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l;;\CULTAD DE INGENIERIA U.N.A.M.
DIVISION DE EDUCACION CONTINUA

FACULTAD DE INGENIERIA U.N.A M.
DIVISION DE EDUCACION CONTINUA

CENTRO DE INFORMACION Y DOCUMENTACION
“ING. BRUNO MASCANZONI"

' EI Centro de Informaciéon y Documentacion Ing. Bruno Mascanzoni tiene por

objetivo satisfacer las necesidades de actualizacion y proporcionar una
adecuada informacién que permita a los ingenieros, profesores y alumnos estar
al tanto del estado actual del conocimiento sobre temas especificos,
enfatizando las investigaciones de vanguardia de los campos de la ingenieria,

tanto nacionales como extranjeras.

t

® Es por ello que se pone a disposicién de Jos asistentes a los cursos de la DECFI,
asi como del puablico en general los siguientes servicios:
* Préstamo interno. -
* Préstamo externo.
* Préstamo interbibliotecario.
* Servicio de fotocopiado.

. ’Consulta los bancos de datos: librunam, seriunhm en ¢d-rom.

Los materiales a disposicion son:
* Libros.
* Tesis de posgrado.
* Noticias técnicas.
R * Publicaciones periédicas.

* Publicaciones de la Academia Mexicana de Ingenieria.

*

Notas de los cursos que se han impértido de 1980 a la fecha.

~ "

_En las éregs de ingenieria industrial, civil, electrénica, ciencias de la tierra,

.computacidén y, mecénica y eléctrica.

. El CID 'se- encuentra }ibicado en el mezzanine del Palacio de Mineria, lado
[ S .

oriente.

El horario de servicio es de 10:00 a 19:30 horas de lunes a viernes.

Palacio de Mineria Calle de Tacuba b Primer piso Deleg. Cuauhtémoc 06000 Mexico, O.F. APDO. Postal 4-2285
Telefonos:  512-8856  512.512%  521.7335  521-1987 Fax 510-0573  621-4020 AL 26
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FACULTAD DE INGENIERIA U_N.A.M.
DIVISION DE EDUCACION CONTINUA

A LOS ASISTENTES A LOS CURSOS

Las autoridades de Ia Facultad de Ingenieria, por conducto del jefe de Ia
Divisién de Educacién Continua, otorgan una constancia de asistencia a

quienes cumplan con los requisitos establecidos para cada curso.

El control de asistencia se llevara a cabo a través de la persona que le entregé
las notas. Las inasistencias seran computadas por las autoridades de la
Division, con el fin de entregarie constancia solamente a los alumnos que

tengan un minimo de 80% de asistencias.
s
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Pedimos a los aslstentesﬁrecoger su constancia el dia de la clausura. Estas se
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i r'-\“"“a o,
RSN fe .
responsable de este ‘documento:

p b N T g o
A et 5 R é‘tx\m\
s o ~ 4 fbc

| | i‘;l~‘t[lﬁ ok [E?»‘éﬁ}p\ : MJ
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Es muy |mportante que- todos los asnstentes llenen Y, entreguen;tsu hoja de

inscripcion al lmcuo.i%dj?l ct‘lrso, Jnformaclon’ que, ser\nra pa_rf____l__q_g_egrar un
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directorio de asmtentes, que se entregara oportunamente.
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Con el objeto de mejorar los servicios que la Division de Educacién Continua -
ofrece, al final del curso "deberan entregar la evaluacion a través de un

cuestionario disefiado para emitir juicios anénimos.

Se recomienda llenar dicha evaluacion conforme los profesores impartan sus
clases, a efecto de no llenar en la dltima sesiéon las evaluaciones y con esto

sean mas fehacientes sus apreciaciones.

- Atentamente
Divisiéon de Educacion Continua.

Palacio de Mineria Calle de Tacuba 5 Primer piso Deleg. Cuauhtémoc 06000 Mexico, D-F. APDOQ. Postal M-2285

Teléfonos:  512-8955  512-5121 521-7335 621-1987 Fax 510-0573  521-4020 AL 26
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1. ACCESO

2. BIBLIOTECA HISTORICA
3. LIBRERIA UNAM

4. CENTRO DE INFORMACION Y DOCUMENTACION
"ING. BRUNO MASCANZONI"

5. PROGRAMA DE APOYO A LA TITULACION
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Edicién de Archivos Digitales de Audio y Video

(CCO61)

Instructor:
Ing. Eduardo Orduriez Segura

Agosto de 1998
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INTRODUCCION

Muitimedia es la combinacién de medios. Es la combinacién de texto, graficas, sonido y video
para presentar informacién, No basta unicamente con combinar medios electrénicos, la
Multimedia se crea cuando logramos conjuntar varios medios, entre ellos:
¢ El sonido (de un leén que aparece en el monitor de la computadora)
¢ Laimagen en movimiento (de un avion que rapidamente se desplaza por el aire}
e Las graficas (con animacién que muestran el rendimiento y la productividad de una
empresa)

El sonido, el video, el texto y las animaciones son objetos empacados en archivos de datos que
son controlados por algin programa o manejador de objetos y son presentados en secuencia o
con un orden dictado por el usuario. Cuando un sistema Multimedia da control al usuario
utilizando algiin medio interactivo éste puede estimular sus ojos, oidos y mente para poder sentir
la transformacion de los objetos presentados en pantalla o en algtin otro dispositivo de salida.

Las sensaciones que se inducen en €] usuario provienen en su mayoria de el audio y ¢l video que
se le presenten, v a la vez son un ejemplo claro de que se puede llamar multimedia y lo que no,
cuando una aplicacion presenta conjuntamente imagenes y sonidos, coordinados y coherentes,
podemos decir que es una apliaciéon multimedia, si presentara independientemente, y sin
congruencia el audio, las imagnes y €l video, podriamos hablar de manejo electronico de medios,
no de multimedia.

Existen dos tipos de sistemas multimedia:

*  Multimedia Interactiva: Cuando se le permite a un usuario final controlar ciertos elementos y
cuando deben presentarse. . o

* Hipermedia: Cuando el sistema proporciona una estructura de elementos ligados a través.de
los cuales el usuario puede navegar por el sistema (Dado que aun existe ambigiiedad en los
términos, aun es posible confundir el término Hipermedia con Macromedia).

Macromedia ¢ Hipermedia pueden ser idénticos en todo, exepto que Macromedia se refiere a una
transmision de los medios a un nivel global (como internet), mientras que Hipermedia puede
hacerlo a un solo usuario en una sola maquina.

EQUIPO HUMANO QUE DESARROLLA MULTIMEDIA

Actualmente existen muchas especificaciones para el personal que labora en el campo de la
Multimedia, pero, una encuesta realizada en la Universidad de San Francisco define las
actividades y responsabilidades de un equipo de produccion y desarrollo Multimedia:
¢ Gerente de Proyecto.
Disefiador de Multimedia.
Escritor.
Especialistas en Video.
Especialistas en Audio.
Programador de Multimedia.



Estas divisiones no limitan que un escritor no conozca y realice el trabajo del programador de
Multimedia, o que un disefiador de Multimedia evite crear pistas de video para un prpyecto.
Generalmente las responsabilidades son compartidas y se toma la experiencia de todos los
miembros del proyecto. (ver anexo A).

Todas las personas que desarrollen alguna de estas actividades son muy importantes en la
realizacién de un proyecto multimedia, sin embargo, la textura, la comodidad y en general, la
presentacion que se dara al usuario final dependera unicamente de los Especialistas en Audio y
Video. Es por ello, que vale la pena hacer el esfuerzo por tener las mejores herramientas para el
desarrollo de estas aplicaciones, que mercadoldgimamente, son el punto central de las
aplicaciones. ‘




EDICION DE AUDIO DIGITAL (la fisica del sonido)

ANTECEDENTES

La primer tarjeta de sonido en €l mercado de computadoras aparecié justo en el momento
en que la bocina del sistema 8086 u 8088 era aburrida y mondtona. Esta tarjeta de sonido la
ADLIB, permitia escuchar verdadera musica en la computadora, interactuar con juegos,
reproducir sefiales de error sin escuchar el famoso "beep” del sistema, etc. Poco después aparecio
en el mercado una tarjeta que superaba las capacidades de reproduccion de la ADLIB, la sound
blaster. De entonces a la fecha, varias compafiias de computo han lanzado al mercado sus
productos cuyas funciones principales se describen a continuacion :

La tarea mas importante de una tarjeta de sonido consiste en capturar con calidad
aceptable las sefiales procedentes del exterior, ya sea a través de un micréfono o de cualquier
dispositivo capaz de generar una sefial de onda, como un equipo de musica o similar. Ademas de
capturarlos, debe ser capaz de reproducirlos, es decir, generar una sefial muy parecida a la

original. Asimismo, puede tener soporte monofonico, estereofénico y/o multicanal.

Una tarjeta de sonido es una tarjeta de expansion que se instala dentro de la computadora.
Si solo se utiliza la bocina de la computadora y se administra con el controlador de Windows,
todas las operaciones de la computadora quedan suspendidas mientras se reproduce el sonido.
Este tipo de controladores hacen que la CPU inspeccione la generacion de sonido, mientras que
una tarjeta de sonido hace este trabajo y esto libera a la CPU para que realice otras operaciones.
La instalacion de una tarjeta de sonido se realiza en las ranuras de expansion de la computadora.

La mayoria de las tarjetas de sonido permiten la entrada para puertos estero, micréfono
MID], etc. los puertos de entrada de estéreo y micréfono, permiten que la tarjeta de sonido grabe
voz y musica. Como se muestra a continuacion, se puede conectar a la tarjeta de sonido un
estéreo, una television o un micréfono externo. La entrada MIDI de la tarjeta de sonido permite
que se pueda digitalizar y almacenar sonido de algin instrumento MIDI.
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Como se analizara mas adelante, una forma de onda debe ser convertida a un formato

digital para ser utilizada en la PC. Para ejecutar estas conversiones, la tarjeta de sonido contiene

. un convertidor analogico digital. Igualmente, para enviar sonido de salida a las bocinas o a otros

aparatos, la tarjeta de sonido debe convertir la representacion del sonido digital de la
computadora otra vez al formato analégico utilizando un convertidor digital analégico.

El IRQ es una abreviacién para peticién de interrupcion (Interrupt ReQuest). Algunos
dispositivos en la computadora como unidades de disco, o0 la misma tarjeta de sonido, son
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capaces de ejecutar tareas sin la intervencién de la CPU. Periddicamente estos dispositivos deben
interrumpir a la CPU y pedirles que gjecuten algin proceso para ellos. Para interrumpir a la CPU,
estos dispositivos les envian sefiales mediante los cables llamados lineas de peticion de
interrupcion. Cada dispositivo utiliza su propia linea. Cuando se instala una tarjeta de sonido, se
debe seleccionar una linea de peticion de interrupcion que no sea utilizada por otro dispositivo.
Si dos dispositivos utilizan la misma linea, el sistema se bloqueara.

Noy hay una IRQ fija o establecida para estos dispositivos, la IRQ recomendada para la
tarjeta de sonido es Ia que se instale por default con el sistema de instalaciéon automatica o alguna
de las que se tenga la seguridad de que no esta siendo utilizada por otro dispositivo.



Para enviar grandes cantidades de datos a los dispositivos de alta velocidad, la
computadora tiene dos opciones: La primera, la CPU puede inspeccionar la transferencia
moviendo los datos desde la memoria al dispositivo. Desafortunadamente, mientras la CPU esta
moviendo los datos, no puede ejecutar otros trabajos utiles, y el desempeno del sistema
disminuye. :

La otra opcnon es emplear un Chlp llamado DMA (acceso directo a° memoria) para
ejecutar la transferencia de datos. Debido a que varios dispositivos pueden necesitar transferirlos
simultdneamente, la computadora proporciona muchos caminos para datos (llamados canales
DMA) sobre los cuales el chip DMA puede transferir los datos. Un canal DMA, por lo tanto, es
una via de alta velocidad para transferir datos a o desde un dispositivo. Como era el caso con las
IRQ, debe ser seleccionado un canal DMA para la tarjeta de sonido. Este canal puede ser
compartido por varios dispositivos, pero se tiene que tener la certeza que solo sera utilizado por
un dispositivo al-mismo tiempo.

