. Right click will open the dropdown menu from 
ǿƘƛŎƘ ȅƻǳ Ŏŀƴ ǎŜƭŜŎǘ ά!ƭƛƎƴέΦ 

If there is a background below the buttons, selection of the buttons 
must be done individually using the CTRL key. Or you select them 
(using the CTRL or SHIFT key) in the Objects window. 

Step 5: Add button operations 

Now that the menu looks exactly as you wish, there are two things left 
over to do:  
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¶ specify how to move from one button to the next (and 
reverse): navigation 

¶ ǿƘŀǘ ƘŀǇǇŜƴǎ ƛŦ άhYέ ƛǎ ƻƴ ǘƘŜ remote-control is pressed 
ŀƴŘ ǘƘŜ ōǳǘǘƻƴ ƎƻŜǎ ƛƴǘƻ άŀŎǘƛǾŜέ ǎǘŀǘŜΚ 

This behaviour is specified in the άōǳǘǘƻƴ ŀŎǘƛƻƴǎέ properties. Select a 
button and the properties in the Properties window will show. 

Look for ŀ ǎŜŎǘƛƻƴ ŎŀƭƭŜŘ ά!Ŏǘƛƻƴǎέ. 

 

¢ƘŜ ŦƛƎǳǊŜ ŀōƻǾŜ ǎƘƻǿǎ ǘƘŜ ǇǊƻǇŜǊǘƛŜǎ ŦƻǊ ǘƘŜ ά/ƻŀǎǘǎέ ōǳǘǘƻƴΦ 
Selecting any state in the Objects window selects the whole button. 
The Properties window indicates what to do if the ă left arrow is 
pressed on the remote-control (Press Left). And ditto for all other 
buttons on the remote-controlΣ ƛƴŎƭǳŘƛƴƎ ǘƘŜ άhYέ ōǳǘǘƻƴ (Press 
Enter).  

.ȅ ŎƭƛŎƪƛƴƎ ƻƴ ŀƴȅ ƻŦ ǘƘŜ ǇƻǎǎƛōƭŜ ŀŎǘƛƻƴǎΣ ǘƘŜ άҔέ ǎȅƳōƻƭ ōŜŎƻƳŜǎ 
visible at the far right. Click on it and a menu opens listing all options 
available as action to perform. These include the jump to another 
menu, to another button, the selection of an audio track, subtitle, but 
ŀƭǎƻ άƴƻƴŜέ (to undo any previous action assignment). 

  

For our project, we need to specify that: 

¶ ǘƘŜ /ƻŀǎǘǎ ōǳǘǘƻƴ Ƙŀǎ ŀ άtǊŜǎǎ 5ƻǿƴέ ŀŎǘƛƻƴ ǘƻ ǎŜƭŜŎǘ ōǳǘǘƻƴ 
Sydney 

¶ ǘƘŜ {ȅŘƴŜȅ ōǳǘǘƻƴ Ƙŀǎ ŀ άtǊŜǎǎ ¦Ǉέ ŀŎǘƛƻƴ ǘƻ ǎŜƭŜŎǘ ōǳǘǘƻƴ 
Coasts 
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¶ ǘƘŜ /ƻŀǎǘǎ ōǳǘǘƻƴ Ƙŀǎ ŀ άtǊŜǎǎ 9ƴǘŜǊέ ŀŎǘƛƻƴ ǘƻ tƭŀȅ aƻǾƛŜ 
Coasts 

¶ ǘƘŜ {ȅŘƴŜȅ ōǳǘǘƻƴ Ƙŀǎ ŀ άtǊŜǎǎ 9ƴǘŜǊέ ŀŎǘƛƻƴ ǘƻ tƭŀȅ aƻǾƛŜ 
Australia 

LŦ ȅƻǳ ŦŀǾƻǳǊ ŎƛǊŎǳƭŀǊ ƳƻǾŜƳŜƴǘΣ ȅƻǳ Ƴŀȅ ŀƭǎƻ ŜƴǘŜǊ άtǊŜǎǎ ¦Ǉέ ŦƻǊ ǘƘŜ 
/ƻŀǎǘǎ ōǳǘǘƻƴ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ά{ȅŘƴŜȅέ ōǳǘǘƻƴΦ !ƴŘ ŀ άtǊŜǎǎ 5ƻǿƴέ ŦƻǊ 
ǘƘŜ {ȅŘƴŜȅ ōǳǘǘƻƴ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ά/ƻŀǎǘǎέ ōǳǘǘƻƴΦ  

If there are many buttons in (aligned) vertical or horizontal order, you 
can select all of them (Objects or Designer window) and then select 

ǘƘŜ ά!ǳǘƻ-!ǎǎƛƎƴέ ƳŜƴǳ ōǳǘǘƻƴ ό).  

 

That opens a window in which you can specify if the navigation 
between the selected buttons must go from top to bottom or left to 
right or under a 45 degrees angle. 

 

This allows you to automatically fill in all navigation to the next button 
or previous button. This way you do not have to do this manually for 
each button. Make sure no button image overlaps with others. If they 
do, this auto-assign doesn't work properly. If you want to keep earlier 
ŀǎǎƛƎƴƳŜƴǘǎΣ ǳƴŎƘŜŎƪ ǘƘŜ άŎƭŜŀǊ ƻǘƘŜǊ ŘƛǊŜŎǘƛƻƴǎέΦ 

¢ƘŜ έtǊŜǎǎ 9b¢9wέ ǇǊƻǇŜǊǘȅ ƻŦǘŜƴ ǿƛƭƭ ǎǘŀǊǘ ǘƘŜ Ǉƭŀȅ ƻŦ ŀ ƳƻǾƛŜΦ Lǘ Ƴŀȅ 
also open another menu. In this case you specify what button on that 
menu is pre-ǎŜƭŜŎǘŜŘΦ LŦ ȅƻǳ ŎƘƻǎŜ άŘŜŦŀǳƭǘέ ǘƘŜ ōǳǘǘƻƴ ƭŀǎǘ ǎŜƭŜŎǘŜŘ 
on that menu is re-selected.18 

 
18 The menu has an Action and an Animation property. When specified, you can open 
the menu itself or first do the animation and action first before opening the menu. 
This feature is used in carousel-like menus where before the menu is shown, 
animation is performed. 
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Step 6: Action at end of a movie  

hƴŎŜ ŀ ōǳǘǘƻƴ ƛǎ ǎŜƭŜŎǘŜŘ ŀƴŘ ŀŎǘƛǾŀǘŜŘΣ ƛǘǎ άPress Enterέ action is 
executed. Often this is the playing of a movie. But what to do at the 
end of a movie? Or when it is interrupted in the middle? 

For this reason, ȅƻǳ ƴŜŜŘ ǘƻ ǎǇŜŎƛŦȅ ŦƻǊ ŜŀŎƘ ƳƻǾƛŜ ǘƘŜ ά9ƴŘ Actionέ 
and άPopup Menuέ to be to return to the (main) menu. 

 

If you select an action that jumps to ǘƘŜ ά5ŜŦŀǳƭǘέ button of the menu, 
the menu is shown and the button that was selected when the movie 
started is selected again. You can also specify the selection of a 
particular button. For example, at the end of a movie, the new 
selected button is the one associated with playing the next movie. 

bƻǘ ǳǎŜŘ ƻŦǘŜƴΣ ōǳǘ ōŜƘƛƴŘ ǘƘŜ ƻǇǘƛƻƴ  ά{ŜǘǘƛƴƎǎ ŀƴŘ ǇǊƻǇŜǊǘƛŜǎέ ȅƻǳ 
can also select to stop the disc from playing. 

 

 

¢ƘŜ άtƻǇǳǇ Menuέ ƛǎ ǎƭƛƎƘǘƭȅ ƳƛǎǳǎŜŘ ƘŜǊŜΦ In the next project we will 
properly use it.  

CƻǊ ǘƘƛǎ ǎŜŎƻƴŘ ǇǊƻƧŜŎǘ ǿŜ ŘƻƴΩǘ ƘŀǾŜ ŀ proper popup menu and we 
(mis)use the pressing the popup button on the remote as a quick way 
to get back to the menu. 

Copy properties of movies 
If you have many movie objects that should all have the same End 
Action (or some other properties), you can quickly achieve that by 
right-mouse selecting the movie with properties properly specified. 
From the opening context ƳŜƴǳΣ ǎŜƭŜŎǘ ά/ƻǇȅ ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŀƭƭΧ έ. 
Alternatively you can copy/paste those values in the Action Matrix 
window, discussed next. 

¢ƘŜ έŎƻǇȅ ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŀƭƭέ ŀƭƭƻǿǎ ȅƻǳ ǘƻ ŎƘŜŎƪ ǿƘŀǘ ǇǊƻǇŜǊǘƛŜǎ ǘƻ 
copy (and whether always or only to those properties not already 
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ŦƛƭƭŜŘύΦ /ƭƛŎƪ ƻƴ ǘƘŜ ǊƛƎƘǘ ǘƻǇ άōƭŀƴƪέ ŎƘŜŎƪōƻȄ ǘƻ ǳƴŎƘŜŎƪ ŀƭƭ ƻǊ ǘƘŜ 
άŎƘŜŎƪŜŘέ ōƻȄ ǘƻ ŎƘŜŎƪ ŀƭƭ ǇǊƻǇŜǊǘƛŜǎΦ 

 

{ŜƭŜŎǘ ƻǊ ǳƴǎŜƭŜŎǘ ǘƘŜ ƳƻǾƛŜǎ ƛƴ ǘƘŜ ά¢ŀǊƎŜǘέ ƭƛǎǘ ŀǘ ǘƘŜ ǊƛƎƘǘ ǿƘƻǎŜ 
properties should be changed. Use the CTRL key to select some 
movies, use the SHIFT key to select a block of movie titles by clicking 
on the first title and (while pressing the SHIFT key) clicking on the last 
title of the movie block. 

 

Action Matrix: copy properties of buttons 
The actions specified for movies and buttons are shown in the Action 

Matrix window (View > Action Matrix (F8) or by menu icon ). 

The contents of the Action Matrix window changes with what is 
selected in the Project Tree window. Certain actions can easily be 
copied and pasted between movies or buttons in this matrix. Once you 
know what to do using the Properties window for each button or 
menu, the Action Matrix can be a real time saver. Especially if many 
actions are identical for different buttons or movies. 

Use one button or movie to provide the right actions (right click on the 
matrix cell) and then copy/paste the values from that cell to the same 
cell of other movies or buttons.  

The figure below shows all actions available for buttons: 
left/right/down/up arrow navigation but also Press Enter and On 
Select. 
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Step 7: Add menu background movie 

The final steps to take before a bluray disc can be created is specifying 
the background movie for the menu and where to start if the disc is 
played back. And to return to what menu if the Title Menu button on 
the remote-control is pressed. 

{ŜƭŜŎǘ ǘƘŜ ǇǊƻǇŜǊǘƛŜǎ ƻŦ ǘƘŜ ƳŜƴǳ ŀƴŘ ƭƻƻƪ ŦƻǊ ǘƘŜ ά{ǘǊŜŀƳǎέ ǎŜŎǘƛƻƴ 
of the menu property. Here you specify the video and audio stream for 
the background movie. 

For our project we use the άƳŜƴǳέ ƳƻǾƛŜ ǘƘŀǘ Ƙŀǎ ƴƻǘƘƛƴƎ ōǳǘ ǊƻƭƭƛƴƎ 
waves and some background music.  

 

If you forget this, the muxing operation will abort with an error stating 
this omission. 

Step 8: Where to start playing 

If the disc is to play in a set top player, it must start somewhere. The 
first JAR number in the list in the JARs window specifies where to start. 
It's what the player will first play when a disc is inserted (it used to be 
pointed at  with "First Play" )  

As before, you need to open the JARs window (press F12) and specify 
JAR 000000 on top of the list to make it the JAR file that opens first. 
Then at the Startup Action specify you want to show the main menu 
with button "Coasts" selected. 
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If you also want to enable the "Top Menu" button on the remote 
control (not possible in the BDS Lite edition), you need to  

¶ select JAR 000000 as Top Menu at the bottom of the window 
specify as action to show the main menu (default ς whatever 
button was chosen last on that menu). 

¶ enable JAR 00000 to use the top menu. For this, double click 
on the 000000 top entry of the list and in the properties 
window that opens up, check the "Allow Top Menu call" box. 

 

Step 9: Check the project: simulation 

Menu structure 
The whole set of navigational and action instructions specified are 
ǎƘƻǿƴ ƎǊŀǇƘƛŎŀƭƭȅ ƛƴ ǘƘŜ ά{ǘǊǳŎǘǳǊŜέ ǿƛƴŘƻǿ ό±ƛŜǿ Ҕ {ǘǊǳŎǘǳǊŜ όCтύύΣ 
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It shows with άCtέ ǘƘŜ άCƛǊǎǘ tƭŀȅέ ǘƘŀǘ ǎǘŀǊǘǎ the discΣ ά¢aέ ǘƘŜ ¢ƻǇ 
Menu (if enabled in its JAR file) and how one can perform an action 
from the First Play menu (black arrow) to play a movie and what 
happens if you press the popup menu (red arrow ς in our simple 
project it simply returns to the menu). When the movie runs to its end 
a blue arrow indicates what happens next (but it may overlap with 
identical actions indicated by other arrows in different colours). 

The bottom of the Structure window indicates the meaning of the 
various coloured arrows. 

 

This menu structure visually represents the navigation implemented. It 
can quickly indicate if there are orphan objects that are present but 
can never be reached or whether there are dead-end alleys in which 
you can get to but never can get out of. 

The colours of the arrows can be set in Tools > Options > Interface. The 
setting applies to all projects. 

With many movies or menus this structure overview quickly becomes 
less useful as action lines seem to merge together. The ultimate test is 
to perform a navigation simulation. 

Simulation 
Simulation only checks the navigational objects of the project. In fact it 
runs as a Java program executing the JAR file with Java code that 
realizes the menu.19 

You can exercise these thoroughly to ensure all menus are linked 
together, each button can be reached. The simulation objects are all 
stored in a compiled Java archive. As such, if you change any of these 

 
19 The simulator runs a single JAR file. Usually BDS creates only a single JAR file for all 
menus. However as of BDS V4.3 you can create multiple JAR files. In those cases, the 
simulator runs only the JAR code in a single JAR file.The JARs Window (click F12) list 
determines which JAR to simulate. This is always the top one. While simulating, you 
may have to rearrange this order. 
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items, all you need to do is recreate the archive by using the  
button on the BDS menu bar. This avoids a lengthy remuxing of the 
actual movie files. 

¢ƘŜ ƳŜƴǳ Ƙŀǎ ŀ ǎǇŜŎƛŀƭ άtƭŀȅέ ōǳǘǘƻƴ  to simulate the working of the 
menu navigation you specified. (Simulation (Test Menu) (F9)). This will 
compile all navigational information and menus into a Java archive. 
Hence simulation can be done quickly without the need to mux the 
movie files. 

If the native 1920x1080 or 1280x720 pixels for HD movies is too large 
ŦƻǊ ȅƻǳǊ ǇŎ ƳƻƴƛǘƻǊΣ ōŜŦƻǊŜ ŎƭƛŎƪƛƴƎ ƻƴ άǎƛƳǳƭŀǘƛƻƴέΣ ŦƛǊǎǘ ǎŜǘ ǘƘŜ 
reduced size by which the simulation window must be displayed. At 
the same time, you may wish to change the background colour that 
represents transparent pixels of menus. 

 

During the simulation, the menu in the άStartup Actionέ of the JAR file    
is shown and you can try out the navigation between buttons. You use 
the keyboard arrow keys to move between buttons and use the 
<enter> key to simulate pressing the OK on the remote-control. If this 
OK jumps to another menu, that menu will show. Upon return to the 
earlier menu you can check whether the specified button or the 
άŘŜŦŀǳƭǘέ όҐƭŀǎǘ hY-ed) button is selected. 

Because the simulator only simulates the menus, it cannot run any 
movie. Instead, if a selected item is activated to show a movie, a black 
ǿƛƴŘƻǿ ƛǎ ƻǇŜƴŜŘΦ ¢Ƙƛǎ Ŏƻƴǘŀƛƴǎ ƘŜƭǇ ǘŜȄǘ ƻƴ Ƙƻǿ ǘƻ ŀŎǘƛǾŀǘŜ ǘƘŜ ά9ƴŘ 
Actionέ ŀƴŘ άtƻǇǳǇ aŜƴǳέ ŀŎǘƛƻƴΦ LŦ no action is defined for either, 
ȅƻǳΩǊŜ άǎǘǳŎƪέ ŀƴŘ ŎƭŜŀǊƭȅ ȅƻǳǊ ŘŜǎƛƎƴ ǿƻǊƪ ƛǎ ƴƻǘ ŎƻƳǇƭŜǘŜŘ ȅŜǘΦStop 
similation by closing its window (through the X icon at the top right of 
the window). 

 

bƻǘŜ ǘƘŀǘ ƛŦ ȅƻǳ ǘǊŀƴǎŦŜǊ ŦǊƻƳ .5{ [ƛǘŜΣ ǘƘŜ ά9b5έ ƪŜȅ ƛǎ ǎǇŜŎƛŦƛŎ ŦƻǊ .5{ 
Standard and MX. For BDS Lite it is F1. 

The simulation uses certain keyboard keys as stand-ins for remote 
control buttons: 

¶ F1 ς Red button  

¶ F2 ς Green button  

¶ F3 ς Yellow button  
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¶ F4 ς Blue button  

¶ F5 ς Popup menu button  

¶ End ς movie/playlist End Action  

¶ 1..0 ς Numeric buttons 1..0  

¶ P ς Play button  

¶ U ς Pause button  

¶ F ς Fast forward button  

¶ R ς Rewind button  

¶ < ς Previous track button  

¶ > ς Next track button  

The simulation stops when the simulation window is closed (use the 
top right X window button). Repeat simulations as often as needed 
ǳƴǘƛƭ ȅƻǳΩǊŜ ǎŀǘƛǎŦƛŜŘ ǘƘŜ ŜƴǘƛǊŜ ƴŀǾƛƎŀǘƛƻƴŀƭ ǎǘǊǳŎǘǳǊŜ ƛǎ ŎƻǊǊŜŎǘΦ 

Before simulation starts, BDS first compiles the Java code of the 
project to ensure all objects are present and connected. Where a 
ƳƻǾƛŜ ǇƭŀŎŜƘƻƭŘŜǊ ǇǊƻǇŜǊǘȅ Ƙŀǎ ƴƻ ά9ƴŘ !Ŏǘƛƻƴέ ƻǊ άtƻǇǳǇ aŜƴǳέ 
action defined, this is logged and you can take action to correct this 
first before starting a new simulation. 

 

LŦ ŀƴ ŜǊǊƻǊ ƻŎŎǳǊǎ ǎǘŀǘƛƴƎ άLƳŀƎŜ ōǳŦŦŜǊ ƻǾŜǊŦƭƻǿ ƛƴ ǇǊƻŦƛƭŜ мέΣ ŎƘŀƴƎŜ 
the project properties to use profile 2 (menu Project > Project 
tǊƻǇŜǊǘƛŜǎ Ҕ DŜƴŜǊŀƭ ǘŀōΣ ά.5-W ǇǊƻŦƛƭŜ ǾŜǊǎƛƻƴέ ǎŜǘ ǘƻ нύΦ 
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If the overflow message returns, it means there are too many image 
pixels in the JAR file and you may need to divide the code over several 
JAR files (see Switching between JAR titles on page 223) or reduce the 
images used until the overflow message disappears. 

Step 10: Build the disc 

This step is identical again to the step described in the previous 
ŎƘŀǇǘŜǊ όǎŜŜ άStep 4: Build the discέ on page 66). Make sure the 
Project > Project Settings > General tab points to the correct \Output 
folder (especially if you copied a project into a new folder and need a 
new output folder to avoid overwriting the one of the other project). 
An additional problem may occur: 

¶ Access violation at start of the disc creation ς odd error message 
that usually means  
o άȅƻǳ ŘƛŘ ƴƻǘ ǎǇŜŎƛŦȅ ŀ ƳŜƴǳ ƳƻǾƛŜέ 
o you changed a movie file (.264/.ac3) but did not remux the 

playlists in which it features 
o you made many modifications (in chapter marks) and BDS 

has not kept up with them. Closing BDS (+save) and 
reopening it may solve this problem. 

The progress of the muxing and final result of the building is shown in 
a separate window shown below. The same text is also copied in a log 
file in the \Log project folder. 

The first part repeats the simulation process in as much as the menus 
are now build, stored in a Java Archive that is signed (if you want to) 
and copied to the __JAVA as well as the \Output project folder. 

If you need to change any of these navigational items (menu, buttons, 

animations), all you need to do is recreate the archive by using the  
button on the BDS menu bar and confirm you want it copied into the 
output folder. This avoids a lengthy remuxing of the actual movie files. 
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The second part performs the muxing of the movies where video, 
audio and subtitles are combined. This muxing may open and close 
several windows if tsMuxer is used, that show the process of the 
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ƳǳȄŜǊΦ Lǘ ǎƘƻǳƭŘ ŜƴŘ ǿƛǘƘ άCƛƴƛǎƘŜŘέ ǊŀǘƘŜǊ ǘƘŀƴ ά¢ŜǊƳƛƴŀǘŜŘέΦ ¢ƘŜ 
latter means one of the video components did not adhere to the BDA 
standards. The MX internal muxer is much stricter in this than the 
tsMuxer. The disadvantage is that the muxing process may end as 
άCƛƴƛǎƘŜŘέ ǿƘŜǊŜŀǎ ǘǎaǳȄŜǊ ǎƛƳǇƭȅ ŀōƻǊǘŜŘ ǘƘŜ ƳǳȄƛƴƎ ƻŦ ǘƘŜ 
offending movie streams.  Usually in the final phase of the disc building 
process (where the playlists are updated) BDS cannot find certain 
information and will complain about files missing. 

This window can be closed once the build process completed before 
you can do anything else. The log file is available in the \Log subfolder 
of the project.  

The bluray compliant file structure is written in the folder indicated in 
the Project Properties: 

 

with the actual video movies stored in the STREAM folder ς just as 
large as their original source input (before they were demuxed). 

 

Step 11: Test run the disc 

This step again is identical to the one described in the previous chapter 
(section Step 5: Test running the disc on page 71). 

Make sure menu and menu movie have the same resolution as 
otherwise the menu is only shown with the movie resolution. 

Step 12: Burn the bluray disc  

This step is identical to the one described in the previous chapter 
(section Step 6: Burn the bluray disc on page 73) 
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Project 3: Creating a bluray disc with setup menu for audio and 
subtitles 

The project goal 

We expand the created second project by  

¶ ŀŘŘ ŀ άǇƭŀȅ ŀƭƭέ Ǉƭŀȅ ƭƛǎǘ 

¶ adding an intro part of the menu movie played before the 
menu is shown 

¶ ŀŘŘ ŀ άǎŜǘ upέ ƳŜƴǳ ǘƻ ǎǇŜŎƛŦȅ ŀǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜ ǘǊŀŎƪ 
όƛƴǘǊƻŘǳŎƛƴƎ ǘƘŜ άŎǳǊǊŜƴǘέ ōǳǘǘƻƴ ǎǘŀǘŜύ 

Playlists is also BDS Java generated code and if changed, recompiling 
the JAR file is sufficient. 

Only the 3rd item is also available in the Lite edition. 

If you want to create this project yourself, the source files can be 
found in the .zip file mentioned in Appendix A: The ǳǎŜǊΩǎ ƎǳƛŘŜ source 
files. 

Play lists 

Use of playlists 
 A playlist is an instruction to BDS to play a set of movies. Upto now 
every single movie has its own playlist with only the movie itself on it. 

But you can create additional playlists. Such a list combines several 
movies that are played in sequence as if it was a single long movie. A 
ŎƻǊǊŜǎǇƻƴŘƛƴƎ ƳŜƴǳ ǘŜȄǘ ŎƻǳƭŘ ōŜ άtƭŀȅ !ƭƭέΦ  Lǘ Ŏŀƴ ŀƭǎƻ ōŜ ƳŀŘŜ ŀ ōƛǘ 
ƳƻǊŜ ŜƭŀōƻǊŀǘŜ ŀǎ ŀ άōƛƴƎŜ ǿŀǘŎƘέ ƻŦ ǎƛƴƎƭŜ ŜǇƛǎƻŘŜ ƳƻǾƛŜǎΣ ǎƪƛǇǇƛƴƎ 
ǘƘŜƛǊ ƛƴǘǊƻΣ άǇǊŜǾƛƻǳǎƭȅ ƻƴέΣ άƴŜȄǘ ŜǇƛǎƻŘŜέ ǎŎŜƴŜǎ and end credit 
titles. 

All movies in a playlist must have the same BDA characteristics. Same 
resolution, same frame rate, preferably same number of audio and 
subtitle tracks and equally preferable in the same order. 

Some possible constructions for playlist elements is shown below. 

 

¶ The first illustration above gives the simplest use of a playlist. 
¢ƘŜ Ǉƭŀȅƭƛǎǘ ƛǎ ŎŀƭƭŜŘ άǇƭŀȅ ŀƭƭέ ŀƴŘ ǘƘŀǘΩǎ ǿƘŀǘ ƛǘ ŘƻŜǎΥ ƳƻǾƛŜǎ 
мΣ н ŀƴŘ о ŀǊŜ ƳŀŘŜ ǇŀǊǘ ƻŦ ǘƘŜ ǇƭŀȅƭƛǎǘΦ {ŜƭŜŎǘƛƴƎ ǘƘƛǎ άǇƭŀȅ ŀƭƭέ 
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list starts running movie 1 and continues with movies 2 and 3. 
The transition or jump between movies appears seamless.   

