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Path: E:/xq/BEUHARWER BR1/Sence 1 TGA//
File Name: Sence 1.1.tga
To: Sence 1.80.tga

I Size: 720 x 576 (10 x 8 inches 72 pi
_~| Image File Dutput
| File Name Prefix |(not set; using filename)
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Image Format | Targa (tga) -I
Start Frame |1.000

End Frame |80.000
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Frame Padding |1
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caleX 11.371
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Measure Tools
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