Otra funcion de una tarjeta de sonido es la de soportar la reproduccion y comprender las
partituras MIDI, cuyos sistemas son:

* Generacion por F.M.
¢ Sintesis por tabla de onda

La tarjeta Sound Blaster podia reproducir cualquier tipo de sonido con calidad superior a
la ADLIB. Poco a poco fue ganandose a los usuarios de multimedia y se convirtié entonces en el
estandar de las tarjetas de sonido.

Estas tarjetas de sonido utilizaban la tecnologia de generacién de sonidos, una técnica
denominada modulacidn de frecuencia . Dicha técnica consiste en la modificacion de una sefial



fija sobre otra que varia su frecuencia segin determinados parametros contenidos en una tabla de
datos interna. Dependiendo de la tecnologia empleada, era posible la utilizacién de un numero de
voces o canales determinados.

La nueva tecnologia se llama tabla de ondas. Este sistema consiste en la previa
digitalizacion de una nota de los instrumentos musicales, que son almacenados en un formato
deseado y determinado por el fabricante de la ta.ljeta.
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Dependiendo de la calidad de la sefial digitalizada y la potencia del circuito reproductor,
se pueden obtener sefiales de 16 bits y 44.1 KHz. o superiores.

Desde 1as 8088 ya era posible la captura y reproduccidn de sonidos en la computadora,
pero la calidad dejaba mucho que desear. E]l oido humano tiene un espectro de frecuencias que
va desde los 20 Hz hasta los 20 KHz aproximadamente, y la frecuencia de muestreo debe tener
un valor minimo del doble de ancho que la del oido. Teniendo en cuenta estos aspectos, es facil
calcular que una dlgltallzacmn debe realizarse a una frecuencia de 44.1 KHz_o_superior_para

poder obtener el total del espectro de la banda de audio.

Desde entonces muchos fabricantes luchan por ganarse mas y mas usuarios
evolucionando las capacidades de las tarjetas pero manteniendo en el mismo nivel la
estandarizacion de los equipos.

El tamafio de los archivos que contienen los sonidos digitalizados esta en proporcion con
la calidad de la captura de sonido: a mayor frecuencia de digitalizacién mayor consumo de
espacio de almacenamiento. Para reducir el tamafio de estos archivos se emplean distintas
técnicas, algunas de hardware y otras de software:

e Las tarjetas suelen incluir uno o varios circuitos denominados DSP (procesador
digital de sefial), que se encargan de comprimir la informacién antes de ser grabada en el
disco.

e Adaptative delta pulse code modulation (adpcm). Se basa en almacenar unicamente
la diferencia existente entre cada muestra y su predecesora.

e A-law es un sistema que, aprovechando que la mayor parte de la informacién es de
caracter bajo, utilizando una resolucién de 13 bits la almacena en 8 bits.

e M-law, sistema igual que el anterior no lineal. Resolucién de 14 bits y
almacenamiento en 8 bits. :

Como cualquier otra tarjeta necesita unos parametros para su configuracion. Dichos
parametros son:

s Direccion de funcionamiento.



IRQ de control.

DMA para transferencias. :
Un slot libre en funcién de la capacidad de muestreo { 8 6 16 bits).
Espacio en el disco duro para la instalacion de software.

Una onda-de sonido se produce cuando se habla, se enciende la radio o se habla por

teléfono. Como se muestra en la siguiente figura, esta onda entra por el oido y causa que el
timpano vibre.

Cuando hablamos por teléfono una onda de sonido es transmitida por los cables del
teléfono. Ya hace algun tiempo, el medio méis comin para almacenar formas de onda es por
seflales magnéticas. La informacidn representada por una onda continua es llamada datos
analogicos. La siguiente figura ilustra los 3 componentes principales de una forma de onda: Para
ser de utilidad una sefial analdgica debe ser medible o de otra manera su contenido no tendria
sentido.

La linea base de una sefial proporciona un punto para medir el sonido. Observe en la
figura, que la linea base corta ¢l sonido exactamente a la mitad. El periodo de la sefial ¢s la
cantidad de tiempo que transcurre entre dos picos sucesivos de la onda de sonido.

Normalmente, una onda de sonido tiene miles de picos por segundo. El nimero de picos
define la frecuencia de la sefial. Esta frecuencia se mide en hertz (Hz), lo que representa evento
por segundo o kilohertz (KHz), el cual representa miles de eventos por segundo. Por ejemplo, si
una sefal tiene S000 picos por segundo, la sefial tiene 5000 Hz 6 5 Khz.

La amplitud de la sefial es la distancia de la linea base de la sefial a un pico dado. La
amplitud determina el volumen de la seiial. A mayor amplitud, mayor volimen.

mas sonoro

AN

La sefial de audio como se conoce cotidianamente, viaja como una onda analdgica (o
continua). Su computadora, sin embargo, utiliza sefiales digitales cuyos valores pueden ser 0 6 1
como se muestra a continuacion:

Antes de que la computadora pueda trabajar con los sonidos, o reproducirios, la onda
analogica debe ser convertida a un formato digital utilizando un proceso conocido como
conversion analdgica-a-digital. Para convertir la sefial analégica, debe tomar muestras de onda a
intervalos de tiempo fijos para medir la amplitud de la sefial.
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El nimero de muestras tomadas por segundo se conoce como frecuencia de muestreo. La
siguiente tabla contiene las tres frecuencias mas comunes para conversion de sonido. A medida
en que aumenta la tasa de muestreo, mejora la calidad del sonido:

RAZON DE MUESTRAS _ POR CALIDAD DE
MUESTREO SEGUNDO SONIDO

11.025 KHz. 11025 — BAJA

22.05 KHz 22050 MEDIA

441 KHz 44100 ALTA

Cada vez que se toma una muestra de onda de sonido, se almacena un valor que
representa la amplitud de sonido. Dependiendo de la técnica de grabacion que utilice, se graba un
valor de 8 a 16 bits, El tamafio de cada valor afecta la calidad de sonido. Si esta utilizando un
valor de 8 bits, la medicion de la muestra de sonido esta en el rango de 0 a 255.

Aqui podemos dar un valor de 0 que corresponde a una sefial en la linea base y un valor
de 255 que corresponde a una sefial al volumen maximo. Otros valores corresponden a
amplitudes en otros puntos entre la linea base y el valor pico.

Un valor de 16 bits, sin embargo, puede representar una amplitud de sefial utilizando
valores en el rango de 0 a 65535.

Nuevamente se da que el valor 0 corresponde a la sefial en la linea base y el valor 65535
corresponde al volumen maximo.

CONSIDERACIONES DE ALMACENAMIENTO

Para la produccién de proyectos multimedia, es necesaria la optimizacién de todos los
recursos del sistema ya que cada objeto en ejecucion necesita de una cantidad de memoria para
su operacidn, esto sin considerar la cantidad de espacio que en disco duro esta ocupando.



La muestra de una sefial analégica requerida para generar una representacién. digital
produce un byte ( 8 bits) 6 2 bytes (16 bits) de datos por cada muestra. Por ejemplo un minuto de
sonido digital llena todo un disquete y una hora de sonido digital de alta calidad ocupa 300 MB.
la siguiente tabla contiene la cantidad de espacio en disco consumido por minuto en funcion de
diferentes rangos de muestreo y tamafios de muestra.

RAZON DE MUESTREO [TAMANO DE LA |BYTES POR MINUTO
MUESTRA
11.025 KHz 8 bits 0.66 MB
22.05 KHz 8bits - 1.32 MB
44.1 KHz 8 bits - 2.64 MB
11.025 KHz 16 bits 1.32 MB
22.05 KHz 16 bits 2.64 MB
44.1 KHz 16 bits 529 MB

Los canales de grabacion que intervienen en la digitalizaciéon de una sefial de sonido,
afectan directamente la calidad, la nitidez y la limpieza de la sefial. Generalmente un canal es
simplemente un cable capaz de conducir una sefial. Cuando se graba sonido, se pueden colocar
varios micréfonos en distintas localizaciones, esto permite que se grabe ¢l sonido desde distintas
direcciones. Cuando se reproduce el sonido después, se pueden combinar los canales para
producir un sonido estereofénico. pero eso si, entre mayor sea el nimero de canales de una
grabacion de sonido, mayor sera el costo final de la grabacion.

Debemos considerar que debido a la enorme cantidad de informacion que genera un
archivo de sonido-digital, el disco compacto se-convierte en su medio de almacenamiento casi
obligatorio. A menudo en el CD-ROM podemos encontrar los términos COMPACT DISC
DIGITAL AUDIO (CD-CA) o RED BOOK AUDIO (libro rojo de audio). Estos términos
describen la calidad del sonido que fue almacenado, generalmente a 16 bits con una razén de
muestreo de 44.1 KHz.

Para una buena optimizacién de los recursos, no debemos emplear sonidos creados con .
muestras de 16 bits con una razén de muestreo de 44.1 KHz, ya que ocupan una enorme cantidad
de disco duro. Tampoco debemos utilizar sonido digital creado con muestras de 8 bits con una
razon de muestreo de 11.025 KHz, debido a que la calidad podria compararse con la de una
estacion de radio A.M. mal sintonizada. La mayoria de los productores multimedia segun lo
permitan los alcances del proyecto, utilizan muestreos de 16 bits con razén de muestreo en 22.05
KHz, porque la calidad que se produce es aceptable y el consumo de almacenamiento logra
reducirse considerablemente.

HERRAMIENTAS DE EDICION DE AUDIO

‘LA GRABADORA DE WINDOWS

***Ver anexo ""D"



COOL - EDIT

Para empezar lo prirhero que debemos saber es que el sonido digital, tanto el que podemos
encontrar en Internet como en las computadoras en general, es una coleccién de unos y ceros
(1,0) almacenados en un depdsito.

Si se quiere grabar directamente en CoolEdit desde el CD de la computadora hay que abrir el
programa ¢ ir a File, New para crear un nuevo archivo o pista de sonido. Cuando aparezca una
ventana de opciones hay que hacer lo siguiente en cada una de ellas: en Sample rate seleccionar
la opcidén para grabar a 44.1Hz por segundo, y en Channel hacer un clic para que la resolucion
elija 8 bits.

Con la primera opcion que escogio se determina la calidad del sonido que se grabara (en cste
caso 44.1 equivalente a la calidad que tienen los CD de sonido). Si se desea reproducir un
archivo de sonido desde 1a computadora, ésta es la calidad adecuada, pero si lo que se quiere es
colocar el sonido en una pagina personal en el Web, conviene la opcién de 11,025. Observe la
siguiente tabla para saber a qué corresponde cada una de las calidades de grabacion:

8,000 HZ Teléfono

11,025HZ Radio AM

22,050HZ Radio FM

32,075HZ Mucho mejor que la calidad de FM
44 100HZ CD de sonido

48,000HZ DAT (Digital Audio Tape)

Para la segunda opcion elegimos mono, por lo que nuestra informacién de sonido estara
contenida en un solo canal, a diferencia del formato estéreo que tiene dos canales (derecho e
izquierdo) para distribuir la informacion.

A fin de generar sonido para el Web, la opciéon mono es la mas adecuada ya que requiere de
menos espacio para su almacenamiento y sera mucho mas facil de transferir por la Red.

Pero si piensa generar un archivo para alguna presentacidn, la opcidn de sonido estéreo
funcionara mucho mejor, ya que la computadora tomara el archivo directamente de su disco
duro.

La tercera y ultima opcion, resolucion, determina los niveles de sonido que tendrd nuestro
archivo. Con 8 bits de resolucion nuestro archivo tendra 256 niveles de volumen, lo cual es muy
superior a lo que la bocina de la computadora puede reproducir (es decir 16 niveles de volimen,
ya que sélo trabaja a 4 bits). Pero si se posee una tarjeta de sonido y bocinas, hay que considerar
que se pueden reproducir sonidos de hasta 16 bits. Los CD de sonido tienen esta resolucion.