¶ The second and third illustration shows how seven movies are 
joined into two playlists.  

o Playlist 1 starts with movie 1, plays movie 2, then 
movie 5 and finally movie 7.  

o Playlist 2 plays movie 1 and then movie 3, movie 4, 
movie 6 and finally movie 7. 

Playlists have their own branch in the Project Tree and all playlist 
placeholders act just as individual movie placeholders ς with many of 
the same properties as movies20.. Yet they are slightly different from 
ǊŜƎǳƭŀǊ ƳƻǾƛŜǎΦ IŜƴŎŜ ǘƘŜ ά/ƭƻƴŜ ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŀƭƭΧέ ŎƻƴǘŜȄǘ ƳŜƴǳ 
works for cloning playlists, but not to movies. And vice versa.  

 

A playlist is referred to the same way as a movieThe άtǊŜǎǎ 9b¢9wέ 
property of a button can have an action to play the playlist. 

The playlist placeholder ǇǊƻǇŜǊǘƛŜǎ Ŏƻƴǘŀƛƴ ŀ άaƻǾƛŜǎέ ƛǘŜƳ ǿƘŜǊŜ ŀƭƭ 
movies to be played can be specified. It also contains, like any movie, 
ŀƴ ά9ƴŘ !Ŏǘƛƻƴέ to specify what to do at the end of the playlist and a 
ά{ŎŜƴŜǎέ ǇǊƻǇŜǊǘȅ. There is also a έtƻǇǳǇ ƳŜƴǳέ ǇǊƻǇŜǊǘȅ for a popup 
menu specific to the playlist.  

A playlist can have different scenes than the individual movies it is 
made up of. 

 

¶ When you select thŜ άaƻǾƛŜǎέ ǇǊƻǇŜǊǘȅ you open the 
dropdown menu when you click on άΧέ . A list of all movies is 
shown. The ones to add to the playlist must be selected and by 
ŎƭƛŎƪƛƴƎ ǘƘŜ ά!ŘŘ ҔҔέ ōǳǘǘƻƴ ǘƘŜȅ ŀǊŜ ŀŘŘŜŘ ǘƻ ǘƘŜ ƭƛǎǘΦ /ƭƛŎƪƛƴƎ 
ά5ŜƭŜǘŜέ ŀƴŘ ǘƘŜ ǎŜƭŜŎǘŜŘ ƳƻǾƛŜ ƛǎ ǊŜƳƻǾŜŘ ŦǊƻƳ ǘƘŜ ƭƛǎǘΦ You 
always select complete movies. If you want to show only parts 

 
20 Like movies, playlists are not stored in a menu JAR file. A change in a playlist means 
the entire disc must be remuxed. 
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of them (starting with a chapter) you need to direct-edit the 
chapterlist (as explained in Project 10: binge watching: 
watching episodes without titlesέ ƻƴ ǇŀƎŜ 309).  

 

 

Note that a new playlist acts like a new movie. It has no chapter 
(play)marks defined even if the individual movies do have them.  

Chapters for a playlist are added the same way as for a single movie: 
either manually or generated with certain time intervals between 
chapters. 

There are two distinct ways of opening the Scenes windows: 

¶ Standard  (either select the playlist placeholder and double 
click or press ENTER ƻǊ ǎŜƭŜŎǘ ƛǘǎ ά{ŎŜƴŜǎέ ǇǊƻǇŜǊǘȅ ŀƴŘ ƻǇŜƴ 
it) 

¶ Direct Editing (select playlist and press SHIFT-ENTER) 

The standard Scenes ǿƛƴŘƻǿ ǿƛƭƭ ōŜ ǘƘŜ ǎŀƳŜ ōǳǘ ά5ƛǊŜŎǘ 9ŘƛǘƛƴƎέ 
Scenes allows actions to be assigned to chapters (like jump to another 
ŎƘŀǇǘŜǊύΦ ! Ŧǳƭƭ ŘƛǎŎǳǎǎƛƻƴ ƛǎ ŘŜŦŜǊǊŜŘ ǘƻ ǎŜŎǘƛƻƴ άInterlude: Chapter 
marks ς standard or direct editingέ on page 205.  

Lƴ ŀŘŘƛǘƛƻƴΣ ǘƘŜ tƭŀȅƭƛǎǘ ǇǊƻǇŜǊǘƛŜǎ ƛƴŎƭǳŘŜ ŀƴ ƻǇǘƛƻƴ ά.ǊƻǿǎŀōƭŜ ŀǳŘƛƻέΦ This is only 
useful using the MX internal muxer. ²ƘŜƴ ȅƻǳ ŎƭƛŎƪ ƻƴ ƛǘǎ άҔέ ōǳǘǘƻƴ ŀǘ ǘƘŜ ŦŀǊ ǊƛƎƘǘ 
end of the property, a navigation window opens to select a music file (WAV, AC3, 
MP3 and many other formats). If specified, the playlist will become a browsable 
slideshow (see Slideshows on page 397) and videos in all movies will be marked as 
browsable. All movies in browsable slideshow should be without audio/subtitles 
and you can't use angles here. 

 

Reuse chapters from individual movies or other discs 
To reuse the chapter marks made in the individual movies of which the 
Ǉƭŀȅƭƛǎǘ ƛǎ ŎƻƳǇƻǎŜŘΣ ƻǇŜƴ ǘƘŜ ά{ŎŜƴŜǎέ ǿƛƴŘƻǿ ƻŦ ǘƘŜ Ǉƭŀȅƭƛǎǘ ƛƴ 
either mode. You then see at the top right-hand corner of the chapter 
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list a button (  ) that on click reveals a dropdown 
menu. The last menu item allows you to import all chapter marks of 
the individual movies. Or, if you just want the start of each movie to be 
marked: take the one but last option. 

 

The CSV options (comma separated values) are only of importance for 
ƛƳǇƻǊǘ ƻǊ ŜȄǇƻǊǘ ǘƻ {ŎŜƴŀǊƛǎǘ όǎŜŜ ƻƴƭƛƴŜ IŜƭǇ ǘƻǇƛŎ άLƳǇƻǊǘ ŀƴŘ ŜȄǇƻǊǘ 
{ŎŜƴŜǎέ) ). 

Note: Importing chapters Ƴŀȅ ŎŀǳǎŜ ǘƘŜ άŜƴŘ ƻŦ ƳƻǾƛŜέ chapter to be 
almost at the same spot as the άǎǘŀǊǘ ƻŦ ƳƻǾƛŜέ chapter of the next 
movie on the list. This may cause the MX muxer to warn you about 
duplicate chapters. They are no duplicates, but too near each other for 
a· ƳǳȄŜǊΩǎ ƭƛƪƛƴƎ ŀƴŘ ƻƴŜ ƛǎ ƛƎƴƻǊŜŘΦ Better even: the duplicates are 
ǊŜƳƻǾŜŘ ǿƘŜƴ ǘƘŜ ά{ŎŜƴŜǎέ ǿƛƴŘƻǿ ƛǎ reopened (manually or by the 
muxer) and then closed. The warning will not occur again. 

For proper functioning of your bluray disc, ensure you specify what to 
Řƻ ǿƘƛƭŜ ŀ Ǉƭŀȅƭƛǎǘ Ǉƭŀȅǎ ƻǊ ŦƛƴƛǎƘŜǎΥ ŀŘŘ ŀŎǘƛƻƴǎ ǘƻ ƛǘ ǇǊƻǇŜǊǘƛŜǎ ά9ƴŘ 
!Ŏǘƛƻƴέ ŀƴŘ άtƻǇǳǇ aŜƴǳέΦ ²ƛǘƘƻǳǘ ǘƘŜƳΣ ǘƘŜ ŘƛǎŎ Ƴŀȅ άƘŀƴƎέ ŀǘ ǘƘŜ 
end of the playlist and not return to any menu or start of other movie. 

The playlist can also limit the number of audio or subtitle tracks 
available. By selecting a movie from the playlist its audio and subtitle 
tracks are shown in the right hand panel. Unchecking any of them 
makes them unavailable when the playlist is played. This may be of use 
if you make two playlists, one for playing movies in English language 
and one in a dubbed language. 
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CƛƴŀƭƭȅΣ ȅƻǳ Ƴŀȅ ǿƛǎƘ ƴƻǘ ǘƻ ƭƛǎǘ ŎŜǊǘŀƛƴ ƳƻǾƛŜǎ ƛƴ ǘƘŜ ƴƻǊƳŀƭ άtƭŀȅ 
aƻǾƛŜέ ƭƛǎǘ ǘƘŀǘ ƛǎ ǎƘƻǿƴ ǿƘŜƴ ŀ ōǳǘǘƻƴ ƛǎ ǇǊŜǎǎŜŘ όάPress Enterέ 
property of the button). By omitting them from the list they can not be 
ŀǎǎƻŎƛŀǘŜŘ ǿƛǘƘ ŀ ōǳǘǘƻƴΦ ¸ƻǳ άƘƛŘŜέ ǘƘƻǎŜ ƳƻǾƛŜǎ ōȅ ŎƘŜŎƪƛƴƎ ǘƘŜ 
ƳƻǾƛŜ ǇǊƻǇŜǊǘȅ άǾƛǊǘǳŀƭέΦ 

 

Changes to a playlist movie 
A playlist is a collection of movies. Associated with it is a set of chapter 
marks. Suppose you discover a glitch in the 3rd movie ς audio goes out 
of sync for example. Your disc is all authored and the playlist has been 
completely set up. Now suddenly the entries of the third movie are 
replaced by the same movie, but corrected for its glitches. Do you have 
to redo the entire playlist? Fortunately not if the replacement movie is 
basically the same one but with errors corrected. 

¶ Add the repaired movie in the demuxed movie stream folder 

¶ Delete the index files that were made for the old movie 

¶ Replace the individual movie in its movie placeholder in the 
BDS Project tree window 

¶ Regenerate the index files 

¶ You may want to delete all chapters in its Scenes window and 
re-insert them. But they may also be still valid and need no 
change 

¶ The playlist will use the renewed index file of the movie. All 
settings may still be valid (like for the individual movie) 

¶ Rebuild the project 

If the replacement movie is an entirely different movie or a 
substantially edited version of the old one, you do need to reτauthor 
the chapters of the individual movie as well as remove the old 
chapters of that movie from the playlist Scenes window and re-author 
ǘƘŜ ƴŜǿ ƻƴŜǎΦ aŀƪŜ ŀ ŎƻǊǊŜŎǘ ŘŜŎƛǎƛƻƴ ƻƴ ŀǳǘƘƻǊƛƴƎ ƛƴ ά{ǘŀƴŘŀǊŘέ ƻǊ 
ά5ƛǊŜŎǘ 9ŘƛǘƛƴƎέ ƳƻŘŜΦ ¢ƘŜ ƭŀǘǘŜǊ ƛǎ ǇǊƻōŀōƭȅ Ƴore appropriate. (See 
ǎŜŎǘƛƻƴ άInterlude: Chapter marks ς standard or direct editingέ ƻƴ 
page 205 for a discussion on both methods). 

Intro movies 

Menu movie and menu objects are two different things (the latter a 
Java program that executes). As such the Java menu may show before 
the menu movie starts. That looks odd. 

The intro menu is designed to start first and delay the show of the 
menu objects until the intro menu reaches its 2nd chapter mark.When 
the intro movie finishes, the regular menu movie takes over. Usually it 
ƛǎ ǘƘŜ ǎŀƳŜ ƳƻǾƛŜ ǎƻ ǘƘŜ ǾƛŜǿŜǊ ŘƻŜǎƴΩǘ ƴƻǘƛŎŜ ǘƘŜ ǎǿƛǘŎƘ ƻŦ ƳƻǾƛŜǎΦ 

Playlists for Intro movie and Menu movie 
 CƻǊ ŀƴȅ ƳŜƴǳ ȅƻǳ Ŏŀƴ ŘŜŦƛƴŜ ŀƴ άƛƴǘǊƻέ ƳƻǾƛŜΦ ¢ƘŜ ƛƴǘǊƻ ƳƻǾƛŜ ƛǎ 
ǎƘƻǿƴ ōŜŦƻǊŜ ǘƘŜ άƳŜƴǳ ƳƻǾƛŜέ of the menu.  
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¶ The intro movie is a regular movie in the movie list. 

¶ It has 2 chapters only (if there are more, they are ignored). You 
set the chapter 2 yourself.  

 

Chapter 2 of the intro movie signals to show the menu objects from 
that time forward. This ensures the intro movie plays as background 
before the menu texts and images are shown. 

At the end of the intro movie, the regular menu movie starts playing a 
number of times. If intro movie and menu movie are the same, the 
ǾƛŜǿŜǊ ǿƻƴΩǘ ƴƻǘƛŎŜ ǘƘŜ ǎǿƛǘŎƘ ōŜǘǿŜŜƴ ōŀŎƪƎǊƻǳƴŘ ƳƻǾƛŜǎΦ 

The number of times the menu movie is repeated is set in Project > 
tǊƻƧŜŎǘ tǊƻǇŜǊǘƛŜǎ Ҕ aŜƴǳǎ ǘŀō ŦƻǊ ά!ŘŘƛǘƛƻƴŀƭ Ǉƭŀȅ ƛǘŜƳǎέΦ ²ƘŜƴ ǘƘƛǎ 
count is exceeded, the intro movie is played again (but the menu items 
are already visible) after which another loop of the menu movie starts. 

 

The default setting for the loop count is 99. This implies that if the 
viewer takes no action,the background movie shows 1 x intro, 99 x 
menu movie, 1 x intro, 99 x menu movie, etc. 

The intro movie should not be started through a menu button but it 
does have its own movie placeholder. The intro movie must not have 
an End Action or a Popup menu action ς because it is never found 
playing except within  the context of a menu. 

If intro movie and menu movie are different, they must have the same 
movie specification in aspect ratio, resolution and format to make the 
transition seamless. The MX muxer will issue an error if  the streams 
are not of the same type:

 

The tsMuxer does not issue an error in those cases or when streams 
like MPEG-TS are used, it may even continue to produce the disc but 
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ǘƘƛǎ ŘƛǎŎ ǿƻƴΩǘ Ǉƭŀȅ ǾŜǊȅ ǿŜƭƭ ƻƴ ǎŜǘ ǘƻǇ ǇƭŀȅŜǊǎ ŀǘ ǘƘŜ ǘǊŀƴǎƛǘƛƻƴ 
between intro and menu movie. 

Another error may be seen by the MX Muxer and not tsMuxer when 
the video and audio stream seem not equally long.  

 

This error may be ignored and the mux allowed to continue ς even if 
ǘƘŜ ƭƻƎ ŜƴŘǎ ǿƛǘƘ ά¢ŜǊƳƛƴŀǘŜŘέΦ ¢ƘŜ ǘǎaǳȄŜǊ ǿƻƴΩǘ ǎŜŜ ǘƘƛǎ ŜǊǊƻǊ ŀǘ ŀƭƭ 
όŀƴŘ ŜƴŘǎ ǿƛǘƘ ŀ ǎǳŎŎŜǎǎŦǳƭ άCƛƴƛǎƘŜŘέ ƛƴ ǘƘŜ ƭƻƎύΦ Lƴ ōƻǘƘ ŎŀǎŜǎ ŀ 
playable disc is made.21 

No menu objects delay 
If after the end of a movie a menu with an intro movie is opened, the 
ƳŜƴǳ ƻōƧŜŎǘǎ ǿƻƴΩǘ ǎƘƻǿ ǳƴǘƛƭ ŀŦǘŜǊ ŎƘŀǇǘŜǊ н ƻŦ ǘƘŜ ƛƴǘǊƻ ƳƻǾƛŜΦ If 
you want the menu text to be shown directly, you need to open an 
identical menu but without the Intro Movie set. A identical copy of a 
ƳŜƴǳ ƛǎ ƳŀŘŜ Ǿƛŀ ǘƘŜ ǊƛƎƘǘ ŎƭƛŎƪ ƳŜƴǳ ƻǇǘƛƻƴ ά/ƭƻƴŜ ¢ǊŜŜ LǘŜƳέ 
(CTRL/C) after which you give the menu a unique name and remove 
the Intro Movie property setting. 

First play movies (versus intro movies) 

5ƻ ƴƻǘ ŎƻƴŦǳǎŜ ǘƘƛǎ άƛƴǘǊƻ ƳƻǾƛŜέ with first movies. First movies are 
those that show a studio trailer, a censorship notice, the use of Dolby 
Digital or other prequels that precede the main menu.  

First movies are movies to be played in a sequential chain when the 
disc is started. They normally can not be selected through a menu 
button. 

 

See Appendix B: Commercial settings on how to prevent viewers from 
skipping these opening movies. 

Movie groups 

Movie groups allow several movies to be grouped together. As a group 
ǘƘŜȅ ǎƘŀǊŜ ǘƘŜ ǾƛŜǿŜǊΩǎ ŎƘƻƛŎŜ ƛƴ ŀǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜ ǘǊŀŎƪǎΦ ! ƎǊƻǳǇ ƛǎ 

 
21 If you use the carousel menu generator the intro movie must be specified in the 

ƳŜƴǳ ȅƻǳ ǎǇŜŎƛŦȅ ŀǎ ƻǇŜƴƛƴƎ ƳŜƴǳ όάCƛǊǎǘ tƭŀȅέ ƛƴ ǘƘŜ ǇǊƻƧŜŎǘ ǘǊŜŜ ǿƛƴŘƻǿ ǇǊŜ-V4.3, 
"On JAR startup" for post V4.3 or the JARs window post V4.6.4). JAR title defined as 
"First Play" in Project > JAR Settings. It should not be specified in the menu from which 
you generated the menus. 
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no playlist. But if for one movie in a group you select Ukranian 
subtitles (subtitle track 3), that choice is automatically applied to all 
movies in the same group. Movie groups become important with the 
ŦƻǳǊǘƘ ōǳǘǘƻƴ ǎǘŀǘŜΥ ά/ǳǊǊŜƴǘέΦ 

When groups are used it is important of course that all movies have 
the same number of audio and subtitle streams and in the same order. 

Lƴƛǘƛŀƭƭȅ ŜŀŎƘ ƳƻǾƛŜ ƛǎ ƛƴ ƛǘǎ ƻǿƴ ƎǊƻǳǇΦ .ǳǘ ƛǘǎ άƎǊƻǳǇέ ǇǊƻǇŜǊǘȅ Ŏŀƴ ōŜ 
ŎƘŀƴƎŜŘΦ ¸ƻǳ Ŏŀƴ ŀƭǎƻ ǳǎŜ ǘƘŜ ά/ƭƻƴŜ ǇǊƻƧŜŎǘ ǇǊƻǇŜǊǘƛŜǎέ ǘƻ ǳǎŜ ǘƘŜ 
same group name for multiple movie placeholders. 

 

For the two movies we added in the previous project, we define a new 
ƎǊƻǳǇ όŘƻǳōƭŜ ŎƭƛŎƪ άǊŜƴŀƳŜέ ƻƴ ǘƘŜ ά/ƻŀǎǘǎέ ƳƻǾƛŜ ƎǊƻǳǇ ǇǊƻǇŜǊǘȅύ 
ά!ǳǎǘǊŀƭƛŀ ƳƻǾƛŜǎέΦ  

 

Coasts now belongs to the new group. Move to the other movies (only 
Australia in our case) and the added name occurs in the dropdown list 
of available group names 

 

{ŜƭŜŎǘ ǘƘŜ ƴŀƳŜ ƎǊƻǳǇ ƴŀƳŜ ά!ǳǎǘǊŀƭƛŀ ƳƻǾƛŜǎέ ŀƴŘ ōƻǘƘ ƳƻǾƛŜǎ ŀǊŜ 
now sharing the same group. 

 

 

The default group properties can be seen and specified in the window 
Project>Project Properties>Streams tab.  
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At the bottom of the overview you can change the default setting for 
each of the groups individually (select a group, set defaults, click 
ά{ŜǘέύΦ 

 

Note: If through a written Java program you change movies within the 
same group, it ignores the group membership. You need to specify 
explicitly what audio and subtitle track to use for the movie you switch 
over to. 

¢ƘŜ άCurrentέ ōǳǘǘƻƴ ǎǘŀǘŜ 

¢ƘŜ ά/ǳǊǊŜƴǘέ ǎǘŀǘŜ of a button is shown in menus where a previous 
setting must be shown by highlighting the menu item. Of all buttons 
on a menu, only one can be selected and that one can be activated. If 
ƛǘ ƛǎΣ ǘƘŀǘ ōǳǘǘƻƴ ŀƭǎƻ ǎŜǘǎ ƛǘǎ άŎǳǊǊŜƴǘέ ǎǘŀǘŜΦ ¢ƘŜ άŎǳǊǊŜƴǘέ ǎǘŀǘŜ ŀŎǘǎ 
as a reminder of what button was last activated on a menu. 

The image below gives you a menu list with various audio tracks to 
choose from. These tracks are available to all movies that belong to 
the same group, in this case we named it WestSideStoryMulti. 

Each button has a ǎǘŀǘŜ ά/ǳǊǊŜƴǘέ image: a red circle with arrow. 

 

The viewer with a set top player can use the arrow keys to navigate to 
ǎŜƭŜŎǘ άbŜŘŜǊƭŀƴŘǎέ όоrd menu option ς corresponds with 3rd audio 
stream in the movie group). TƘŜ ōǳǘǘƻƴ ǎǘŀǘŜ ǿƛƭƭ ōŜŎƻƳŜ ά{ŜƭŜŎǘŜŘέ 
and shows a yellow circle. 

 

When this choice is ŀŎǘƛǾŀǘŜŘ όōȅ ǇǊŜǎǎƛƴƎ άhYέύ to indicate the 
preferred choice, the Dutch language track (3rd audio stream) will be 
set as the current one. !ǘ ǘƘŜ ǎŀƳŜ ǘƛƳŜΣ ǘƘŀǘ ōǳǘǘƻƴΩǎ άŎǳǊǊŜƴǘέ ǎtate 
is also set. The stream is set for all movies that belong to the same 
group. 
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Revisiting this menu later, the previous choice is remembered: the 
ōǳǘǘƻƴ ƴŜŀǊ άbŜŘŜǊƭŀƴŘǎέ shows ŀǎ ά/ǳǊǊŜƴǘέΦ If the viewer wants to 
change, he can still navigate to any of the choices. A yellow circle 
ǎƘƻǿǎ Ƙƛǎ άǎŜƭŜŎǘŜŘέ ŎƘƻƛŎŜΦ 

 

If he presses άhYέ ƻƴ ǘƘŜ remote-control ǿƘƛƭŜ ά9ƴƎƭƛǎƘέ ƛǎ ǎŜƭŜŎǘŜŘ, 
the English audio will become current (1st audio stream of the group). 
If you exit without changing your choice, the Dutch track will remain 
current. 

 

Iƻǿ ŘƻŜǎ .5{ ƪƴƻǿ ǿƘŀǘ ōǳǘǘƻƴ ǘƻ ƘƛƎƘƭƛƎƘǘ ǿƛǘƘ ƛǘǎ ά/ǳǊǊŜƴǘέ ǎǘŀǘŜ 
image? At first we choose the third audio track as active for movies in 
the movie group (named WestSideStoryMulti in the example). The 
άIƛƎƘƭƛƎƘǘέ ǎŜŎǘƛƻƴ ǎƘƻǿƴ ŀōƻǾŜ ŦƻǊ ǘƘŜ ǘƘƛǊŘ ōǳǘǘƻƴ όƴŜȄǘ ǘƻ 
άbŜŘŜǊƭŀƴŘǎέύ ǎǇŜŎƛŦƛŜǎ ŀ ŎƻƴŘƛǘƛƻƴΥ ǎƘƻǿ ǘƘŜ ά/ǳǊǊŜƴǘέ ƛƳŀƎŜ ƻŦ ǘƘƛǎ 
button only when in group WestSideStoryMulti the active audio 
stream is the third stream (i.e. the Dutch audio).  

Any movie belonging to a different group is not affected.  

¢ƘŜ άIƛƎƘƭƛƎƘǘέ ǎŜŎǘƛƻƴ ƛǎ ŀǳǘƻƳŀǘƛŎŀƭƭȅ ŦƛƭƭŜŘ ōȅ .5{ ǿƘŜƴ ŀ /ǳǊǊŜƴǘ 
state is defined for a button, but you can change the settings if you 
like. 

