
Q&A: Intro to Mocha VR & 360 Post (2/16/17) 
 
We had a lot of great questions during the live webinar! We’ve rounded them up as we’re 
sure they’ll be helpful to everyone. 
 
General Questions 
 
Does Mocha VR include all of Mocha Pro functionality, plus added VR functionality? 
Yes. This is a very common question. Mocha VR includes ALL the standard features found 
in Mocha Pro for non 360 work. This compare chart shows the difference. 
 
What is the main difference between standalone and plugin versions?  
Really the main difference between standalone and plug-in is that the plug-in requires a 
host. The standalone can run on any system - so it might be a viable complement to 
unsupported hosts such as FCPX. Also the standalone includes Python scripting. ;) 
 
Are there any other new features apart from VR vs Mocha Pro 5? Both mocha Pro 5 and 
VR have OpenGL accelerated tracking performance. Mocha VR has a lot of improvements 
and features on the host plug-in side. For example, there are some features that can be 
accomplished in the plug-in interface that do not require launching the Mocha interface. 
Mary will show this soon. 
 
Do you have a link for samples or demos on the kinds of things studios use Mocha 
VR? I would like to know the capabilities. Since the product is so new we do not have 
many customer examples yet. all of our 360 videos are found here. 
 
Mocha is integrated with After Effects, at least the basic version, correct? 
Mocha AE is bundled with Adobe After Effects and is excellent for tracking and masking. 
However, it is not a plug-in and is not optimized for 360 Video. Plus, there are many 
advanced features in Mocha Pro and Mocha VR. Especially my favorite, the Remove 
Module. 
 
I have Mocha Pro 4. Is there an upgrade path for the older Mocha Pro 4? Yes there is. 
Essentially it is the cost to upgrade to v5 + the $300 VR option. We suggest you email our 
sales team. 
 
Product Functionality Questions 
 
Does Mocha VR work with Samsung VR footage? Or do I always need multi-camera 
footage? Mocha VR will work with any Lat/Long 360 footage. Mocha VR is a POST STITCH 
application. But note, current build only supports 2:1 Lat/Long. Some prosumer cameras are 
not 2:1. We will be supporting this soon. 
 
Can Mocha VR convert standard video/stills to equirectangular? It could be possible 
but we are not really doing stitching, so this task is more suited to Kolor or other apps. Our 
focus is tracking, masking, stabilization and object removal. 
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Do you have some sort of stamp tool to eliminate nadir with the ground surface 
tracking it? Yes - it is not a stamp tool - but the remove module. A very unique solution and 
comes from high end feature film VFX. This is a very good video to reference. Mocha's 
remove module can replace the nadir with pixels from other frames in time. If the objects at 
the nadir don't move relative to the background, you can paint a clean plate in Photoshop 
and import that to Mocha to help. 
 
How do you change camera? There is a 360 button that allows the user to toggle between 
any view or pan around the recti-linear 360 space. These are a even mappable with hot 
keys. 
 
If you KF before tracking, will it tween properly between the KFs? Yes - in general most 
users will track first, then tween shape keys. However the fact that your search for tracking is 
actually an animated mask allows you to solve very difficult tracking issues. 
 
Is there a stereoscopic feature? Or would each eye need to be brought into Mocha 
individually? This is a good question. Mocha Pro can do stereo 3D tracking and masking, 
whereas in Mocha VR for 360 we do not track each eye at same time. Most users are 
currrently tracking 1 eye and then applying an offset. We are looking into stereoscopic 360 
support for a future version depending on requests. 
 
It would amazing if Mocha featured an offset calculation feature for stereoscopic 360. 
Placing items is properly is 80% of the battle, you would save users so much time. 
Yes - we actually can track both eyes at once in non-360 projects. It is a huge time-saver. 
We will look to add this feature in next Mocha VR version. Fingers crossed! 
 