Para grabar una muestra de sonido desde el CD, se debe abrir el panel de reproductor de CD
incluido en el CoolEdit:View : CD Player. Ademas, en la parte inferior del programa se agregara
una barra con los botones basicos de cualquier reproductor de discos compactos. Primero oprima
el boton de Record (grabar) del Cool Edit y después el botdn de Play del CD Player, con el fin de
dar un poco de tiempo y no empezar a grabar cuando la pista de sonido ya haya comenzado.

En el momento de detener la grabacion, con el botén de Stop, una representacion grafica de las
ondas de sonido que usted grabo aparecera en el area de trabajo del programa. Si se observa bien



se¢ puede apreciar que tiene una partes mas altas que ofras, las cuales se llaman picos y
representan a los somdos altos. Las partes mas bajas, llamadas valles, representan los sonidos
mas bajos.

Si oprime el botén de Play, ademas de escuchar en las bocinas lo que ha grabado vera un gran
cursor recorrer todo lo largo de nuestra muestra de sonido. El movimiento de este cursor indica
cual es la parte grafica correspondlente al sonido que se esta reproducwndo en ese momento, si
lo sigue con la mirada identificara qué picos corresponden a qué sonidos, asi como los valles. Al
ir a la Opcidn : Loop ,Mode notara como el botén de Play cambia a Loop. Al oprimirlo, la
muestra de sonido que ha grabado se repetira infinitamente hasta que oprima el boton de Stop o
regrese al modo de play.

Tambien puede lograr que sélo una parte de lo grabado sea reproducida, para hacerlo, seleccione
con el mouse a parte de su interés y oprima ¢l boton de Play.

Ahora oprima el botén Zoom y vera comola forma aumenta de tamaiio. Oprima el botén cuantas
veces sea necesario hasta llegar a una simple linea dentada, si intenta oprimir el botén de Play, lo
tinico que escuchara serd ruido. Dado que nos hemos acercado mucho a la onda de sonido, es
imposible que se reproduzca algo armonioso, pero si oprime €l boton de Zoom out vera como se
aieja de la forma de sonido. Seleccione alguna parte de su sonido y juegue con estos botones para
ver como son representados con exactitud ciertos sonidos.

Primero seleccione el fragmento que mas le guste, procure ser exacto en la selccidn, para lo cual
nos serviran las herramientas de Zoom in y Zoom out. Cuando tenga seleccionado su fragmento,
cépielo y péguelo en una nueva ventana CoolEdit, para abrirla dirijase a File New Instance.

Ya realizado esto, es tiempo de hacer los efectos, los mas simples son dos: fade in y fade out, que
se refieren al fenémeno de amplificar el sonido ya sea incrementandolo (fade in) o
reproduciéndolo (fade out). Ahora haremos un fade-in al principio de nuestro archivo de sonido
y un fade out al final. Seleccione una pequefia parte al principio del archivo (procure que no sea

- tan pequefia, ya que el efecto no se escuchara correctamente) y vaya a Transform : Amplify

**% Ver el anexo "C" para consultar el manual de este paquete y todas las opciones



EDICION DE VIDEO DIGITAL

La pantalla de la computadora estd hecha de pequefios puntos llamados pixeles o
elementos de una imagen. El nlimero de pixeles en una imagen define su resolucion. Mientras
mas pixeles tenga la pantalla, mayor seré su resolucion y mas definida la imagen.

Para generar imégenes en la pantalla, el monitor ilumina diferentes pixeles. Cada pixel no
es solamente un punto, sino que son tres pequefios puntos fosforescentes que cuando encienden
- iluminan en rojo verde azul.

El monitor utiliza tres cafiones electrénicos, uno para iluminar cada color. Cuando ya estd
iluminado un punto fosforescente debe ser reactivado periédicamente para que permaneczca
encendido. Los cafiones electronicos del monitor deben reactivar frecuentemente cada renglon de
pixeles de izquierda a derecha como se muestra a continuacion:

Cuando los cafiones alcanzan la parte inferior de la pantalla regresan a la parte superior
de la pantalla. Para eliminar el parpadeo, los monitores EGA y VGA reactivan la pantalla de 60 a
70 veces por segundo.

La computadora despliega una imagen que en realidad reside en una regién de memoria
de video. Los programas de aplicacién colocan la informacién en la memoria de video, a su vez
la tarjeta de video envia esa informacién al monitor para que se despliegue. Para cambiar la
imagen que aparece en la pantalla, los programas simplemente cambian el contenido de la
memoria de video.

Cuando observamos la television, un nuevo cuadro se exhibe 30 ‘veces por segundo.
Exhibiendo 30 cuadros por segundo, la television elimina el parpadeo y los movimientos
bruscos. Suponga por ejemplo que quiere desplegar video en movimiento (30 cuadros por
segundo ), utilizando un monitor VGA de 640 x 480 que soporta 256 colores. Cada cuadro de
video requiere mas de 300 mil bytes. Puesto que deben desplegarse 30 cuadros por segundo la
" computadora tendria que procesar 9 MB por segundo.

Recordemos que antes de que el monitor pueda desplegar una imagen, los valores de los
pixeles, que en su conjunto forman una imagen, deben residir en memoria de la tarjeta de video.
Para desplegar video en movimiento, la cantidad de informacion que debe transferirse a la tarjeta
de video seria cercana a los 600 MB por minuto. '

Debido a que las caracteristicas técnicas de un CD-ROM no permiten transferir toda esa
informacién, estd es reducida en compactaciones de bytes. Después de que la tarjeta de video
reciba esa informacién se tendria que descompactar. Actualmente las tarjetas de video que
realizan esta funcién son muy escasas € irracionalmente costosas. )

La mayoria de las computadoras Multimedia puede, sin embargo, desplegar video
utilizando una resolucién de 320 x 200 a una velocidad de 18 cuadros por segundo. En la
mayoria de los casos

estos videos se ven muy bien cuando se¢ despliegan en una ventana pequea. no obstante,
cuando se reproduce el video en una ventana mis grande, el video se ve mas "espasmddico”.

En nuestros dias, el video en movimiento es el elemento de Multimedia que puede hacer
que una multitud emocionada contenga la respiracién en una exposicidn comercial, o que un



estudiante mantenga vivo el interés en un proyecto de ensefianza por computadora. El video
digital, es un buen medio de la'Multimedia para aquellos usuarios que estan acostumbrados a la
television. Si se utilizan elementos de video digital, se pueden presentar mensajes en forma
efectiva y reforzar el proyecto.

Los estindares y formatos para texto digital, imagenes y sonido estan establecidos con
claridad y son de uso comun, pero €l video es el elemento mas nuevo que se ha integrado a la
Multimedia. Las nuevas tecnologias y novedosos sistemas de software obliga a moverse
rapidamente a los cientificos de 1a computacién y vendedores de las dindmicas compafiias
nuevas por el carril de alta velocidad del video, tarjetas de superimposicidon de video, esquemas
de compresién y programas de interfoliado.

De los elementos de Multimedia, el video exige mayores requerimientos de la
computadora y memoria. No debemos olvidar que una imagen de pantalla completa en la
computadora, puede abarcar hasta 1 MB de memoria, si multiplicamos esto por 30 (que son ¢l
nimero de cuadros que se requieren para 1 segundo y poder dar la sensacién de movimiento),
necesitard 30 MB por segundo para reproducir video, 1.8 gigabytes por minuto ¢ 108 gigabytes
por hora. Por eso casi todos los avances en la tecnologia de Multimedia, centran sus nuevos
desarrollos en aceleradores de video y en la compresion de las imagenes digitales de video para
llevarlas a dimensiones mas manejables. Un sistema sofisticado de Multimedia, puede incluir
instrucciones para que el video se almacene en RAM para una reproduccion rapida. ‘

"HARDWARE

TARJETAS DE CAPTURA DE VIDEO

Es comun que las tarjetas de superimposicion de video puedan capturar y digitalizar
cuadros de video, asi como reproducirlos a partir de las fuentes de video analdgicas; se utilizan
con frecuencia para hacer peliculas QuickTime y AVI. Muchas tarjetas. de sonido también
incorporan facilidades para captura de audio y administracién de sonido, de modo que la parte de
audio de una secuencia de video pueda interfoliarse digitalmente y sincronizarse con las
imagenes durante la digitalizacion. Sin embargo, se debe estar consciente que algunas tarjetas
s6lo muestrean a 8 bits a 22 KHz, lo cual no es de calidad CD, pero en la actualidad es la mas
comun para Multimedia que se distribuye en un CD-ROM.

Algunas tarjetas de superimposicion de video ofrecen compresion por hardware. Hasta en
las computadoras mas rapidas se pierden algunos cuadros de digitalizacion porque la
computadora estd demasiado ocupada administrando la informacién del video que entra.
Algunos sistemas de digitalizacion utilizan chips especializados para la digitalizacién de video y
esto permite que sea capturada exitosamente una pantalla completa de video en movimiento a
tiempo real a 60 cuadros por segundo. Sin embargo, la unica desventaja de estos sistemas es que
para la reproduccidn del video digital, se necesitan chips del mismo tipo en la maquina que
gjecuta el archivo.

Algunas tarjetas de superimposicidn de video también proporcionan salida de video para
NTSC para que pueda grabar en cinta de video lo que aparece en su monitor.

Como productor o desarrollador de Multimedia necesita convertir su material de video
original de su forma analdgica comin a la forma digital que pueda manejar la computadora del



usuario final. Para manipular la informacién digital, se emplean programas como el Video para
Windows. '

i)

DIFERENCIAS ENTRE VIDEO DE TELEVISION Y DE COMPUTADORA

A pesar de que la mayoria de los monitores de computadora tienen la misma relacién 4:3
que la pantalla de television, aquella sélo proporciona un barrido de 480 lineas de resolucion
horizontal de arriba a abajo (para el caso de un monitor VGA), no las 525 o 625 lineas del
formato NTSC o PAL. Ademas, el monitor de una computadora barre cada linea
progresivamente, sin entrelazado; el barrido se hace para todo un cuadro a una velocidad tipica
de 66.67 Hz o mayor, que difiere de los 60 Hz de un cuadro completo de television.

La reproduccién y despliegue de color se realiza en forma diferente en el televisor que en
‘el monitor de la computadora. Puesto que estas utilizan el video con componentes RGB (que
separan los colores rojo, verde y azul), sus colores son mas puros y exactos que los de la
television. Por consiguiente, los colores que se utilizan en una imagen generada en video en
computadora, seran distintos al desplegarse en una imagen transformada en video de television
NTSC. :

Cuando se produce un proyecto Multimedia, debe considerarse si se reproduce en un
monitor RGB o en una televisién convencional. En general, se debe especificar el tipo, las
caracteristicas, y los estindares para el cual debe funcionar adecuadamente la resolucion. Para -
incluir video de pantalla completa a una velocidad de tiempo real en un proyecto de Multimedia,
se necesita invertir en equipo y programas especializados.

COMPRESION DE VIDEO

La digitalizacién y el almacenamiento en su computadora de una secuencia de diez
segundos de video con movimiento a tiempo real requiere de la transferencia de una cantidad
enorme de datos en un periodo corto. La tecnologia actual no permite que los datos sean
transportados a tan grandes velocidades. Por ejernplo un disco duro tipico transfiere datos a solo
I MB por segundo, y un reproductor CD-ROM a la ridicula velocidad de 150 K por segundo.
Este cuello de botella tecnoldgico se estd superando en la actualidad con las técnicas de
compresion de imagenes. Los algoritmos de compresién de imagenes de video a tiempo real,
.como el JPEG, MPEG, P*64, DVI y C-Cube, se encuentran disponibles para comprimir
informacion digital en relaciones que van de 50:1 a 200:1. Los esquemas de compresion
mencionados utilizan la transformada discreta del coseno, un algoritmo que cuantifica la
habilidad del ojo humano para detectar las distorsiones de color ¢ imagen.

JPEG

El JPEG es el mas popular de los estandares de compresion que se ha desarrollado para
imagenes fijas. Comprime en relacién cercana a 20:1 antes de que ocurra alguna degradacién
visible en la imagen.

Cuando se aplica una relacion 30:1 a un cuadro de video a color, los requerimientos de
espacio de almacenamiento se reducen de 1000 K a 33 K y la velocidad de transferencia se



reduce a cerca de 1 Mb por segundo, ain dentro de las capacidades de la mayoria de los
dispositivos de almacenamiento.