D.I.Y. Adventure 

To create the project on your own, keep in mind to: 

¶ Start from the previous project 

¶ Add a menu to select on audio and subtitle track 

¶ YŜŜǇ ŀ ά/ǳǊǊŜƴǘέ ǇƻƛƴǘŜǊ ǘƻ ǘƘŀǘ ŎƘƻƛŎŜ ƳŀŘŜ 

¶ !ŘŘ ŀ ƳŜƴǳ ƛǘŜƳ ǘƻ άǇƭŀȅ ŀƭƭέ ǘƘǊƻǳƎƘ ŀ Ǉƭŀȅƭƛǎǘ 

¶ !ŘŘ ŀƴ άƛƴǘǊƻ ƳƻǾƛŜέ ǘƻ ǘƘŜ Ƴŀƛƴ ƳŜƴǳ ǘƻ ŘŜƭŀȅ ŘƛǎǇƭŀȅ ƻŦ ǘƘŜ 
menu items 

Step 0: Ready to run 

LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŎǊŜŀǘŜ ǘƘƛǎ ǇǊƻƧŜŎǘ ȅƻǳǊǎŜƭŦΣ ȅƻǳ Ŏŀƴ ǎŜǘǳǇ ǘƘŜ 
project from provided sources following these steps: 



138 Blu Disc Studio Standard/MX - ! ōŜƎƛƴƴŜǊΩǎ DǳƛŘŜ 

1. Copy the \Projects\MultiMenuBR project in the BDS kit.zip to 
your BDS projects folder (e.g. J:\BDS Projects\MultiMenuBR) 
You may skip or delete the contents of \output 

2. Copy all movie files from the previous project \MenuBR\films 
ƛƴǘƻ ǘƘƛǎ ǇǊƻƧŜŎǘΩǎ \ films folder (e.g. 
J:\BDS Projects\MultiMenuBR\films) 
Alternatively you can copy them from the BDS kit.zip file 
\Sources\movies\demuxed and Sources\movies\subtitles. 
¢ƘŜȅ ƛƴŎƭǳŘŜ ά/ƻŀǎǘǎέΣ ά!ǳǎǘǊŀƭƛŀέ ŀƴŘ άƳŜƴǳέΦ 

3. 5ƻǳōƭŜ ŎƭƛŎƪ ƻƴ ǘƘŜ ǇǊƻƧŜŎǘΩǎ MultiMenuBR.bdmd file to open 
BDS for this project MultiMenuBR. 

4. /ƭƛŎƪ ǘƘŜ άƳǳȄέ ōǳǘǘƻƴ ŀƴŘ ǊŜōǳƛƭŘ ǘƘŜ ŘƛǎŎ ƛƳŀƎŜ όƛƴ ǘƘŜ 
ǇǊƻƧŜŎǘΩǎ \Output folder). 

Step 1: Get organized 

¢Ƙƛǎ ǎǘŜǇ ƛǎ Ƴƻǎǘƭȅ ƛŘŜƴǘƛŎŀƭ ǘƻ ǘƘŜ ǎǘŜǇǎ ǎǇŜŎƛŦƛŜŘ ƛƴ ǎŜŎǘƛƻƴ άStep 1: 
Create new projectέ ƻŦ ǘƘŜ ŦƛǊǎǘ ǇǊƻƧŜŎǘΦ The new project is called 
MultimenusBR. Either you create this project entirely from scratch or 
you copy the previous project to continue from there. 

There are two ways you can copy a project: 

1. Copy the entire project folder tree of the previous project 
from the \BDS Projects\MenuBR project. Rename the top 
project folder to \MultiMenuBR. 

2. Use a template. The previous project MenuBR is saved as a 
template (File>Export Template). Then the template is the 
basis for the new project (File>Import from Template). Once 
the template is loaded, it is stored as a new project in a new 
project folder you create manually.  

There are no new project subfolders to add, but a new menu movie, 
intro movie and menu objects are added to the project in this project.  

Step 2: Include the movies 

Copy the \ films folder of the previous project MenuBR to the \ films 
folder of this MultiMenuBR project.(this step has implicitly been 
executed when yƻǳ ŎƻǇƛŜŘ ǘƘŜ ǇǊƻƧŜŎǘ ǘǊŜŜ ƻŦ ǘƘŜ άaŜƴǳ.wέ ǇǊƻƧŜŎǘ 
and renamed it to MulitMenuBR).  

The actual films are not needed for the menu design steps ς their placeholders 
suffice for the moment. They need to be there when the final disc creation 
phase is entered. 

1. We need to collect all movies into the same movie group. 
Therefore, for each movie placeholderΩǎ property 
άgroupnameέ must be set as ά!ǳǎǘǊŀƭƛŀ ƳƻǾƛŜǎέ (through its 
Properties window). 

2. ¢ƘŜ ƴŀƳŜ άAustralia MƻǾƛŜǎέ ŘƻŜǎ ƴƻǘ ȅŜǘ ŜȄƛǎǘΦ ¢ƘŜǊŜŦƻǊŜΣ 
open one movie (e.g. Coastsύ ŀƴŘ ŘƻǳōƭŜ ŎƭƛŎƪ ƻƴ άwŜƴŀƳŜέ 
on its Group property and change the current group name 
ƛƴǘƻ ά!ustralia aƻǾƛŜǎέΦ 
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3. The remaining movies must also be added to this group but 
the new name is now listed in their dropdown list of the 
group and easily selected. 5ƻ ǘƘƛǎ ŦƻǊ ǘƘŜ ά!ǳǎǘǊŀƭƛŀέ ƳƻǾƛŜΦ 

.ƻǘƘ ƳƻǾƛŜǎ ά/ƻŀǎǘǎέ ŀƴŘ ά!ǳǎǘǊŀƭƛŀέ ŀǊŜ ƴƻǿ ǇŀǊǘ ƻŦ ǘƘŜ ά!ustralia 
aƻǾƛŜǎέ ƎǊƻǳǇ. Setting audio and subtitles for this group sets them for 
all both movies. 

{ǘŜǇ оΥ !ŘŘ ŀ άǇƭŀȅ ŀƭƭέ Ǉƭŀȅ ƭƛǎǘ 

²Ŝ ǿƛƭƭ ŀŘŘ ŀ άtƭŀȅ ŀƭƭέ menu item in the main menu using a play list. 

The following steps are taken: 

1. Define a new playlist by right-clicking on Playlists in the 
Project Tree window. This opens a dropdown menu with the 
άbŜǿ tƭŀȅƭƛǎǘέ ƻǇǘƛƻƴΦ tǊŜǎǎƛƴƎ {ILC¢κ/TRL/L achieves the 

same, as does pressing the menu button on the Project 
tree window menu bar. 

2. DƛǾŜ ǘƘŜ ƴŜǿ Ǉƭŀȅ ƭƛǎǘ ŀ ƴŀƳŜΣ ƭƛƪŜ άtƭŀȅ !ƭƭέ ƛƴ ƛǘǎ bŀƳŜ 
property.  

3. It can (and should) also be made part of the group of movies 
its list contains using its Group property. That way audio or 
subtitle settings for a single movie also affects the setting of 
the play list. 

4. Add all movies that should be played in sequence using the 
Ǉƭŀȅƭƛǎǘ ǘƘǊƻǳƎƘ ŀŘŘƛƴƎ ǘƘŜƳ ǘƻ ǘƘŜ άaƻǾƛŜǎέ ǇǊƻǇŜǊǘȅΦHere 
the playlist consists of 2 movies: Coasts and Australia.  

5. hǇŜƴ ǘƘŜ ǇƭŀȅƭƛǎǘΩǎ ά{ŎŜƴŜǎέΦ Lƴƛǘƛŀƭƭȅ ƛǘ ǿƛƭƭ ƻƴƭȅ ƘŀǾŜ ŀ ǎƛƴƎƭŜ 
chapter at the very start of the playlisy. Import the chapter 
marks of the individual movies by clicking on the άŎƘŀǇǘŜǊ 
ƭƛǎǘέ ƛŎƻƴ ŀǘ ǘƘŜ ǘƻǇ ǊƛƎƘǘ ŎƻǊƴŜǊΦ 

 
6. Wǳǎǘ ƭƛƪŜ ŀƴȅ ƳƻǾƛŜΣ ǘƘŜ Ǉƭŀȅƭƛǎǘ ŜƴǘǊȅ Ƴǳǎǘ ƘŀǾŜ ƛǘǎ ά9ƴŘ 
!Ŏǘƛƻƴέ ŀƴŘ άtƻǇǳǇ ƳŜƴǳέ ǎŜǘ ǘƻ WǳƳǇ ǘƻ Ƴŀƛƴ ƳŜƴǳΦ 

Step 4: Add items to the main menu 

The playlist must be associated with a new button whose άPress Enterέ 
action starts the playlist. We therefore need to modify the main menu 
ōȅ ŀŘŘƛƴƎ ŀƴ ƛǘŜƳ άtƭŀȅ !ƭƭέ ǿƛǘƘ ŀ ōǳǘǘƻƴ ǘƘŀǘ ŀŎǘƛǾŀǘŜǎ ǘƘŜ Ǉƭŀȅƭƛǎǘ ƛƴ 
ƛǘǎ άtǊŜǎǎ 9b¢9wέ ŀŎǘƛƻƴΦ 
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Photoshop menu 
1. ! ƳƻŘƛŦƛŜŘ ǾŜǊǎƛƻƴ ƻŦ άƳŀƛƴ ƳŜƴǳΦǇǎŘέ ƛǎ ŀǾŀƛƭŀōƭŜ ƛƴ 

\Sources\Project objects\original sources\main menu 2.psd. 
Copy this file into the \MultiMenuBR\original sources folder.  

2. If the main menu still exists in the menu branch (when you 
copied the previous project), delete it. 

3. From the Project tree, import the menu (right mouse, 
άLƳǇƻǊǘ PSDέύΦ  

4. aŜǊƎŜ ǘƘŜ άƴƻǊƳŀƭέ ŀƴŘ άǎŜƭŜŎǘŜŘέ ǎǘŀǘŜ ƛƳŀƎŜǎ ƛƴǘƻ ŀ 
single button and duplicate the button for each of the 
movies and playlist  (see previous project on how to do this) 

5. Set the navigation actions of the ōǳǘǘƻƴ ƴŜȄǘ ǘƻ άtƭŀȅ ŀƭƭέ ǎƻ 
ǘƘŀǘ ǘƘŜ ǾƛŜǿŜǊ Ŏŀƴ ƴŀǾƛƎŀǘŜ ǘƻ ŀƴŘ ŦǊƻƳ ƛǘΦ ¢ƘŜ άtǊŜǎǎ 
9b¢9wέ ŀŎǘƛƻƴ Ƴǳǎǘ ǇŜǊŦƻǊƳ ŀ άǇƭŀȅ ƳƻǾƛŜҔ ǇƭŀȅƭƛǎǘҔ 
/ƘŀǇǘŜǊ мέ 

 
6. 5ƻ ǘƘŜ ǎŀƳŜ ŦƻǊ ǘƘŜ ά!ǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜǎ ǎŜǘǘƛƴƎέ ōǳǘǘƻƴΦ 
¢ƘŜ ƴŀǾƛƎŀǘƛƻƴ ŀŎǘƛƻƴǎ Ŏŀƴ ōŜ ǎŜǘΦ !ǎ ƭƻƴƎ ŀǎ ǿŜ ƘŀǾŜƴΩǘ 
ƳŀŘŜ ǘƘŜ ǎŜǘǘƛƴƎǎ ƳŜƴǳ όƴŜȄǘ ǎǘŜǇύ ȅƻǳ Ŏŀƴƴƻǘ ǎŜǘ ƛǘǎ άtǊŜǎǎ 
9ƴǘŜǊέ ŀŎǘƛƻƴ ŎƻǊǊŜŎǘƭȅΦ ¸ƻǳ Ŏŀƴ ƘƻǿŜǾŜǊ ǎŜǘ ƛǘǎ ŀŎǘƛƻƴ ǘƻ 
άƴƻƴŜέ ǊŀǘƘŜǊ ǘƘŀƴ ǘƘe incorrect value the button copy still 
holds. 

Menu in .png file 
If you create the menu through .png files instead of importing a 
Photoshop file, the individual menu file can be copied from 
\Sources\Project objects\menus\main menu 2.png into the 
\MultiMenuBR\original sources project folder. Or you rename it to 
άƳŀƛƴ ƳŜƴǳΦǇƴƎέ ȅƻǳ ǿƛƭƭ ǎŜŜ ǘƘŀǘ ǘƘŜ .5{ 5ŜǎƛƎƴŜǊ ƳŜƴǳ 
ƛƳƳŜŘƛŀǘŜƭȅ ǎƘƻǿǎ ǘƘŜ ŀŘŘŜŘ ƳŜƴǳ ƛǘŜƳǎ ǎƛƴŎŜ ƛǘ ǊŜŦŜǊǎ ǘƻ άƳŀƛƴ 
ƳŜƴǳΦǇƴƎέ ŀƴŘ ǘƘŀǘ ŦƛƭŜ Ǝƻǘ ǊŜǇƭŀŎŜŘ όōǳǘ ƪŜǇǘ ƛǘǎ ƴŀƳŜύΦ .ǳǘǘƻƴǎ ŀƴŘ 
actions must still be added (steps 3 ς 5 above). 



Blu Disc Studio Standard/MX ς ! .ŜƎƛƴƴŜǊΩǎ DǳƛŘŜ 141 

Menu made in BDS 
If the menu list is a text object in the menu, select it and open it.  Then 
add a new line that will contain the άtƭŀȅ !ƭƭέ ǘŜȄǘΦ 
Also add two new buttons (through copy/paste of an existing one). 
Make sure the navigation to/from the various buttons visits all 
buttons. ¢ƘŜ άǇƭŀȅ ŀƭƭέ ōǳǘǘƻƴ Ŏŀƴ ŀƭǎƻ ōŜ ǎŜǘ ǘƻ ǎǘŀǊǘ ǘƘŜ Ǉƭŀȅƭƛǎǘ (steps 
3 ς 5 above). 

Step 5: Add or insert settings menu 

Create Setup menu as set of background objects 
Rather than using the remote-control buttons to select audio and 
subtitle track, we implement it as separate menu. The remote-control 
can still be used for this purpose if so desired. 

The setup menu will consist of a static image and the text and will look 
like the figure below. 

 

In the completed disc the viewer will see it with the menu movie. 

 

It has a text block containing: 

¶ Audio 
o live 
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o music  

¶ Subtitles /  Ondertitels 
o English 
o Nederlands 
o None / Geen 

¶ Main Menu 

The menu text lines will get buttons to set the preference and the 
Main Menu item is needed to return to the main menu once our 
preferred setting has been set up. 

The static image also shows a few cogwheels. 

Setup menu as Photoshop file 
You can create the entire menu in Photoshop ŀƴŘ Ŏŀƭƭ ƛǘ άǎŜǘǘƛƴƎǎ 
ƳŜƴǳΦǇǎŘέΦ 

You can also copy such a file from \Sources\Project objects\original 
sources\settings menu.psd and copy it to the ǇǊƻƧŜŎǘΩǎ 
\MultiMenuBR\original sources folder. 

 

Once the menu is made in Photoshop, you import it into BDS as a new 
menu. 

Setup menu as set of .png files 
If you create the menu using a separate .png file for each menu object, 
you can find these already made in \Sources\Project objects\menus 
ŀƴŘ Ŏŀƴ ŎƻǇȅ ǘƘŜǎŜ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \MultiMenuBR\original sources 
folder. The files needed are 

¶ Settings cogwheel.png ς picture of cogwheels 

¶ Settings menu text.png ς the menu items for settings 

Take the following steps: 

1. wƛƎƘǘ ŎƭƛŎƪ ƻƴ ǘƘŜ άaŜƴǳǎέ ōǊŀƴŎƘ ƻŦ ǘƘŜ tǊƻƧŜŎǘ ±ƛŜǿ 
Window 

2. CǊƻƳ ǘƘŜ ŘǊƻǇŘƻǿƴ ƳŜƴǳ ǎŜƭŜŎǘ άbŜǿ aŜƴǳέ ŀƴŘ ǇǊƻǾƛŘŜ ƛǘ 
ǿƛǘƘ ǘƘŜ ƴŀƳŜ ά{ŜǘǘƛƴƎǎ aŜƴǳέΦ ¢Ƙƛǎ ŎǊŜŀǘŜǎ ŀ ōƭŀƴƪ ƳŜƴǳ 
without objects. 

3. hǇŜƴ ǘƘŜ hōƧŜŎǘǎ ±ƛŜǿΦ {ŜƭŜŎǘ ά{ŜǘǘƛƴƎǎ aŜƴǳέ ƻƴ ǘƘŜ 
Project View. This will synchronize the Objects View for the 
menu. There are no objects yet 
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4. hƴ ǘƘŜ hōƧŜŎǘǎ ±ƛŜǿΣ ŎƭƛŎƪ ƻƴ ά!ŘŘέ όƛŎƻƴ ). Specify the 
ƛǘŜƳ ȅƻǳ ǿŀƴǘ ǘƻ ŀŘŘ ŀǎ ŜȄǇƭŀƛƴŜŘ ƛƴ άMenu through Objects 
windowέ ƻƴ ǇŀƎŜ 93.  
In our case we add 2 static objects with an image: 

a. hōƧŜŎǘ άǎŜǘǘƛƴƎǎ ŎƻƎǿƘŜŜƭέ ōŀǎŜŘ ƻƴ ƛƳŀƎŜ άǎŜǘǘƛƴƎǎ 
ŎƻƎǿƘŜŜƭΦǇƴƎέΦ 

b. hōƧŜŎǘ άǎŜǘǘƛƴƎ ƳŜƴǳ ǘŜȄǘέ ōŀǎŜŘ ƻƴ ƛƳŀƎŜ άǎŜǘǘƛƴƎ 
ƳŜƴǳ ǘŜȄǘΦǇƴƎέ 

Setup menu through BDS 
Menu and images are defined entirely as objects within BDS Designer 
window. It is partly identical to the previous method of adding .png 
files. 

Take the following steps: 

1. ¦ǎŜ ǘƘŜ tǊƻƧŜŎǘ ¢ǊŜŜ ǘƻ ŎǊŜŀǘŜ ŀ ƴŜǿ ƳŜƴǳΣ ŎŀƭƭŜŘ άSetting 
ƳŜƴǳέΦ 

2. Add a new static image object and assign it to cogwheel.png 
3. !ŘŘ ŀ ƴŜǿ ǘŜȄǘ ƻōƧŜŎǘ άƳŜƴǳ ƛǘŜƳǎέ ŀƴŘ ŜƴǘŜǊ ŀƭƭ ǘŜȄǘ ŦƻǊ 

audio/subtitle/main menu. 

Customizing the setup menu 
Once imported or created, the menu, like any menu, must be given a 
background movie. Specify the same one as for the main menu 
(\ films\menu.264 and menu.ac3). Using the same menu movie allows 
transition between menus to let the background movie continue 
without interruption or restart. 

Use the Designer window to position all picture layers where you want 

them. Make sure the objects are not locked through the menu icon  

(unlock by clicking, changing the icon into  ). 

Add menu buttons 
The new Settings menu has no buttons. We use the same buttons as 
on the main menu.  

1. Select the main menu 2 in the Project Tree. The menu will 
show in the Designer window. Select a button and press 
/¢w[κ/ όƻǊ ǊƛƎƘǘ ŎƭƛŎƪ ŀƴŘ ǎŜƭŜŎǘ άŎƻǇȅ ǘƻΧέ ŦǊƻƳ ǘƘŜ 
ŘǊƻǇŘƻǿƴ ƳŜƴǳύΦ CǊƻƳ ǘƘŜ ƻǇŜƴŜŘ ά/ƻǇȅ ǘƻΧέ ǿƛƴŘƻǿΣ 
ǎŜƭŜŎǘ ǘƘŜ ƴŜǿ ά{ŜǘǘƛƴƎǎ ƳŜƴǳέ 

 

And presto: the button is copied at the same spot as it was on 
the main menu. Move the button to the proper position next 
to a menu text ς preferably next to the last menu item. To 
ŜƴǎǳǊŜ ǘƘŜ ŜƴǘƛǊŜ ōǳǘǘƻƴ ƛǎ ƳƻǾŜŘΣ ŎƘŜŎƪ ǘƘŀǘ ǘƘŜ άaƻǾŜ 

ŜƴǘƛǊŜ ōǳǘǘƻƴέ ƛǎ ǎŜǘ ŀǎ ǎǳŎƘ ό - blue surrounded icon). To 
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see other states, you may need to show them using the 

ά{Ƙƻǿέ ōǳǘǘƻƴǎ ό). 
2. Make as many duplicates (by pressing CTRL/C) of the button as 

needed, this time on the same Settings Menu (preferably next 
to increasingly higher menu items). 

3. Position them correctly aligned and rename them to proper 
names. If necessary, re-ǊŜŀŘ άStep 4: Layout of the menus and 
duplicating buttonsέ ƻƴ ǇŀƎŜ 110. 

4. Set the order of the buttons (in Objects) so that the first menu 
item and top button align and each lower button aligns with 
the next menu item. If you positioned the copies of the button 
starting from the bottom, this order is already correct. 

5. {ǇŜŎƛŦȅ ƴŀǾƛƎŀǘƛƻƴ ōŜǘǿŜŜƴ ǘƘŜ ōǳǘǘƻƴǎΦ ¢ƘŜ άtǊŜǎǎ ¦Ǉέ ŀƴŘ 
άtǊŜǎǎ 5ƻǿƴέ ŀŎǘƛƻƴǎ ƛƴ ǘƘŜ ōǳǘǘƻƴ ǇǊƻǇŜǊǘƛŜǎ Ƴǳǎǘ Ǉƻƛƴǘ ǘƻ 
the buttons above or below the button. Use the Auto-Assign 

button ( ) to facilitate this. 

The end result will be like the picture below. It shows the properties 
for the button ƴŜȄǘ ǘƻ ƳŜƴǳ ƛǘŜƳ  άƳǳǎƛŎέ Υ ά!ǳŘƛƻ musicέ. 

 

Add button actions to Setup Menu 
So far the Setup Menu has been composed of picture objects and 
buttons, but no actions apart from navigation we have added to it. But 
BDS has given them Press Enter actions! The wrong ones. By copying a 
button, its properties are copied too and they point to objects that we 
ŘƻƴΩǘ ǿŀƴǘ ǘƻ Ǉƻƛƴǘ ŀǘΦ ²ŜΩƭƭ ŎƻǊǊŜŎǘ ǘƘŀǘ ƴƻǿΦ 

1. The easiest modification is to modify ŀ άPress Enterέ ŀŎǘƛƻƴ ǘƻ 
ǘƘŜ ōǳǘǘƻƴ ƴŜȄǘ ǘƻ ǘƘŜ άƳŀƛƴ ƳŜƴǳέ ƳŜƴǳ ƛǘŜƳΦ Set its action 
to άWǳƳǇ aŜƴǳέ > έaŀƛƴ aŜƴǳέҔέŘŜŦŀǳƭǘέ όƻǊ ŀ ǎǇŜŎƛŦƛŎ 
button on the main menu). 

The other modification requires the buttons to change the audio or 
subtitle settings when one is selected. 
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2. {ŜƭŜŎǘ ǘƘŜ άPress Enterέ ǇǊƻǇŜǊǘȅ ƻŦ ǘƘŜ ōǳǘǘƻƴΣ ǘƘŜƴ as action 
set ά{Ŝǘ {ǳōǘƛǘƭŜέ ƻǊ ά{Ŝǘ !ǳŘƛƻέ ŘŜǇŜƴŘƛƴƎ ƻƴ ǿƘŀǘ ǘƘŜ 
button is supposed to set.  

3. Next, select the group the movies belong to (hereΥ ά!ǳǎǘǊŀƭƛŀ 
ƳƻǾƛŜǎέύ ŀƴŘ ǎŜƭŜŎǘ ǘƘŜ ǎǳōǘƛǘƭŜ stream number to use or 
άSubtitle ƻŦŦέΦ ¢ƘŜ ŦƛƎǳǊŜ ŀōƻǾŜ ǎƘƻǿǎ ǘƘŜ .5{ ƳŜƴǳǎ ŦƻǊ ǘƘŜ 
button next to the menu item άǎǳōǘƛǘƭŜǎ ς ƴƻƴŜέΦ 

4. Repeat these steps for each button that modifies audio or 
subtitles. 

!ŘŘƛƴƎ ōǳǘǘƻƴ ǎǘŀǘŜ ά/ǳǊǊŜƴǘέ ǘƻ ǇǊƻǘƻǘȅǇŜ-button 
The Settings Menu is now part of the project and sets audio and 
ǎǳōǘƛǘƭŜǎ ǘƻ ǘƘŜ ŘŜǎƛǊŜŘ ǎŜǘǘƛƴƎ ŦƻǊ ŀƭƭ ƳƻǾƛŜǎ ƛƴ ǘƘŜ ά!ǳǎǘǊŀƭƛŀ ƳƻǾƛŜǎέ 
group. But the viewer is not given a clue about what the previous 
ǎŜƭŜŎǘŜŘ ǎŜǘǘƛƴƎǎ ŀǊŜΦ ¢Ƙƛǎ ƛǎ ǿƘŜǊŜ ǘƘŜ ά/ǳǊǊŜƴǘέ ǎǘŀǘŜ ƻŦ ǘƘŜ ōǳǘǘƻƴ 
ŎƻƳŜǎ ƛƴΦ ά/ǳǊǊŜƴǘέ here ƳŜŀƴǎ άǘƘis is the setting as specified earlier 
by the viewerέΦ 

For the current state, another button image is needed. We will use the 
ǎŀƳŜ ōǳǘǘƻƴ ƛƳŀƎŜ ŀǎ ŦƻǊ άǎŜƭŜŎǘŜŘέ ōǳǘ ŎƻƭƻǳǊŜŘ ǊŜŘ ƛƴǎǘŜŀŘ ƻŦ 
yellow. 

 

This button state image can be found in \Sources\Project 
objects\buttons\!ǊǊƻǿ/ΦǇƴƎΦ /ƻǇȅ ƛǘ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \buttons folder. 

