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1 OVERVIEW 

1.1 Introduction  

The Unicorn Media Room web service is an online video asset management system that allows you to manage 
your online video assets while providing exclusive features like dynamic playlists, enterprise rights management, 
geo-fencing, custom analytics reports and Smart Syndication tools.  Media Room supports multiple users inside a 
single account with robust rights management features. 
 

This document provides comprehensive instructions for using all Media Room features.   If you have further 
questions, please contact support for further assistance: support@unicornmedia.com. 

                                                                                                                                                                            

1.2 Intended Audience  

This document is intended for Unicorn Media customers and their internal staff.  
 

1.3 Terms 

1.3.1 Abbreviations  and  Acronyms  
CRUD - Create, Read, Update and Delete 

RSS  - Rich Site Summary 
- Really Simple Syndication  

UM  - Unicorn Media 

VAST - Video Ad Serving Template 
 

1.3.2 Definitions  
Asset  

¶ Any form of content and/or media that have been formatted into a binary source, which include 
the right to use it 

 

Catalog 

¶ A digital library of video assets 

¶ The classification (catalog) in which the reported on media item(s) belong 
 

Category 

¶ A designation that associates a grouping of video assets based on recognizable related terms 

¶ Categories allow video assets to be filtered for inclusion in playlists 
o For example, sports, health, news, music, movies, etc. 

 

Channel 

¶ A logical publishing container (virtual location) defined for use by all Unicorn Media Service 
method applications for displaying client published information 

¶ A Channel holds default publishing rules for the Media Room hierarchy  

¶ Channels allow for publication rules to be assigned to catalogs, assets, playlists, players and 
syndication feeds  

mailto:support@unicornmedia.com
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Content Sync 

¶ A feed configured to ingest source content and metadata data per a Channel or Playlist into a 
Catalog 

 

Delivery Profile 

¶ A record for the delivery information for the media item is specified for use in delivery of the 
asset wanted 
 

Domain 

¶ The top level administrative designation for clients within the Unicorn Media Platform 

¶ Clients can have multiple domains, but can only access one domain per login session  

¶ Domains contain the client Analytics, Channels, Catalogs, Users, Ad Providers, Category Lists, 
Publication Rules and Rights 

 

Geo-fencing 

¶ An electronic virtual boundary created and used to control media asset syndication locations 
and monitor media asset usage per geo location 

 

Syndication Feed 

¶ A RSS feed configured to push content and metadata data out to syndication partners or 
customer systems (i.e. content management system) per a Catalog, Channel or Playlist 

 

Template 

¶ A pre-defined structured layout used to publish new content using a similar design, pattern or 
style 

o For example, video players, playlists and feeds can be published with similar look and feel 
but different content 
 

Transcode 

¶ The direct digital-to-digital conversion of one encoding (code converter) to another 

¶ Used to ensure that the media asset is compatible with a target  
 

User 

¶ A unique identifier, which grants rights-based credentials for access to the Unicorn Media Room 

¶ ¢ƘŜ ǳǎŜǊ ŀŎŎƻǳƴǘ Ŏŀƴ ōŜ ŀǎǎƛƎƴŜŘ ŀŎŎŜǎǎ ŀƴŘ ǊƛƎƘǘǎ ǘƻ ǊŜǎƻǳǊŎŜǎ ǿƛǘƘƛƴ ǘƘŜ ŎƭƛŜƴǘΩǎ ŘƻƳŀƛn 
  

User Credentials 

¶ User identification details including User Name, Password and Domain 
 

1.4 Document Conventions  

UM  - Used repeatedly throughout the document to represent Unicorn Media 
Italic   - Indicates informational notes 
Bold   - Indicates emphasis on a point or word 
Underline  - Used to emphasize a list item 

     -     Indicates an important warning or detail 

     -     Indicates a helpful informational point 
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2 MEDIA ROOMÊ DESCRIPTION 

¦ƴƛŎƻǊƴ aŜŘƛŀ wƻƻƳϰ ±ŜǊǎƛƻƴ 4 is the most sophisticated online media management system on the 
market today. This feature-rich system allows you to perform basic tasks necessary to manage your 
online video assets as well as providing you with features you won't find anywhere else. 

 
MŜŘƛŀ wƻƻƳϰ ǎǳǇǇƻǊǘǎ ƳǳƭǘƛǇƭŜ ǳǎŜǊǎ ƛƴ ŀ ǎƛƴƎƭŜ ŀŎŎƻǳƴǘΣ ǿƘŜǘƘŜǊ ƛƴ ǘƘŜ ǎŀƳŜ ƻǊƎŀƴƛȊŀǘƛƻƴ ƻǊ ǎǇǊŜŀŘ 
across multiple affiliates or partners, with distinct assignable asset rights and varying levels of access to 
content within the system. Business rules can be set under a single domain allowing multiple users 
access to various pieces of content with varying levels of control and access, yet still allows all users to 
share content inside one eco-system, as well as track and monetize content within a single account.  
 

Features Include: 

¶ Dynamic playlists  -  Flexible tool for custom on-demand media syndication with continually 
changing content 

¶ Publication Rules  -  Ability to include or exclude specified geographic areas by allowing custom 
filtered content distribution based on release date and time requirements for serialized content or 
filter by geographic areas for custom content distribution  

¶ Geo-fencing  -  Geographically control media asset syndication and monitor media asset usage  

¶ Global ingestion  -  Powerful, web-based RSS Feed tools that dynamically ingest content and 
extended metadata quickly and immediately per a catalog and distribute them to the best 
performing location dependent on geography and network performance  

¶ Transcoding  -  Custom built transcode system that employs globally distributed, cloud-based 
encoding centers and supports virtually any codec or format as well as streaming to mobile or set-
top box device  

¶ Custom analytics reporting   - Realςtime reporting on metrics by video reach, consumption, 
domain, geography, etc. 

¶ Smart syndication  -  Single interface allowing the ability to manage the distribution of content to 
websites, desktop applications, mobile or other IP-enabled devices 



 

 

Media Room User Guide 

Unicorn Media ï All Rights Reserved          10 

Copyright 2007-2011 Unicorn Media, Inc.                                       

3 MEDIA ROOMÊ FEATURES 

Media Room is a flexible tool for custom on-demand media syndication with continually changing 
content.  Below are explanations of some of the available features. 

3.1 Dynamic  Playlists  

Media Room enables you to create a playlist through our Unicorn 
Elementsϰ platform.  Dynamic Playlists drive the player playlist 
ōŜƘŀǾƛƻǊ ŀƴŘ ŀǊŜ ŜƳōŜŘŘŜŘ ƻƴ ŀ ǇǳōƭƛǎƘŜǊΩǎ ǿŜō ǇŀƎŜΦ 
 

Media Room lets you manage and update playlists based on 
metadata available and definable within individual media assets.  
You can assign certain rules to generate the content such as 
maximum assets, order type, sort order, number of rules for the 
item, etc.  Every time a media item is added within the application 
server source, the playlist will update. 
 