MPEG

Otro estandar muy conocido en los sistemas de video digital, es el MPEG el cual fue
desarrollado por Moving Picture Experts Group, se utiliza para codificar imagenes en
movimiento. Su esquema permite comprimir audio; sus velocidades de compresion son mayores
y la descompresién se hace en tiempo real. El MPEG comprime a relaciones de 50:1 antes de que
se degraden las imagenes. El MPEG como el JPEG, utilizan el sistema simétrico, lo que significa
que comprime y descomprime a la misma velocidad.

DV]

Este sistema es una tecnologia programable de compresion y descompresion propietaria
que se basa en el conjunto de chips 1750 de intel. DVI brinda dos niveles de compresion: video
de produccion y video de tiempo real, los algoritmos DV] pueden comprimir imagenes de video
con relaciones entre 80:1 y 160:1. El DVI reproduce video en el tamaiio original de cuadro y a
todo color a velocidades de 30 cuadros por segundo, mientras el JPEG so6lo proporciona una
imagen aceptable en una ventana pequeiia en la pantalla de Ia computadora. Cuando se incorpora

a una macrocomputadora, la reproduccién del DVI se apréxima a la calidad de las estaciones de
television )

INTERFACES DE SISTEMAS PARA COMPUTADORAS PEQUENAS SCSI

SCSI es la interface de sistemas para computadoras pequefias ( Small Computers System
Interface, SCSI). Este sistema permite conectar hasta siete dispositivos periféricos externos como
discos duros, unidades de CD-ROM, impresoras, digitalizadores, unidades de cartucho
recargables y unidades magneto-Gpticas.

Dicha interface permite conectar mas dispositivos rapidos y eficientes ain cuando las
capacidades de espacio del sistema sean limitadas. Cuando un dispositivo SCSI se conecta a la
tarjeta de interface en una PC, se integra al sistema como otra letra de unidad. De estd forma se
tendria para las unidades de disco A: y B:, para el disco duro C:, para las tarjetas SCSI D, E:,
F:, etc.

El disco duro puede conectarse también a una tarjeta SCSI, y esto beneficiara el
rendimiento total del sistema.

INTERFACE DE CONTROL DE MEDIOS (MCI)

Para el ambiente Windows, se disefio el MCI que es un mecanismo de software capaz de
manejar y administrar dispositivos periféricos de Multimedia. Utilizando los controladores
apropiados (que casi siempre son suministrados por el fabricante) se pueden manejar el
dispositivo con cadenas simples o cédigos enviados al MCI.



La MCI fue producida para Windows 3.1 pero para los usuarios del sistema 3.0 se puede
adquirir este producto por separado. El MDK (kit desarrollador de Multimedia), también incluye
la interface de alto nivel del MCI y esta versidn se utiliza para programadores de Multimedia, es
decir, gente que programa Multimedia en lenguajes de alto nivel como Pascal, C, etc.

La siguiente tabla indica los dispositivos soportados por el MCI de Windows 3.1 :

AVI AUDIO VIDEO INTERFOLIADO

CDAUDIO UNIDAD CD-AUDIO .
DAT UNIDAD DE CINTA DIGITAL DE AUDIO
DIGITALVIDEO VIDEO DIGITAL EN UNA VENTANA
MMMOVIE UNIDAD DE CINE MULTIMEDIA

OTHER CUALQUIER DISP. NO IDENTIFICADO MCI
OVERLAY DISP. DE VIDEO DE SUPERPOSICION
SCANNER DIGITALIZADOR DE IMAGENES
SEQUENCER SECUENCIADOR MIDI

VCR VIDEOCASETERA

VIDEODISC UNIDAD DE VIDEODISCO

WAVEAUDIO DISP. DE FORMA DE ONDA.

Los controladores de cd-audio, sequencer, waveaudio se venden con el producto
Windows 3.1. El controlador mmmovie para animaciones en Director, y el controlador de
videodisco PIONNER LD-V4200, estan disponibles en el MDK.

Todos estos dispositivos y controladores son administrados por el archivo de Windows
System.INI , en las secciones { MCI ] y [DRIVERS] respectivamente. Cada vez que Windows
inicia, el System.INI verifica que dispositivos estan conectados al sistema. Siempre que
instalamos un programa Multimedia y este maneja diferentes DRIVERS, el archivo System.INI
se actualiza automaéticamente.

SOFTWARE
A) Asimetrix Digital Video Producer
B) Adobe Premier
C) Video Edit
D) Video For Windows
**** Para los incisos C) y D) ver anexo "D"

ASIMETRIX DIGITAL VIDEO PRODUCER

La edicion de video con Asimetrix DVP 4.0 es de los mas sencillo, la pantalla que presenta el
programa es altamente intuitiva, y de facil manejo.

En este curso vamos a seguir el ejemplo paso-a-paso que se incluye en el programa, en caso de
que no aparezca, basta- seleccionar en el menid la opcién "help”, y posteriormente "startup
asistant”.

Este programa cuenta con un programa especializado de captura de video, al igual que el
programa prmc1pa1 este otro cuenta con una interfaz altamente intuitiva y de uso muy sencillo,
que presenta la siguiente barra:
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Los primeros dos botones son para salvar archivos, el tercero activa el cuadré azul que aparecera
abajo, y en donde se vera, como en una camara de TV, la imagen que se esta enviando a la tarjeta
digitalizadora.

Los botones quinto, sexto y séptimo son para grabar, respectivamente un solo cuadro, varios
cuadros aislados, o un "clip" ¢ secuencia de video,

Una vez que se tiene un archivo salvado conteniendo €l clip deseado, se puede pasar al programa
"Video Producer", en el cudl se pude cambiar la pista de audio, hacer algunos efectos con los
videos y realizar varias mezclas como veremos al seguir el tutorial paso-a-paso.

Un programa utilizado muy frecuentemente en la edicion de video, es el "Adobe Premetere”, que
veremos a continuacidn. ’
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Using Adobe Premiere

Basics
Key Terms: Clip, Movie, Project, Project Window, Construction Window

The purpose of using Adobe Premiere is to create a Movie which is a unit
of viewable digital video. Every Adobe Premiere movie starts as a
Project--a collection of Clips, the items which may be used in the
production of a movie, organized along a timeline. A new Project is
created by choosing File | New | Project from the menu bar.

The following windows are used as a Project is turned into an Adobe
Premiere movie:

The Project window is analogous to the Cast in Director and the Layers
window in Photoshop. It contains the Clips to be used in producing the
movie. Clips may be movies (such as .avi files), still images (such as .psd
and .jpg files), and audio tracks (such as .wav files) to name a few.

The Construction window is analogous to the Score in Director. It is the
area where one can lay out the clips to be included in the movie and
manipulate when each will be played. It is also the place where most
editing effects (such as titles, transitions, etc.) are created.

The Construction window consists of several tracks. Adobe Premiere
plays all the clips in the Construction window in order from left to right,
In order to be included in the project, clips must be copied or dragged
from the Project window to the Construction window and placed on a
track. The simplest arrangement for a movie is to assemble the clips end
to end on a single video track so that the out point of one clip butts
against the in point of the next clip. To create a movie with less abrupt
transitions between clips, you can place clips on the A and B video tracks
so that they overlap and use the T track for transitions. You use the S
tracks for movie clips, still-image clips, or titles you want to superimpose.
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To Capture Video and Make a Simple Movie

(Note: This assumes the video to be captured is cued in the VCR and
ready to be played)

1. Choose File | New | Project. The default dimension setting you will be
prompted for, "Presentation - 160x120", is usually your best choice.

2. Choose File | Capture | Movie Capture. A window with a Record button
at the top will appear.

3. Press Play on the VCR (if it's not already playing).

4. You should see the video that is playing on the VCR monitor in the
Record window. Press the Record button to begin recording. Note: When
you hit Pldy on the VCR, the word "Play" is superimposed on the picture on
the monitor for a few seconds. The word "Play" WILL be recorded along
with the video while it is displayed. Therefore you may wish to cue the
video several seconds earlier from the point where you wish to record
before playing.

5. After capturing, save the clip you have just captured by choosing File |
Save. '

6. Drag the clip onto the Construction window. This will automatically add
the clip to the Project window as well.

7. Pull the orange triangular handles on the Work Area Bar, the yellow bar
at the top of the Construction window, such that the length of the bar is
the same as the length of the clip. What is contained within the bar is
what will be saved as a movie,

8. Choose Make | Movie from the menu. The result is a saved video movie
that is now playable.

You can preview your projéc?s in the construction window either by
choosing Project | Preview or by holding the mouse over the time grid at
the top of the Construction window, clicking, and dragging in the direction
you wish the movie to play. In this manner, you control how fast and which
parts of the movie are previewed.
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However: To preserve your sanity and avoid the destruction of expensive
machinery, it is critical to note that projects often crash during preview
if the clips in the project are not already compiled movies. For example, if
you try to drag raw captured clips (that have not been made into movies)
to the Construction window and then preview the project, Premiere will
crash. And you will get upset. This can be tricky business because saved
raw clips and those compiled as movies have the same default extension
(.avi) and look identical in the Project window, so it may be difficult to tell
the difference between them. So if you want to use the preview tools in
the Construction window, you may have to a) drag a captured clip to the
Construction window, b) make it into a movie c) import the movie you just
made back into the project, and d) replace the raw clip in the
construction window with the compiled movie.

Maneuvering Within the Construction Window:

The time ruler at the top of the Construction window reflects the _
selected time unit. I't displays the current position of the pointer and any
place markers that have been set in the Construction window. From the
time ruler, you can also determine the starting and ending positions of
each clip and the duration of the entire movie. The large tick marks on
the time ruler represent the current time unit; the small tick marks
represent frames or seconds, depending on the current time unit. As you
move the cursor in the window, a hairline marker moves in the time ruler
to indicate the current cursor pasition. You can scrol! in the Construction
window to move to a location on the time ruler.

The razor tool in the Construction window cuts a clip into two or more
distinct clips. To split a clip into two clips:

Select the razor tool in the Construction window, and click anywhere on
the clip. The clip splits into two separate clips, and a new clip is added to
the Project window. Each clip reflects its individual duration, with new
settings for the in point or out point. To split the clips on all unlocked
tracks, Alt+click the razor tool. For more precision when splitting a clip,
you can change the time unit in the Construction window to display more
frames, or you can use the zoom tool to zoom in on the area.

Note: Double-click the razor tool (or press Shift+R) to use the tool for
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Trimming
In the Construction Window

You can trim clips in the Construction window several ways. You can use
the in and out point tools or the ripple edit and rolling edit tools, or you
can simply drag the edges of the clip. For better trimming precision,
choose a low time unit in the Construction window. You can also use edge
viewing To view the frames in the Preview window as you drag the edges
of the clip. When you change the duration of a clip in the Construction
window, the Info, Project, and Clip windows are automatically updated
with the new clip duration. To trim a clip using the in point and out point
tools:

1. Select the in point or out point tool in the Construction window by .
clicking the tool icon or pressing I or O on the keyboard.

Note: If you click the in or out point tool once, the tool reverts to the
selection tool after one use. Double-click the in or out point tool to use it

repeatedly. :

2. Click the in point tool on the left edge of the first frame you want
displayed in the movie.

3. Click the out point tool on the right edge of the last frame you want
displayed in the movie.

To trim a clip by dragging:

1. Position the selection tool on the edge of the clip to be shortened or
lengthened. The selection tool turns into a stretch pointer,

2. Drag to shorten or lengthen the clip, and release the mouse button
when the clip reaches the desired length.

In the Trimming Window
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If you want to be as precise as possible when trimming clips, use the
Trimming window. The Trimming window lets you add or subtract frames
from clips at edit points along the timeline. While making ad justments,
you can see the exact frame that appears on each side of the edit point.
When trimming a clip this way, the durations of all other clips on the
track remain the same. This is an example of a ripple edit.

To perform a ripple edit in the Trimming window:

1. Choose Trimming from the Windows menu. The Trimming window
appears.

2 . Click the Next or Previous button to move the edit line to the point
you want to adjust. The frames on both sides of the edit point are
displayed in the Trimming window. If you position the edit line ona
transition, the last frame of the clip on track A and the first frame of
the clip on track B are displayed.