The use of άŎǳǊǊŜƴǘέ ǎǘŀǘŜ only makes sense to most of the buttons on 
the Settings menu. TƘŜ άƳŀƛƴ ƳŜƴǳέ ōǳǘǘƻƴ ƻŦ ŎƻǳǊǎŜ ƴŜŜŘǎ ƴƻ 
άŎǳǊǊŜƴǘέ ǎǘŀǘŜ ς when selected, it makes you jump back to that menu. 

¢ƻ ƳŀƪŜ ǘƘƛǎ ōǳǘǘƻƴ ǎǘŀǘŜ ǾƛǎƛōƭŜΣ ŜƴŀōƭŜ ƛǘǎ ƎǊŜŜƴ ŎƻƭƻǳǊŜŘ ά{Ƙƻǿέ 

button on the BDS menu bar ( ). 
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Show Current state during playback 
hƴŎŜ ŀƭƭ ŜƭƛƎƛōƭŜ ōǳǘǘƻƴǎ ƘŀǾŜ ŀƴ ƛƳŀƎŜ ŀǎǎƻŎƛŀǘŜŘ ǘƻ ǘƘŜƛǊ άŎǳǊǊŜƴǘέ 
state, this state must show when the bluray disc is played back. 

!ǎ ŀƴ ŜȄŀƳǇƭŜΣ ƛŦ ǘƘŜ ŀǳŘƛƻ ǘǊŀŎƪ ƛǎ ǎŜǘ ǘƻ άƳǳǎƛŎέ ǘƘŜƴ ŀ ǊŜŘ ōǳǘǘƻƴ 
must show next to this menu option.  

1. Open the button properties and find the άIƛƎƘƭƛƎƘǘέ ǎŜƎƳŜƴǘ. 
This segment specifies under what conditions the current state 
of the button must show.  

2. For the ŀǳŘƛƻ ǘǊŀŎƪ άƳǳǎƛŎ ƻƴƭȅέ όǘƘŜ ōǳǘǘƻƴ ƴŀƳŜŘ ά!ǳŘƛƻ > 
ƳǳǎƛŎέύ ƛǘ ƘƛƎƘƭƛƎƘǘs when the following conditions are met: 

¶ aƻǾƛŜ ōŜƭƻƴƎǎ ǘƻ ǘƘŜ ά!ǳǎǘǊŀƭƛŀ ƳƻǾƛŜǎέ ƎǊƻǳǇ 

¶ It applies to the audio tracks 

¶ The audio track (stream) number must be equal to 2 

 

3. All buttons that set an audio or subtitle track must be provided 
with the proper conditions in the Highlight section. 

4. LŦ ǘƘŜ άSet sub(titles) > offέ ŀŎǘƛƻƴ ƛǎ ǊŜǉǳƛǊŜŘ ŦƻǊ the buttonΩǎ 
άPress Enterέ ŀŎǘƛƻƴΣ ƛǘǎ ŎƻǊǊŜǎǇƻƴŘƛƴƎ IƛƎƘƭƛƎƘǘ ƛǎ ŀ ǾŀƭǳŜ ƻŦ л 
ŦƻǊ ǘƘŜ ƎǊƻǳǇ ƻŦ ά!ǳǎǘǊŀƭƛŀ ƳƻǾƛŜǎέΦ 

 

Step 6: Update the Main Menu to ŀŎǘƛǾŀǘŜ ǘƘŜ ά!ǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜǎ Settingsέ 
menu item 

The main menu has already been updated with two menu items, άǇƭŀȅ 
ŀƭƭέ ŀƴŘ ά!ǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜǎ ǎŜǘǘƛƴƎέΦ The navigation between all 
ōǳǘǘƻƴǎ Ƙŀǎ ŀƭǊŜŀŘȅ ōŜŜƴ ǎŜǘǳǇ ŀƴŘ ǘƘŜ άǇƭŀȅ ŀƭƭέ ōǳǘǘƻƴ ŀŎǘƛǾŀǘŜǎ ǘƘŜ 
άǇƭŀȅ ŀƭƭέ Ǉƭŀȅƭƛǎǘ ƛǘŜƳΦ 

¢ƘŜ ά!ǳŘƛƻ ŀƴŘ ǎǳōǘƛǘƭŜ ǎŜǘǘƛƴƎέ ōǳǘǘƻƴ Ƙŀǎ ƴƻ άtǊŜǎǎ 9b¢9wέ action 
yet. When clicked it must open the Setting Menu. This menu  is now 
ŀǾŀƛƭŀōƭŜΣ ǎƻ ƻǇŜƴ ǘƘŜ ǇǊƻǇŜǊǘƛŜǎ ƻŦ ǘƘŜ ōǳǘǘƻƴ ŀƴŘ ǎŜǘ ƛǘǎ άtǊŜǎǎ 
9b¢9wέ ŀŎǘƛƻƴ ǘƻ ƻǇŜƴ ǘƘŜ {ŜǘǘƛƴƎs menu.22 

 
22 It is not used here. But if a menu has an Action/Animation property you can open 
the menu not just by stating its name, but specify to first execute the action and/or 
animation before the menu opens. 
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Step 7: Add an intro movie 

As last addition to the project, we add an intro movie to the main 
menu. In fact, any menu can have an intro ς it will then start running 
the intro movie and delay the display of its menu objects. We will use 
an intro movie in this project that is identical to the normal menu 
movie so the transition from intro to regular menu movie goes 
unnoticeable. 

You can copy intro menu streams from \Sources\Project 
objects\movies\demuxed\menu.264 and menu.ac3 to the \ films folder 
of the current project (e.g. J:\BDS Projects\MultiMenuBR\films). 

The steps to take are: 

1. Add another movie placeholders in Project Tree Movies list. 
wŜƴŀƳŜ ƛǘ ǘƻ άLƴǘǊƻ ƳƻǾƛŜέ 

2. Specify the video and audio stream files for this intro movie: 
its location is the same as for the regular menu movie: 
\MultiMenuBR\films\menu.264 and menu.ac3 

3. 5ƻǳōƭŜ ŎƭƛŎƪ ǘƘŜ άƛƴǘƻ ƳƻǾƛŜέ ǘƻ ƻǇŜƴ ƛǘǎ {ŎŜƴŜǎ ǿƛƴŘƻǿΦ 
Add a second chapter about 4 seconds from the beginning of 
the movie. Close the Scenes window. 

4. !ŘƧǳǎǘ ǘƘŜ άƳŀƛƴ ƳŜƴǳ нέ ǇǊƻǇŜǊǘȅ άƛƴǘǊƻ ƳƻǾƛŜέ to now use 
ǘƘŜ άƛƴǘǊƻ ƳƻǾƛŜέ ƳƻǾƛŜ ǇƭŀŎŜƘƻƭŘŜǊ 

Step 8: Open the main menu at disc start 

{ǇŜŎƛŦȅ ǘƘŜ άƳŀƛƴ ƳŜƴǳ нέ όƻǊ άƳŀƛƴ ƳŜƴǳέύ in the JARs window 
(press F12) with the Coasts button as pre-selected button 

 

Step 9: Check the project 

This step checks if all links are present and is no different from the 
ŘŜǎŎǊƛǇǘƛƻƴ ƛƴ ǎŜŎǘƛƻƴ άStep 9: Check the projectέ ƻƴ ǇŀƎŜ 121. 
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Step 10: Run simulation 

Once the entire menu structure has been set up, the simulation23 will 
allow you to run through all scenarios and see if the links are set 
correctly. See description in Step 9: Check the project on page 121. 

{ŜŜ ǘƘŜ άƳŜƴǳ simulationέ ǎŜŎǘƛƻƴ ƛƴ ǘƘŜ ƻƴƭƛƴŜ ƘŜƭǇ  for a list of the 
mapping of keyboard keys onto remote-control buttons or refer to 
section Simulation on page 122. 

If during simulation errors are detected (wrong navigation, no menu 
movie, no End Action or Popup action specified or other omissions) 
you can correct these first and start simulation again. 

A common error  is forgett ing that not only the new setup menu must 
be reachable from the main menu but you must be able to return 
there from the setup menu. 

Step 11: Build the disc 

¢Ƙƛǎ ǎǘŜǇ ƛǎ ƛŘŜƴǘƛŎŀƭ ǘƻ ǎŜŎǘƛƻƴ άStep 4: Build the discέ ƻƴ ǇŀƎŜ 66. ). 
Make sure the Project > Project Settings > General tab points to the 
correct \Output folder (especially if you copied a project into a new 
folder).  

Step 12: Burn the bluray disc 

This step is identical to the one described in the previous chapter 
(section Step 6: Burn the bluray disc on page 73) 

 
23 the similator only runs code in a single JAR. By default BDS only has a single JAR title, 
00000, but as of V4.3 you may define multiple JAR files. The one simulated is the one 
currently at the top of the list in the JARs window (click F12)". 
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Project 4: Creating a bluray disc with popup menu 

Project Goal 

After creating a bluray disc with a regular main menu from which to 
select a movie, this project adds another type of menu: the popup 
ƳŜƴǳΦ Lǘ ƭƛǘŜǊŀƭƭȅ άǇƻǇǎ ǳǇέ ōǳǘ ƻƴƭȅ ǿƘƛƭŜ ŀ ƳƻǾƛŜ ǇƭŀȅǎΦ  

This project will  

¶ Add a popup menu to a movie 

¶ Use the timeline generator to generate a popup (menu) with a 
timeline 

Popup menu 

A popup menu is linked to one or more movies. It only shows when a 
movie play. The movie has a property that attaches a popup menu to 
it. 

The popup menu only appears 

¶ when the remote control button άǇƻǇǳǇέ is pressed while a 
movie plays 

The popup menu disappears 

¶ ǿƘŜƴ ǘƘŜ άǇƻǇǳǇέ ōǳǘǘƻƴ on the remote-control is pressed 
again. 

¶ automatically if  
o ǘƘŜ άInactivity Timerέ ǇǊƻǇŜǊǘȅ ǘƛƳŜ ǎŜǘǘƛƴƎ of the 

popup menu has expired  
o and the Inactivity Action is set to close the popup 

menu  

(Often  this automatic closure is used with temporary menus 
that contain a message and must close after a certain period). 

¶ eȄǇƭƛŎƛǘƭȅ ƛŦ ǘƘŜ ǇƻǇǳǇ ƳŜƴǳ Ƙŀǎ ŀ ōǳǘǘƻƴ ǿƘƻǎŜ άtǊŜǎǎ 
9b¢9wέ ŀŎǘƛƻƴ ƛǎ ǎŜǘ ǘƻ ŎƭƻǎŜ ǘƘŜ ǇƻǇǳǇ ƳŜƴǳΦ 

In all aspects, the popup menu is a menu like any regular menu. It has 
images, buttons and animation (discussed later) just like a regular 
menu. Only difference: a regular menu is shown without a movie 
running, a popup menu is shown only during a movie running. Usually 
also a popup menu has a limited size ς like an area at the bottom of 
the movie screen. 

Because it is linked to a movie, the popup menu must have the same 
size (resolution) as its movie. You easily forget this and it may take you 
hours to figure out why the popup menu does not show if its parts are 
positioned below pixelheight 720 in a movie that only has 720 pixels 
height. 

The two pictures below show how not to design a popup menu 
(remains invisbile) and how to do it in case of a half-HD movie of 
resolution 1280 x 720 pixels. 
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Creating a popup menu 
Each popup menu, like regular menu, must have at least one button 
that has a Press ENTER action for the viewer to activate. 

A popup menu is created the same way as a normal menu. Because 
they are linked to movies, popup menus have their own branch in the 
project tree. You can copy menus between regular and popup menu 
branches in case you want to reuse some elements of a menu. 

 

Each movie can have its own popup menu or several movies can share 
the same one. When they share a menu, they also share the actions 
enabled by the popup menu. 

¢ƘŜ ƴŀƳŜ ƻŦ ǘƘŜ ǇƻǇǳǇ ƳŜƴǳ ƛǎ ǎǇŜŎƛŦƛŜŘ ŀǎ ǘƘŜ άǇƻǇǳǇ ƳŜƴǳέ 
property in the movie properties. 
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Just like any menu can invoke another menu, each popup in turn can 
call additional popup menus, other menus or start other movies. 

Popup menu timeout 
Like a regular menu the display of a popup menu may be limited in 
time: there is an Inactivity Timer (set in seconds) and what to do next: 
the Inactivity Action. This may help to show a popup but also make it 
disappear when no viewer action is taken. 

Popup menu wizards 
BDS also provides several wizards that create popup menus for 
movies: 

¶ Carousel wizard for chapters (allowing you to jump to any 
chapter in a movie (explained in Carousel menus on page160) 

¶ Timeline wizard to show the progress in running the movie 
sofar. Several set top players have such a timeline themselves, 
but BDS can also provide one now easily (or you may use Java 
programming to make your own ς see Project 14: Popup 
Timeline with bookmarks on page 349) 

D.I.Y. Adventure 

The first project to implement a popup menu is a simple one: each 
ƳƻǾƛŜ Ŏŀƴ ƻǇŜƴ ǘƘŜ ǎŀƳŜ ǇƻǇǳǇ ƳŜƴǳ ǿƛǘƘ ŀ ǎƛƴƎƭŜ ōǳǘǘƻƴ ά/ƭƻǎŜέ 
that will close the popup. Any other button with any other function 
can be used too ς this project continues on the previous project and 
adds a popup menu. The popup menu will be made within BDS so we 
need to load some fonts. 

To venture out on your own, keep in mind: 

¶ Start from the previous project MultiMenuBR and copy its 
project folder to a new project PopupMenuBR 

¶ Create a popup menu for both movies. The menu only has a 
ά/ƭƻǎŜέ ōǳǘǘƻƴ ǘƘŀǘ ŎƭƻǎŜǎ ǘƘŜ ǇƻǇǳǇ 

¶ Assign popup menu to both movies (and if you like, add a 
popup to a playlist item) 

Step 0: Ready to run 

LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŎǊŜŀǘŜ ǘƘƛǎ ǇǊƻƧŜŎǘ ȅƻǳǊǎŜƭŦΣ ȅƻǳ Ŏŀƴ ǎŜǘǳǇ ǘƘŜ 
project from provided sources following these steps: 

1. Copy the folder tree \Projects\PopupMenuBR to your BDS 
projects folder (e.g. J:\BDS Projects\PopupMenuBR) 
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2. Copy the movie files Australia, Coasts and Menu from 
\Sources\movies\ŘŜƳǳȄŜŘ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \ films folder (e.g. 
J:\BDS Projects\PopupMenuBR\films) 

3. Copy all subtitles files from \Sources\movies\subtitles to the 
ǇǊƻƧŜŎǘΩǎ \ films folder 

4. Create a \ fonts folder and copy the file BDS Kit\Sources\BDS 
fonts\arial.ttf into it 

5. Double click on the PopupMenuBR.bdmd file in \PopupMenuBR 
to start BDS and open the project 

6. Click on the mux button and create the disc image. This will be 
created in the project folder \output popup 

7. Experiment 

To experiment with the timeline generated by the wizard, open the 
timeline.bdmd project file in the project folder. 

Step 1: Get organized 

The new project is called PopmenuBR. Either you create this project 
entirely from scratch or you copy the previous project to continue 
from there. 

1. Create a new project folder PopupMenuBR in your BDS projects 
tree (e.g. J:\BDS Projects\PopupMenuBR) 

2. Copy the entire project folder tree of the previous project from 
the \BDS Projects\MultiMenuBR project. Rename the top 
project folder to \PopupMenuBR. 

3. Delete the \output folder 
4. Create an additional folder \ fonts and copy the font file Arial.ttf 

from  the BDS Kit\Sources\BDS fonts folder. 

Step 2: Add popup menu 

1. Open the PopupMenuBR.bdmd file.  Although it was renamed, it 
is currently identical to MultiMenuBR of the previous project.  

2. !ŘŘ ŀ ǇƻǇǳǇ ƳŜƴǳ ƛƴ ǘƘŜ tǊƻƧŜŎǘ ¢ǊŜŜ ōǊŀƴŎƘ άǇƻǇǳǇ ƳŜƴǳǎέ 
ŀƴŘ Ŏŀƭƭ ǘƘŜ ƴŜǿ ƳŜƴǳ άǇƻǇǳǇ /ƭƻǎŜέ 

 
3. Select this popup menu so that the Designer Window shows a 

blank menu canvas. Because the movies Australia and Coasts 
are in full HD, we can use the entire area of 1920x1080 pixels to 
design our popup menu. 

4. In the Objects menu, create a rectangle object. By clicking on 

ǘƘŜ άƴŜǿ ƻōƧŜŎǘέ ōǳǘǘƻƴ ό ) a window opens where you select 
ǘƘŜ άwŜŎǘŀƴƎƭŜέ ǊŀŘƛƻ ōǳǘǘƻƴΦ {ŜƭŜŎǘ ŀ ƎǊŜŜƴ ŎƻƭƻǳǊ ŦƻǊ ǘƘŜ άōƻȄ 
ŎƻƭƻǊέ ōƻȄΦ ¦ǎŜ ǘƘŜ ǎƭƛŘŜǊ ŀǘ ǘƘŜ ǊƛƎƘǘ ƘŀƴŘ ǎƛŘŜ ǘƻ ŘŜǘŜǊƳƛƴŜ ǘƘŜ 
exact colour to choƻǎŜΦ {ŜƭŜŎǘ ŜƛǘƘŜǊ ǘƘŜ ǊŀŘƛƻ ōǳǘǘƻƴ ŦƻǊ ά.ƻȄέ 
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ƻǊ ά.ƻȄ ǿƛǘƘ ŦǊŀƳŜέΦ  /ƭƛŎƪ hY ǿƘŜƴ ŘƻƴŜΦ 

 
5. This results in a green rectangle at the top left hand corner. Drag 

it to a position around 800 vertical and stretch it (use the yellow 
square at the bottom righthand corner) as a bar about 150 
pixels thick to cover the horizontal area around 100-1820 . This 
will be the green background of the popup menu. 

 
6. /ŀƭƭ ǘƘŜ ǊŜŎǘŀƴƎƭŜ ƛǘŜƳ άǇƻǇǳǇ ōŀŎƪƎǊƻǳƴŘέ 
7. !ŘŘ ŀ ōǳǘǘƻƴ ǿƛǘƘ ǘƘŜ ǘŜȄǘ ά/ƭƻǎŜέ ŀƴŘ Ǉƻǎƛǘƛƻƴ ƛǘ ƛƴ ǘƘŜ ŎŜƴǘŜǊ 

of the green rectangle: 
1. Click the arrow next to theάƴŜǿ ƻōƧŜŎǘέ ōǳǘǘƻƴ24 to 
ǊŜǾŜŀƭ ǘƘŜ ŘǊƻǇŘƻǿƴ ƳŜƴǳ ŀƴŘ ǎŜƭŜŎǘ  άbŜǿ ǘŜȄǘ 
ōǳǘǘƻƴέΦ 

2. This opens the button text window. Ensure the 
άǎȅƴŎƘǊƻƴƛȊŜ ǘŜȄǘέ ŎƘŜŎƪōƻȄ ƛǎ ŎƘŜŎƪŜŘΦ 9ƴǘŜǊ ǘƘŜ 
text ά/ƭƻǎŜέ . Visit the different states (Normal and 
Selected) to ensure the same text is rendered in 
different colours όŜΦƎΦ άbƻǊƳŀƭέ ƛƴ ǊŜŘ ŀƴŘ ά{ŜƭŜŎǘŜŘέ 
in white ς as long as it is clear what the selected state 
looks like). 

 
24 Note that if you later want to change the appearance or text of the button, you 
ƴŜŜŘ ǘƻ ǎŜƭŜŎǘ ƛǘ ŀƴŘ Ǿƛŀ ǊƛƎƘǘ ŎƭƛŎƪ ǎŜƭŜŎǘ ά/ƘŀƴƎŜ ƻōƧŜŎǘ ǎǘŀǘŜǎέΦ hƴƭȅ ǘƘƛǎ ǿŀȅ ŀƴȅ 
change made in one button state is also applied on the other states.. 
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3. The button is added in the lefthand top corner. Drag 

it to the middle of the green popup menu 
background. For this, you may need to: 

a. Enable showing button selected states (click on 
BDS menu button  

b. Disable locking menu objects (click on  to 

change it into ) 
The end result should look like this: 

 
4. wŜƴŀƳŜ ǘƘŜ ōǳǘǘƻƴ ǘƻ ά/ƭƻǎŜέ 
5. Lƴ ǘƘŜ ōǳǘǘƻƴ ǇǊƻǇŜǊǘƛŜǎ ŀŘŘ άtǊŜǎǎ 9ƴǘŜǊέ ŀŎǘƛƻƴ 
άWǳƳǇ tƻǇǳǇέ Ҕ ώŎƭƻǎŜ ǇƻǇǳǇϐ 

8. Associate popup withh movie Coasts. Set the movie/playlist 
ǇǊƻǇŜǊǘȅ άtƻǇǳǇ ƳŜƴǳέ ǘƻ ǘƘŜ άtƻǇǳǇ /ƭƻǎŜέ ƳŜƴǳ and its 
ƛƴƛǘƛŀƭ όōǳǘ ƘŜǊŜΥ ƻƴƭȅύ ōǳǘǘƻƴ ά/ƭƻǎŜέ. Do not assign this 
property to the Intro movie. 

 
 

 
9. wŜǇŜŀǘ ǘƘŜ ǇǊŜǾƛƻǳǎ ǎǘŜǇ ŀƭǎƻ ŦƻǊ ǘƘŜ ƳƻǾƛŜ ά!ǳǎǘǊŀƭƛŀέ ŀƴŘ ǘƘŜ 
Ǉƭŀȅƭƛǎǘ άǇƭŀȅ ŀƭƭέΦ ¸ƻǳ Ŏŀƴ Řƻ ǘƘƛǎ Ƴŀƴǳŀƭƭȅ ōǳǘ ƛŦ ǎƻƳŜ 
ǇǊƻǇŜǊǘƛŜǎ ŀǊŜ ƛŘŜƴǘƛŎŀƭ ōŜǘǿŜŜƴ ƳƻǾƛŜǎΣ ǘƘŜ .5{ ƻǇǘƛƻƴ ά/ƭƻƴŜ 
ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŀƭƭΧέ ŀƭƭƻǿǎ ȅƻǳ ǘƻ ǎŜƭŜŎǘ ǿƘŀǘ ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŎƻǇȅ 
to what movies. In a similar manner you can clone properties 
between playlists (but unfortunately not both). So to clone the 
popup menu you can do:  

1. wƛƎƘǘ ŎƭƛŎƪ ƻƴ /ƻŀǎǘǎ ƳƻǾƛŜ ŀƴŘ ǎŜƭŜŎǘ ά/ƭƻƴŜ 
ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŀƭƭΧέ 

2. From the menu, select all movies (here: only 
Australia) and check all properties to clone (here: only 
popup menu that is part of the Remote Control 
Buttons) 

3. Click OK 
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10. 9ƴǎǳǊŜ ōƻǘƘ ƳƻǾƛŜǎ ά/ƻŀǎǘǎέΣ ά!ǳǎǘǊŀƭƛŀέ ŀƴŘ Ǉƭŀȅƭƛǎǘ άtƭŀȅ !ƭƭέ 
ƘŀǾŜ ά9ƴŘ !Ŏǘƛƻƴέ ǇǊƻǇŜǊǘȅ ǎŜǘ ǘƻ άaŜƴǳ н Ҕ 5ŜŦŀǳƭǘέ 

Step 3: Run simulation 

Check if the modification has the desired result.  

1. Start the simulator 
2. Select either Coast / Sydney movie to rrun 
3. Press on F5 to produce the popup 
4. Lǘ ǎƘƻǳƭŘ ǎƘƻǿ ǘƘŜ ƎǊŜŜƴ ǇƻǇǳǇ ƳŜƴǳ ǿƛǘƘ ǎŜƭŜŎǘŜŘ ά/ƭƻǎŜέ 

button. 
5. Press <Enter> as if Close was selected. The popup should close 
6. tǊŜǎǎ ά9ƴŘ aƻǾƛŜέ ǘƻ ǊŜǘǳǊƴ ǘƻ ǘƘŜ Ƴŀƛƴ ƳŜƴǳ 
7. When done, save the project (File > Save) 

Step 4: Build the bluray disc 

¢Ƙƛǎ ǎǘŜǇ ƛǎ ƛŘŜƴǘƛŎŀƭ ǘƻ ǎŜŎǘƛƻƴ άStep 4: Build the discέ ƻƴ ǇŀƎŜ 66. ). 
Make sure the Project > Project Settings > General tab points to the 
correct \Output folder (especially if you copied a project into a new 
folder).  

Step 5: Burn the bluray disc 

This step is identical to the one described in the previous chapter 
(section Step 6: Burn the bluray disc on page 73) 

Using the timeline wizard 

 

Now that a simple popup bluray has been created, we extend the 
project a bit further by adding a timeline popup. This will show the 
progress of the running of the movie. 

BDS provides a wizard for this. It requires a popup with 3 fields: 

¶ A timeline (a horizontal bar that extends from 0 % to 100% 
ŘǳǊƛƴƎ ǘƘŜ ƳƻǾƛŜΩǎ ǇƭŀȅōŀŎƪ 
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¶ A text field that contains the exact running time sofar (like 
1:14:12 for 1 hour 14 minutes 12 seconds) 

¶ A button (as any menu must have at least 1 button) ς usually 
to close the menu. 