3.2 Enterprise Rights  

Media Room provides administrators with the ability to easily 
and persistently control access to and usage of their media 
assets from a domain level down to an individual level.  The 
interface facilitates creating users and groups, adding users to 
the respective groups and assigning access and rights to 
disparate applications and modules on a per asset level within 
Media Room.   

 

 

3.3 Publication Rules  

You may include or exclude specified geographic areas by allowing custom filtered content distribution 
based on release date and time requirements for serialized content ensuring your organization's media 
assets are used appropriately by employees, customers and partners throughout its lifecycle. 

 

3.3.1 Geo -fencing  
Media Room provides the ability to specify publication rules 
and filters to geographically control media asset syndication 
locations and monitor media asset usage around the world.  
This enables you to utilize the technology of mobile devices 
that detect when a user has entered or left a certain area and 
potentially capitalize on the information.  
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3.4 Global Ingestion  

¦ƴƛŎƻǊƴ LƴƎŜǎǘϰ ǳǘƛƭƛȊŜǎ ƻǳǊ ǇƻǿŜǊŦǳƭ ǿŜō-based application tools to upload files quickly and easily.  
An uploaded file is immediately distributed to the best performing location according to your 
geography and network performance.  
 

UnicƻǊƴ ¦ǇƭƻŀŘϰ provides options for files 
less than 100MB to be uploaded directly 
through your browser, while our java 
uploader allows you to ingest files larger 
than 100MB with no restrictions or 
limitations.  Our patented upload 
technology breaks files down into small 
parcels, to ensure efficient processing.  This 
unique capability allows for an upload 
stream to break at any point during the 
ingestion process and be resumed at that 
exact point at a later time.  It also allows our ingestion servers to handle files as large as 100 gigabytes 
or more.  By breaking the file down into these parcels, we are also able to transfer the delivery point at 
any time during the upload to another server to increase performance.  
 

Bulk content ingestion is handled either by an interface within the system that allows you to 
programmatically add and upload multiple media assets or by an automated method via a media 
syndication or MRSS feed.  With the automated method you will be able to point your account to a 
hosted feed and then define the output into our system. Anytime content is added to the feed, the 
content will be automatically ingested into the system. 
 

3.5 Transcoding  

The Unicorn Transcode system was custom built in a modular fashion to allow us to quickly add new 
functionality on-the-fly, as well as keep up with the ever-changing video codecs required to read and 
transcode unique mezzanine source files.  We can quickly scale our infrastructure to meet customer 
requirements, from a small publisher with dozens of clips, to a large broadcaster with tens of 

thousands of assets.  We employ 
distributed encoding centers around the 
globe with seamless integration into 
ƳǳƭǘƛǇƭŜ ΨŎƭƻǳŘ-ŎƻƳǇǳǘƛƴƎΩ ƛƴŦǊŀǎǘǊǳŎǘǳǊŜǎ 
for maximum performance.  
 

Unicorn Media supports virtually any 
codec or format.  Our profile system 
dynamically allows you to choose the 
video output that best meets your 
business needs.  We deliver highly-
optimized H.264 and AAC encoding in an 

MPEG-4 container with architecture capable of supporting a variety of additional containers to meet 
future requirements.  Support for adaptive streaming is standard as well with our flexible transcoding 
architecture enabling additional formats to be added easily to maximize your reach and support your 
future growth. 
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3.6 Unicorn VisionÊ Analytics R eports  

Media Room provides unprecedented reporting capabilities delivered in real-time such as; how much 
revenue a video generated, in which country the video is most popular, if the title is profitable, etc. You 
no longer have to leverage multiple vendors to derive the answers to these questions, which results in 
lower costs and resource utilization.  Still, the data provided allows for limited perspective into how the 

content is actually performing on 
the Internet. Unicorn Analyze 
changes all that.  
 

Our data warehouse provides 
unfettered access to key data 
points such as: viewing metrics 
by video reach, content 

consumption, domain or geography.  Unicorn Visionϰ allows you to create custom reports on-the-fly, 
e.g., compare content performance to end-user behavior or revenue generation to delivery cost.  
 

You can ask questions you've never been able to ask before such as, if my viewers stop watching at a 
ǇŀǊǘƛŎǳƭŀǊ Ǉƻƛƴǘ ƛƴ ǘƘŜ ǾƛŘŜƻΣ ǎƘƻǳƭŘ L ƳƻǾŜ Ƴȅ ƛƴǘŜǊǎǘƛǘƛŀƭ ŀŘ ǘƻ ƳŀȄƛƳƛȊŜ ǇǊƻŦƛǘŀōƛƭƛǘȅΣ ōŜǘǘŜǊ ȅŜǘΣ ȅƻǳΩƭƭ 
get the answer in real-time allowing you to enter the system and move that ad up for more ad 
completes.  Unicorn Analyze provides unmatched visibility into how your business is performing, 
allowing you to make important decisions in real-time. 
 

3.7 Smart syndica tion  

 Unicorn Media Smart Syndication Technology 
provides you with unprecedented ease-of-use for 
distributing your content to multiple channels. A 
single interface allows the ability to manage the 
distribution of content to websites, desktop 
applications, mobile or other IP-enabled devices, 
while enforcing the business rules specific to each 
unique environment. Through leveraging unique 
media syndication capabilities, Unicorn Media can 
take the burden away from developers writing to an 
API and significantly reduces deployment times. 
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4 MEDIA ROOMÊ WORKFLOW 

Below is a graphical depiction of the workflow through Media Room. 
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5 PREREQUISITES 

5.1 Obtain Credentials  

In order to access Media Room, clients must have the Username, Password and Domain that were 
provided at turn up via a Welcome email from support@unicornmedia.com.  

If you are unable to access the Media Room or forget your credentials, please contact us at 
the email listed above.  

5.2 System Settings  

5.2.1 Port Requirement  
Port 80 is a requirement/standard for RSS ingest. 
 

5.2.2 Java on Mac  
¢ƘŜ WŀǾŀ ǎŜǘǘƛƴƎǎ ƻƴ ŀ aŀŎ Ƴǳǎǘ ōŜ ǎŜǘ ǘƻ Ǌǳƴ ŀǇǇƭŜǘǎ ΨLƴ ǘƘŜƛǊ ƻǿƴ ǇǊƻŎŜǎǎΩ ƛƴ ƻǊŘŜǊ ŦƻǊ WŀǾŀ ǘƻ Ǌǳƴ.  
Also, before you can upload to a new version of Media Room the cache must be cleared in order for 
the newer version to be served up.  