3 . To add or subtract a specific number of frames from the clip on the
left side of the edit point, click either the + or - button on the left side
of the window. To add or subtract frames from the clip on the right side
of the edit point, click either the + or - button on the right side of the
window.

4 . To add or subtract a larger number of frames, drag the Jog control on
either side of the window. The edit line moves in the direction and
distance you drag. Alternately, you can add or subtract frames by clicking
one of the time displays and typing a new time value.

5 . To preview the new edit, click the Play button.

In the Project Window

A clip opens in the Clip window at the frame corresponding to the current
in point. The duration counter shows the duration of the clip from the
current in point to the current out point.

Note: You can use the Clip window to set in and out points for a clip

before importing it into a project. This is useful for importing various
sections of a single clip as separate clips. For information on importing
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clips, see Importing and Opening Clips.
To change the in and out points in the Clip window:

1. Find the place where you want to set the in point for the clip using one
of the methods described in the Viewing and Playing Clips In the Clip
Window.

2 . Click the Inbutton or press Shift+I to set the in point.

For movie clips, the in point indicator appears in the upper left corner of
the Clip window. For audio clips, the in point indicator appears at the
corresponding point along the waveform.

3. Find the place where you want to set the out pounT for the clip, and
click the Out button or press Shift+O.

For movie clips, Adobe Premiere places the out point indicator in the
upper right corner of the window. For audio clips, the out point indicator
is placed at the corresponding point along the waveform. The duration
counter at the bottom of the window shows the new duration of the clip.

Note: Changing the in and out points of a movie clip that is linked to an
audio clip will affect both the movie and audio portions of the linked clip.
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___ Motion

Basics Premiere allows you to define a path along which a clip-can move in the
Trimming movie frame. You can define a motion path for any movie or still image
Motion clip.

Titles

Superimpose How to put a clip in motion

Transitions

Filters 1. Select a clip in the construction window.

Speed 2. Choose motion from the clip menu.

Screen View 3. Set points on the motion path by:

© Moving the Start and Finish points. :

© Positioning the pointer anywhere on the motion path. The
pointer turns into a pointing finger. Click to add a point to the
path, and drag to adjust its position on the path. When you
release the mouse, the point is selected and you can'add
options to the selected point,

- © (Clicking above the timeline

Changing the Speed of Motion

Points that have been added to the motion path are represented on the
timeline below the path. The length of the timeline represents the
duration of the clip. The relative speed of motion between path points is
determined by the distance between points along the timeline. Adjust the
speed by dragging points closer together or farther apart along the
timeline.

Motion Options

You can specify the movement options along a clip's motion path. An image
can be rotated, distorted, and zoomed in or out along the path.

loft
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Titles

Title clips are created in the Title window. Title clips can contain text,
lines and geometric shapes. Titles can be opaque or transparent. A title
clip has a file extension of ptl.

How to create a title

1. Go to the File menu, choose New then choose Title. This opens the
Title window and the Title menu..

-2. Use the tool from the toolbox to create the type and graphics you

want in the title,

Go to the File menu and choose Save.

4, Hold down the CTRL key and drag the clip from the Title window
directly into the Construction window. You can also import title clips
into the Project window by going to the File menu and choosing
Import.

w

Title Window Toolbox Options

Selection Tool- selects an object or block of text. Hold down shift
key in order to select multiple items.

Z*  Eyedopper Tool-can be used to assign color, transparency and
gradient fill attributes to the object color swatch. Option click an object
or shadow to assign its attributes to the shadow color swatch.

_T |- Type Tool-creates and edits text:
—_ Line Tool-draws straight line segments.
L#| Rectangle Tool-draws rectangular shapes. Clicking on the left side

of rectangle icon draws framed rectangles, clicking on-the right side of
rectangle icon draws filled rectangles.
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22| Polygon Tool-draws polygons. Clicking on the left side of polygon
creatés framed polygons, clicking on the right side creates filled
polygons. Draw the polygon one side at a time, clicking to define the end
points of each line segment. Double click when you are done to complete
the polygon.

. @ Rounded Rectangle Tool-draws rectangles with rounded corners.
Click the left side of the icon to draw a framed rounded rectangle, click
the right side of the icon to draw a filled rounded rectangle.

_® | Oval Tool-draws oval shapes. Click the left side of the icon to draw
a framed oval, click the right side of the icon to draw a filled oval.

DDt praft Check Box-select this box if you want work without
previewing the color and opacity gradients. This speeds up the redraw
time of type and objects in the Title Window. Does NOT affect the
quality of the actual title clip.

1 Line Weight Slider-allows you to adjust the line weight of a
framed object.

3

* object color swatch (upper left square) shows the color of the
currently selected object.

* shadow color swatch (lower right square) shows the color of the
selected object's shadow '

Color Swatches:

100~100

. ‘

—--1 Gradient Controls-allows you to create color and opacity
gradients across objects and shadows.

Using the Clip Frame for Title Positioning

1. Set marker O to the frame of the clip you want to display the title
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you are going to create.

2. Drag the clip from the Clip or Project window into the Title window.
The marked frame is displayed in the Title window.

3. Remove the frame from the Title window by choosing Remove
Background Clip from the Title menu.

Jof 3
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. Superimpositions
Basics Superimposing clips involves placing one clip over another. The top clip, or
Trimming the superimposed clip, is made transparent to allow the bottom ¢lip, or
Motion the background clip, to show through. The superimposed clip goes on the
Titles S track while the background clip goes on either the A or B track.
Superimpose

Transitions Superimpose options

Filters
Speed ® None- no part of the superimposed clip is transparent.

Screen View

® Chroma-allows you to select a color or range of colors in the clip to
be transparent.

* RGB Difference-like Chroma, it allows you to select a range of colors
in the clip that will be transparent. But the Chroma key allows you to
adjust the colors and the gray values of the superimposed pixels
separately.

<

* Luminance-allows you to remove gray values while retaining the color
values.

® Alpha Channel-an alpha channel is an invisible gray scale channel
assigned to an image. This technique allows you to superimpose an
image by removing the black areas of an image's alpha channel and
making the white areas of the alpha channel opaque.

* Black Alpha Matte-allows you to superimpose an image that contains
an alpha channel but has been created on a black background.

* White Alpha Matte-allows you 1o supefimpose an image that has no
alpha channel and was created on a white background.

¢ Image Matte-allows you to play a movie through a still image placed
on top of the clip on the S track. :
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' Difference Matte-keys out the identical areas of two clips and

retains the difference.

Blue Screen and Green Screen-used with images with true chroma
green and true chroma blue backgrounds.

Multiply-keys out the areas of the superimposed image that are
lighter than the underlying image.

*Screen- lightens the areas of the underlying image that are lighter

than the superimposed image.

Track Matte-uses the clip on the S track of the Construction
window as a matte. A track matte can be created from a moving or
still image.

Not Red-for use with images that have green or blue backgrounds.
Similar to Blue or Green Screen but Not Red aliows you to create
semitransparent objects and helps reduce fringing around the edges
of nonfransparent objects.
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Transitions

HOW TO USE TRANSITIONS:

Transitions simply link one visual idea to the next. Sometimes these links
can be smooth and subtle: fade from a setting sun to the bright face of a
buttercup, white clouds that very slowly reveal within them the features
of a woman (Sophie's Choice). Sometimes these links can be abrupt: a
dancing figure that "becomes" a charging rhinoceros (Jacob 's Ladder),
"blur ins" from reality to fantasy as in the series Dream On. As the
editor it is up to you to decide what you want each transition to say about
your material. The only way to get to where you want to eventually go with
transitions is practice, trial and error. Not always smooth going, but
hopefully fun just the same. This is intended as a guide to getting
started. How far you go is ultimately up to you. As with Photoshop,
experimentation and talking to others is the best way to learn, but do not
discount the manual just because it seems technical. It is very useful for
explaining some of the quirks of the program that might be the unknown
cause of problems you may be having.

1. Place within the Construction Window either two clips you wish to join
with a transition, or one clip that you then razor apart. Going from left to
right, the first clip should be in the A row and the second should be in
the B row with the first frame of the B row clip immediately below the
last frame of the A row clip.

2. Select Windows > Transitions and the Transitions dialog box will open.

3. Scroll through the 70 different options. Choose one that interests you
and place the cursor over the A/B cube. Click and drag the block to the T
row of the Construction Window carefully placing it directly under the
last frame of the A row and directly above the first frame of the B row.
Your transition is now ready to manipulate.

4. Double click on the transition cube. Its dialog box will open. You can
manipulate the settings in this box andyou can view what the transition
will look like by clicking the Show Actual Sources box and sliding the
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sliders located beneath the boxes. Play with the other toggles in this box.
You will notice that you can change the Track selector (whether the video
runs from track A to B or vice-versa), the Forward/Reverse selector and
the Anti-aliasing selector (see a brief discussion of this in Filters).

5. If you decide you don't like this transition simply highlight and cut it.
Look for another transition. .

POSSIBLE TRANSITIONS AND THEIR EFFECTS:

Center Split: Image A splits into four parts and slides to the corners to
reveal image B. This lends either a graceful glide from one scene to a
similar scene or it gives the sense of the subsequent scene being the
"result” of the previous scene.

Channel Map: Selected channels from images A and B are mapped to the
output. What this means is that you can select elements, colors, lines to
emphasize from both A and B and have them appear joined during the
transitions. ’

CheckerBoard: Two sets of alternating boxes wipe to reveal image B
under image A. This is a cute effect and has an upbeat feel to it. Good
for hard-to-manage transitions that don't have many visual connections,
ie. in terms of line, colors, shape, etc. ' .

Cross Dissolve: Image A fades into image B--very elegant. Lends itseif to
filters and other kinds of additional cinematographic tinkering.

Cross Zoom: Image A zooms in, image B zooms out--very dramatic. Could
be hilarious if used with noses, stunning if used with action scenes.

Dither Dissolve: Image A fades into image B--subtle and easy on the
eyes. This effect really lets you play with light/dark as well as color
effects.

Image Mask: You, the editor, select an image and use it to mask image B
onto image A--high degree of control allowed and calls for creativity plus

patience to achieve the results you want.

Iris Star: A star-shaped iris opens to reveal image A under image B.
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Definately a statement on the editor's part, best used on people or
animals not things. -

Motion: Image B moves over image A on a user-defined path--control and
potential for fun with regards to the image used to move along that path.

Page Peel vs. Page Turn: Essentially these are the same thing, except
page peel, by emphasizing the underside of the top layer, accentuates the
effect of pages one atop the other.

Slash Slide: Image A slides over image B in many independent sections--a
cool way to reveal the next segment provided the colors in each clip are
compatible.

Stretch In: Image A fades as image B is stretched into view--allows
transitions from clips to clips that are not good meshes, especially if
obscuring filters are applied to the ends of clip A.

Texturize: Image A is mapped onto image B--this is another filter that
allows a great deal of user control. With filters in place this transition
can create a very artistic sort of effect.
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Filters

Applying filters to your video gives you, the creator of the audience's
viewing experience, a measure of subtle control that is equivalent to the
difference between watching a movie with or without its musical score. A
guy sitting in a chair with his hair flying behind him to the tune of
Wagner's De Valkyrie is very different to a guy sitting silently in a chair
having a bad hair day. Use filters To correct, enhance, mute the raw video
you have. Filters are your opportunity to guide the audience's viewing and
to lead them to an understanding of your point of view without them even
knowing that you, the editor, were ever there.

HOW TO USE FILTERS:

This is intended as a quide to getting started. How far you go is
ultimately up to you. As with Photoshop, experimentation and talking to
others is the best way to learn, but do not discount the manual just
because it seems technical. It is very useful for explaining some of the
quirks of the program that might be the unknown cause of problems you
may be having.

1. Have the clip in the Construction Window.

2. Click on the segment to which you want to apply a filter. Remember: if
you don't want to apply a filter fo the entire clip (recommended) then use
the razor to cut the clip (the video will still play through these parts
smoothly unless you move them).