The use of the wizard is explained in the steps to take. 

Step 6: Add new project 

We want to keep the current project but add something to it using a 
different project file. Therefore, in the \BDS Projects\PopupMenuBR 
folder you see project file PopupMernuBR.bdmd. Copy this file and 
ǇŀǎǘŜ ƛǘ ƛƴ ǘƘŜ ǎŀƳŜ ŦƻƭŘŜǊ ōǳǘ ƴŀƳŜ ƛǘ άǇǊƻƧŜŎǘ ǘƛƳŜƭƛƴŜΦōŘƳŘέΦ 25 

Step 7: Add a timeline popup menu 

wŀǘƘŜǊ ǘƘŀƴ ǎǘŀǊǘƛƴƎ ŦǊƻƳ ǎŎǊŀǘŎƘ ǿŜ ŎƭƻƴŜ ǘƘŜ ŜȄƛǎǘƛƴƎ άtƻǇǳǇ /ƭƻǎŜέ  
ŀǎ ƴŜǿ ǇƻǇǳǇ ǿƛǘƘ ŀ ƴŜǿ ƴŀƳŜ άtƻǇǳǇ ¢ƛƳŜƭƛƴŜέΦ 

όCƻǊ ǘƘƛǎΥ ǊƛƎƘǘ ŎƭƛŎƪ ƻƴ άtƻǇǳǇ /ƭƻǎŜέΣ {ŜƭŜŎǘ ά/ƭƻƴŜ ¢ǊŜŜ LǘŜƳέ ŀƴŘ 
give it a new name). 

Step 8: Enhance popup Timeline 

1. {ŜƭŜŎǘ ǘƘŜ ǇƻǇǳǇ ¢ƛƳŜƭƛƴŜΦ ¢Ƙƛǎ ǿƛƭƭ ŘƛǎǇƭŀȅ ǘƘŜ ŦŀƳƛƭƛŀǊ άǇƻǇǳǇ 
ŎƭƻǎŜέ ŎƭƻƴŜΦ 

2. aƻǾŜ ǘƘŜ ά/ƭƻǎŜέ ōǳǘǘƻƴ ǘƻ ǘƘŜ ǊƛƎƘǘ ǎƛŘŜΦ LŦ ƴŜŎŜǎǎŀǊȅΣ ƳŀƪŜ 
the font size a bit smaller so it fit nicely at the end of the green 
menu rectangle. 

3. !ŘŘ ŀ ƴŜǿ ƻōƧŜŎǘ ōȅ ŎƭƛŎƪƛƴƎ ƻƴ ǘƘŜ ŀǊǊƻǿ ƴŜȄǘ ǘƻ ǘƘŜ άƴŜǿ 
ƻōƧŜŎǘέ ōǳǘǘƻƴ ƛƴ ǘƘŜ hōƧŜŎǘǎ ǿƛƴŘƻǿ ŀƴŘ ǎŜƭŜŎǘ άbŜǿ 
ǊŜŎǘŀƴƎƭŜέΦ wŜǇŜŀǘ ǘƘŜ ŀŎǘƛƻƴǎ ȅƻǳ ǘƻƻƪ ǘƻ ŎǊŜŀǘŜ ǘƘŜ ƎǊŜŜƴ 
background. Now make the rectangle yellow and thinner and a 
bit shorter than the green background. Position it on top of 
the green background. In the rectangle properties, rename it 
ŦǊƻƳ άLǘŜƳ оέ ƛƴǘƻ ά¢ƛƳŜƭƛƴŜέΦ 

4. !ŘŘ ŀ άƴŜǿ ǘŜȄǘέ ƻōƧŜŎǘ ǳǎƛƴƎ ǘƘŜ !Ǌƛŀƭ Ŧƻƴǘ ŀǾŀƛƭŀōƭŜΦ ¢ŜȄǘ 
ŎƻƭƻǳǊ ǿƘƛǘŜΣ ǎƳŀƭƭŜǊ Ŧƻƴǘ ǎƛȊŜ ŀƴŘ ǿƛǘƘ ǘŜȄǘ άƘƘΥƳƳΥǎǎέ όǘƘŜ 
ǘŜȄǘ ƛǎƴΩǘ ǊŜƭŜǾŀƴǘ ς the wizard will overwrite it). Position the 
textbox somewhere within the green popup menu area. 
Rename the text ōƻȄ ǘƻ ά¢ƛƳŜǊέ 

5. The final Popup Timeline should look similar to this: 
 

 
 

Step 9: Use the timeline wizard 

Now that the popup has been made, execution code must be added to 
ǘƘŜ άǘƛƳŜƭƛƴŜέ ōŀǊ ǎƻ ƛǘ ǿƛƭƭ ƎǊƻǿ ǿƘƛƭŜ ǘƘŜ ƳƻǾƛŜ Ǌǳƴǎ ǘƻ ƛǘǎ ŜƴŘ ŀƴŘ 
ǘƘŜ ά¢ƛƳŜǊέ ōƻȄ ǘƻ ŘƛǎǇƭŀȅ ǘƘŜ ŎǳǊǊŜƴǘ ǊǳƴƴƛƴƎ ǘƛƳŜΦ ¸ƻǳ Ŏŀƴ ǇǊƻƎǊŀƳ 

 
25 When the project is still open after step 5, you can first save it (File > Save) and then 
ǳǎŜ ά{ŀǾŜ !ǎέ ǘƻ ǎŀǾŜ ƛǘ ŀƎŀƛƴ ōǳǘ ǳƴŘŜǊ ŀ ŘƛŦŦŜǊŜƴǘ ƴŀƳŜ ƭƛƪŜ άǇǊƻƧŜŎǘ ǘƛƳŜƭƛƴŜέ 
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this yourself (and needed to before BDS V4.4) but the wizard can do it 
for you. The popup menu with timeline can be made as fancy as you 
like ς for this project we keep it simple with a green popup menu and 
yellow bar. 

1. ¢ƻ ƛƴǾƻƪŜ ǘƘŜ ǘƛƳŜƭƛƴŜ ǿƛȊŀǊŘΣ ŎƭƛŎƪ ƻƴ ǘƘŜ .5{ ōǳǘǘƻƴ ά!ǳǘƻ 
ŀǎǎƛƎƴƳŜƴǘǎ ŀƴŘ ǿƛȊŀǊŘǎέ ŀƴŘ ǎŜƭŜŎǘ ǘƘŜ ά/ǊŜŀǘŜ ǘƛƳŜƭƛƴŜ 
ǿƛȊŀǊŘέ ƻǇǘƛƻƴΦ  

 

2. Fill in the two items it needs to know: 
a. ¢ƘŜ άCƛƭƭŜǊέ ƛǎ ǘƘŜ ŜȄǘŜƴŘƛƴƎ ǇǊƻƎǊŜǎǎ ōŀǊ ς the yellow 
ά¢ƛƳŜƭƛƴŜέ ƻōƧŜŎǘ ƛƴ ƻǳǊ ŎŀǎŜ 

b. ¢ƘŜ ά¢ŜȄǘ ƻōƧŜŎǘ ŦƻǊ ǘƛƳŜέ ƛǎ ǘƘŜ άǘƛƳŜǊέ ƻōƧŜŎǘ 
c. .ƻǘƘ ƛǘŜƳǎ ŀǊŜ ǇŀǊǘ ƻŦ ǘƘŜ άtƻǇǳǇ ¢ƛƳŜƭƛƴŜέ ƳŜƴǳ ŀƴŘ 

you should select those: 

 

3. In the end the wizard is passed the correct information on 
popup menu and its objects. 

 
4. .ŜŎŀǳǎŜ Ƴƻǎǘ ǘƛƳŜƭƛƴŜǎ ŀǊŜ ŀǎǎƻŎƛŀǘŜŘ ǿƛǘƘ ƳƻǾƛŜǎΣ ǘƘŜ άDŜǘ 
ǘƛƳŜ ŦǊƻƳέ ƛǎ ƭŜŦǘ ǘƻ ƛǘǎ ŘŜŦŀǳƭǘ ŎƘƻƛŎŜ ƻŦ ά/ǳǊǊŜƴǘ ƳƻǾƛŜέΦ ¢Ƙŀǘ 
way the same timeline popup can be used for all movies in the 
project. (other options are selection of a specific movie or 
playlist). 

5. Click OK to let the wizard adjust the project properties: the 
tƻǇǳǇ ¢ƛƳŜƭƛƴŜ ƎŜǘǎ ŀ ά!Ŏǘƛƻƴ 9ǾŜǊȅ {ŜŎƻƴŘέ ǎŜǘ ǘƻ ŀ Ƴǳƭǘƛ-
action (discussed later in Multi-action on page 209) that 
instructs the player to: 

a. Check the running time each second 
b. Adjust the timeline bar accordingly as percentage of 

total length 
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c. Display the time in the time object 

Step 10: Connect timeline popup with movie 

Because the timeline is a popup menu it must be attached to a movie. 
In our case we attach it to each of the movies Coasts and Australia but 
also to the Play All playlist. 

1. ¸ƻǳ Ƴŀȅ ǿƛǎƘ ǘƻ ŀŘŘ ǘƘŜ άtǊŜǎǎ 5ƻǿƴέ ǇǊƻǇŜǊǘȅ ƻŦ ǘƘŜ /ƭƻǎŜ 
button to also close the popup menu (Jump Popup > Popup 
Timeline > [close popup] ) That way either pressing on the 
ά/ƭƻǎŜέ ǎŜƭŜŎǘƛƻƴ ƻǊ ǎƛƳǇƭȅ ǇǊŜǎǎƛƴƎ ǘƘŜ Řƻǿƴ ŀǊǊƻǿ ƻƴ ǘƘŜ 
remote control both make the popup menu disappear.  

2. CƻǊ ŜŀŎƘ ƻŦ ǘƘŜ ƳƻǾƛŜǎΣ ŎƘŀƴƎŜ ƛǘǎ άtƻǇǳǇ aŜƴǳέ ǇǊƻǇŜǊǘȅ ǘƻ 
άWǳƳǇ tƻǇǳǇ Ҕ tƻǇǳǇ ¢ƛƳŜƭƛƴŜ Ҕ /ƭƻǎŜέ όǿƘƛŎƘ ǎŜƭŜŎǘǎ ǘƘŜ 
only button on the menu: Close) 

!ƭǘŜǊƴŀǘƛǾŜƭȅΣ ȅƻǳ Ƴŀȅ ƭŜŀǾŜ ǘƘŜ άǇƻǇǳǇ ƳŜƴǳέ ǘƻ ƻǇŜƴ ǿƘŀǘŜǾŜǊ 
popup menu you made όƭƛƪŜ ǘƘŜ άǇƻǇǳǇ ŎƭƻǎŜέ ǿŜ ƳŀŘŜ ŜŀǊƭƛŜǊύ and 
use one of the special buttons on the remote control to open the 
timeline. All buttons that can be selected (one or several) are listed as 
ƳƻǾƛŜ ǇǊƻǇŜǊǘȅ ƛƴ ǘƘŜ ǎŜŎǘƛƻƴ άǊŜƳƻǘŜ ŎƻƴǘǊƻƭ ōǳǘǘƻƴǎέ .  

[ŜǘΩǎ configure the project in such a way that the Red button opens the 
timeline popup. The Close text button on the menu (and optionally the 
down arrow on the remote control) will close the timeline popup. 

3. {ŜƭŜŎǘ ŦǊƻƳ ǘƘŜ ƳƻǾƛŜ άwŜƳƻǘŜ /ƻƴǘǊƻƭ .ǳǘǘƻƴǎέ ǘƘŜ άwŜŘέ 
button 

4. Set its action to Jump Popup > Popup Timeline > Close 

These steps must be repeated for all movies and playlists for which 
you want to show a timeline. CƻǊ ǘƘƛǎ ȅƻǳ Ŏŀƴ ǳǎŜ ǘƘŜ ά/ƭƻƴŜ 
ǇǊƻǇŜǊǘƛŜǎ ǘƻ ŀƭƭΧέ ƻǇǘƛƻƴ ƻŦ .5{ ŦǊƻƳ ǘƘŜ ŎƻƴǘŜȄǘ ƳŜƴǳ ƛŦ ȅƻǳ ǊƛƎƘǘ 
click on the Coasts movie. 

Step 11: Simulate project 

Use the BDS simulator to see if the timeline menu works as intended. 
Note however that because no movie actually plays, the popup menu 
for the timeline shows the entire timeline (as if 100% completed). Only 
the building of the disc and playing the result with a player wll show 
the popup timeline grow. 

If you programmed the red button, in simulation this is the F1 button 
on your keyboard. (see Simulation on page 122 for all key assignments 
during simulation). 
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Project 5: A Setting menu as popup and a chapter menu as carousel 
popup 

The project goal 

In previous projects you created a bluray disc with a menu from which 
to select what movie (or playlist) to play; another menu to set your 
choice of audio and subtitle track, and you designed a popup menu 
with a timeline through its wizard.  

aŀƴȅ ŘƛǎŎǎ ƘŀǾŜ ǎǳŎƘ ŀ ά{ŜǘǳǇέ ƳŜƴǳ ǘƘŀǘ Ŏŀƴ ōŜ ŎƘƻǎŜƴΣ ōǳǘ ǘƘŜ 
same choices can also be made or modified whilst a movie is running. 
A menu displayed while a movie runs means it is a popup menu. But it 
can offer the same set of choices a regular menu provides.  

There is another wizard that generates a popup menu: on that shows 
chapter images to allow the viewer to jump to a particular menu. 

An example (from the BDS examples on their website) is a popup that 
allows to jump to another popup menu to setup sounds and subtitles. 
It also allows to jump to a popup menu with scene selections. 

 

This project will let you make: 

¶ The initial popup menu shows a choice of additional popup 
menus: one for audio/subtitle settings and one to select a 
chapter of the movie from 

¶ A popup menu called άSettingsέ menu with buttons to select 
what audio or subtitle track to use ς basically the same as 
what the ordinary Settings menu we mde earlier also allows. 

¶ A popup menu showing  chapter images. Each image is a 
button to jump to the corresponding chapter in the movie. If 
there are more chapters than fit on the screen, the chapter 
ƛƳŀƎŜǎ ǊƻǘŀǘŜ ƛƴ ŀ άŎŀǊƻǳǎŜƭέ ŦŀǎƘƛƻƴΦ 

We are going to change the already made simple popup menu with 
Ƨǳǎǘ ŀ ά/ƭƻǎŜέ ōǳǘǘƻƴ to cater for all settings of audio and subtitle 
streams. 
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The carousel (popup)menu for the chapter marks will be generated by 
wizard (there are two such wizards ς each producing different chapter 
popup menus). 

If you discover that chapters always restart a title from chapter 1, see 
the note made in Important for tsMuxer users on page 56, 

If you want to create this project yourself, the source files can be 
found in the BDS kits.zip file mentioned in Appendix A: The ǳǎŜǊΩǎ 
guide source files. 

Carousel menus 

A carousel menu introduces animation in a menu. Any menu can be 
made into a carousel: regular and popup menus. We will employ a 
wizard that does all the animation for you. For any other animation 
ǘƘŀǘ ȅƻǳ ƴŜŜŘ ǘƻ ŘŜŦƛƴŜ ȅƻǳǊǎŜƭŦΣ ǿŜΩƭƭ ŘƛǎŎǳǎǎ ƛǘ ŀǘ ƭŜƴƎǘƘ ƛƴ Part 4: 
Animations on page 259. 

There can be many items (buttons) on the menu to select from. But 
because of their number, not all are always visible at the same time. In 
a carousel menu it looks like all buttons are on the surface of a rotating 
ŎȅƭƛƴŘŜǊ ŀƴŘ ƻƴƭȅ ŀ ŦŜǿ ŀǊŜ ǎƘƻǿƴ ƻƴ ǎŎǊŜŜƴΦ ¢ƘŜ ǊŜǎǘ ƛǎ άƘƛŘŘŜƴέΦ A 
single menu button is (pre)selected. The cylinder can rotate either way 
ς in each case displaying other buttons on screen. Some become 
visible, others disappear. The movement of the buttons look like 
ƘƻǊǎŜǎ ƻƴ ŀ ŎƘƛƭŘǊŜƴΩǎ Ŧǳƴ Ŧŀre carousel. 

 

 

¢ƘŜ ŦƛƎǳǊŜ ŀōƻǾŜ ŦƛǊǎǘ Ƙŀǎ ǘƘŜ ōǳǘǘƻƴ ŦƻǊ άLǘŜƳ оέ ǎŜƭŜŎǘŜŘ in the 
middle (out of the 8 available menu buttons. Using the left arrow key 
on the remote control the menu rotates ŀƴŘ Ǉǳǘǎ ǘƘŜ ōǳǘǘƻƴ ŦƻǊ άLǘŜƳ 
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нέ ŀǎ ǎŜƭŜŎǘŜŘ ōǳǘǘƻƴ in the middle. It looks like the cylinder has 
rotated anti-clockwise to the right όōǳǘ ȅƻǳ ǇǊŜǎǎŜŘ ǘƘŜ άƭŜŦǘ ŀǊǊƻǿέ 
key on the remote control).  

BDS provides a wizard to create this type of carousel menus. The 
rotation can be horizontal (as in the figure) or vertical (like the 
common volume counters at fuel stations or clocks with digits). 

¢ƘŜ ōŀǎƛǎ ŦƻǊ ŀ ŎŀǊƻǳǎŜƭ ƛǎ ŀ άǎƻǳǊŎŜέ ƳŜƴǳ ǘƘŀǘ Ƙŀǎ ŀƭƭ ƳŜƴǳ ōǳǘǘƻƴǎ 
defined. TƘŜȅ ŀƭƭ ƘŀǾŜ ǘƘŜ άtǊŜǎǎ 9b¢9wέ ǇǊƻǇŜǊǘȅ ǎŜǘ ǘƻ ǎƻƳŜ ŀŎǘƛƻƴ 
like showing a menu or playing a movie. No navigation needs to be set 
ς the wizard will do that. 

The wizard then generates many menus based on that single source 
menu. 9ŀŎƘ ƎŜƴŜǊŀǘŜŘ ƳŜƴǳ ƭƻƻƪǎ ƭƛƪŜ ŀ άǎƴŀǇǎƘƻǘέ ƻŦ ǘƘŜ ǎƻǳǊŎŜ 
menu that has been rotated over one button making the next one the 
selected one. That selected button is also the only button on the 
generated menu. All the other buttons have become plain images 
ǳǎƛƴƎ ǘƘŜƛǊ άƴƻǊƳŀƭέ ǎǘŀǘŜ ƛƳŀƎŜ. This is shown in the illustration 
below. All white buttons are real buttons. All black buttons are simply 
ƛƳŀƎŜǎ όŀǎ ƛŦ ŀ ōǳǘǘƻƴ ƛƴ άƴƻǊƳŀƭέ ǎǘŀǘŜύΦ 

Rotating to another button effectively implies replacing one menu with 
another. That other menu has the other button as selected button. 
The former button changes to a static image. 

For example a menu with ōǳǘǘƻƴ άLǘŜƳ оέ  is replaced by another 
similar looking menu that Ƙŀǎ άLǘŜƳ нέ ŀǎ ōǳǘǘƻƴΦ [ƛƪŜ ŀ ŎŀǊǘƻƻƴ ƳƻǾƛŜ 
where each frame is slightly different, a carousel menu simulates 
movement by showing different menus for different buttons but add 
some animation to make it look like a smooth transition within the 
same menu appearance. 

The generator takes care of the navigation on a menu and its 
replacement with another menu and the animation that takes place in 
between. 
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The source menu is never used on the final bluray disc but it is kept 
just in case you need to change the carousel appearance. You then 
modify the source menu, delete the older generated menus and re-
generate the menus again. Of course if you made many changes to the 
generated menus these are all lost ς so better make sure the source 
menu is OK and unlikely to need changes in future. 

BDS allows several options to make a carousel menu: 

¶ movement: the menu moves horizontally or vertically 

¶ selected button: may appear in the middle of row or column or 
at the left/top. Centered in the middle is only useful if all 
buttons fit on the screen 

¶ rotation speed: from one menu with a button to the other. 
¸ƻǳ Ŏŀƴ ǎǇŜŎƛŦȅ Ƙƻǿ Ƴŀƴȅ άŦǊŀƳŜǎέ ŀ ƳŜƴǳ ǘǊŀƴǎƛǘƛƻƴ ƭŀǎǘǎΦ 
There are usually 24 frames in a second (but you can set this 
value) 

¶ type of carousel: circular fashion (like a roundabout) or like a 
train departing. Once completely gone, its head part is shown 
again. 
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This carousel concept was first introduced to chapter menus but has 
been expanded to include normal menus and popup menus too from 
BDS V4.2.2 onwards. hƴƭƛƴŜ ƘŜƭǇ ƛǎ ŦƻǳƴŘ ǳƴŘŜǊ ά/ŀǊƻǳǎŜƭ ƳŜƴǳ 
ƎŜƴŜǊŀǘƻǊέ and a video tutorial is found under 
https://www.youtube.com/watch?v=2Te7w2l3ZeI. 

The generation of carousel menus is subjected to a few conditions: 

¶ All buttons on the source menu take part in the carousel 

¶ The order in which the buttons are lined up is the order (first 
to last) of the button objects in the Objects window of the 
source menu (which may be different from the ordering in the 
5ŜǎƛƎƴŜǊΩǎ ²ƛƴŘƻǿύ 

¶ All buttons are lined up in a row or column. The length of this 
Ǌƻǿ ƻǊ ŎƻƭǳƳƴ Ƴǳǎǘ ōŜ ƭŜǎǎ ǘƘŀƴ ǘƘŜ άǾƛǊǘǳŀƭ ǎƛȊŜέ ƻŦ ǘƘŜ 
screen. In HD resolution, the physical screen length is 1920 
pixels. With 15 buttons each 200 pixels in size, a horizontal 
carousel requires a virtual screen of  minimal 15 x 200 = 3000 
pixels. Plus some separation between the button That means 
only a few (1920/200 = 9 or less) buttons can be shown on 
screen at any time. The virtual screen size must be larger than 
(number of buttons) x (size of 1 button + 1 separation 
distance) 

¶ All generated menus share the same menu movie (best 
specified in the source menu) 

¶ No menu (i.e. the source menu) should have an intro movie. 
(A practical consideration when the starting menu is part of a 
carousel menu set: the first menu to be shown may have an 
intro movie that delays the buttons to be shown. None of the 
other generated menus should have one). 

To create a carousel menu, you need to start with designing an 
ordinary, source, menu with all its buttons and surrounding static 
fields. Never throw away this source menu. If you decide to make 
some changes to the menu or button images or texts, the carousel 
must be re-generated from this source menu. 

You do not specify any navigation properties for the buttons: these are 
generated by the carousel wizard. 

All buttons must fit on the virtual screen size26. As given before, 15 
buttons with a width of 200 pixels set in a row requires a screen of at 
least 15 x 200 = 3000 pixels. Add separation between buttons to this. 
The real Designer Window allows for an HD screen of  1920x1080 
pixels. So the calculated minimum 3000 pixels is definitely too much. 

Enter the άǾƛŜǿǇƻǊǘǎέ buttons. These are two menu boxes on the BDS 
screen when you have the Designer Window open. 

 
26 You may squeeze all buttons on the physical screen ς even if they overlap each 
other. The wizard will put them in a row and equally divides them over the specified 
screen width or height. 

https://www.youtube.com/watch?v=2Te7w2l3ZeI
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For normal design, the two values are set to 0 and what you see on 
screen are the 1920x1080 pixels you can use to design a menu. 

However, clicking on the arrows next to the viewport box, you can 
shift the view to positions outside the visible screen. ¢ƘŀǘΩǎ ǳǎŜŦǳƭ ǘƻ 
Ǉƻǎƛǘƛƻƴ ǘƘƻǎŜ άƻǳǘ ƻŦ ǾƛŜǿέ ōǳǘǘƻƴǎΦ . 

 

This is illustrated above. A set of yellow buttons meant for a carousel 
ŘƻŜǎƴΩǘ Ŧƛǘ ƻƴ ǘƘŜ όŘŀǊƪ ōƭǳŜύ I5 ǎŎǊŜŜƴΦ .ȅ ǎƘƛŦǘƛƴƎ ȅƻǳǊ ǾƛŜǿ ǾŜǊǘƛŎŀƭƭȅ 
downwards (+500) and horizontally rightwards (+1100) you see the 
(grey) Viewport .part of the virtual screen. There you can position 
those buttons. When you start the carousel generator it will ask you 
what size the virtual screen needs to be to fit all buttons (and 
separation distance between them). In this example, the height 
remains the 1080 pixels of an HD screen, the width is extended to 
accommodate all buttons. 

To ensure all buttons align properly in their horizontal or vertical list,  
use the "Align" menu option on all buttons. Align them at their left or 
top sides. If you don't, the button list will crooked with the buttons 
apparently a little dis-aligned. 

As an example: in a horizontal carousel all buttons should be aligned 
with the bottoms or tops (like in the picture above). Not arranged like 
the image below. If you would do that, you get a horizontal carousel 
but with buttons that jump up and down between generated menus. 

 

A carousel generator is invoked through the context menu that shows 
if you right-mouse click on the source menu in the Project tree and 
ǎŜƭŜŎǘ άDŜƴŜǊŀǘŜ ŎŀǊƻǳǎŜƭέΦ  
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It opens the carousel specification window. Here some already 
discussed possibilities must be selected. Once selected, click OK. 