5.2.2.1 Applet Setting  

1. Select Go > Utilities from the Mac desktop toolbar 

2. Select Java Preferences from the list  

3. Check the Ψwǳƴ ŀǇǇƭŜǘǎΥΩ setting 

a. Ensure that the radio button for ΨLƴ ǘƘŜƛǊ ƻǿƴ ǇǊƻŎŜǎǎΩ is selected 

 
 

4. Close the Java Preferences window 

5. Close the browser session and then open a new session for the changes to take effect 

mailto:support@unicornmedia.com
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5.2.2.2 Clear Java Cache  

The Java cache on a Mac must be cleared in order to use the latest version of the Java 
Uploader, particularly if you are using Java 1.6.  If the cache is not cleared, the computer 
will serve up the cached version of the uploader, which will be at least a version behind the 
current. 
 
1. Select Go > Utilities from the Mac desktop toolbar 

2. Select Java Preferences from the list  

3. Select the Network Tab  

 
 

4. /ƭƛŎƪ ǘƘŜ Ψ5ŜƭŜǘŜ CƛƭŜǎΩ ōǳǘǘƻƴ ŀǘ ǘƘŜ ōƻǘǘƻƳ ƻŦ ǘƘŜ ǿƛƴŘƻǿ ǘƻ ŎƭŜŀǊ WŀǾŀ ŎŀŎƘŜ 
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6 ACCESS AND NAVIGATION 

6.1 Login  

1. From any Internet browser navigate to: http://portal.unicornmediabeta.com 
a. The login page will appear 

 
 

2. Enter the Username, Password and Domain you were given at turn up 

3. Click Login  
 

The Media Room dashboard will display the toolbar and application ƛŎƻƴǎ ǘƘŀǘ ŎƻǊǊŜǎǇƻƴŘ ǘƻ ǘƘŜ ǳǎŜǊΩǎ 
security rights. 

 

http://portal.unicornmediabeta.com/
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6.2 Open  an Application   

Parent components are referred to as Applications and are accessed through icons on the 
dashboard. Subordinate components are referred to as Modules and are accessed through a tab 
list within the Application window. 

Users are assigned access rights to certain applications and their associated modules at turn up based 
on services purchased.  Each user will see the applications, corresponding modules and resources they 
have rights to view. 
 

There are two ways to access Media Room applications: 

1. Click on an Application icon on the dashboard 
OR 

2. Click the Unicorn Media logo icon  on the toolbar 

 
 

 

 

 

 

6.3 Navigat e the Media Room  

The Media Room web service functions in the same way as a desktop application, yet is accessed 
through a web browser.   

¶ Open Multiple Applications and modules at once using the actions above 

¶ Minimize, Maximize and Close application and module windows within Media Room dashboard 

by using the window control icons ( ) in the top right of each window  
o Application windows will minimize into smaller icons at the bottom left the dashboard 

¶ Customize Window Size using the window sizing control ( ) in the bottom right of each 
window 

¶ Move a Window with click-hold-drag mouse control on the header bar of a window within in 
the application 

¶ Add Items to lists with click-hold-drag mouse control  

¶ Add New Media Assets using the Add icon ( ) where applicable 

¶ Save Settings using the Save icon ( ) where applicable 
o Many settings or actions will not engage until they are saved 

¶ Generate Code to embed video using the Tool icon ( ) where applicable 

¶ Delete Assets using the Delete icon ( ) where applicable 
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7 CATALOGS 

All media items in your content library are contained within Catalogs.  Catalogs are used to classify, 
organize and manage your media items in a logical grouping.   Additionally, they are used for grouping 
content within certain Analytic classifications for reporting purposes (See the Unicorn Visionϰ Real-
Time Analytics User Guide for more information).  
 

You can assign all of your media assets to your default catalog or you can create multiple catalogs for 
greater organization and asset regulation.  
 

You are provided with a default Catalog at account turn up because Catalogs are required for 
uploading assets. 

7.1 Create and Manage Catalogs  

The Unicorn Digital Asset Management System utilizes integrated catalog metadata to direct users to 
your content while also providing descriptive data about the asset.  

7.1.1 Begin Creating Catalogs  
! /ŀǘŀƭƻƎΩǎ ƳŜǘŀŘŀǘŀ ŘŜǎŎǊƛōŜǎ ǘƘŜ contents and context of the media associated within, which 
maintains the quality and integrity of the original media files.  Media Room allows you to set the 
granularity of metadata for greater levels of technical asset management. 

1. Click once on the Media Management icon  to open the application   

a. The Assets window will display with the Catalogs tab open by default  

 
b. If you have not yet created a custom Catalog, the only catalog in the list will be your 

default Catalog provided at turn up 

i. Your Domain Name will be truncated to eliminate spaces and special 

characters to create the default Catalog name 

2. Click the Add New icon  ŀƴŘ ǎŜƭŜŎǘ Ψ/ŀǘŀƭƻƎΩ ŦǊƻƳ ǘƘŜ ƳŜƴǳ ǘƻ ōǊƛƴƎ ǳǇ ǘƘŜ ΨbŜǿ 

/ŀǘŀƭƻƎΩ ǿƛƴŘƻǿ 

a. The window will display with the Metadata tab open by default 
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7.1.2 Customize Catalog Metadata  
All metadata fields are empty when the New Catalog window opens.   

 
 

The only required field on this window is the Catalog Name.   The Catalog GUID, owner and date 
fields are system generated and populate automatically upon saving.  

1. Enter a Catalog Name that meaningfully represents the purpose of the Catalog contents 
a. If you plan on having several catalogs with similar content, be sure to use a naming 

convention that will be conducive to sorting and scalability 

2. Enter a Description (optional) that provides information about media to be held in the 
Catalog 

a. Remember that this is a metadata field and will therefore contribute to the Catalog 
search-ability internally 

3. Enter Keywords (optional) for the contents of the Catalog that will most accurately 
represent the assets  

a. The Keywords can be anything you want them to be 
b. They must be space delimited  
c. For best results they should be what a user will search on to find the content for 

future scalability and system enhancements 

4. From the tool bar, select the Save icon  to keep the information entered  
a. LƳƳŜŘƛŀǘŜƭȅ ŀŦǘŜǊ ŎƭƛŎƪƛƴƎ Ψ{ŀǾŜΩ ǘƘŜ ƴƻƴ-editable, system generated Catalog GUID, 

Created By, Created Date, Last Updated By and Last Updated Date fields will 
populate automatically 

i. The Catalog GUID, Created By and Created Date will remain constant 
ii. The Last Updated By and Last Updated Date will update with each 

subsequent saved change 
b. The newly created Catalog will be added to the Catalog List 

5. At this point you can begin adding assets to the Catalog 

6. Click the Window Navigation arrows  or the Media Management Application icon  
on the left of the screen to view the Catalog in the Catalogs list or click the Assets tab to 
begin adding assets to the Catalog 
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7.1.3 Add Assets to the Catalog  
A media asset is any form of content that has been formatted into a binary source, which includes 
the right to use it.  Assets must be uploaded into a Catalog before they can be encoded and 
published. 

