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ENGHTEEN-24 Digital 6-Sheet Artwork Spec

Screen Specifications

Aspect Ratio: 9:16 Portrait PLEASE NOTE:the production spec for Digital
Audio Mute 6Sheets s diferent tothat for paper 6-Sheets,
Definition 1080x 1920 specifically the aspect ato Ifyou plan o use the
Screen Size 55 same artwork for Digital 6-Sheets as you are using.
Dynamic Update Ves over 3G/HSDPA for paper 6 Sheets, please modify the aspect ratio

before sending us the artwork e
Preferred File Formats

PLEASE NOTE:the content rotaion specified for each il format below, The image below s an lustration o how th fil rotaton
<houid be delivered . how the content shouid appear onthe designers screen:

STILL

File Type »G

Image Size 1080 x1920 portrait

Colour Mode RGE

Rotation File should be deivered in landscape with content 90° clockwise

VIDEO

Video Codec/Container  H.264/QuickTime (MOV)

Audio Stream Encode without audio stream (empty audio streams not supported)
Frame Rate 25fps

Data Rate 6,000 - 8,000 kbps

File Size <4omB

Resolution 1080 x 1920 portrait or, f at lower resolution, at the same aspect ratio.

to avoid blank black space above and below the content
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File type preferred:
Version:

Resolution:

Frame rate for video:
Rotation:

Duration:

Coding Notes:

KGR

PLEASE NOTE:

FLV or SWF
Flash version 9 or later

Stage set at 1080 x 1920 portrait

25fps

File should be delivered in landscape with content rotated 90° clockwise
10 seconds (unless multiple spots booked)

~ please ensure no additional frames take the file over 10 seconds by
any amount atall

MPORTANT:

Flash video should NOT be set to loop indefnitely, but have a stop
‘command on the final frame of the main timeline. Please make sure
that the main timeline has sufficient frames for the duration of the.
advert (250 frames for 10 seconds). This is achieved by putting the
following code in the final frame of the video: stop()

If the advertising content s suitable for playback as a video file, we
highly recommend that you deliver it as a MOV file (H.264/QuickTime)
that meets the artwork spec above. Flash files should primarily be

provided for advertising content that needs to be dynamically updated.

Our system is powered by low energy PCs, so please ensure all images
and objects within the flash file have been resized appropriately. Avoid
using transitions and alpha fading using full screen images. Heavy use.
of ActionScript and sprite animation Is not recommended, as it can
cause the playback of the content to slow down.

If your content uses ActionScript and sprite animation, the leac-time
before we can display the content will become longer. This is because
we need to test the performance of complex Flash content in order to
ensure playback is acceptable. Content delivered as MOV files will not
need to be tested to the same degree.

Additional advice for designing Flash content is provided below.

Other file formats may be permitted subject to prior approval by
Redbus.

ND COLOUR SCHEME

Please note that white colours can display extremely brightly on our
screens, and therefore adverts with large amounts of white space can
‘appear overly bright for the environment many of our panels are in.
We recommend that you avoid having large amounts of white space in
your ad content.
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PLEASE NOTE:

Graphics and Animation:

Text:

Optimising Graphics
for Flash:

In addition to the guidance below, we have separate, additional
instructions for creating dynamically updating Flash content.
These instructions are available on request.

Because the Flash Player s better suited to rendering vector as
‘opposed to bitmap images, animating large bitmaps should be
avoided, particularly i they fill the stage area. Bitmaps can be used

as stll backgrounds, and cross-fading using aipha channel tweens is.
supported. But complex motion / fading animations should be avoided.
The animations work best if the animated graphics are vector based.

If bitmaps are to be used, try avoiding large 24bit PNG files with alpha
transparencies tweening over the top of other bitmaps.

When adding text to the movie, remember: KEEP IT BIG. These screens
are viewed from a distance, and often at a glance. So the information
should be kept bite-sized and as large as possible. Animating the text
‘elements is a good way to add appeal, particularly if they are in vector
format.

When dealing with image files within Flash, be sure to “compress”
your files and scale to the correct dimensions. Avoid re-scaling images
within flash. This can be achieved in programs such as Adobe Image
Ready® or in Adobe Photoshop® by using the option File - Save for
Web.

Note:

Use* gif for flat colour with or without Transparency
(non-anti-alias).

Use * jpeg for photos and beware of noise (artefacts)
inimages.

Use * png for full colour with an alpha channel.
(The best image quality but at a higher file size)