 

For each of the buttons, a menu is generated in which it is the only 
buttonς all other buttons have been converted into images. These 
images also count against the total pixel size of 7 900 000 pixels that is 
allowed for any one project.27 

The meaning of each of the choices made in the generation wizard 
window is explained below. 

Carousel type ς circular or linear 
άwŜŀǊǊŀƴƎŜ ōǳǘǘƻƴǎέ ƳŜŀƴǎ ǘƘŀǘ ŀƭƭ ōǳǘǘƻƴǎ ŦƻǊƳ ŀ ŎƛǊŎǳƭŀǊ ǊƛƴƎ ǿƘŜǊŜ 
the last button is followed by the first button as if all buttons are 
positioned on a cylinder. 

Trainstyle means buttons are shifted until the last button disappears. 
Only then the first few buttons are shown again. 

Carousel direction ς horizontal or vertical 
This simply specifies if all buttons are ordered in a row horizontally or 
in a column vertically. 

 
27 If you exceed this number, some menus may have to be stored in a different JAR file 
(see Switching between JAR titles on page 197) 
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Carousel ς selected item 
The only button on the generated screen is in the middle of the virtual 
screen or the left/top of the visible part of the carousel. Better not use 
the middle position if you have an extended virtual screen. The middle 
of that screen may well be far off the physical screen the viewer sees 
and any button on it remains invisible. 

 

Carousel ς animation speed 
The speed of the sliding of the menu is specified by the number of 
frames the sliding takes. In Project Properties > Advanced you can set 
the number of frames per second. Usually this is the speed of the 
movies themselves ς typically 23.97 fps or 24 fps. Hence 6 frames 
means the animation lasts for 6/23.97 or 6/24 seconds. 

Carousel ς screen width or height 
The width or height of the menu is also specified. When you create the 
source menu, all buttons (plus any separation between them) must fit 
within the virtual screen width or height. They are all present and 
visible on source menu. The wizard will divide them over the specified 
width or height with equal separation between them. If the separation 
is 0 or less, the width or height is insufficient and buttons overlap. In 
that case you must increase the setting of the virtual screen width (or 
height). 

If the size is specified as too small an error message occurs: either 
height (vertical carousel) or width (horizontal carousel) is too small: 

   

If this error occurs, you need to either  

¶ reduce the number of buttons,  

¶ reduce their size 

¶ reduce the button space (separation, 0 = BDS decides) 

¶ reduce the margins of the border where no buttons are 
shown.  
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Or simply enlarge the window size. Any measure will do as long as all 
buttons fit in a row (or column) smaller than the screen width (or 
height). 

Margin from edges 
The value specified for margins from edges applies to the distance the 
leftmost and rightmost button keep from the virtual screen edge. For 
the left or top button this works. But if the virtual screen width/height 
is larger than the physical size, the margin is applied off screen to the 
virtual edge. As such, buttons might be cropped by the right side or 
bottom side of the screen.  

Additional button space 
Given the screeen width or height, all buttons are divided over this 
length with equal separation. By specifying additional button space, 
the separation between each is enlarged by the specified amount. Of 
course the width of the buttons plus additional space must be larger 
than the virtual length. When it is not, you will get an error stating the 
screen width is too small. 

A carousel mixed with animation 
An example of a carousel generated menu where several generated 
menus are the basis for showing submenus through animation can be 
found in the section Animation with carousel menus (revisited) on 
page 279.  

Chapter marks import/export 

Movies are often divided into chapters and the viewer can decide to 
start a movie from a particular chapter point rather than from the start 
of the movie. When you re-use a movie you imported from another 
bluray disc, you can reuse the chapters defined for such movie. 

Export chapters to another BDS project 
When you have created your own chapter marks in a movie, their 
setting can be exported using the Import/Export chapters button in 
the Scenes window. 

 

The import/export files are in a comma-separated-values format (CSV).  

In the same way you can import them into another BDS project using 
the same movie. 
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Import chapters (playlists) from bluray movies 
When you reuse a movie from a bluray disc (in its \BDMV\STREAM 
folder), the chapter marks are stored in the \BDMV\PLAYLIST folder in 
a playlist .mpls file.  

To know what .m2ts stream file(s) belong to the .mpls playlist, the 
tsMuxer GUI shows these links. 

 

The picture above shows an opened 00000.mpls file that describes the 
00084.m2ts stream file.  The same is true if you open an .mkv file with 
chapters in tsMuxer28. Because most playlist files have the same size (1 
KB) it is trial-and-error to find the  playlist that belongs to the movie 
you copied. 

By opening the .mpls file using tsMuxer through its GUI, the chapter 
marks of the movie are made visible iƴ ǘƘŜ άBlurayέ ǘŀō. You can select 
and copy/paste these chapter timings (in hh:mm:ss.hhh format) into a 
text file that can subsequently be imported into the BDS ǇǊƻƧŜŎǘΩǎ 
Scenes window of the movie (Its menu allows for CSV files, but TXT 
files are also allowed). 

 

Import chapters (playlists) from .mkv movies 
When you have a movie that is contained in a Matroska .mkv file, you 
can extract its chapters (if present) using MKVCleaver (a variant on 
mkvtoolnix ς see appendix section MKV container production and 
(de)muxing tools on page 524). This results in a chapter file in XML 
format. This is not suitable for BDS so you need to convert it into a 
simple file manually or through a suitable conversion tool such as 

 
28 these files must be decrypted, i.e. probably ǿƻƴΩǘ ǿƻǊƪ when copied direct from the 
bluray disc 
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ChapterEditor (see the appendix in section Chapter editing/converting 
xml to text format on page 526). 

Import chapters (playlists) from DVD movies 
Whether physical drive or DVD folder, you need to access th 
\VIDEO_TS folder and from the files listed in there, take the 
VTS_nn_0.IFO belonging to the movie nn_1.VOB, nn_2.VOB, etc. in 
that folder. Inspect this IFO file with the tool MediaInfo (see appendix 
section Film or disc information on page 520) for a listing which is not a 
plain text version, so you may need to manually edit it. 

 

Often a smart text editor (such as Notepad++) can work in column 
mode which makes it easier to select only the timings column to be 
kept.  

Import chapters play lists from movies 
Play ƭƛǎǘǎ ŀǊŜ ŘƛǎŎǳǎǎŜŘ ƛƴ ǎŜŎǘƛƻƴ άPlay listsέ ƻƴ ǇŀƎŜ 128. A play list 
consists of one or more movies. Each movie can have its own set of 
chapter marks. Opening a playlist allows you to specify the chapters of 
this playlist. The section on play lists describes how to import those 
chapter marks. 

If the playlist consists of movies imported from other discs, you first 
define the chapters for those movies before you import those chapters 
into the playlist scenes window. 

Chapter (popup) menu generation through wizards 

Chapters (or play marks) can be defined for each movie. You can 
navigate from chapter to chapter using the remove control buttons for 
άƴŜȄǘ ŎƘŀǇǘŜǊέ ό Ҕμ ύ ƻǊ άǇǊŜǾƛƻǳǎ ŎƘŀǇǘŜǊέ ό μғ ύΦ 

You can define your own chapter menu for a movie that lists all 
chapters and ŀ ōǳǘǘƻƴ Ƙŀǎ ŀƴ άPress 9b¢9wέ ǇǊƻǇŜǊǘȅ ǘƘŀǘ jumps to 
that chapter in the movie. 

The general principle for making a chapter menu follows these steps: 

1. Generate the chapter images 
2. Ǉƻǎƛǘƛƻƴ ǘƘŜ ƛƳŀƎŜǎ ƻƴ ƻƴŜ ƻǊ ƳƻǊŜ άŎƘŀǇǘŜǊ ƳŜƴǳǎέ 
3. ǎŜǘ ƴŀǾƛƎŀǘƛƻƴ ǇǊƻǇŜǊǘƛŜǎ ōŜǘǿŜŜƴ ƛƳŀƎŜǎ ŀƴŘ άtǊŜǎǎ 
9b¢9wέ ǿƘŜƴ ŎƭƛŎƪŜŘ ǘƻ ƳƻǾŜ ǘƻ ǘƘŜ ƳƻǾƛŜ ŎƘŀǇǘŜǊ 

4. link all chapter menus to allow jumping from one to other 



170 Blu Disc Studio Standard/MX - ! ōŜƎƛƴƴŜǊΩǎ DǳƛŘŜ 

5. Add a link from a popup menu button to one of the chapter 
images 

Of course you can do all this yourself but you may have to create a lot 
of chapter menus and define a lot of links and actions. The chapter 
wizards are slightly more rigid but an enormous time saver (think in 
hours and days). 

The two menu generation wizards are started when the Scenes 
window of a movie is opened and chapters are defined for this movie. 
Select either one:  

¶ Generate scenes menus (text + rect) ς this wizard creates a 
strip of chapter thumbnails in horizontal or vertical fashion. 
You move from left to right and after the rightmost image the 
next chapter menu with the following chapters is displayed. 
The strip can move as a carousel. As carousel, the selected 
chapter image is always in the middle and the chapter images 
move one position to the left or right, giving a carousel feeling. 
Animating this movement enhances the illusion. 

 
¶ Generate scenes menus (image templates) ς this is the older 

chapter wizard creates a strip of chapter thumbnails with 
άƴŜȄǘέ ƻǊ άǇǊŜǾƛƻǳǎέ ōǳǘǘƻƴǎ ǘƻ ƻǇŜƴ ǘƘŜ ƴŜȄǘ ƻǊ ǇǊŜǾƛƻǳǎ ǎŜǘ 
of chapters. The selected chapter moves with the cursor from 
left to right.  LŦ ǇƻǎǎƛōƭŜΣ ȅƻǳ ǎƘƻǳƭŘ ǳǎŜ ǘƘŜ άǘŜȄǘҌǊŜŎǘέ ǿƛȊŀǊŘΦ 
An initial version of this wizard is also part of the now obsolete 
όҐƴƻǘ ƳŀƛƴǘŀƛƴŜŘύ ά.5{ [ƛǘŜέ ŜŘƛǘƛƻƴΦ 

 

Generate scenes bitmaps 
Both wizards require chapter images to indicate what chapter to start 
playing. These images can be generated (this section) or hand-defined 
(next section). 

²ƘŜƴ ǘƘŜ ǿƛƴŘƻǿ ƛǎ ƻǇŜƴΣ ŎƭƛŎƪ ǘƘŜ ōǳǘǘƻƴ άDŜƴŜǊŀǘŜ ǎŎŜƴŜǎέ ό ) or 
press Ctrl/S. This will provide three options, the final two being the 
wizards: 

 

¶ Generate scene bitmaps  just generates the bitmap images 
(type .bmp) that can be used to create the thumbnail images 
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(in .png format). It does not invoke a chapter generator.  It 
only performs the first step of the chapter menu creation. 
It does ask what the foldername will be to contain the bitmaps 
and what algorithm to use in finding the bitmap images. If you 
have multiple movies with chapters, use a unique folder name 
for each movie. 
 

 
 

The BDS bitmap uses one of these algorithms on frames within 
ǘƘŜ ǎǇŜŎƛŦƛŜŘ άǎŎŀƴ ŘƛǎǘŀƴŎŜέ ǘƛƳŜ ƛƴǘŜǊǾŀƭ: 

o ά[ŀǊƎŜǎǘ Wt9D ƻƴ ƪŜȅŦǊŀƳŜέΥ Select the largest 
screenshot (larger JPEG file size means less 
compression of the image) of all I (key)-frames  

o ά[ŀǊƎŜǎǘ ƪŜȅ ŦǊŀƳŜέΥ Select the largest screenshot but 
only of those at an I (or key)-frames of the chapter. 
This is the frame imageς not a JPEG 

o ά[ŀǊƎŜǎǘ ŦǊŀƳŜέΥ the largest screen image at an I-frame 
(determined by the H264 encoder for the movie) 

 

Create your own scenes bitmaps 
²ƘŜƴ ǘƘŜ ŀƭƎƻǊƛǘƘƳǎ ŘƻƴΩǘ ǇƛŎƪ ǘƘŜ Ƴƻǎǘ ƛƴŦƻǊƳŀǘƛǾŜ ƛƳŀƎŜ ǘƻ 
represent the chapter, you pick that image by and and make your own 
bitmaps. Then you use BDS to do the rest: create scene images from 
those bitmaps and turn them into chapter menus.  

You create full sized images of a chapter in a movie by running it in the 

scenes window and press on the "Save bitmap (CTRL/S)  button to 
ǎŀǾŜ ǘƘŀǘ ƛƳŀƎŜ ǘƻ ǊŜǇǊŜǎŜƴǘ ŀ ŎƘŀǇǘŜǊΦ LŦ ȅƻǳΩǊŜ ǳǎƛƴƎ ǘƘŜ άǘŜȄǘ Ҍ ǊŜŎǘέ 
wizard later, this folder must be a subfolder of the project tree.  

.ȅ ŘŜŦŀǳƭǘ ǘƘŜ ǿƛȊŀǊŘ ƭƻƻƪǎ ŦƻǊ ŀ ŦƻƭŘŜǊ ά/ƘŀǇǘŜǊLƳŀƎŜǎέ ōǳǘ ƛŦ ȅƻǳ 
have multiple movies, make this folder unique for each movie, such as 
\<projectname>\<moviename>ChapterImages\Bitmaps . The bitmaps 
must be numbered consecutively with names 01.bmp , 02.bmp etc. 
File format may be .bmp, .jpg or .png. 

From these large bitmaps, you need to make properly sized menu 
images. You can use the wizards to do this but you can use an image 
editor to do it for you. The scenes images must have the .png format 
and must reside in the main ChapterImages folder (if you ǳǎŜ ǘƘŜ άǊŜŎǘ 
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Ҍ ƛƳŀƎŜέ ǿƛȊŀǊŘ ƭŀǘŜǊύΣ ƭƛƪŜ  
\<projectname>\<moviename>ChapterImages. 

Generate chapter menus (by wizards) 
The generation step is also part of both wizards. If you did your 
generation manually or only selected that automated step, you need 
ǘƻ ǘŀƪŜ ŎŀǊŜ ǘƘŜ ǿƛȊŀǊŘǎ ŘƻƴΩǘ ǊŜŘƻ ǘƘŀǘ ǎǘŜǇΦ 

If you start with the wizard from scratch without any bitmaps, check 
ǘƘŜ άDŜƴŜǊŀǘŜ ōƛǘƳŀǇǎέ ƻǇǘƛƻƴΦ ¢Ƙƛǎ ǿƛƭƭ ŜȄŜŎǳǘŜ ǘƘŜ ŀƭƎƻǊƛǘƘƳ 
selected to create the bitmaps. The older wizard (image templates) 
ŀƭƭƻǿǎ ǎǘƻǊŀƎŜ ƛƴ ŀƴȅ ŦƛƭŜ ƭƻŎŀǘƛƻƴΦ ¢ƘŜ ƻǘƘŜǊ ǿƛȊŀǊŘ όάǘŜȄǘ Ҍ ǊŜŎǘέύ ŘƻŜǎ 
not: it must be a (non)existing folder in the project tree. I strongly 
suggest you always use a subfolder of the project tree. 

 

Once you got them you do not want to overwrite them. Either because 
you made them manually or because they were generated at an earlier 
invocation of the wizard. ¦ƴŎƘŜŎƪ ǘƘŜ άDŜƴŜǊŀǘŜ ōƛǘƳŀǇǎέΦ 

There are two folders generated for each chapter image generation 
(and you should adhere to these also when you create bitmaps 
manually): 

¶ \ChaptersImages\Bitmaps contains the .bmp images 
(uncompressed, not reduced, large size). The foldername 
\Bitmaps is fixed. 

 
¶ \ChaptersImages  - contains the reduced small .png images. 
¢ƘŜ ŦƻƭŘŜǊ ƴŀƳŜ Ŏŀƴ ōŜ ŎƘŀƴƎŜŘ ƛƴ άCƻƭŘŜǊ ŦƻǊ ŎƘŀǇǘŜǊ 
ƛƳŀƎŜǎέ 

 
The older wizard creates an additional folder \Scenes and 
ǎƻƳŜ ƛƳŀƎŜǎ ŦƻǊ ŀǊǊƻǿǎ ǇƻƛƴǘƛƴƎ ǘƻ άƴŜȄǘ ƳŜƴǳέ ƻǊ άǇǊŜǾƛƻǳǎ 
ƳŜƴǳέ 
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Chapter menu wizards: Create scenes menus via text and rectangles 

¢ƘŜ άƴŜǿŜǊέ ƳŜƴǳ ǿƛȊŀǊŘ ƛǎ ǘƘŜ άǘŜȄǘ Ҍ ǊŜŎǘέ ǿƛȊŀǊŘ ǘƘŀǘ ƛǎ ƛƴǾƻƪŜŘ 
when you select the 2nd ƳŜƴǳ ƻǇǘƛƻƴ ǳƴŘŜǊ ǘƘŜ άDŜƴŜǊŀǘŜ ǎŎŜƴŜǎέ 
botton of the scenes window. 

 

 

hƴƭƛƴŜ ƘŜƭǇ ƛǎ ǇǊƻǾƛŘŜŘ Ǿƛŀ άCreate a scene selection menu using text 
and rectanglesέΦ {ƻƳŜ ǎŀƳǇƭŜ ǇǊƻƧŜŎǘǎ όǿƛǘƘƻǳǘ ǘƘŜ ŀŎǘǳŀƭ ƳƻǾƛŜǎύ ŀǊŜ 
provided at https://blu-
disc.net/download/examples/ScenesMenuGenerator.zip for your 
perusal. 

Each of the three projects can be unzipped in a project folder. The 
actual movies do not exist (some dummy black movies are added), but 
ǘƻ ǎŜŜ Ƙƻǿ ŀ ŎƘŀǇǘŜǊ ƛƳŀƎŜ ǿƻǊƪǎΣ ƛǘ ǎǳŦŦƛŎŜǎ ǘƻ ǳǎŜ ǘƘŜ άǎƛƳǳƭŀǘƛƻƴέΦ 
The project has two project files: 

Á template ς the project before any chapter menus are 
generated (You cannot generate yourself because you do 
not have the movies) 

Á menu ς after chapter menus have been generated 
 

{ŜŜ ǘƘŜ άǘŜƳǇƭŀǘŜέ ǇǊƻƧŜŎǘ ŦƛǊǎǘΣ ǘƘŜƴ ǘƘŜ ǊŜǎǳƭǘƛƴƎ άaŜƴǳǎέ ǇǊƻƧŜŎǘΦ 
Look at some of the generated chapter menus and its objects. See what 
images are used for background, frame etc. The settings used can be 
ǎŜŜƴ ōȅ ƻǇŜƴƛƴƎ ǘƘŜ όōƭŀŎƪύ ƳƻǾƛŜΩǎ ǎŎŜƴŜ ǿƛƴŘƻǿΣ ƻǇŜƴ ǘƘŜ ǿƛȊŀǊŘ 
and load the .scnCreator file. 

The wizard opens a new (fixed sized) window with a lot of options in 
the left-hand half of the window ς many of which you can best 
discover by simply using them. The right-hand half shows the result in 
a preview window. 

LŦ ȅƻǳ ǿŀƴǘ ǘƻ ŎŀƴŎŜƭ ǘƘŜ ƻǇŜǊŀǘƛƻƴΣ ǘƘŜ ά/ŀƴŎŜƭέ ōǳǘǘƻƴ ƛǎ ŦƻǳƴŘ ŀǘ 
the top right hand corner. If you want to use the settings you are going 
ǘƻ ƳŀƪŜΣ ǳǎŜ ǘƘŜ άhYέ ōǳǘǘƻƴ ŀǘ ǘƘŜ ōƻǘǘƻƳ ǊƛƎƘǘ ƘŀƴŘ ŎƻǊƴŜǊΦ ¢ƘŜȅΩǊŜ 
not really adjacent as is normally the case. 

https://blu-disc.net/download/examples/ScenesMenuGenerator.zip
https://blu-disc.net/download/examples/ScenesMenuGenerator.zip
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¢ƘŜ ά{ŀǾŜ {ŜǘǘƛƴƎǎέ ōǳǘǘƻƴ ǎǘƻǊŜs the settings you made so you can 
ƭŀǘŜǊ ǊŜǳǎŜ ǘƘŜƳ ǘƘǊƻǳƎƘ ǘƘŜ ά[ƻŀŘ ǎŜǘǘƛƴƎǎέ ōǳǘǘƻƴΦ ¢Ƙƛǎ ƛǎ ŀƭǎƻ ǳǎŜŦǳƭ 
if you want to create identical chapter menus for different movies. 
Only some fields (especially the menu names and folder in which to 
store images) need to be changed on a per-movie basis. Some movie 
specific fields are not saved. So go over all settings to ensure they 
have the settings you want.  

The saved values are stored in an XML structured file describing how 
menus change from one to the other. You specify its location when 
ȅƻǳ ǇǊŜǎǎ ά{ŀǾŜ {ŜǘǘƛƴƎǎέΦ  

²ƘŜƴ ȅƻǳ ŎƭƛŎƪ άhYέ ǘƘŜ ŎǳǊǊŜƴǘ ǎŜǘǘƛƴƎǎ ŀǊŜ ǎǘƻǊŜŘ ƛƴ ŀ άǿƻǊƪ ŦƛƭŜέ  in 
the project folder named <project name>. scnCreator. This file is 
ƻǾŜǊǿǊƛǘǘŜƴ ŜŀŎƘ ǘƛƳŜ ȅƻǳ ǇǊŜǎǎ άhYέΣ ǎƻ ǎŀǾŜ ȅƻǳǊ ǎŜǘǘƛƴƎǎ ǳǎƛƴƎ 
ά{ŀǾŜέ ƛŦ ȅƻǳ ǿŀƴǘ ǘƻ ǊŜǳǎŜ ǘƘŜƳ ƭŀǘŜǊΦ 

Some items on the wizard menu to pay attention to follow. 

Hook the menu 
The chapter menu must be displayed either when a popup menu is 
shown or a button on a regular menu is clicked. The menu from which 
ƛǘ ƛǎ ƛƴǾƻƪŜŘ ƛǎ ŎŀƭƭŜŘ ǘƘŜ άǇŀǊŜƴǘ ƳŜƴǳέΦ ¦ǳǎǳŀƭƭȅ ȅƻǳ ǿŀƴǘ ŀƭƭ ƛǘŜƳǎ 
on that menu to remain visible. All buttons must be turned to simple 
visible images as only the chapter images are buttons to start part of 
ǘƘŜ ƳƻǾƛŜΦ ¢Ƙƛǎ ƘŀǇǇŜƴǎ ƛŦ ȅƻǳ ŎƘŜŎƪ ǘƘŜ ά/ƻǇȅ ǎǘŀǘƛŎ ŎƻƴǘŜƴǘ ƻŦ 
όƳŜƴǳ ƴŀƳŜύέ ōƻȄΦ  
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The chapter menu is invoked from a button on the (popup) menu: the 
call button.  To end the chapter menu and return to the (popup) menu 
from which it was started, an arrow key is used. By default this will be 
ǘƘŜ άŘƻǿƴέ ŀǊǊƻǿΣ ōǳǘ ŀƴȅ ƻǘƘŜǊ Ŏŀƴ ōŜ ǎŜƭŜŎǘŜŘ ŀǎ άwŜǘǳǊƴ ƪŜȅέΦ 

If you had not created chapter image bitmaps, give the name of the 
folder to contain the images (Folder for chapter images) and check 
άDŜƴŜǊŀǘŜ ǎŎŜƴŜ ƛƳŀƎŜǎέΦ  

 

If you rerun the wizard or made the bitmap images earlier, do not 
ƻǾŜǊǿǊƛǘŜ ǘƘŜ ƻƭŘ ƻƴŜǎΦ ¢ƘŜ ά{ŎŜƴŜ 5ŜǘŜŎǘƛƻƴ ŀƭƎƻǊƛǘƘƳέ Ƴǳǎǘ ōŜ ǎŜǘ 
ǘƻ ά/ƘŀǇǘŜǊ LƳŀƎŜ όŘƻ ƴƻǘ ǎŎŀƴύέ. That creates new scene images from 
the bitmaps. 

 

LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ŜƛǘƘŜǊΣ ǳƴŎƘŜŎƪ ǘƘŜ άDŜƴŜǊŀǘŜ ǎŎŜƴŜ ƛƳŀƎŜǎέΦ 

Menu names 
¢ƘŜ ƎŜƴŜǊŀǘŜŘ ƳŜƴǳǎ ōȅ ŘŜŦŀǳƭǘ ŀǊŜ ŎŀƭƭŜŘ ά/ƘŀǇǘŜǊǎ bέ όbҐмΣнΣоΧύΦ 
This is fine if you only got one movie with chapters, but if you got 
more, you may want to indicate the menus by movie name. In hat case 
ǎǇŜŎƛŦȅ ǘƘŜ ƴŀƳŜ ƛƴ ά/ƘŀǇǘŜǊ ƳŜƴǳ ƴŀƳŜέΦ 

 

LŦ ȅƻǳ ŘƻƴΩǘ .5{ ǎƛƳǇƭȅ ŎǊŜŀǘŜǎ ŀŘŘƛǘƛƻƴŀƭ ƳŜƴǳǎ ōȅ ƛƴŎǊŜƳŜƴǘƛƴƎ ǘƘŜ 
highest number sofar used. 