3. Go to Clip > Filters: The Filters dialog box appears: choose the
filter/effect you want from the lefthand, "Available” box, click on the
Add button to apply it. It will move to the "Current" box which means it is
now applied to your clip.

4, Some filters will automatically give you a Settings dialog box in which
you can further adjust what The filter does and preview what will happen
to your image. (To correct mistakes continue reading.)
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5. Click OK. You will now see c green bar over the clip you worked on. This’
indicates that a filter or filters are present. If you are not happy with
the effect you may simply go back to Clip > Filters and remove the
effect you don't want by highlighting it in the righthand "Current" box
and clicking on Remove.

POSSIBLE EFFECTS AND REASONS FOR APPLYING FII; TERS

Anti-alias: creates a compromise between the stronger hues in the image
and essentially blends them down to something much less distinct. The
difference between this and the Blur filter is akin to the effect of rain
on a pastel drawing versus pulling a lens out of focus. Anti-alias might be a
good start to a fade out, or as a way to mute nudity.

Bend: stretches your center image horizonatally and vertically while
creating a wavering border on the outer edges of the frame. You will be
allowed to select the intensity and shape of the waver. This effect is
similar to the image reflected from a mirror ball on a windy day.

Black & White: enhances the lines and luminance of your image. An
elegant way to accentuate the.simple beauty of an image or add drama to
a human face. It is less effective for crowd scenes.

Brightness & Contrast: lends you control over how much light is allowed
into your video, and how intense the difference between light and dark
can be. This is an essential part of video editing and the wise editor
becomes familiar with this filter FIRST. Note that a very little goes a
long way here and be cautious in applying it universally, being sure that
each scene is evaluated as a separate entity and then being sure that it
can mesh with the scene that follows.

Color balance: yields less control over color than in Photoshop but is
useful in gently highlighting existing colors or applying a cast over the
image. Use caution with this filter as it may make transitions difficult to
mesh later on. Once the change to a clip is made the controls go back to
the neutral setting so even if you've changed your boss' coloring to that
of the Incredible Hulk and you want to change it back to normal the
controls will not show you how far along the scale you went in changing the
color, leaving you to decide what is normal for the image, or in this case,

20f 3
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how green your boss really is!

Crystalize, Spherize, Swirl, Tiles, etc.: break your imege apart or down
and can be a great deal of fun. Also, these changes are so radical that you
can easily discern where you are and how to get back from there should
you wish to bring the image back to its original state. Useful for adding
emphasis to your video in the same why that a welcoming dog adds
emphasis to the return of its owner. People really enjoy this stuff when
Judiciously applied.

Ghosting: overlays previous frames of a clip with other transparent
frames. Effects similar to time lapse photography or the blur of someone
suddenly moving in front of a camera on a slow speed setting. A good way
to initialize transformation-style transitions.

Image Pan: allows you to take a clip and zoom or pan across the image.
You can also use this to create rolling credits and similar effects. This is
one of the more challenging filters and you must allow yourself plenty of
time to become accustomed to the various controls and requirements’
involving borders, screen size/view, etc. Sometimes it is often better to
shoot the effect you want than to try to create it in this way.

Video Noise: What!? Add noise to a clip you shot yourself when all
Hollywood ever does is purify images to a point that it no longer looks like
the same world we live in? Well, this effect allows you to blend a clear,
still photograph with the noisy (meaning not perfectly sharp) video you
are editing. You might wish to use Video Noise with something like this:
Open-- scene of your grandmother at her birthday party, she blows out
the candles, sits back and smiles and then the photograph of her on her
prom night is blended in, add video noise, blend, remove video noise, still
shot clear and bright-- close scene. Well okay, so I grew up on Hallmark
movies, but you get the ideal |

Wind: destroys the image slowly by blowing its pixels away as if in a large
windstorm. Your image has to lend itself to this. ’An image under black and

white filter with wind applied can be really dramatic.

Remember, there are many more filters, explore them soonl
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Speed

Controlling the speed of your video is essential o maintaining your
audience’s interest as well as to get your point across about your subject.
Imagine the closing minutes of Princess Bride where she jumps out of the
castle window into the waiting giant's arms. If she had fallen like @ human
body actually does she would have been a frightening blur, his catching
her would have been entirely unconvincing and the audience would
instantly have dropped their happily suspended disbelief. Instead, clips
are shot of the apex of her bouncing on a trampoline and then the speed

. of her falls are slowed drastically to make it look like she is as gossamer

light as the gown she wears. Result: we believe that a woman can jump
from a high window and virtually float inte the arms of a waiting person
below without sustaining and inflicted serious injury. Or what about those
long shots of children riding their bicycles into bushes as seen on
"America's Funniest Home Videos?" So much funnier when faster (we
won't go into the psychology of this here).

HOW TO WORK WITH SPEED:

Work is right, especiaily where motion is concerned! Remember: this is
intended as a guide to getting started. How far you go is ultimately up to
you. As with Photoshop, experimentation and talking to others is the best
way to learn, but do not discount the manual just because it seems
technical. It is very useful for explaining some of the quirks of the
program that might be the unknown cause of problems you may be having.
In the case of Speed settings, the manual and practice may be all the help
you will be able to find.

The default setting for movie and audio clips is 100 percent. You can
change the speed from -10,000 to 10,000. Obviously, the minus numbers
will so slow your clip that it plays backwards, and the higher the number
the faster the clip. It is good to know that changing the play speed will
basically reduce or multiply the number of frames that comprise your clip,
similar to what happens when you enlarge or reduce an image in
Photoshop.
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1. 6o to either the Project Window or the Construction
Window--wherever is easier to work with at the time.

2. Go to the Clip menu, choose Speed.
3. Choose a rate between -10,000 and 10,000.

4. Click OK.

5. You can do this with as many clips as you like. They will each appear
with their different times in the Project Window.

POSSIBLE SPEED APPLICATIONS:

Freeze Frame: You will have to set the clip's speed to O and you would do
this when you trim the clip you wish to freeze. It might be good to use a
transition of some kind to "restart" your frozen video:

Blending frames: Sometimes in the process of capturing your video the
capture rate will be slower than the video. This causes a jittery effect.
To correct this you might wish to blend frames.

1. Select the clip in the Construction Window.

2. From the Clip menu choose Frame Hold.

3. In the Frame Hold dialog box make your adjustments to rate by typing
in a rate in the text box.

4. Select Frame Blending.

5. Click on OK.

Separating/Rejoining: To get the very professional effect of separating
your video and audio consider manipulating the links between them in
Premiere:

When you capture a video, you capture both its audio and video. At this
point the video and audio are hard linked. You can manipulate the audio
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but once you do, the hard link will forever be broken. This won't matter
since you can establish a soft /ink. Just remember, once you break the
hard link you cannot count on the audio and video to play perfectly as
recorded without you controlling them. Note that audio clips follow their
video counterparts during cutting and pasting and the hard link is
unaffected.

To Break a Hard or a Soft Link: ,

In the Construction Window select your clip and go to the Edit menu and
choose Break Link. Manipulate the clips as you would video clips, using the
alignment markers to guide you.

To Create a Soft Link:

First realize that you cannot do this to a hard link without first breaking
the hard link. Then, in the Construction Window select the audio or video
clip you want to work-with, click the soft link tool from the lower
lefthand corner -- it looks like one page overlapping another but with no
dotted line around it. With the soft link tool active lick the clip you wish
to link.
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_Advanced Editing Techniques

Using Adobe Premiere

By Philip Ruthstrom

These pages are designed fo serve as a review of the class session of April
14,1998,

Topics covered in this lecture review are:
1: Info, Clip, and Trimming Windows

2: Setting In and Qut Points

3: Setting and Using Markers

4: Clip and Project Trimming prior to final assembly

The Info window displays information about a selected clip, transition or
space.

Info ! m

Closeup.avi [}
Movie

Dutation. 0.00:.02:15 ®
160%120

.

The Clip Window displays the chosen clip.
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point.

IN and OUT points allow you to set insertion points of both a source clip and
a destination in the project.

MARKERS allow for precise syncronization of all combinations of video and
audio clips.

CLIP TRIMMING sets the size or the selected clip in the project.

PROJECT TRIMMING sets the finished project size and removes
unnecessary frames and clips from the project.

Return

The Info Window

The Info window displays information about a selected clip, transition or
space. The information varies according to where you make your selection:

If you select a clip in the Construction Window, the Info Window displays
the name of the clip, the type of clip, the speed of the clip, the duration of
the clip, the size of the clip, the fade control settings of selected points,



‘Advanced Editing Techmques . -

30f 10 .

the starting and'ernding times and the current location of the pointer.

If you seclect a clip in the Project Window, the Info window displays the

clip's name, type, duration, size, starting and ending points and the current
location of the painter.

If you select a transition in the Construction window, the Info window
displays the transition's name, duration, starting and ending points, and the
current location of the pointer.

If a Title window is active, the Info wihdow displays information about a
selected object, including its size and position in the window.

If you select an empty space, the Info window displays the space's duration
and starting and ending times.

To display the Info window, choose Info from the Windows Menu or press
Ctri+8.

Using the info window allows you to position clips precisely by dragging with
the cursor or by using the arrow keys to move the selection one frame at a

time. You can also use this window to precisely position a selected object aa
desired location or time,

Return
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"The Clip Window

The Clip window is the most used of the assembly windows. This window is
where the clip is viewed, marked and edited. It can be opened from the
Windows Menu, or double clicking on the clip thumbnails in the Construction,
Trimming, or Project windows.

% Thicupasi Il
n

Here you may view the clip in various ways. Play the clip by clicking the Play
button. Scrub through the clip using the slider bar. Move frame by frame by
clicking the frame advance buttons, set In and Out points and Markers, and
jump to specified locations using the control functions.

Return

The Trimming Window

The Trimming window allows for the most precise editting in Adobe
Premiere. Video clips can be edited with ease down to a single frame and

. audio clips down to 1/600 second.

The uniqueness of this window is that it is actually two windows in one. The
window displays both clips on either side of a selected edit point.
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You can also elect to display additional frames up to five before and after
the edit point. In this Screen shot you will see both clips set this way.

B S [+]
; M L) *

In this window you are viewing both clips. The larger view in the middle of
each window shows the clip at the edit point. The others show the frames
immediately before and after the edit point, and the fifth frame before and
after as well. You change the settings by either selecting the Windows Menu
and choosing Trimming Window Options, or right clicking on the Trimming
Window and selecting Window Options in the Pop-Up Window. If you
encounter a Page Peel icon in any window, it represents the first or last
frame of the source clip.

Here the icon is in the upper left corner of the right clip. This indicates that
the frame at the edit point is the first frame of the source clip. You will
notice that the window does not display any frames before the selected
frame. (the blank frames above) The window does show the additional frames
to the other side of the edit point.

Return
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Setting IN and OUT Points

In traditional editing, the metaphor goes back to manual film editing.
Originally after the individual scenes were shot and developed, the editor
would cut the filmstrips at selected points. Any portion of the film that
would not be used in the final product would literally "hit the cutting room
floor." The editor's job was to decide where to make the cut; cut the film,
and tape the segments back together in the desired order. When video came
along, the process was virtually the same. The analogue tape was actually cut
at the desired location and spliced back together. Later, when the
technology came available, video editors would play one tape begining at a
specified point and ending at a specified point. This signal was re-recorded
on another tape. This alllowed the tape to be edited without actually cutting
and splicing the source tape. '

Adobe Premiere uses the cuttting and splicing metaphor, but preserves the
original sources..In reality, Premiere does not alter the sources at all. It only
assigns electronic tags to use during final assembly. The final assembly
process is MakeMovie. It is at this command that Premiere searches the
database an retrieves the desired selections and composites them as a

- finished project. There are two types of IN and OUT points to consider. IN

and Out of the source and IN and Out of the target (construction).

The In and Out points of the source clip are assigned in the Clip window. To
set the IN or Out point for the clip, align the clip at the desired frame then
select either IN or OUT as appropriate.

- Premiere will display an IN or OUT button to identify the point. This screen
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shot shows the IN point with the button in the upper left corner. After the
IN and OUT points are selected, the clip will insert at the desired points.
The footage before and after the IN or OUT points is not removed.
Premiere uses these tags to compile the final product. the complete footage
remains in the project until it is removed. Later, we will include the
techniques for removing excess footage from the final project.