1. Click the Upload icon  in the top right of the dashboard 

2. Select an upload option according to the file size you want to upload 
a. The Built-in browser upload option is for files that are < 100MB in size 
b. The Advanced upload (Java uploader) option is for files that are > 100MB in size 
c. Go to Create a Media Asset in this document for detailed instructions on uploading 

via each method 

3. Click once on the Media Management icon  to access the Catalogs list   

4. Double click the appropriate catalog 

5. Select the Assets tab to see the overall process status for the Catalog 

6. Minimize the window and click once on the Upload icon  for upload status  

 
 

See Advanced Asset Creation Options for more asset creation possibilities. 
 

7.2 Assign Delivery Profile(s) to Catalogs  

Delivery Profiles should be assigned to Catalogs before uploading assets to the Catalog as this 
cannot be changed.  

A Delivery Profile is basically a format for the delivery information for the media item, which is 
specified for use in delivery of the asset.  Additionally, if you will be using Dynamic Streaming Profile 
(DSP) profiles and would like other sizes and/or resolutions to be available to users, you would 
ŀǎǎƻŎƛŀǘŜ ŀŘŘƛǘƛƻƴŀƭ ǇǊƻŦƛƭŜǎ ǘƻ ǘƘŜ ǇƭŀȅŜǊ ŀƴŘ ǎŜƭŜŎǘ Ψ9ƴŀōƭŜ 5ȅƴŀƳƛŎ tǊƻŦƛƭŜǎΩ ƛƴ ǘƘŜ ƳŜǘŀŘŀǘŀ ǎŜŎǘƛƻƴΦ   
 

¢Ƙƛǎ ǿƛƭƭ ŀƭƭƻǿ ǘƘŜ ǇƭŀȅŜǊ ǘƻ ŀŘƧǳǎǘ ŀŎŎƻǊŘƛƴƎ ǘƻ ǘƘŜ ǾƛŜǿŜǊΩǎ ǳƴƛǉǳŜ ƴŜǘǿƻǊƪ ŀƴŘ ƘŀǊŘǿŀǊŜ ǊŜǎƻǳǊŎŜǎΦ  
You will assign delivery profiles to your media items.   
 

Unicorn Media assigns Default Domain Profiles like H.264 for publishing across the web, 3GP for 
mobile, Android for Android, etc., according to your business needs. This provides the ability to deliver 
a high quality streaming experience to end users by optimizing stream delivery. 
 

If you need a delivery profile that is not present in the Available Profiles contact your Unicorn 
Media Sales representative 
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1. Click once on the Media Management icon  to open the application   

2. From the Catalogs tab, double click the Catalog associated with media asset  

3. /ƭƛŎƪ ǘƘŜ ŘŜǎƛǊŜŘ tǊƻŦƛƭŜ bŀƳŜ ƛƴ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ tǊƻŦƛƭŜǎΩ ƭƛǎǘ 

4. Click-hold-drag selected Profile(s) ŦǊƻƳ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ tǊƻŦƛƭŜǎΩ ƭƛǎǘ ǘƻ ǘƘŜ ΨAssigned ProfilesΩ list 

 

5. Click the Save icon  to finalize the profile assignments 
 

7.3 Assign Group Rights to the Catalog  

You can assign User Groups to the Catalog to further manage and control who has rights to create 
modify and delete items in the catalog. 

1. {ŜƭŜŎǘ ǘƘŜ ΨwƛƎƘǘǎΩ ǘŀō  

2. Scroll to the desired Group name in the Groups list 

3. Click the Group and a list of Available Rights will display in the middle column 

4. Add rights by click-hold-drag selected Rights ŦǊƻƳ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ wƛƎƘǘǎΩ ƭƛǎǘ ǘƻ ǘƘŜ ΨAssigned 
RightsΩ ƭƛǎǘ 

 

5. Repeat as necessary 

6. Remove rights by click-hold-drag from the ΨAssigned RightsΩ ƭƛǎǘ to the Ψ!ǾŀƛƭŀōƭŜ wƛƎƘǘǎΩ list 

7. Click the Save icon  to finalize the rights assignments 
 

For more information about setting up Group and User Rights see the Create a New Group or 
Create a New User section of the Unicorn Media Room User Guide. 
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8 ASSETS 

A media asset is any form of content that has been formatted into a binary source.  Assets must be 
uploaded into a Catalog before they can be encoded and published.  There are two ways to ingest 
items into the Unicorn Elements platform: 

¶ Upload the items through Media Room 

¶ Set up an Ingest Feed which is automatically monitored for new content and uploaded 
automatically.  (see Advanced Upload Option for information) 

8.1 Create a Media Asset  

The Java cache on a Mac must be cleared in order to use the latest version of the Java 
Uploader, particularly if you are using Java 1.6.   See Clear Java Cache for more information. 

1. Click the Upload icon  in the top right of the dashboard 

2. Select an upload option according to the file size you want to upload 
 

8.1.1 Built-in Browser Upload Option  
The Built-in browser upload option is for files that are < 100MB in size.  

If your file is > 100MB you will need to run a Java based uploader (Advanced Upload), which 
requires a small, one-time download of the program through your browser. 

 

1. Click Continue to select a Catalog and file type  

 

a. If you have not yet created additional Catalogs, the default Catalog that was 
provided at account turn up will be automatically selected in the Catalog list 
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2. ¦ǎŜ ǘƘŜ ΨSelect file type:Ω ŘǊƻǇ Řƻǿƴ ǘƻ ŎƘƻƻǎŜ ǘƘŜ ƳŜŘƛŀ ǘȅǇŜ ȅƻǳ ŀǊŜ ƎƻƛƴƎ ǘƻ ǳǇƭƻŀŘ 

3. Click Browse  to launch your system file browser 

4. Search for the desired file on your server or hard drive 

5. Click Open to start the upload process  

NOTE: If the file is too large to upload using the Built-in Browser option, you will receive the 
following message informing you of that fact: 

 

a. The Assets module Metadata window will display  

 
 

 

If you are using the Bulk Video or Bulk Audio upload feature described in the Advance Upload 
Option section below, be aware that only one module per asset will open during the process. 
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i. The following system generated fields prepopulated: 

System Generated 
Field Name 

Field Description 

Title Name of the uploaded file 

Media Item GUID System Generated GUID 

Type Media type chosen at Upload step; this can be changed here 

Created By  Name of the original user to upload the file 

Updated By  Name of the last user to access the file 

Created Date Date and time when this object was created 

Last Updated Date Date and time when this object was last modified by a user 

 

6. Fill in any additional optional fields to create extra metadata for the media asset 
a. These fields are not required to create the embed code for the asset 
b. The following optional additional metadata fields are available: 

 

Optional  
Field Name 

Field Description 

Media Item     

Foreign Key 

Link this media asset to your internal asset if applicable 

¶ This is an alpha numeric string of no more than 255 

characters 

Permalink 

URL to link back to the web page to which the video will be 

posted 

¶ The Player uses this metadata and displays it on the 

share dialog 

Description 
Enter a description that meaningfully represents the asset 

¶ Up to 1000 characters including spaces 

Keywords 

Enter any words that further describe the asset to help with 

searching purposes 

¶ Keywords must be space delimited  

¶ For best results keywords should be what a user will 

search on to find the asset 

¶ Up to 1000 characters including spaces 

Language Select a language for API searching purposes 

Rating Specify the audience viewing suitability 

 