Specify fonts to use 
Because the wizard uses text, it uses the installed Windows fonts or 
the font files you added through Project > Disc fonts.  

 

You can only display the chapter images or embed them in a 
ōŀŎƪƎǊƻǳƴŘΥ όǳƴύŎƘŜŎƪ ά!ŘŘ ōŀŎƪƎǊƻǳƴŘέ ŀƴŘ ǎǇŜŎƛŦȅ ŎƻƭƻǳǊ ŀƴŘ 
thickness  of the surrounding frame and filled in box. 
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Specify size of the images 
You can make the chapter images bigger or smaller by indicating their 
ά/ƘŀǇǘŜǊ ²ƛŘǘƘέ ŀƴŘ ά/ƘŀǇǘŜǊ IŜƛƎƘǘέΦ ¢ƘŜ άYŜŜǇ !wέ ŜƴǎǳǊŜǎ ǘƘŀǘ ƛŦ 
one size is changed, the other is too if AR (Aspect Ratio) is to be 
maintained. 

Be aware that the bigger the images are, the fewer will fit in the 
ŎƘŀǇǘŜǊ ǎǘǊƛǇΦ LŦ άŎŀǊƻǳǎŜƭέ ƛǎ ŎƘƻǎŜƴΣ ǘƘŜǊŜ Ƴǳǎǘ ŀƭǿŀȅǎ ōŜ ŀƴ ƻŘŘ 
number that fits as the middle one is the selected one in a carousel. 

The number of images does not resize the images ς it simply puts them 
closer together or further apart. Wrong sizes or numbers may be 
refused by BDS if the result would not fit in the chapter strip. 

 

 

 

Names and numbers for chapters 
Each chapter is numbered sequentially from 1 to final chapter. In 
addition you can specify a textual description for each chapter. To 
show text, when, ǿƘŜǊŜ ƻǊ ƴƻǘΣ Ŏŀƴ ōŜ ǎǇŜŎƛŦƛŜŘ ƛƴ ǘƘŜ ά/ƘŀǇǘŜǊ names 
ǾƛǎƛōƭŜέ ōƻȄΦ When no titles are entered, the numbers are shown. 

 

The text for each chapter is entered in sequential order in the 
ά/ƘŀǇǘŜǊ ƴŀƳŜǎέ ǘŀōΦ {ŜƭŜŎǘƛƴƎ άCƻǊ ǘƘŜ ŎǳǊǊŜƴǘ ŎƘŀǇǘŜǊ ƻƴƭȅέ ƳŜŀƴǎ 
that the text is shown when the chapter image is the currently 
selected on. All other chapter images just show their number. 
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The colour of the text or chapter number of the selected chapter and 
ǘƘŀǘ ƻŦ ƛǘǎ ƻǳǘƭƛƴŜ ŀǊŜ ǎǇŜŎƛŦƛŜŘ ōȅ ǘƘŜ ŎƻƭƻǳǊ ōƻȄŜǎ άŎƻƭƻǊέ ŀƴŘ 
άƻǳǘƭƛƴŜέ ŀƴŘ ƛǎ ǎŜŜƴ ƛƴ ǘƘŜ ǇǊŜǾƛŜǿ όǳƴŘŜǊ ǘƘŜ ǘŀō ǿƛǘƘ ǘƘŀǘ ƴŀƳŜύΦ 29 

 

Horizontal or vertical chapter menus 
You can decide whether the chapter images are shown as a horizontal 
or vertical strip of image buttons. The setting is done below the 
preview image of the chapter buttons. 

Lƴ ά.ƭƻŎƪ ǘȅǇŜέ ȅƻǳ ǎǇŜŎƛŦȅ ǘƘŜ ƻǊŘŜǊƛƴƎΥ ƘƻǊƛȊƻƴǘŀƭ ƻǊ ǾŜǊǘƛŎŀƭΦ ¢ƘŜ 
Ǉƻǎƛǘƛƻƴ ƻŦ ǘƘŜ ƛƳŀƎŜǎ ǎǘǊƛǇ ƛǎ ǎǇŜŎƛŦƛŜŘ ōȅ άtƻǎƛǘƛƻƴέΦ bƻǘŜ ǘƘŀǘ 
changing values here does not show in the preview until the moment 
you move focus to another text box. You cannot use these settings to 
άƴǳŘƎŜέ ǘƘŜ Ǉƻǎƛǘƛƻƴ ƻŦ ǘƘŜ ŎƘŀǇǘŜǊ ƳŜƴǳΦ {Ŝǘ ŀ ǾŀƭǳŜΣ ƳƻǾŜ ŀǿŀȅ 
from the setting box and see the result. Alternatively you can center 
the strip vertically or horizontally. 

 

Carousel 
A carousel is a strip of moving images where the illusion of a loop is 
given in which chapter images can move to left or right (or top and 
bottom) in a continuous manner and where the last chapter connects 
with the first chapter. CƻǊ ǘƘƛǎ ȅƻǳ ŎƘŜŎƪ ǘƘŜ ά/ŀǊƻǳǎŜƭέ ōƻȄ ƛƴ ǘƘŜ 
ǿƛȊŀǊŘ ƳŜƴǳ όƛǘΩǎ ŎƘŜŎƪŜŘ ōȅ ŘŜŦŀǳƭǘύΦ 

If you want to move to an earlier or later chapter using the navigation 
buttons on the remote control, in fact it is the menu that seems to 
move (using menu animation ς details in Part 4: Animations on page 
259) in the opposite direction to get that earlier or later chapter image 
in the middle of the chapter images strip. In reality, one menu (with 
one button linking with a movie chapter N) is replaced by another 
menu (with another button linking to chapter  N+1 or N-1). 

 
29 ¢ƘŜ ά¢Ƙƛǎ ƛǎ /ƘŀǇǘŜǊ b ǘŜȄǘέ ƛǎ ŀ ƎŜƴŜǊƛŎ ƻƴŜ ƎƛǾŜƴ ōƛƧ .5{ ŀƴŘ ŘƻŜǎ ƴƻǘ ǊŜŦƭŜŎǘ ŀƴȅ 
ǘƛǘƭŜ ƎƛǾŜƴ ǳƴŘŜǊ ǘƘŜ ά/ƘŀǇǘŜǊ ƴŀƳŜǎέ ǘŀōΦ 
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Non-carousel 
The non-ŎŀǊƻǳǎŜƭ ƻǇǘƛƻƴ όǳƴŎƘŜŎƪ ǘƘŜ ά/ŀǊƻǳǎŜƭέ ǘŜȄǘōƻȄύ ǇǊƻŘǳŎŜǎ ŀ 
similar output chapter menu but the images do not move. A frame 
highlights what chapter is selected and the selection frame moves 
from left to right (or reverse) through the menu. Beyond the leftmost 
or rightmost chapter the chapter menu is replaced by another chapter 
image menu. After the last chapter you move to the first chapter and 
vice versa. 

Different looks 
The borders around the images as well as the background itself can be 
differently coloured or made of a different shape (specified as .png 
file) from the default rectangular form by replacing their frame in the 
bottom set of options. 

Iƴ ǘƘŜ ŜȄŀƳǇƭŜ ōŜƭƻǿ όǳǎŜŘ ƛƴ ŜȄŀƳǇƭŜ ǇǊƻƧŜŎǘ άCŜŀǊ ŀƴŘ [ƻŀǘƘƛƴƎ ƛƴ 
[ŀǎ ±ŜƎŀǎέύ ǘƘǊŜŜ ƻǳǘ ƻŦ ŦƻǳǊ ŦǊŀƳŜǎ ƘŀǾŜ ōŜŜƴ ǊŜǇƭŀŎŜŘ ōȅ ŀƴƻǘƘŜǊ 
one. 

 

The corresponding images are shown below. bƻǘŜ ǘƘŀǘ ǘƘŜ άōƎΦǇƴƎέ 
image is set as the background image for the parent popup menu (the 
ƻƴŜ ǿƛǘƘ άǇƭŀȅ/scenes/options textsέ ƻƴ ƛǘ ǘƘŀǘ ƛǎ ŎƻǇƛŜŘ ŀǎ ǎǘŀǘƛŎ 
content of the chapter generated menu. 5ƛǘǘƻ ŦƻǊ άψƎƭƻōŀƭǎψǘƛǘƭŜΦǇƴƎΣ 
left.png and right.png images). 
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and the result of a simulation project show the effects as the 
illustration below indicates (images taken from opening that example 
project and run its simulator). 

 

The setting can be reused by loading an earlier configuration.  

Create the menus 
/ƭƛŎƪƛƴƎ ǘƘŜ άhYέ ōǳǘǘƻƴ ŜȄŜŎǳǘŜǎ ǘƘŜ ǎŜǘǘƛƴƎǎ (bitmaps and menus 
are generated). Images are created in the specified images folder. 
With 14 chapters you need 14 chapter menus in carousel mode 
(because you need another menu for each image chapter that is the 
only button on the menu (being the middle chapter image). In both 
cases the transition between menus is achieved through animations 
that show a sliding movement where apparently all chapter images 
shift by one position. 

The chapter ƳŜƴǳǎ ǎƘƻǿ ǳǇ ƛƴ ǘƘŜ tǊƻƧŜŎǘ ¢ǊŜŜ άaŜƴǳǎέ ƻǊ άtƻǇǳǇ 
aŜƴǳǎέ branch. Each menu contains the images of the various 
chapters.  

If you look at the objects inside a chapter menu, the images are 
ǇƛŎǘǳǊŜ ŜƭŜƳŜƴǘǎ ƻŦ ǘƘŜ ƎŜƴŜǊŀǘŜŘ ŎƘŀǇǘŜǊǎ όάŎƘŀǇǘŜǊ bb ƛƳƎέύ.  

Chapter menu wizards: Create scenes menus by άimage templatesέ ǿƛȊŀǊŘ 

The second chapter wizard is invoked when the third menu option is 
selected. It is the original menu wixard of V1 BDS. If possible, you 
should consider using the other άǘŜȄǘҌǊŜŎǘέ wizard. 

This άƛƳŀƎŜ ǘŜƳǇƭŀǘŜǎέ wizard creates chapter menus with chapter 
images that show up by themselves. There is no background ς just a 
frame that tells you which of the chapter images is the currently 
selected one. The images do not move ς the selection moves (just like 
the other wizard if not set as carousel).  

When you arrive at the first or last displayed chapter, the entire 
chapter menu is replaced by the previous or next set of chapters. 

 

 

The chapters are connected and the last one goes on to the first one 
and vice versa. 
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The arrows at left and right of the chapters are not really buttons but 
give the impression that they are because they seem to cause the 
change in menus if you keep pressing th left or right arrow buttons. In 
ǊŜŀƭƛǘȅΣ ǘƘŜ ƭŜŦǘ ƻǊ ǊƛƎƘǘ Ƴƻǎǘ ŎƘŀǇǘŜǊ ōǳǘǘƻƴ Ƙŀǎ ǘƘŜ ǇǊƻǇŜǊǘȅ άtǊŜǎǎ 
[ŜŦǘέ ƻǊ άtǊŜǎǎ wƛƎƘǘέ ŘŜŦƛƴŜŘ ǘƻ ŎƘŀƴƎŜ ǘƘŜ ƳŜƴǳΦ 

The wizard is selected by clicking on the third menu option of the 
άDŜƴŜǊŀǘŜ ƳŜƴǳǎέ ōǳǘǘƻƴ ƛƴ ǘƘŜ {ŎŜƴŜǎ ǿƛƴŘƻǿ ǘƘŀǘ Ŏƻƴǘŀƛƴǎ ǘƘŜ 
chapters for a particular movie. 

 

The wizard window that opens shows the three steps to create a menu 
from chapter images and allows you to perform all three steps or just 
some (in case you only need to redo a single step). 

 

hƴƭƛƴŜ ƘŜƭǇ ƛǎ ǇǊƻǾƛŘŜŘ Ǿƛŀ άCreate a scene selection menu using image 
templatesέΦ ¦ƴƭƛƪŜ ǘƘŜ ƻǘƘŜǊ ŎƘŀǇǘŜǊ ƳŜƴǳ ǿƛȊŀǊŘΣ ǘƘŜǊŜ ƛǎ ƴƻ ά{ŀǾŜέ 
ƻǊ ά[ƻŀŘέ ŦƻǊ ǘƘŜ ǎŜǘǘƛƴƎǎ ȅƻǳ ǎǇŜŎƛŦȅΦ This gives the impression that 
both wizards were developed independently or in different time 
frames when other insights were applied.  

The wizard can be used for multiple movies, just like the other one. As 
long as you specify separate folders to store chapter images for each 
movie ǎƻ ƻƴŜ ƳƻǾƛŜ ǿƻƴΩǘ ƻǾŜǊǿǊƛǘŜ ǘƘŜ ƛƳŀƎŜǎ ƻŦ ǘƘŜ ƻǘƘŜǊΦ  

It is advisable to change the generated menu names. The menus are 
named ά{ŎŜƴŜǎ bέ ƻǊ άǇƻǇǳǇ {ŎŜƴŜǎ bέ ǿƘŜǊŜ ǘƘŜ ƴǳƳōŜǊ b 
increases from 1 to whatever number is needed. A second movie with 
chapters gets the next higher number N+1 and onwards. This makes it 
ƘŀǊŘ ǘƻ ŘƛǎǘƛƴƎǳƛǎƘ ǿƘŜǘƘŜǊ ά{ŎŜƴŜǎ рέ ƛǎ ōŜƭƻƴƎƛƴƎ ǘƻ ƳƻǾƛŜ м ƻǊ 
movie 2.  LǘΩǎ ŜŀǎƛŜǊ ǘƻ ǊŜƴŀƳŜ ŀ ǎŜǘ ƻŦ ƎŜƴŜǊŀǘŜŘ ƳŜƴǳǎ ƛƴǘƻ ƴŀƳŜǎ 
ƛƴŘƛŎŀǘƛǾŜ ƻŦ ǘƘŜ ƳƻǾƛŜ ǘƘŜȅ ōŜƭƻƴƎ ǘƻΦ CƻǊ ŜȄŀƳǇƭŜ άƳƻǾƛŜ м {ŎŜƴŜǎ 
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мέ ŀƴŘ άƳƻǾƛŜ н {ŎŜƴŜǎ рέΦ hǊ ǎǘŀǊǘ ǊŜƴǳƳōŜǊƛƴƎ ǘƘŜ ƳŜƴǳǎ ŦƻǊ ŜŀŎƘ 
ƳƻǾƛŜ όάaƻǾƛŜ н {ŎŜƴŜǎ мέύ ς as long as the menu name is unique. 

The left-hand part of the window specifies the steps, enabled by 
checking the box of the step. 

¶ ŎƘŜŎƪ άDŜƴŜǊŀǘŜ ōƛǘƳŀǇǎέ όŎǊŜŀǘŜǎ ǘƘŜ ǘƘǳƳōƴŀƛƭǎύ. Do not 
check this if you created your own thumbnails ς but you do 
need to specify the proper folder location of your images in 
άƻǳǘǇǳǘ ŦƻƭŘŜǊέΦ 

¶ ŎƘŜŎƪ άDŜƴŜǊŀǘŜ ŎƘŀǇǘŜǊ ƛƳŀƎŜǎέ όǳǎŜǎ ǘƘŜ ǘƘǳƳōƴŀƛƭǎ ǘƻ 
create chapter buttons). Do not check this if you created 
your own thumbnails ς but you do need to specify the 
ǇǊƻǇŜǊ ŦƻƭŘŜǊ ƭƻŎŀǘƛƻƴ ƻŦ ȅƻǳǊ ƛƳŀƎŜǎ ƛƴ άƻǳǘǇǳǘ ŦƻƭŘŜǊέ. 

¶ ŎƘŜŎƪ άDŜƴŜǊŀǘŜ ƳŜƴǳǎέ όǳǎŜǎ ǘƘŜ ŎƘŀǇǘŜǊ ōǳǘǘƻƴǎ ǘƻ ŎǊŜŀǘŜ 
the chapter or scenes menu). The menu is automatically 
inserted into thee menu list of the Project Tree window. 

The right-hand part shows how each chapter image is framed and 
numbered. There are three pre-ŘŜŦƛƴŜŘ άǇǊŜǎŜǘǎέ ȅƻǳ Ŏŀƴ ŎƘƻƻǎŜ ŦǊƻƳ 
(all identical but in different colours). The currently selected one is 
highlighted with a white border. If the number of chapters is more 
than fits on a screen, a follow-on menu is created and linked using the 
> and < buttons shown. 

With these three generating checks in place, the generation of images 
as well as menus for the chapters becomes fully automatic. 

1. specify the output folder where the chapter images are 
stored. A suggestion \<project>\ChapterImages folder is 
already made as empty subfolder within the project folder. 
Change it to a unique name if there is more than one movie. 
When you created your own thumbnails, ensure you specify 
that folder. 

2. Indicate how many thumbnail chapters are shown on a 
screen per popup menu όƛƴ ǘƘŜ άDŜƴŜǊŀǘŜ ƳŜƴǳǎέ ōƭƻŎƪΣ 
άwƻǿǎέ ŀƴŘ ά/ƘŀǇǘŜǊǎ ǇŜǊ Ǌƻǿέύ. For a full screen several 
rows can be specified. For a popup window usually a single 
row is used. Changing the number of rows or chapters per 
row does not change or scale the chapter images to fit: they 
remain the same size. 
 

 
 

3. Indicate the parent menu of the chapter popup. This can be 
a movie popup window or a normal window. The dropdown 
list provides all eligible names of the menus. The menu is 
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then shown in de chapter designer window so you can 
visually check where you want to display the thumbnails. 

4. {Ŝǘ ǘƘŜ άwŜǘǳǊƴ ƪŜȅέ ǾŀƭǳŜΦ .ȅ ŘŜŦŀǳƭǘΣ ƛǘ ǎŀȅǎ ǘƘŀǘ ƛŦ ǘƘŜ 
down arrow is pressed on the remote-control, the chapter 
popup menu disappears and the parent (popup) menu is 
displayed again. 

5. /ƭƛŎƪ ƻƴ ǘƘŜ άƴŜȄǘέ ōǳǘǘƻƴ ǘƻ ǎǇŜŎƛŦȅ ǘƘŜ ŀǊŜŀ ƻŦ ǘƘŜ ǎŎǊŜŜƴ 
where the popup menu with chapters is going to overlap the 
ƳƻǾƛŜ όǘƘŜ ǇǊŜǾƛƻǳǎ ǎǘŜǇ ōȅ ŘŜŦŀǳƭǘ Ƙŀǎ ǘƘŜ ά/ƻǇȅ ǇŀǊŜƴǘ 
ƳŜƴǳ ƎǊŀǇƘƛŎǎέ ōƻȄ ŎƘŜŎƪŜŘ ǎƻ ȅƻǳ ǎŜŜ ǿƘŀǘ ǎǇŀŎŜ ǘƘƛǎ 
parent already occupies on the screen) 

 
6. /ƭƛŎƪ ƻƴ άhYέ ǘƻ ǎǘŀǊǘ ǘƘŜ ƎŜƴŜǊŀǘƛƻƴΦ ! ǎŎŜƴŜǎ ƳŜƴǳ ƛǎ ƴƻǿ 

generated and inserted in the Project Tree list of menus. 
Each chapter thumbnail becomes a button that is linked with 
that movie chapter. 

7. If the parent is a popup, the chapter menu(s) is found under 
Popup menus. If the parent is a normal menu, it is found 
under the Menus. You can (and should) rename the chapter 
menus in something more descriptive than the default 
ά{ŎŜƴŜǎ мέΣ ά{ŎŜƴŜǎ нέ ŜǘŎΦ With two movies it becomes 
ŘƛŦŦƛŎǳƭǘ ǘƻ ŘƛǎǘƛƴƎǳƛǎƘ ǿƘŜǘƘŜǊ ά{ŎŜƴŜǎ мрέ ōŜƭƻƴƎǎ ǘƻ ǘƘŜ 
first or second movie. Give more descriptive names like 
άǎŎŜƴŜǎ ƳƻǾƛŜ м-мέΣ άǎŎŜƴŜǎ ƳƻǾƛŜ м-нέ ŜǘŎΦ 

8. If there are more chapter images than fit on the number of 
rows then as many chapter menus are created as necessary. 
¢ƘŜȅ ŀǊŜ ƭƛƴƪŜŘ ōȅ ōǳǘǘƻƴǎ ŦƻǊ άǇǊŜǾƛƻǳǎ ŎƘŀǇǘŜǊǎέ ƻǊ άƴŜȄǘ 
ŎƘŀǇǘŜǊǎέΦ ¢ƘŜǎŜ ōǳǘǘƻƴǎ ŀǊŜ ŀƭǎƻ ƎŜƴŜǊŀǘŜŘ ŀƴŘ ŜƴǘŜǊŜŘ ƛƴ 
the Objects view of the Objects window. The figure below 
ǎƘƻǿǎ ǘƘŜ ά{ŎŜƴŜǎ мέ ƎŜƴŜǊŀǘŜŘ ƳŜƴǳ. The second chapter 
thumbnail works as a button, άōǘƴ/ƘŀǇ нέ, whose άtǊŜǎǎ 
9ƴǘŜǊέ property to specifies to play the movie starting at 
Chapter 2. 

 

The Designer Window of a chapter menu shows how it will look 
ŜǾŜƴǘǳŀƭƭȅ ǿƘŜƴ ǘƘŜ ά{ŎŜƴŜǎέ ōǳǘǘƻƴ ƛǎ ŀŎǘƛǾŀǘŜŘΦ ¸ƻǳ Ŏŀƴ ŎƘŀƴƎŜ ǘƘŜ 
ŀǇǇŜŀǊŀƴŎŜ ōȅ ƳƻŘƛŦȅƛƴƎ ǘƘŜ άDŜƴŜǊŀǘŜ ƳŜƴǳǎέ ŘŀǘŀΦ CƻǊ ŜȄŀƳǇƭŜΣ 
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you may decide on having four buttons instead of the original five. This 
requires a re-generation of the menu (not the thumbnails) and may 
end up looking like the result below. 

Before regenerating, you should remove the earlier generated Scenes 
menus (otherwise the new ones will sit next to the old ones as the 
wizard continues its numbering upwards. The older chapter menus will 
not be used anymore and are only confusing. Remove them from the 
project. 

 

 

Customizing or making your own chapter menu preset 
The BDS software comes with three presets for the chapters generated 
by this wizard όŎŀƭƭŜŘ ά.ƭǳŜέΣ ά¸Ŝƭƭƻǿέ ŀƴŘ άwŜŘέύ ŀƴŘ ȅƻǳ ǎŜƭŜŎǘ ǘƘŜ 
ǇǊŜǎŜǘ ƛƴ ǘƘŜ άDŜƴŜǊŀǘŜ ōƛǘƳŀǇǎέ ǇŀǊǘ ƻŦ ǘƘŜ ǎŎŜƴŜǎ ƎŜƴŜǊŀǘƛƻƴ ƳŜƴǳΦ 
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These presets are stored in your own local \Documents folder of the 
Windows system. You will find a subfolder there named 
<disk>:\Users\<name>\Documents\Blu-Disc Studio MX where you will 
find the three presets.  

The contents of the \Blue folder (one of the three standard presets) is 
shown below. 

 

By adding new folders with unique folder names, you add new presets. 
The easiest way to do this, is by copying an existing standard preset 
folder and then modify all files in it to your liking. The names of the 
files must remain the same: BDS depends on their name to know when 
and where to use them. These names are specified in the data.ini file. 

The data.ini file must remain in the folder and retain its name. Its 
contents can be modified to reflect if you want numbers assigned to 
your chapters and if so, where in the thumbnail you want the number 
to be displayed.  

 

This is done in its [number]  section.  

The other section, [main] Σ ȅƻǳ ƴƻǊƳŀƭƭȅ ŘƻƴΩǘ ǘƻǳŎƘ ǳƴƭŜǎǎ ȅƻǳ ŦŜŜƭ 

an irresistible urge to modify: 

¶ the filenames in the preset folder όƭƛƪŜ άƴŜȄǘΦǇƴƎέύ 

¶ the size of the chapter button images (Width and Height) ς this 
may be needed for Academy sized 4:3 images or extreme 
widescreen not fitting the 16:9 aspect ratio. 
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¶ ǘƘŜ Ǉƻǎƛǘƛƻƴ ƻƴ ǘƘŜ άŎǳǊǊŜƴǘέ ōǳǘǘƻƴ ƛƳŀƎŜ ό/ǳǊǊŜƴǘ¢ƻǇΣ 
/ǳǊǊŜƴǘ[ŜŦǘύ ƻǊ ǘƘŜ άǎŜƭŜŎǘŜŘέ ƛƳŀƎŜ ό{ŜƭŜŎǘ¢ƻǇΣ {ŜƭŜŎǘ[ŜŦǘύ 

¶ how to handle cursor movements (NextPrev = v (vertical) or h 
(horizontal)). Chapters shown horizontally have the left/right 
arrow keys defined to move between chapter menus. Chapters 
shown vertically, have the up/down arrow keys defined to 
facilitate moving to another chapters menu. 

The correct setting may require a few trial-Ǌǳƴǎ ōŜŦƻǊŜ ȅƻǳΩǊŜ ǎŀǘƛǎŦƛŜŘ 
with the final outcome. 

Note: very confusingly, the preset folders are also part of the standard 
installation folder of BDS (on <systemdisk>:\Program Files\Blu-Disc 
Studio MX\Presets) but the software does not use this folder ς it uses 
your personalized copy in your \Documents folder. 