Setting the IN and OUT points in the target can be done in multiple ways.
First, you can establish IN and OUT points in the Construction window by

selecting the appropriate flag from the tool bar at the bottom of the
Construction window.

After you select the desired flag, align it with the desired point in the
Construction window using the Timeline indicator at the top of the window.

» %S CIPIPI Secind™
I

Here an IN flag is selected. You may also select the clip in the Clip window or
the Project window. After selection, got to Edit >Copy to Construction >
Insert at Edit Line from the menu bar. This will Ripple Edit all clips to the
right of the Edit line. The other two choices are Overlay which replacesthe
existing clips whit the new clip for the duration of hte new clip. And Replace
Work Area which replaces the area under the Work Area Bar (yellow bar at
top of window).

7 of 10
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Setting and Using Markers

Markers are tags that Premiere uses to-identify locations in the clips. You
may us up to 1000 markers but only 10 (0-9) may be named. You assign a
marker just as you assign IN and OUT points. In reality IN and OUT points
are just special markers. After you set the clip to the desired location,
simply select the marker number you wish to use from the box in the clip
window.

After you have assigned a number to a marker, the GOTO function allows you
to jump to that location. Simply select GOTO and the marker you wish.

Markers are very useful when aligning points or synchronizing tracks.
Markers can be snapp aligned by selecting one and snap it to another marker
using the Snap To Edges function in the construction window. Also You may
need to use a marker to re-establish a link that has been broken.
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Occasionally, linked tracks are puposely separated for editing. Premiere
automatically assigns an unnumbered marker at the midpoint of every track
whose link has been broken. To re-establish this link, simply snap the
appropriate markers together.

Return

Project Trimming

Project trimming involves two steps. First, you should remove all unused clips.
To do this, select either the Project window or the Construction window.
Then from the Menu bar select Project > Remove Unused. This will remove all
clips not actually in the construction from the Project and Project window.

Second, you should remove all footage from the clips that is before the IN
points and after the OUT points. This requires a little additional thought.
After the project is trimmed, this function cannot be undone. From the
Menu bar, select Tools > Project Trimmer. |
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This will pull up another dialogue box in which you decide on th amount of
extra footage to keep. These extra frames before the IN points and after
the OUT points are called handles.

Pioject Trumener E3

W Create tammed batch st
™ LCopy timmed source files

Keep ﬁ- sccond handes

[ CestePropct | Cancel |

They will allow you to make small adjustments after the project is finished.
in this screen shot, the default of 1 frame (handle) is shown. This is the
minimum. Remember, the more you decide to keep, the larger the file size
will be.

Return

10 of 10
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Breve descripcion del personal que colabora en un proyecto multimedia-



GERENTE DE PROYECTO

Un gerente de proyecto esta en el centro de la accion. Es el responsable del desarrollo total y de
la implementaciéon de un proyecto, y ademds, de las operaciones de cada dia. Maneja los
presupuestos, horarios, sesiones creativas, programacion de tareas, enfermedades, facturas,
dinamicas de equipo, etc.

El gerente de proyecto tiene dos areas de responsabilidad, el disefio y la administracién. El
disefio consiste en proponer la concepcion del producto y evaluar toda su funcionalidad con el
equipo de disefio, y entonces definir las especificaciones de funcionalidad y adaptarlas segun se
requiera a través del desarrollo del producto. La parte administrativa consiste en pfogramar y
asignar tareas, dirigir reuniones, administrar la consecucion de metas, esencialmente supervisar
todos los aspectos de la produccién, desde el inicio hasta su conclusidn.

DISENADOR DE MULTIMEDIA

Un buen proyecto de Multimedia debe tener una apariencia y forma de manejo que sea
agradable, y que mantengan el interés del usuario. Las pantallas presentan una mezcla atractiva
de colores, figuras y tipos de letra. El-proyecto mantiene su congruencia visual utilizando solo
los elementos que refuerzan el mensaje global del programa. Las indicaciones para la navegacion
son claras y congruentes, los iconos son explicitos y los elementos de las pantallas son simples y
directos. Para poder integrar estos elementos, disefiadores graficos, ilustradores, animadores, y
los que manejan imagenes digitales, se encargan de estructurar la "cara" de la presentacion
Multimedia.

Los disefiadores de interfaces integran las rutas de navegacion y ¢l mapa de contenido en cada
proyecto. Los disefiadores de informacidn, dan estructura al contenido, determinan las rutas del
usuario y su retroalimentacion, y seleccionan los medios de presentacion y la manera en la que
estos deben ser presentados.

El disefiador de Multimedia prepara la descripcion escrita del proyecto global: su contenido,
medios e interaccion.

Un proyecto Multimedia necesita ser realmente interactivo, esto es, que se debe saber que
esta haciendo el usuario cuando se ejecuta el sistema y como se alterara este en funcién
de cada varnable que recibe. Un tutorial inteligente es un sistema adaptable que permite
entradas y se modifica en funcion de estos nuevos parametros.

Un disefiador de Multimedia necesita ser experto en diferentes tipos de medios, y ser capaz de
crear una vision global del proyecto. Debe entender las capacidades de sus recursos, humanos y
tecnoldgicos.

DISENADOR DE INTERFACE

Una interface permite que el usuario tenga el control de la presentaciéon. Una interface no
debe distraer al usuario solo es el medio por el cual el usuario navega con el sistema.
Proporciona ¢] acceso a los medios Multimedia, como son : texto, graficos, animacion,
audio y video.



Algunas de las funciones y tareas que realiza el disefiador de interface son: encontrar los
mecanismos con los cuales el usuario se puede mover dentro de un proyecto, el uso efectivo de
ventanas, fondos, iconos y paneles de control. El trabajo de un disefiador de interface por lo tanto
es el disefio de informacién, disefio interactivo, y disefio de medios. Una habilidad capital es
estar familiarizado con muchas interfaces de Multimedia para ser capaz de visualizar las ideas
mientras se exponen. También es conveniente que el disefiador de interface cuente con
habilidades basicas de dibujo, porque asi podria describir con papel y lapiz como se veria una
pantalla.

ESCRITOR

Los escritores de Multimedia crean personajes, acciones, y puntos de vista, ademas de crear
interactividad entre escenas. Escriben propuestas, narraciones explicativas, dialogos de actores,
pantallas de texto para dar mensajes y desarrollan los personajes de un ambiente interactivo.

Los escritores de pantallas de texto se conocen como escritores de contenido porque buscan y
seleccionan informacién para sintetizarla y presentarla clara y concisa, los guionistas escriben
dialogos, narraciones y explicaciones.

En una pelicula o video se desarrolla una historia como lo haria un novelista o un dramaturgo. En
Multimedia podria ser mas dificil, ain piensas mas dramaticamente, pero en pequefio, en
unidades mas discretas que tienen que interrelacionarse en un esquema general. A
Cuando se trabaja en.guiones draméticos se tiene que hacer que los personajes y la trama
funcionen antes de diseflar los diagramas de flujo.

ESPECIALISTAS EN VIDEO

»

‘En un proyecto de Multimedia un especialista de esta area debe ser un profesional expenmentado

con habilidades administrativas en todas las fases de la produccién, desde la concepcion hasta la
edicion final. La produccién de video en equipo es muy cara pero actualmente es muy necesaria
para la produccidén de proyectos de buena calidad. Los especialistas en video deben de estar
familiarizados con las herramientas de edicion digital.

Un especialista en video debe entender el potencial y las limitaciones de los medios, como estas
afectan la produccidn del video en si mismas. Deben entender la interactividad y cémo afectara
el video. Para algunos proyectos que requieran mas trabajo, un especialista en video debe ser el
responsable de un equipo completo de graficadores de video, técnicos de sonido, disefiadores de
iluminacién, disefiadores de escenografia, supervisores de guion, cargadores, asistentes de
produccion, cargadores y actores.

ESPECIALISTAS EN AUDIO

Un trabajo verdaderamente importante para un sistema Multimedia es su audio. Los especialistas
en audio son los magos que hacen que un programa de Multimedia cobre vida, disefiando y
produciendo musica, narraciones explicativas y efectos de sonido. Un especialista de audio
trabaja seleccionando musica adecuada, programando sesiones de grabacion, digitalizando y
grabando en los archivos de las computadoras. En audio digital una preocupacion preponderante



es el espacio de almacenamiento disponible en disco y hacer los célculos necesarios para
optimizar la velocidad de muestreo a la cual son digitalizados los sonidos. Un especialista en
audio necesita ser mas creativo y talentoso que un ingeniero o un artista tradicional de sonido.
Emplear técnicas robustas para el disefio y produccién de audio interativo. :

PROGRAMADOR DE MULTIMEDIA

Un programador de Multimedia o ingeniero de software, integra todos los elementos de un
proyecto en un conjunto congruente, utilizando alglin secuenciador o0 manejador de objetos. Es
responsabilidad del programador la codificacion de pantallas sencillas de elementos de
Multimedia, hasta el control de equipos periféricos, como unidades de disco laser y manejo de
programacién compleja, transiciones y registro de datos.

Un programador de Multimedia se encarga de ejecutar varias tareas, desde organizar el cddigo de
los asistentes de produccion mas efectivamente, hasta mejorar las herramientas de produccion y
reproduccion. Algunas veces un productor querrd hacer algo mas alla de las capacidades
integradas de las herramientas y el programador construira extensiones para el conjunto de
herramientas de desarrollo y presentacion a fin de agregar la capacidad o efecto deseado.



GERENTE DE PROYECTO

Un gerente de proyecto esta en el centro de la accion. Es el responsable del desarrollo total y de
la implementaciéon de un proyecto, y ademds, de las operaciones de cada dia. Maneja los
presupuestos, horarios, sesiones creativas, programacion de tareas, enfermedades, facturas,
dinamicas de equipo, etc.

El gerente de proyecto tiene dos ireas de responsabilidad, el disefio y la administracion. El
diseflo consiste en proponer la concepcion del producto y evaluar toda su funcionalidad con el
equipo de disefio, y entonces definir las especificaciones de funcionalidad y adaptarlas segun se
requiera a través del desarrollo del producto. La parte administrativa consiste en programar y
asignar tareas, dirigir reuniones, administrar la consecucion de metas, esencialmente supervisar
todos los aspectos de la produccidn, desde €l inicio hasta su conclusién.

DISENADOR DE MULTIMEDIA

Un buen proyecto de Multimedia debe tener una apariencia y forma de manejo que sea
agradable, y que mantengan el interés del usuario. Las pantallas presentan una mezcla atractiva
de colores, figuras y tipds de letra. El proyecto mantiene su congruencia visual utilizando solo
los elementos que refuerzan el mensaje global del programa. Las indicaciones para la navegacion
son claras y congruentes, los iconos son explicitos y los elementos de las pantallas son simples y
directos. Para poder integrar estos elementos, disefiadores graficos, ilustradores, animadores, y
los que manejan imagenes digitales, se encargan de estructurar la "cara" de la presentacién
Multimedia.

Los disefiadores de interfaces integran las rutas de navegacién y el mapa de contenido en cada
proyecto. Los disefiadores de informaci6n, dan estructura al contenido, determinan las rutas:del
usuario y su retroalimentacion, y seleccionan los medios de presentacion y la manera en la que
estos deben ser presentados.

El disefiador de Multimedia prepara la descripcion escrita del proyecto global: su contenido,
medios e interaccion.

Un proyecto Multimedia necesita ser realmente interactivo, esto es, que se debe saber que
esta haciendo el usuario cuando s¢ ejecuta el sistema y como se alterara este en funcidon
de cada variable que recibe. Un tutornal inteligente ¢s un sistema adaptable que permite
entradas y se modifica en funcion de estos nuevos parametros.

Un disefiador de Multimedia necesita ser experto en diferentes tipos de medios, y ser capaz de
crear una vision global del proyecto. Debe entender las capacidades de sus recursos, humanos y
tecnolégicos.