7. You can check the progress status by clicking the Preview icon  to view the Delivery 
Profiles window 

a. The status will display in the Status column including any transcode errors with the 
file or one or more of the individually transcoded delivery profiles 
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8. For the file upload status, minimize the window and click once on the Upload icon  for 
upload status  

 

 
 

9. You can minimize the window ( ) to continue working while the file uploads 
 

¢ƘŜ ǎǘŀǘǳǎ ǿƛƭƭ ŎƻƴǘƛƴǳŜ ǘƻ ǳǇŘŀǘŜ ǳƴǘƛƭ ƛǘ ǊŜŀŘǎ Ψ¢ǊŀƴǎŎƻŘŜ /ƻƳǇƭŜǘŜΩΣ ǿƘƛŎƘ ƛƴŘƛŎŀǘŜǎ ǘƘŜ 
delivery profile has successfully completed transcode and can be previewed. 

 

10. From the tool bar, select the Save icon  to keep the information you entered  
a. Saving is not required for uploading the asset, it is only for changing the metadata 

information associated with the asset 
b. LƳƳŜŘƛŀǘŜƭȅ ŀŦǘŜǊ ŎƭƛŎƪƛƴƎ Ψ{ŀǾŜΩ ǘƘŜ ƴƻƴ-editable, system generated Media Item 

GUID, Type, Created By, Created Date, Last Updated By and Last Updated Date 
fields will populate automatically 

i. The Media Item GUID, Created By and Created Date will remain constant 
ii. The Last Updated By and Last Updated Date will update with each 

subsequent saved change 
 

11. Repeat to upload additional media assets if desired  

 

8.1.2 Advanced Upload Option  
The Advanced upload (Java Uploader) option is for files that are > 100MB in size. 
 

1. Click Continue to select a Catalog and file type  

 

This option requires Java and may prompt you to install the latest Java Runtime Environment. The 
ŦƛǊǎǘ ǘƛƳŜ ǘƘŜ Ψ!ŘǾŀƴŎŜŘ ǳploadΩ option ƛǎ ǎŜƭŜŎǘŜŘΣ WŀǾŀ ǿƛƭƭ ƭƻŀŘ ƛŦ ƛǘΩǎ ƴƻǘ ŀƭǊŜŀŘȅ ŎŀŎƘŜŘ ƻƴ ǘƘŜ 
accessing machine.  This may take a few seconds.  
 
 

8.1.2.1 Install Java Runtime Environment  
 

The Java Runtime Environment (JRE) is what you get when you download Java software. 
The JRE consists of the Java Virtual Machine (JVM), Java platform core classes and 

supporting Java platform libraries. The JRE is the runtime portion of Java software, which is all 
you need to run it in your Web browser.  
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If your system needs Java Runtime 
Environment and you have selected the 
Advanced Upload bullet, it will prompt 
you to install JRE as soon as you click 
Continue. 

 

Save the file and follow the prompts to 
install JRE and continue with the Upload 
process. 

 
 

2. Select a file type from the drop down 
a. For Video, Audio or Image, any common media format is accepted including ProRes 

(standard-definition and high-definition lossy video compression format) 
b. Bulk Video and Bulk Audio allows you to select more than one file from the browser  

i. The java uploader does not have a file size restriction 
 

3. Select a Catalog from the list  

4. Click Browse ( ) to launch 
your system file browser 

5. Search for the desired file on your 
server or hard drive 

6. Click Open to start the upload 

process  

 

 
 
 

 

7. Upload additional Assets to the same catalog by selecting File > Browse from the toolbar 

8. Upload Assets to a different catalog  ŀǘ ǘƘŜ ǎŀƳŜ ǘƛƳŜ ōȅ ǎŜƭŜŎǘƛƴƎ ǘƘŜ Ψ.ŀŎƪΩ ōǳǘǘƻƴ ŀƴŘ 
repeating steps 3 thru 7  
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9. View Progress ƻŦ ǳǇƭƻŀŘǎ ōȅ ǎŜƭŜŎǘƛƴƎ ǘƘŜ Ψ±ƛŜǿ tǊƻƎǊŜǎǎΩ ōǳǘǘƻƴ ƻƴ ǘƘŜ ŎŀǘŀƭƻƎ ǎŜƭŜŎǘƛƻƴ 
tool 

a. The Unicorn Media Advanced File Uploader window will display 

10. Pause any of the uploads at any time by clicking the Pause icon  to the right of the asset 
progress bar  

11. Save a Log file of the upload for support issues by 
ǎŜƭŜŎǘƛƴƎ IŜƭǇ Ҕ {ŀǾŜ [ƻƎΧ ŦǊƻƳ ǘƘŜ ǘƻƻƭ ōŀǊ 

a. A browser will display for you to save to your 
local hard drive 

12. Send the Log to UM for Customer Support review 
by selecting Help > Upload Log to Unicorn Media 

a. The log file will be sent to our support team where it is held on our servers until 
deletion 

 

8.1.3 Advanced Asset Creation Options  
The processes described above are the workflow for the majority of your assets.  If you want to use 
media items to push to RSS feeds, reference assets hosted externally or access the REST API to 
utilize your own player, you would create the media item within the Catalog.  

1. From within a Catalog, click the New  drop down 

2. Select the type of media item you want to create 

3. Use the table below for workflow information 

Item Type Workflow 

Video Create metadata, save, assign a profile, upload the file 

Audio Create metadata, save, assign a profile, upload the file 

Image 
Create metadata, save, upload the file from the Delivery 

Profiles window 

Live Stream 
Create metadata; including a ref link & duration, save the 
asset (not supported in Onceϰ) 

External Video 
Create metadata; including a ref link & duration, save the 
asset  

External Image Create metadata; including a ref link, save the asset  

 
 

8.1.4 Check Asset Creation Process Status 
When the upload began, Media Room service began creating a Delivery Profile for the media asset.   
 
 

Unicorn Media assigns Default Domain Profiles like H.264 for publishing across the web, 3GP 
for mobile, Android for Android, etc., according to your business needs.   Depending on player 
settings, Profiles allow the player to adjust according to the viewerΩǎ ǳƴƛǉǳŜ ƴŜǘǿƻǊƪ ŀƴŘ 

hardware resources and are used in creating the Delivery Profiles.  This provides the ability to deliver 
ŀ ƘƛƎƘ ǉǳŀƭƛǘȅ ǎǘǊŜŀƳƛƴƎ ŜȄǇŜǊƛŜƴŎŜ ǘƻ ŜƴŘ ǳǎŜǊǎ ōȅ ƻǇǘƛƳƛȊƛƴƎ ǎǘǊŜŀƳ ŘŜƭƛǾŜǊȅΦ {ŜŜ ǘƘŜ ΨDelivery 
ProfilesΩ ǎŜŎǘƛƻƴ ƻŦ this Guide for more information. 
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Follow the steps below to check the status of the media asset upload and individual profile 
transcode production. 
 