! ǎƛƳǇƭŜ ǎŜǘ ƻŦ ƳƻŘƛŦƛŜŘ ŎƘŀǇǘŜǊ ǘƘǳƳōƴŀƛƭǎ Ƴŀǎƪǎ ŀƴŘ άōŀŎƪέκέƴŜȄǘέ 
arrows is given in the \Sources\Additional stuff\chapter frames folder 
ƛƴ ǘƘŜ ŜȄŀƳǇƭŜ ŦƛƭŜǎ ŦƻǊ ǘƘƛǎ ǳǎŜǊΩǎ ƎǳƛŘŜΦ  

 

When copied to \Documents\Blu-disk Studio MX\Presets\NewSet they 
ǿƛƭƭ ǎƘƻǿ ǳǇ ƛƴ ǘƘŜ ŘǊƻǇŘƻǿƴ ƳŜƴǳ ŀǎ άbŜǿ{Ŝǘέ ŦǊƻƳ ǿƘƛŎƘ ȅƻǳ 
select what type of chapter menu to use. 

 

When this new preset is used, the result in Simulation looks like the 
ŦƛƎǳǊŜ ōŜƭƻǿ όƻƴ ά/ƻŀǎǘǎέ ƳƻǾƛŜύΦ ¢ƘŜ ƳŀǎƪΦǇƴƎ ǎƘƻǳƭŘ Ƴŀǎƪ ƳƻǊŜ ƻƴ 
the right side to hide the rectangular left-overs of the chapter images. 
Both mask and frame should be modified to fit the height of the 
thumbnails (or they should be generated to be larger and taller). 

 

Chapters as menu option 

We have shown how to generate a set of menus using one of two 
wizards. Usually these menus are connected to the popup menu of a 
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movie to allow you to select a particular chapter of the movie 
currently running. 

There may be a case where you may want to have an opening menu 
where the viewer is allowed to select: 

¶ a feature film (with the usual popup menu to select a chapter of 
the feature film) 

¶ a bonus movie (often behind the scenes of the feature film) 
where the viewer selects to either 

o run the entire bonus movie 
o run one chapter of the bonus movie by selecting that 

chapter from the main menu 

Of course both movies could use the regular popup menu to select a 
chapter but in case of the bonus movie you would like to make that 
choice beforehand ς not by first starting the movie and then selecting 
the chapter. 

²ƛǘƘ ǎƻƳŜ άŘƛǊŜŎǘ ŜŘƛǘƛƴƎέ ŀƴŘ ǘƘŜ ǳǎŜ ƻŦ ŀ ŦƭŀƎ ƛƴŘƛŎŀǘƛƴƎ ǘƘŜ ŎƘƻƛŎŜ 
(a value set in an internal memory register) this can be done. This 
requires some more knowledge on using registers, so this is delayed to 
section Behind the scenes movie or just a chapter on page 380  

Recap: Quick Start Guide in 10 minutes 

Now that you completed all of Part 2 with the basic steps needed to 
create a bluray disc, you may want to sit back, and watch all the steps 
you took in the previous chapters and see it done again in a silent 
ŘŜƳƻƴǎǘǊŀǘƛƻƴ ƳƻǾƛŜ άvǳƛŎƪ {ǘŀǊǘ DǳƛŘŜ ƛƴ мл ƳƛƴǳǘŜǎέΣ ŀǾŀƛƭŀōƭŜ ƻƴ 
the Blu-Disc Studio website or YouTube: https://youtu.be/0I_H6cuox0s 

There is a written guide for this Quick Start Guide ς in fact it was the 
first guide in the series on BDS I ever wrote as I could not make heads 
or tails from the BDS Lite product without any guide explaining the 
product. The movie helped a lot ς when played frame by frame as you 
had to figure out what was going on there. Once you understood (and I 
hope the Part 2 projects gave you this understanding) it all became 
clear. As a famous Dutch soccer player (Johan Cruijff) once said in his 
inimitable logicΥ άȅƻǳ ǳƴŘŜǊǎǘŀƴŘ ƛǘΣ ƻƴŎŜ ȅƻǳ Ǝƻǘ ƛǘέΦ 

The written guide can be copied from https://blu-
disc.net/download/quick_start_guide.pdf if you still need it. 

 

D.I.Y. Adventure 

To venture out on your own, keep in mind: 

¶ Start from the previous project 

¶ Add popup menus to both movies and populate it with buttons 
that do the same as the Setting menu created earlier. It also 
has a button to open the chapter popup menu 

¶ Generate chapter popup menus for both movies 

https://youtu.be/0I_H6cuox0s
https://blu-disc.net/download/quick_start_guide.pdf
https://blu-disc.net/download/quick_start_guide.pdf
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¶ Assign popup menus to both movies. The menus should allow 
to invoke the chapter menus (generated by BDS) as well as set 
audio and subtitle tracks. 

Step 0: Ready to run 

LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŎǊŜŀǘŜ ǘƘƛǎ ǇǊƻƧŜŎǘ ȅƻǳǊǎŜƭŦΣ ȅƻǳ Ŏŀƴ ǎŜǘǳǇ ǘƘŜ 
project from provided sources following these steps: 

For a popup menu of the Settings (inactive chapter menu item): 

1. Copy the folder tree \Sources\Projects\PopupSettingMenuBR to 
your BDS projects folder (e.g. J:\BDS 
Projects\PopupSettingMenuBR) 

2. Copy the movie files Australia, Coasts and Menu from 
\Sources\Project objects\movies\ŘŜƳǳȄŜŘ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ 
\ films folder (e.g. J:\BDS Projects\PopupMenuBR\films) 

3. Copy all subtitles files from \Sources\Project 
objects\movies\ǎǳōǘƛǘƭŜǎ ǘƻ ǘƘŜ ǇǊƻƧŜŎǘΩǎ \ films folder 

4. Double click on the PopupSettingMenu.bdmd.bdmd file in 
\PopupSettingMenuBR to start BDS and open the project 

5. Click on the mux button and create the disc image 
6. Experiment 

For a popup menu of the Settings and chapters made by wizard 1: 
perform the same steps but in step 4 open project 
PopupSettingMenuChapterWizard1.bdmd 

For a popup menu of the Settings and chapters made by wizard 2: 
perform the same steps but in step 4 open project 
PopupSettingMenuChapterWizard2.bdmd 

Step 1: Get organized 

We create a new project PopupSettingMenuBR that is based on an 
earlier project with a simple menu, a Setting menu and a simple popup 
menu(PopupMenuBR). It has the main ingredients upon which we can 
build, removing other extras to stay focused on the changes we want 
to make (popup menu and chapter popup). 

1. Copy the entire \BDS Projects\PopupMenuBR folder tree to a 
new tree (and project) \BDSProjects\PopupSettingMenuBR. 
Skip or delete anything in the \Output. 

2. Delete the project.bdmd file in this tree, rename project 
timeline.bdmd into project.bdmd 

3. 5ŜƭŜǘŜ ǘƘŜ ά\ƻǳǘǇǳǘ ǘƛƳŜƭƛƴŜέ ŦƻƭŘŜǊ ŀƴŘ ŎƻƴǘŜƴǘǎ 
4.  Add two additional (empty) folders in the project folder tree 

that will receive the chapter thumbnails for the Coasts and 
Australia movies. 
PopupSetting MenuBR\ ChaptersCoasts  

PopupSetting MenuBR\ ChaptersAustralia  

5. Open the project.bdmd project file to start BDS. 
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Step 2: Add a popup menu to set audio, subtitles and chapters 

Use the regular procedures in BDS to create the popup menu. We will 
ŘŜƭŜǘŜ ǘƘŜ άtƻǇǳǇ /ƭƻǎŜέ ǘƘŀǘ ƛƴ ƛǘǎŜƭŦ ƛs pretty useless and create a 
new one. 

The popup menus should look like the figure below. 

 

It has a solid white background. You may wish to make it more 
transparent to let the movie shine through or remove it entirely. In the 
latter case, make sure the text and buttons stand all out against the 
movie image. 

1. 5ŜƭŜǘŜ ǘƘŜ ǇƻǇǳǇ ƳŜƴǳ άtƻǇǳǇ ŎƭƻǎŜέ 
2. Create a new popup menu placeholder. This will be a popup 

menu for a single movie, Coasts. Give it a descriptive name 
so you can tell which popup menu is shown during what 
movie. 

 
We will complete one popup menu as much as possible and 
save time on the second or third similar looking popup menu 
by simply cloning it for the other movies. 

3. Create the popup menu in one of two ways: 
1. Import the popup menu from a Photoshop file. A 

ready example can be copied from \Sources\Project 
objects\original sources\popup menu.psd 

2. Manually create the menu in BDS: 

¶ Add a white rectangle object (approx. top at 
760, left at 100, height 250, width 1750 pixels). 
wŜƴŀƳŜ ƛǘ ǘƻ άwŜŎǘŀƴƎƭŜέ 

¶ Add a text box with the texts spread out like the 
figure above (with room to place the arrow 
ōǳǘǘƻƴǎ ƭŀǘŜǊύΦ wŜƴŀƳŜ ǘŜȄǘ ƻōƧŜŎǘ ǘƻ άaŜƴǳ 
ǘŜȄǘέΦ όǳǎŜ ŀǇǇǊƻȄΦ Ŧƻƴǘ !ǊǊƛŀƭΣ Ŧƻƴǘ ǎƛȊŜ о6 pt, 
bold, colour red) 

¶ Position the text box on top of the white 
rectangle 

4. Add new buttons to the popup menu. Two ways of doing 
this: 

1. Copy a button from the main menu to the popup 
menu. A total of 7 buttons are needed for the items 
mentioned in the popup menu text. Their action 
properties will need to be adjusted later to work in 
the popup menu 

2. Create a button through the άbŜǿ hōƧŜŎǘέ button of 
the Objects window of the popup menu.  
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¶ {ǇŜŎƛŦȅ ŀƴ ƛƳŀƎŜ ŦƻǊ ǘƘŜ .ǳǘǘƻƴΩǎ άƴƻǊƳŀƭέΣ 
άǎŜƭŜŎǘŜŘέ ǎǘŀǘŜΦ LƳŀƎŜǎ Ŏŀƴ ōŜ ŦƻǳƴŘ ƛƴ ǘƘŜ 
ǇǊƻƧŜŎǘΩǎ \buttons folder (or can be copied 
into this folder from \Sources\Project 
objects\buttons). 

¶ Duplicate this button 6 times (7 buttons in 
total) to have each menu item possess a 
button. All buttons show their άǎŜƭŜŎǘŜŘέ 
state image ƻƴ ǘƘŜ 5ŜǎƛƎƴŜǊΩǎ ²ƛƴŘƻǿ 

3. Give all buttons proper names (same as menu item 
they belong to) 

5. Use the Designer window to adjust the position of menu 
background, texts and buttons to your liking. You may want 
to increase its window to 100% (use the scaling box at the 
top: 

 
 

6. For the Audio (live/music) and subtitles 
(English/Dutch/none) buttons you need to specify an image 
ŦƻǊ ǘƘŜ άŎǳǊǊŜƴǘέ ōǳǘǘƻƴ ǎǘŀǘŜΦ ! ǊŜŘ ŀǊǊƻǿ ƛƳŀƎŜ ƛǎ ŦƻǳƴŘ ƛƴ 
the \buttons project folder.  
Possibly you need to scale it to fit the images of the other 
two states (right click on button state > change effects > 
scaling effect Type = Scale ƻǊ ǳǎŜ ǘƘŜ ά9ŦŦŜŎǘέ ǇǊƻǇŜǊǘȅ ƻŦ ǘƘŜ 
button state to open the effects/scale menu) 
(if you have many buttons with a state image that need to be 
rescaled by the same factor, you might select them all (in 
Object Window) and via a right mouse click select the 
άŎƘŀƴƎŜ ŜŦŦŜŎǘǎέ ŀƴŘ ŦƻǊ ŀƭƭ ǎǇŜŎƛŦȅ ǎŎŀƭƛƴƎ ǘƻ Ȅ ҈ύΦ 

 Note: rescaling significantly (reducing to 50% or less) may 
impact playback on certain players. Best to keep images for 
buttons and menu approximately equal to the size required. 

Alternatively, when you create the first button, assign 
images to normal, selected and current states. Then copy the 
button as often as needed. Remove the current state from 
ǘƘŜ έŎƘŀǇǘŜǊ ƳŜƴǳέ ŀƴŘ άŎƭƻǎŜέ ōǳǘǘƻƴǎ 

7. Provide navigation between the buttons (On Left, On Right 
properties, etc) ό¢ƘŜ ά!ǳǘƻ !ǎǎƛƎƴƳŜƴǘέ ōǳǘǘƻƴ ƻŦ .5{ Ƴŀȅ 
help here if buttons are neatly aligned horizontally and 
vertically) 

8. For Audio ς live/music ǘƘŜ άtǊŜǎǎ 9b¢9wέ ŀŎǘƛƻƴ ƛǎ Set Audio 
> Australia movies > Audio 1 (or Audio 2) 

9. For Subtitles ς 9ƴƎƭƛǎƘκ5ǳǘŎƘκƴƻƴŜ ǘƘŜ άtǊŜǎǎ 9b¢9wέ ŀŎǘƛƻƴ 
is Set Subtitles > Australia movies > Subtitle 1 (or Subtitle 2 
or -off- > subtitles off)  

10. {ƪƛǇ ǘƘŜ ά/ƘŀǇǘŜǊǎέ ōǳǘǘƻƴ ŦƻǊ ŀ ƳƻƳŜƴǘ όǿŜ ƘŀǾŜƴΩǘ 
created chapter popup menus yet) 
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11. For the ά/ƭƻǎŜ ƳŜƴǳέ ōǳǘǘƻƴ ǘƘŜ άPress 9b¢9wέ ŀŎǘƛƻƴ ƛǎ 
Jump popup > [close popup]Φ 5ƻ ǘƘŜ ǎŀƳŜ ŦƻǊ άtǊŜǎǎ 5ƻǿƴέΦ 
Both will close the popup menu Coasts 

12. !ŘŘ ǘƘŜ ŎƻƴŘƛǘƛƻƴǎ ŦƻǊ ǘƘŜ άƘƛƎƘƭƛƎƘǘέ ŦƻǊ ǘƘŜ ŀǳŘƛƻ ŀƴŘ 
subtitle buttons depending on what choice is made: 
Highlight if Audio (or Subtitle) 
in group Australia movies 
is equal to мΣ н όƻǊ л ŦƻǊ ǎǳōǘƛǘƭŜ άƴƻƴŜέύ (BDS should have 
filled this in for you) 

13. /ƭƻƴŜ ǘƘŜ ƳŜƴǳ άǇƻǇǳǇ ƳŜƴǳ /ƻŀǎǘǎέ ŀƴŘ ǊŜƴŀƳŜ ƛǘ άǇƻǇǳǇ 
ƳŜƴǳ !ǳǎǘǊŀƭƛŀέΦ 5ƻ ƛǘ ƻƴŎŜ ƳƻǊŜ ŦƻǊ άǇƻǇǳǇ ƳŜƴǳ tƭŀȅŀƭƭέΦ 
Normally, this popup must be modified to remove any links 
ǘƻ ά/ƻŀǎǘǎέ ŀƴŘ ŎƘŀƴƎŜ ǘƘŜƳ ƛƴǘƻ ά!ǳǎǘǊŀƭƛŀέΦ {ƻ ŦŀǊΣ ǘƘŜǊŜ ƛǎ 
nothing to change as there is no reference to either Coasts, 
Australia or playlist Playall. That will come: once the chapter 
scene menus are generated. 

Each popup menu must be attached to the movie they belong to: 

14. {Ŝǘ ŜŀŎƘ ƳƻǾƛŜΩǎ ǇǊƻǇŜǊǘȅ άtƻǇǳǇ aŜƴǳέ ǘƻ ƧǳƳǇ ǘƻ ǘƘŜ 
right popup menu  

CƻǊ ǘƘŜ ά/ƻŀǎǘǎέ ƳƻǾƛŜ ƛǘ ƛǎ ǎŜǘ ŀǎ ǎƘƻǿƴ ƛƴ ǘƘŜ ŦƛƎǳǊŜ ōŜƭƻǿΦ Either 
ά5ŜŦŀǳƭǘέ ƻǊ ά[ƛǾŜ !ǳŘƛƻέ ƛǎ ǘŀƪŜƴ ŀǎ ǇǊŜǎŜƭŜŎǘŜŘ ōǳǘǘƻƴΦ 

 

15. Save the current project file as File > Save As > 
άtƻǇǳǇ{ŜǘǘƛƴƎaŜƴǳΦōŘƳŘέΦ ²Ŝ Ŏŀƴ ƭŀǘŜǊ ǎǘŀǊǘ ǿƛǘƘ ǘƘƛǎ 
project file if we use the other wizard without having any 
elements of the wizard we are going to use now. 

16. Save the project once more as 
άtƻǇǳǇ{ŜǘǘƛƴƎMenuChapterWƛȊŀǊŘмέ 

bŜȄǘΣ ǿŜΩƭƭ ŀŘŘ ŀ ŎƘŀǇǘŜǊ ƳŜƴǳ ǳǎƛƴƎ ōƻǘƘ ǿƛȊŀǊŘǎ ŦƻǊ ōƻǘƘ ƳƻǾƛŜǎΦ {ƻ 
take your pick which one to use. Or use both, but ensure they use 
unique menu names and picture folders to avoid problems with 
overwriting files. 

Step 30: Clone items and Clone All items 

Lƴ ǘƘŜ ƴŜȄǘ ǘǿƻ ǎǘŜǇǎΣ ǿŜΩƭƭ ƎŜƴŜǊŀǘŜ ƳŜƴǳǎ ǘƘŀǘ ŜƴŘ ǳǇ ƛƴ ǘƘŜ 
άaŜƴǳsέ ōǊŀƴŎƘ ƻŦ ǘƘŜ ǇǊƻƧŜŎǘ ǘǊŜŜΦ ¸ƻǳ ƘŀǾŜ ǘƻ ƳƻǾŜ ǘƘŜǎŜ ǘƻ ǘƘŜ 
άtƻǇǳǇ aŜƴǳsέ ōǊŀƴŎƘΦ .5{ Ƙŀǎ ŀ ƴƛŦǘȅ  ƻǇǘƛƻƴ ŦƻǊ ǘƘƛǎΥ ȅƻǳ Ŏŀƴ ŎƭƻƴŜ 
ƛǘŜƳǎ ōŜǘǿŜŜƴ άaŜƴǳέ ŀƴŘ άtƻǳǇǳǇ aŜƴǳέ ōǊŀƴŎƘŜǎ ƛƴ ŜƛǘƘŜǊ 
direction. There is however a fundamental difference between two 
clone options offered and you should avoid using the wrong one. The 
two options are: 

¶ clone all between main/popup (or reverse) 

¶ clone between main/popup (reverse) 
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You get this menu if you right click on a single menu item or if you click 
ƻƴ ǘƘŜ άaŜƴǳǎέ ƻǊ άtƻǇǳǇ ƳŜƴǳǎέ to apply it to all items in that 
branch. 

LŦ ǘƘŜ ƳŜƴǳǎ ƘŀǾŜ ƴŀǾƛƎŀǘƛƻƴ ȅƻǳ ǿŀƴǘ ǘƻ ǇǊŜǎŜǊǾŜΣ ǳǎŜ ά/ƭƻƴŜ ŀƭƭέΦ 
This copies all items and checks navigation afterwards. But nothing 
should happen: if navigation was correct in once branch, it should be 
OK in the clone in the other branch.  

If you select one or more menus explicitly and only clone those, 
navigational checks are made after every cloned item. That means that 
some navigation may be pointing to menus not yet cloned. That 
navigation is removed. This may be totally unexpected behaviour 
because in the end all menus are cloned ς but too late for the 
intervening checks. 

{ƻ ǘƘŜ ǎŀŦŜǎǘ ǿŀȅ ƴƻǘ ǘƻ ƭƻǎŜ ŀƴȅ ƴŀǾƛƎŀǘƛƻƴ ƛǎ ǘƻ ǳǎŜ άŎƭƻƴŜ ŀƭƭέ ς even 
if it means cloning items you do not want to clone. They need then to 
be deleted after the cloning. 

Step 3A: Create chapter thumbnails with the 1st  chapter wizard 

Either the project file is still open and now named 
PopupSettingMenuChapterWizard1  or it is closed and you open this 
project file from the root folder of the project PopupSettingMenuBR. 

We start with creating a chapter menu for the Australia movie. 
Afterwards we repeat all steps for the Coasts movie ς only the names 
ǳǎŜ άŎƻŀǎǘέ ƛƴǎǘŜŀŘ ƻŦ άŀǳǎέύΦ 

1. Open the movie Australia and open the Scenes window 

2. /ƭƛŎƪ ƻƴ ǘƘŜ άDŜƴŜǊŀǘŜ ǎŎŜƴŜǎέ ό) button and select the 
second ƻǇǘƛƻƴ άDŜƴŜǊŀǘŜ ǎŎŜƴŜǎ ƳŜƴǳǎ όtext + rect)έΦ 

3. {Ŝǘ ǘƘŜ άtŀǊŜƴǘ ƳŜƴǳέ ǘƻ άpopǳǇΥ ǇƻǇǳǇ ƳŜƴǳ !ǳǎǘǊŀƭƛŀέ 
This way you open the chapter menu from the popup menu 
assigned to the Australia movie 

4. {Ŝǘ ǘƘŜ ά/ŀƭƭ ōǳǘǘƻƴέ ǘƻ ά/ƘŀǇǘŜǊ ƳŜƴǳέ όǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ 
button on the Australia popup menu that will open the 
chapter menu) 

5. /ƭƻƴŜ ŀƭƭ ŜƭŜƳŜƴǘǎ ƻŦ ǘƘŜ άǇƻǇǳǇ ƳŜƴǳ !ǳǎǘǊŀƭƛŀέ ōȅ 
ǎǇŜŎƛŦȅƛƴƎ ǘƘŀǘ ƳŜƴǳ ƴŀƳŜ ƛƴ ά/ƻǇȅ ǎǘŀǘƛŎ ŎƻƴǘŜƴǘ ƻŦέΦ 
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6. This automatically inserts the menu elements of the popup 
as a picture. Adjust the height of the chapter images to place 
them above the popup menu picture element. For this, 
modify the chapter block position through the settings under 
the preview window. TƘŜ άǘƻǇέ Ǉƻǎƛǘƛƻƴ Ƴǳǎǘ ōŜ ǎŜǘ ǘƻ 460 
ƛƴǎǘŜŀŘ ƻŦ ǘƘŜ ŘŜŦŀǳƭǘ сллΦ ¦ǎŜ ǘƘŜ άƘƻǊƛȊƻƴǘŀƭέ ōƭƻŎƪ ǘȅǇŜΦ 
 

 
 

7. Modify the άCƻƭŘŜǊ ŦƻǊ ŎƘŀǇǘŜǊ ƛƳŀƎŜǎέ ǘƻ 
άŀǳǎ/ƘŀǇǘŜǊLƳŀƎŜǎέ ŀƴŘ ǘƘŜ άChapter ƳŜƴǳ ƴŀƳŜά ǘƻ 
άŀǳǎ/ƘŀǇǘŜǊǎέ ό.5{ ǿƛƭƭ ŀǇǇŜƴŘ ŀ ǎŜǉǳŜƴŎŜ ƴǳƳōŜǊ ǘƻ ŜŀŎƘ 
menu required) 

8. /ƘŜŎƪ άDŜƴŜǊŀǘŜ ǎŎŜƴŜ ƛƳŀƎŜǎέ ŀƴŘ ǊŜŘǳŎŜ ǘƘŜ ǎŎŀƴ 
distance to 5 seconds 
 

 
 

9. /ƘŜŎƪ ǘƘŜ ά/ŀǊƻǳǎŜƭ ƳŜƴǳέ ŎƘŜŎƪōƻȄ όƛǎ ŎƘŜŎƪŜŘ ōȅ ŘŜŦŀǳƭǘύ 
10. Leave all other settings to their default (or experiment with 

them later) 
11. {ŀǾŜ ȅƻǳǊ ǎŜǘǘƛƴƎǎ ōȅ ŎƭƛŎƪƛƴƎ ά{ŀǾŜ {ŜǘǘƛƴƎǎέΦ .ȅ ŘŜŦŀǳƭǘ ǘƘŜ 

settings are stored in the project folder and get file type 
ΦǎŎƴ/ǊŜŀǘƻǊΦ DƛǾŜ ƛǘ ǘƘŜ ƴŀƳŜ ά!ǳǎ/ŀǊƻǳǎŜƭέΦ 

12. DŜƴŜǊŀǘŜ ŀƭƭ ŎƘŀǇǘŜǊ ƳŜƴǳǎ ōȅ ŎƭƛŎƪƛƴƎ άhYέΦ ²ƘŜƴ ǘƘŜ 
ǿƛȊŀǊŘ ŦƛƴƛǎƘŜǎΣ ŎƭƻǎŜ ǘƘŜ ƳƻǾƛŜΩǎ {ŎŜƴŜǎ ǿƛƴŘƻǿΦ Notice the 
άtƻǇǳǇ ƳŜƴǳέ ƴƻǿ Ŏƻƴǘŀƛƴǎ т ŎƘŀǇǘŜǊ ƳŜƴǳǎ 

  
































































































































































































































































































































































































































































































































































































































































































































