Dealing with color in VR using power windows and shapes, what are the limitations 
that VR will have when color grading? Basic color corrections in 360 footage are fine but 
blurs and other spatial effects need VR-aware tools. The limitations would really be in the 
host color correction system. Mocha VR can export unlimited masks (power window 
shapes). So you could do the color grading in Premiere, Flame, Nuke, Fusion, Avid. We 
currently do not support Resolve, so you would export rendered mattes for this purpose 
instead of splines. Hope that makes sense. 
 
Is the new 360 feature hardware resources 'hungry'? Well 360 video is resource hungry. 
Most high res imagery. The good news is Mocha Pro 5 and Mocha VR have been optimized 
with GPU tracking. So the more powerful your video card, the better performance for 
tracking. Removes can be slow in VR. 
 
Do you have a detailed tutorial for rig removal? We have many. Here is a 360 Remove 
and there are 26 videos that cover many aspects of the Remove Module.  
 
Can removal patches be exported separately with alpha? 
Yes, the Apply Matte button will combine the alpha from your shape with the RGB fill. 
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I would like to see the full nadir patch of the floor removal, not just a part, would it be 
possible to look directly down? Yes, you can look directly down using the Nadir preset 
view. 
 
 
Will the next Mocha VR version have a module for stitching video from many 
cameras? Probably not. Current focus is on post-stitch workflows. 
 
Can you fix a point of interest for the stabilization? Yes, the horizon orient controls allow 
this. 
 
Per reorient: Was Mary placing a keyframe when she placed the reorient tool (red 
curved line)? Or was she just placing it (no keyframe)? The horizon align tool sets 
keyframes. You can use multiple keyframes if needed. 
 
Host Support & Tech Spec Questions 
 
Will the plugin works with Sony Vegas and Magix Vegas 14? We do support Vegas Pro 
with the OFX plug-in, but have not officially qualified it yet. We advise you to test the trial and 
give us feedback. 
 
Will it work as an OFX in Assimilate Scratch? We have not officially tested or supporting 
Scratch as an OFX host, but would like to have more testers. 
 
Will Mocha VR some day be supported with Resolve? 
There are some issues with temporal OFX plug-ins in Resolve, we are working with the 
Blackmagic team to try to solve these and would love to support Resolve in the future. 
 
Do the render times vary between hosts? Mocha Pro versus After Effects. Can that be 
sped up/helped at all? Faster CPU = faster rendering. 
 
What are minimum hardware requirements for the Mac world? We recommend using a 
machine with an AMD GPU on Mac. This works more reliably than NVIDIA with our tracker. 
Otherwise I'd recommend 32 GB RAM and a quad-core or better CPU. Mocha will run fine 
on an older machine, just more slowly. 
 
What is the best PC for Mocha VR? CPU (what maximum support)? RAM? VIDEO SLI 
1080? You need a system which can handle the size of footage you are working with. A 
recent quad-core or better CPU, 32-GB RAM and an NVIDIA Pascal GPU like the GTX 1080 
or Quadro P-series. We do not support multi-GPU tracking. Mocha will work fine on older 
hardware but the tracking and rendering will be slower. 
 
Does having Nvidia Quadro cards on a PC help anything when using Mocha?  
Yes, our tracker uses OpenCL, we can use any NVIDIA Quadro from the K-series and 
newer. 
 



Do you support Nuke X Cara VR? Yes, Mocha VR works in Nuke X as an OFX plug-in and 
can be used on equirectangular footage stitched using Cara VR. 
 
Would you say the features in Mocha eclipse anything offered in Mettle Skybox? Does 
this render Mettle obsolete? Mocha VR does not make Mettle Skybox obsolete. Mettle 
offers various workflows for 360 video and especially for 360 motion graphics on Adobe it is 
awesome. Again Mocha VR is based on a tracking and masking engine that is now 
optimised for 360. I would say Mocha VR fulfills a very useful space but comparing Mocha 
VR to Mettle is a bit of apples vs oranges. We love Mettle. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