1. From the Catalogs tab, double click the Catalog associated with media asset you are uploading 

 

2. From the Assets tab, double click the desired Asset file 

 

3. Select the Delivery Profiles tab or click the Preview icon  to view the status window 
a. The file upload status will display in the Status column including any transcode errors 

with the file or one or more of the individually transcoded delivery profiles 

 

b. ¢ƘŜ ǎǘŀǘǳǎ ǿƛƭƭ ŎƻƴǘƛƴǳŜ ǘƻ ǳǇŘŀǘŜ ǳƴǘƛƭ ƛǘ ǊŜŀŘǎ Ψ¢ǊŀƴǎŎƻŘŜ /ƻƳǇƭŜǘŜΩΣ ǿƘƛŎƘ ƛƴŘƛŎŀǘŜǎ 
the delivery profile has successfully completed transcode and can be previewed 

Note thaǘ ŀ ǎǘŀǘǳǎ ƻŦ Ψ¢ǊŀƴǎŎƻŘŜ /ƻƳǇƭŜǘŜΩ ŘƻŜǎ ƴƻǘ ƳŜŀƴ ǘƘŀǘ ǘƘŜ ŀǎǎŜǘ ƛǎ ǊŜŀŘȅ ǘƻ ǇǳōƭƛǎƘΦ  
You must first generate embed code.  However, if the asset is part of a Feed or Playlist it will 
be published accordingly. 

 

4. Click the Generate Code icon  to create the embed code 
 

Go to Generate Asset Embed Code for more information.  Regardless of how many attributes you 
change after initial Player creation, you will not need to regenerate embed code again as the 

system uses the Player GUID, also referred to as Application GUID, to locate the Player in the database. 
 

8.2 Create a Category List (Optional)  

Categories are used by Dynamic Playlists or outbound feeds to segment your content.   A Category List 
lets you associate assets with related terms or characteristics into a meaningful group that can be 
filtered by the list of values you set.   You have the ability to add multiple custom Category Lists and 
then associate them with one or more catalogs in order to relate your content for inclusion/exclusion 
in Dynamic Playlists.  
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If you are using Unicorn Media Content Sync to ingest content, a Category List is automatically 
generated to map the values with the content. 

 

8.2.1 Set up the Metadata  

1. Click once on the Admin icon  or the Media Management icon    

2. Select Category List from the New  drop down 
a. The metadata window for the Category will display 
b. ¢ƘŜ ƻƴƭȅ ŜŘƛǘŀōƭŜ ŦƛŜƭŘ ƛǎ ǘƘŜ ΨbŀƳŜΩ ŦƛŜƭŘ 

3. Enter a Name that meaningfully represents the list  

4. Select the Save icon  to commit the record 
a. The Category List GUID, Created By, Last 

Updated By, Created Date and Last 
Updated Date will populate automatically 
 

8.2.2 Add Values to the Category List  
The List of Values that you enter for the Category will serve to filter your assets within Dynamic 
Playlists.  For example, you can create a Category List named Wildlife_Birds and add crow, eagle, 
hawk and raven as the List of Values.  Then associate that Category List with a certain Catalog and 
ŦƛƭǘŜǊ ǘƘŜ ŀǎǎŜǘǎ ŀǎǎƻŎƛŀǘŜŘ ǿƛǘƘ ǘƘŀǘ ŎŀǘŀƭƻƎ ǿƛǘƘ ŀǎǎŜǘǎ ǘƘŀǘ ƛƴŎƭǳŘŜ ΨǊŀǾŜƴΩ ƛƴ ǘƘŜƛǊ ǇǊƻǇŜǊǘȅ 
settings. 

1. {ŜƭŜŎǘ ǘƘŜ Ψ[ƛǎǘ ƻŦ ±ŀƭǳŜǎΩ ǘŀō  

2. 9ƴǘŜǊ ŀ ŘŜǎŎǊƛǇǘƛǾŜ ǿƻǊŘ ƛƴ ǘƘŜ ǘŜȄǘ ōƻȄ ŀƴŘ ŎƭƛŎƪ Ψ!55Ω 

3. Repeat the process until you have entered all the values that will represent the Category 

 

4. Select the Save icon  to commit the values to the Category List 
 

8.2.3 Map the Category List to a Catalog(s)  
Now that you have a Category List, you can associate it with one or more Catalogs to filter its 

content. 

1. {ŜƭŜŎǘ ǘƘŜ ΨaŀǇǇƛƴƎǎΩ ǘŀō  

2. Either search or scroll to the desired Catalog name in the Available Catalogs list 

3. Click-hold-drag selected Catalogs ŦǊƻƳ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ CatalogsΩ ƭƛǎǘ ǘƻ ǘƘŜ ΨAssigned CatalogsΩ 

list to add them to the associate them with the Category List 
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4. Click-hold-drag from ǘƘŜ ΨAssigned CatalogsΩ ƭƛǎǘ to remove them from the Category List 

5. Repeat as necessary 

 

6. Click the Save icon  to finalize the mappings 
 

8.2.4 Assign Group Rights to the Category List  
You can assign User Groups to the Category List to further manage your content if you need to 
restrict who can modify or delete the category list. 

1. {ŜƭŜŎǘ ǘƘŜ ΨwƛƎƘǘǎΩ ǘŀō  

2. Scroll to the desired Group name in the Groups list 

3. Click the Group and a list of Available Rights will display in the middle column 

4. Click-hold-drag selected Rights ŦǊƻƳ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ wƛƎƘǘǎΩ ƭƛǎǘ ǘƻ ǘƘŜ ΨAssigned RightsΩ ƭƛǎǘ 

 

5. Click the Save icon  to finalize the rights assignments 

 

8.3 Assign Categories  

Categories are used to create Dynamic Playlists or outbound feeds to segment your content.   A 
Category lets you associate assets with related terms or characteristics into a meaningful group that 
can be filtered by the list of values you set.   You have the ability to add multiple custom Category Lists 
and then associate them with one or more catalogs in order to relate your content for 
inclusion/exclusion in Dynamic Playlists.  

1. Click once on the Media Management icon  to open the application   

2. From the Catalogs tab, double click the Catalog associated with the Asset  

3. From the Categories tab, choose a Category List name  
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4. Click-hold-ŘǊŀƎ ǘƘŜ /ŀǘŜƎƻǊȅ [ƛǎǘ ŦǊƻƳ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ /ŀǘŜƎƻǊȅ [ƛǎǘǎΩ ŎƻƭǳƳƴ ǘƻ ǘƘŜ Ψ!ǎǎƛƎƴŜŘ 
/ŀǘŜƎƻǊȅ [ƛǎǘǎΩ ŎƻƭǳƳƴ 

5. Click-hold-ŘǊŀƎ ŀ /ŀǘŜƎƻǊȅ ŦǊƻƳ ǘƘŜ Ψ!ǎǎƛƎƴŜŘ /ŀǘŜƎƻǊȅ [ƛǎǘǎΩ ŎƻƭǳƳƴ ǘƻ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ /ŀǘŜƎƻǊȅ 
[ƛǎǘǎΩ ŎƻƭǳƳƴ ǘƻ ŘƛǎŀǎǎƻŎƛŀte the Asset with the Category 

6. From the tool bar, select the Save icon  to update the 
Catalog and Catalog Category with the Asset  

7. Select the Assets tab 

8. From the Assets tab, scroll through the list or search by 
word or type for the desired asset 

9. Double click the asset to access the Categories tab  

10. From the Categories tab use the Filter drop down to select a Category List  

11. Click-hold-ŘǊŀƎ ŀ ǾŀƭǳŜ ŦǊƻƳ ǘƘŜ Ψ!ǾŀƛƭŀōƭŜ /ŀǘŜƎƻǊƛŜǎΩ ƭƛǎǘ ǘƻ ǘƘŜ Ψ!ǎǎƛƎƴŜŘ /ŀǘŜƎƻǊƛŜǎΩ ƭƛǎǘ 

 
12. Repeat as necessary or click-hold-ŘǊŀƎ ŀ ǾŀƭǳŜ ŦǊƻƳ ǘƘŜ Ψ!ǎǎƛƎƴŜŘ /ŀǘŜƎƻǊƛŜǎΩ ŎƻƭǳƳƴ ǘƻ ǘƘŜ 
Ψ!ǾŀƛƭŀōƭŜ /ŀǘŜƎƻǊƛŜǎΩ ŎƻƭǳƳƴ ǘƻ ŘƛǎŀǎǎƻŎƛŀǘŜ ǘƘŜ ǾŀƭǳŜ ŦǊƻƳ ǘƘŜ /ŀǘŜƎƻǊȅ [ƛǎǘ ǿƛǘƘ ǘƘŜ !ǎǎŜǘ 

13. From the tool bar, select the Save icon  to update the 
Media Item Categories and Metadata information 

 

8.4 Set up Publication Rule Filters  

The Publication Rule Filters that are assigned to the Catalog associated with the Asset can be edited 
per Asset to define how, when and where the media will be published. 
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The ability to tailor content distribution by geographic regions is invaluable if you utilize Unicorn 
Visionϰ real-time reporting features.  

1. Click once on the Media Management icon  to open the application   

2. From the Catalogs tab, double click the Catalog associated with media Asset  

3. From the Assets tab, double click the desired media Asset 

4. Select the Publication Rules tab and double click a Channel name in the list 

 

5. Select Publication Rule from the New  drop down 
a. The Publication Window will display 

 

6. Select a Channel from the drop down or leave the default that displays 
a. This field defaults to the first alphabetically sorted value  

 

7. Set the Start Time and the End Time for the Asset to be available on your website in Greenwich 
Mean Time (GMT) 

a. Use the calendar icon to select a date 
b. Use the arrows to select the hour and minute to start 



 

 

Media Room User Guide 

Unicorn Media ï All Rights Reserved          33 

Copyright 2007-2011 Unicorn Media, Inc.                                       

  
8. Use Geo Fencing to geographically control and specify your asset syndication locations 

a. See Geo-fencing for more explanation of its benefits 

9. Set Permissions to allow or deny  

10. Select a Country from the drop down  

 

11. /ƭƛŎƪ ǘƘŜ Ψ!55Ω ōǳǘǘƻƴ ǘƻ ǇƻǇǳƭŀǘŜ ǘƘŜ ƭƛǎǘ ǿƛǘƘ ǘƘŜ ǊǳƭŜ 

12. Repeat as necessary 

13. Use the Publication Filters Value drop down to select a Publication Filter type for the Asset 

a. User IP will let you enter all or part of an IP address map for a region, intranet, VPN, etc. 

to allow/deny your asset to be published in that network 

b. User Agent will let you specify the code name of the application or device on which you 

want to allow/deny your media to be distributed 

c. Referring Host will let you specify the application(s) that your users may utilize to find your 

content and then allow/deny the asset to be viewed if it came from that host 
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14. Once you select a Value Type from the drop down, you will need to specify the actual value in 
the Value text box  

a. User IP example: You could enter your reserved private IP 
address of 19.168.255.120 for an internal training video asset 
so that only company personnel will be able to view it  

b. User Agent example: The iPhone 3 User Agent ƛǎ ΨMozilla/5.0 

(iPhone; U; CPU iPhone OS 3_0 like Mac OS X; en-us) 

AppleWebKit/528.18 (KHTML, like Gecko) Version/4.0 Mobile/7A341 Safari/528.16ô 

i. Depending on the Qualifier you choose next, you would enter all, some or part of 
the User Agent value to allow/deny your Asset to be viewed on that device  

c. Referring Host example: If your user were searching for a video of a hawk through 
google.com and you had google.com entered as a Referring Host example with the 
ΨŀƭƭƻǿΩ ŦƛƭǘŜǊ ǎŜǘΣ ǘƘŜ ǳǎŜǊ ǿƻǳƭŘ ōŜ ǊŜŦŜǊǊŜŘ ǘƻ ȅƻǳǊ ŀǎǎŜǘ ŦǊƻƳ ƎƻƻƎƭŜΦŎƻƳ 

 

15. Use the Qualifier drop down to select how the value will limit or modify the Publication Filter 

a. For example, if you want your Asset to play on the iPhone 3 device and you entered the 
ŦƛǊǎǘ нр ŎƘŀǊŀŎǘŜǊǎ ƻŦ ǘƘŜ ¦ǎŜǊ !ƎŜƴǘΣ ȅƻǳ ǿƻǳƭŘ ǳǎŜ ǘƘŜ Ψ{¢!w¢{²L¢IΩ ǉǳŀƭƛŦƛŜǊ ǎƻ ǘƘŜ 
filter would only allow the Asset to be published on that device 

 
 

16. /ƭƛŎƪ ǘƘŜ Ψ!55Ω ōǳǘǘƻƴ ǘƻ ƛƴŎƭǳŘŜ ǘƘŜ ǊǳƭŜ ƛƴ ǘƘŜ tǳōƭƛŎŀǘƛƻƴ CƛƭǘŜǊ 

17. From the tool bar, select the Save icon  to update the Publication Rule 

 

8.4.1 Assign Publication Rules  
Catalogs utilize Publication Rule Filters to define how, when and where the media items associated 
with them will be published. 

¶ You have the ability to set time windows for when content is available, which can be used to 
ǎǘŀƎŜ ŀǎǎŜǘǎ ōŜŦƻǊŜ ǘƘŜȅ ŀǊŜ ǊŜŀŘȅ ǘƻ Ǝƻ άƭƛǾŜέ ƻǊ ǘƻ ŜƴŦƻǊŎŜ ƭƛŎŜƴǎƛƴƎ ǿƛƴŘƻǿǎ ŦƻǊ ŎƻƴǘŜƴǘ 

¶ You have the ability to constrain where assets can and cannot be played by geography, 
Internet domain (e.g. www.domainname.com) or IP address 

The default Publication Rule provided at account turn up is automatically be assigned to the 
Catalog.  If you would like to update the publication filter or add a different Publication Rule, follow 
the steps below. 

You can combine publication rules by adding multiple rules per asset (or catalog of assets) to 
enforce multiple rules or to publish items to different channels. Contact your UM support 

representative for more information. 

http://www.domainname.com/
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1. Click once on the Media Management icon  to open the application   

2. From the Catalogs tab, double click the desired Catalog  

3. Select the Publication Rules tab  

 

4. Select Publication Rule from the New  drop down 
a. The Publication Window will display 

5. Choose a Channel from the drop down to select a Publication Filter Rule set to associate 
with the Catalog 

 

6. Select the Save icon  to add the Publication Rule to the Catalog 

7. Click the Window Navigation arrows  on the left of the screen to view the Publication 
Rule in the list  

 
For more information about creating a custom Publication Rule please see Set up Publication 
Rule Filters for instructions and explanations. 
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8A   GENERATE ASSET EMBED CODE  

In order for media content to be viewed on your website it must be incorporated into the site using 
HTML code.  When copied to your website, this code acts as a translator to embed the media into your 
site.  Once all the delivery profiles are at a status of Transcode Complete, you can generate this embed 
code through Media Room and then copy it to your website.   

1. Click once on the Media Management icon  to open the application   

2. From the Catalogs tab, double click the Catalog associated with media asset you are uploading 

 
 

3. From the Assets tab, double click the desired media asset 

4. Click the Generate Code icon  to create the embed code 

 
 

5. Select the Preview button to view the quality of the transcode 

6. Select the Copy Code button to capture the code to the clipboard for pasting into your web site 

 

7. To generate code for a different player, choose one from the Player drop down and click the 

Generate Code icon  again  
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9  OPTIONAL ASSET CUSTOMIZATION FEATURES  

9.1 Create a n Associated Image (Thumbnail)  

There are two ways to create an associated image for use with a successfully transcoded media item: 

¶ Upload an existing image file from your hard drive or network 

¶ Capture from transcoded content 

9.1.1 Upload a n Image  
A thumbnail type image can be uploaded from existing image files on your hard drive using the 
same process as uploading an Asset.  Once the image is uploaded, it can be associated to the same 
and/or another Asset.  We supply six different image labels that you can use to organize image 
uploads. You can change the label any time without having to re-upload the file. You can assign any 
image for any media item to any of the image labels available. However, if you need a different size 
image, you must upload a file of that size. The image labels available are:  

¶ Default ¶ Large Image 

¶ Thumbnail ¶ Midsized Image 

¶ Small Image ¶ Cover Art Image 
 

Follow these steps to upload an image to associate with an asset: 

1. Click the Upload icon  in the top right of the dashboard 

2. Select the Built-in browser upload  
3. Click Continue to open the Catalog and file type selection window 

 

4. {ŜƭŜŎǘ ŀ ŎŀǘŀƭƻƎ ŀƴŘ ŎƘƻƻǎŜ ΨLƳŀƎŜΩ ŦǊƻƳ ǘƘŜ Select file type:Ω ŘǊƻǇ Řƻǿƴ  
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5. Click Browse  to search for the desired file on your hard drive or network 

6. Click Open to upload the file  

7. Select the Images tab to view the image 

8. Click once on the Media Management icon     

9. From the Catalogs tab, select the Catalog that contains the desired Asset  

10. Select the Assets tab choose the Asset 

11. From the Images tab elect the image ŀƴŘ ŘǊŀƎ ƛǘ ŦǊƻƳ Ψ!ǾŀƛƭŀōƭŜ LƳŀƎŜǎΩ ǘƻ Ψ!ǎǎƛƎƴŜŘ LƳŀƎŜǎΩ  

 

12. Choose one of the six Association Labels from the Media Item Association drop down 

 

13. Click Save icon  to save the Asset and finalize the image choice 
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9.1.2 Capture a n Image from Uploaded Media  
You are able to capture an image from an uploaded media asset after is it successfully transcoded.  
Follow these steps to capture the image: 
 

1. Click once on the Media Management icon    

2. From the Catalogs tab, double click the Catalog associated with media asset you are 
uploading 
 

 

3. From the Assets tab, double click the desired media asset 

4. Select the Delivery Profiles tab 

5. Select the Preview button to launch the preview player  

6. While the file plays you can jump to the desired image location in the file or watch and wait 
for the desired image to play 

 
 

7. Click Capture  at any point in the preview to create an image  
 

 

8. Repeat steps 5 & 6 as necessary until the preferred image is captured 

9. Click Continue  to associate the image with the asset 
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9.2 Map Timeline Cue Points  

A Cue Point is a time marker at a point in the timeline of a video or audio Asset used to initiate the play 
of an ad in the media item or to separate sections of the media into logical breaks for scenes or 
chapters. 

These Cue Points are used for Ad Campaigns to trigger an ad to occur during content playback in the 
form of a mid-roll advertisement; much like a commercial break on a television or radio show. 

1. Click once on the Media Management icon    

2. From the Catalogs tab, double click the Catalog associated with media Asset  

3. From the Assets tab, double click the desired media Asset 

4. Select the Cue Points tab  

 
5. Click on the timeline to jump to different sections of the media item to decide where you want 

to add cue points 

¸ƻǳ ŘƻƴΩǘ ƴŜŜŘ ǘƻ ǎŜǘ ŀ ǇǊŜ-roll or post-roll cue point as those points are automatic if they are 
set to run in the Player metadata.  

6. Look at the minute meter to the right of the timeline to determine the number of seconds into 
play that your image exists 

7. Enter that number of seconds into the Timestamp (Seconds In) 

a. In the example above, 2:12 minutes translates inǘƻ моо ǎŜŎƻƴŘǎ ōŜŎŀǳǎŜ ΨлΩ ƛǎ ŎƻǳƴǘŜŘ 

8. /ƭƛŎƪ ǘƘŜ ΨADDΩ ōǳǘǘƻƴ ǘƻ ǎŜǘ ǘƘŜ /ǳŜ tƻƛƴǘ ƛƴ ǘƘŜ ƭƛǎǘ 

9. Repeat as necessary until all Cue Points are added 

10. From the tool bar, select the Save icon  to update the !ǎǎŜǘΩǎ tǳōƭƛŎŀǘƛƻƴ wǳƭŜ 
 

   You should only set Cue Points if you plan on running Ads in your media item.  There are a 
few areas within Media Room that must be set up in addition to Cue Points in order for 
Mid-roll ads to play properly.  These sections are covered later in this guide.    

¶ Maximum Ad Count in the Player metadata 

¶ Max # Ads in the Player Advertising module 

¶ Campaign Instances in the Ad Provider metadata 




























































































































