DISENADOR DE INTERFACE

Una interface permite que el usuario tenga el control de la presentacion. Una interface no
debe distraer al usuario solo es el medio por el cual el usuario navega con el sistema.
Proporciona el acceso a los medios Multimedia, como son : texto, graficos, animacién,
audio y video. ‘



Algunas de las funciones y tareas que realiza el disefiador de interface son: encontrar los
mecanismos con los cuales el usuario se puede mover dentro de un proyecto, el uso efectivo de
ventanas, fondos, iconos y paneles de control. El trabajo de un disefiador de interface por lo tanto
es el disefioc de informacién, disefio interactivo, y disefio de medios. Una habilidad capital es
estar familiarizado con muchas interfaces de Multimedia para ser capaz de visualizar las ideas
mientras se exponen. También es conveniente que el disefiador de interface cuente con
habilidades basicas de dibujo, porque asi podria describir con papel y lapiz cémo se veria una
pantalla. '

ESCRITOR

Los escritores de Multimedia crean personajes, acciones, y puntos de vista, ademas de crear
interactividad entre escenas. Escriben propuestas, narraciones explicativas, didlogos de actores,
pantallas de texto para dar mensajes y desarrollan los personajes de un ambiente interactivo.

Los escritores de pantallas de texto se conocen como escritores de contenido porque buscan y
seleccionan informacion para sintetizarla y presentarla clara y concisa, los guionistas escriben
dialogos, narraciones y explicaciones.

En una pelicula o video se desarrolla una historia como lo haria un novelista o un dramaturge. En
Multimedia podria ser mas dificil, ain piensas mas dramdticamente, pero en pequefio, en
unidades mas discretas que tienen que interrelacionarse en un esquema general. -

Cuando se trabaja en guiones dramaticos se tiene que hacer que los personajes y la trama
funcionen antes de disefiar los diagramas de flujo.

ESPECIALISTAS EN VIDEO

- En un proyecto de Multimedia un especialista de esta area debe ser un profesional experimentado
con habilidades administrativas en todas las fases de la produccion, desde la concepcion hasta la
edicion final. La produccién de video en equipo es muy cara pero actualmente es muy necesaria
para la produccion de proyectos de buena calidad. Los especialistas en video deben de estar
familiarizados con las herramientas de edicion digital.

" Un especialista en video debe entender el potencial y las limitaciones de los medios, cémo estas
afectan la produccion del video en si mismas. Deben entender la interactividad y cdmo afectara
el video. Para algunos proyectos que requieran mas trabajo, un especialista en video debe ser el
responsable de un equipo completo de graficadores de video, técnicos de sonido, disefiadores de
iluminacion, disefiadores de escenografia, supervisores de guidn, cargadores, asistentes de
produccion, cargadores y actores.

ESPECIALISTAS EN AUDIO

Un trabajo verdaderamente importante para un sistema Multimedia es su audio. Los especialistas
en audio son los magos que hacen que un programa de Multimedia cobre vida, disefiando y
produciendo musica, narraciones explicativas y efectos de sonido. Un especialista de audio
trabaja seleccionando musica adecuada, programando sesiones de grabacidn, digitalizando y
grabando en los archivos de las computadoras. En audio digital una preocupacion preponderante



. es el espacio de almacenamiento disponible en disco y hacer los calculos necesarios para
optimizar la velocidad de muestreo a la cual son digitalizados los sonidos. Un especialista en
audio necesita ser mas creativo y talentoso que un ingeniero o un artista tradicional de sonido.
Emplear técnicas robustas para el disefio y produccion de audio interativo.

PROGRAMADOR DE MULTIMEDIA

Un programador de Multimedia o ingeniero de software, integra todos los elementos de un
proyecto en un conjunto congruente, utilizando algin secuenciador o manejador de objetos. Es
responsabilidad del programador la codificacion de pantallas sencillas de elementos de
Multimedia, hasta el control de equipos periféricos, como unidades de disco laser y manejo de
programacién compleja, transiciones y registro de datos.

Un programador de Multimedia se encarga de ejecutar varias tareas, desde organizar el cédigo de
los asistentes de produccion mas efectivamente, hasta mejorar las herramientas de produccion y
reproduccidon. Algunas veces un productor querra hacer algo mas alld de las capacidades
integradas de las herramientas y el programador construird extensiones para el conjunto de
herramientas de desarrollo y presentacion a fin de agregar la capacidad o efecto deseado.
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Manual de operacién de "Sound Forge"



Using the Mouse

Although using the mouse in Sound Forge is not required, it will make your editing sessions easier. Once
you become familiar with Sound Forge you will probably want to use some of the built in shortcuts
provided by the mouse and the keyboard. The following list of terms will help you when reading the
manual.

Pointing Moving the mouse pointer over an item is called pointing. -

Clicking Painting to an item and quickly pressing and releasing the left or right mouse button
is called clicking. The manual will let you know whether you need to right-click or
left-click on an item to execute a specific function. When there is no specification as
to left or right you can assume we mean left-clicking. Right-clicking is often used to
reach Shortcut Menus.

Double-Clicking  Double-clicking is the same as clicking except instead of pressing and releasing the
mouse button once you do it twice in quick succession. Double-clicking always
indicates clicking twice with the left mouse button,

Triple-clicking Triple-clicking is the same as clicking except instead of pressing and releasing the
mouse button once you do it three times in quick succession. Triple-clicking always
indicates clicking three times with the left mouse button. In Sound Forge, a
triple-click in the data window selects all data.

Toggle-clicking Toggle-clicking involves clicking the right mouse button while holding the left mouse
butten to toggle through various options. This is a great shortcut for procedures
such as drag and drop and changing the Magnify Tool mode of operation.

Shift Clicking Shift-clicking is holding down the Shift key on the keyboard while clicking the
mouse. Shift clicking is used mainly to skip dialogs so that you can quickly repeat
operations. : :

Control Clicking  Control -clicking is holding down the Control key on the keyboard while clicking the
' mouse. Control-clicking is used to modify the operation of a normal click.

Dragging Holding down the mouse button while you move the mouse pointer is known as

dragging. Dragging is used to quickly move sections of data between separate
windows and to move trackbars, scrollbars, faders.

Slow-dragging Holding down both the right and left mouse buttons while moving trackbars, and
faders increases the resolution of the movement. This is especialiy useful when
making fractional adjustments to parameters in a dialog box.

Dropping After dragging an iterh. releasing the mouse button on top of another area is known
as dropping. Dragging and dropping is used to speed up operations like mixing or
moving regions within the Playlist.



The Main Screen

When you start Sound Forge, you see the main screen, or work space, where you will do all your
editing. When you first open Sound Forge, no Data Windows are open and you will need to
either open an existing sound file or create a new one. There are a variety of ways to do this, all
of which are explained later in the manual. The following list briefly describes each part of the
screen.

Program Title Bar
Shows the program name and the name of the currently active data window (if the data wmdow
is maximized within the workspace).

Data Window
Each opened sound file has its own data window. Data windows can be arranged, resized, or
minimized.

Menu Bar

Shows the menu headings for the available functions. When no data windows are open, the
Process, Effects, and Tools menus are not listed because these contain functions which require an
open data window.

Status Bar

On the left, help and processing information is displayed. The fields on the right show the
playback sample rate, sample size, mono/stereo, total length of the active data window, and the
total free storage space. These fields can be edited by double-clicking or right-clicking on them

(except for the free storage space, of course). When no data windows are open, the fields are
blank.

Sound Forge Workspace
This is the background area behind the data windows. You can drag sections here to create new
data windows.

TOOLBARS

The first time you run Sound Forge, two toolbars also appear on the screen: the Standard
and Transport toolbars. The toolbars contain buttons which are used to quickly execute
commands.

Standard
Provides quick access to many commonly used Sound Forge File and Edit menu options.

Transport

Provides the audio transport buttons: Record, Play All, Play Normal, Pause, Stop, Go to
Start, Rewind, Forward, and Go to End.

These toolbars, like any other toolbar in Sound Forge, can be dragged and dropped to
anywhere on the screen. Toolbars are also resizable and removable. When a toolbar is
dragged to any side of the main window, it docks, or attaches to the side. If you drag a
toolbar away from a side, it becomes a floating toolbar. To hide a floating toolbar, just
click on its Close button.

A list of available toolbars can be displayed by selecting the Preferences command under
the Options menu and looking in the Toolbars folder (or Toolbars in the View menu}. To
show a toolbar, just check the box next to the toolbar you wish to use and then select OK.
The number of open toolbars and their position on the screen 1s entirely up to you.



The Data Window

Data Windows are the windows which contain sound data files. These windows contain a number of sub
windows and controls which you will use in editing and viewing your sound data. Many parts of the Data
Window |ead to Shortcut Menus, dialogs, and other operations.

The following list briefly describes each part and possible mouse operations:

Title Bar Shows the file name or, if present, the title stored in the Summary information
of WAV files. Double-click to maximize and restore the window.

Level Ruler Shows the amplitude of the waveform. Right-click to reach the Level Ruler
shortcut menu, Drag to shift the view up or down when zoomed in vertically.

Time Ruler Shows the current location in the data window as well as ruier tags. Right-click
to reach the Time Ruler shortcut menu, Drag to scroll the data window.

Ruler Tags Used to indicate the position of region end points, loop end points, and
markers. Right-click to reach the Ruler Tag shortcut menu, Drag to change
their locations. Double-click anywhere in the region to select.

Edit Tool Selector Use this button to toggle between the Edit, Magnify, and Pencil Tools. Note:
The Pencil Tool requires that the zoom ratio be between 1:1 and 1:16.

Playbar On the left side of the playbar are the following audio transport buttons:Go to
Start, Go to End, Stop, Play Normal, Play Looped, and Piay as Sample. To the
right are the ptaybar's selection status fields.

Selection Status Fields Show the beginning, end, and length of a selection. If no selection has been
made, only the cursor position (also known as the insertion point) is displayed.
. Double-click on the left-most field to reach the Go To dialog. Double-click on
either of the other two fields to reach the Set Sefection dialog. Right-click to
reach the Status Format shortcut menu. )

Waveform Display Shows a graphical representation of the sound file. The horizontal axis
represents time (marked in the Time Ruler) and the vertical axis represents
amplitude (marked in the Leve/ Ruler). Right-click anywhere on the waveform
display to reach the Waveform Display shortcut menu.

Position Scroll Bar Use this to scroll the sound file forward and backward in time to see parts of
the file not currently visible in the waveform display.

Overview Allows for quick navigation and piayback of any part of the file. Overview also
shows the fraction of the waveform being shown on the wavefarm display, as
well as the selected region. Left-click to move the cursor. Double-click to
center the cursor in the waveform display. Right-click to start playback or
pause. Left-click and drag to activate the Audio Event Locator.

Time Zoom Resolution (Also called Zoom Ratio) Specifies the number of samples of data represented
by each point on the screen horizontally. This determines the tength of time
which is shown in the waveform display. With a small resolution value (1:1,
1:2, 1:4, ...), @ shorter length of time is displayed.

Time Zoom In/QOut Use this to change the zoom resolution for the time axis. Between these
buttons is a spinner that allows you to continuously change the time zoom
resolution.

Level Zoom In/Out Use this to change the zoom resolution for the level {vertical) axis. Between

these buttons is a spinner that allows you to continuously change the level
zoom resolution.



Maximize Width Pressing this button stretches the width of the data window to fit within the
Sound Forge workspace. °

OLE Drag Source Drag from this section of the data window into another application such as
Microsoft Word, to link the sound file to other documents.



Using the Transport versus the Data Window Playbar

There are a number of ways to play your sound files within Sound Forge. The most common method is to
use one of the Play buttons located either on the Transport toolbar or the playbar in the data window. Let'
s take a look at both of them.

On the left-side of the playbar at the bottom of every data window are six buttons. These buttons allow
you to play the sound data in a variety of ways. The first two buttons allow you to set the cursor to the
start or end of the current file. These are the Go to Starf and Go to End buttons. The next button is the
Stop button which you can use at any time to stop playback.

The last three buttons piay the sound in three different ways and also set the default play mode at the
same time. The first button is the Play Normaf button. This button plays the currently selected section of

data. If there is no selection, pressing the Play Normal button plays from the current cursor position to the
end of the file.

The final button is the Play as Sample button. This button is used to play a sound file as if it was present
in a sampler. This means the file will play from the start until it reaches the sustaining loop defined for the
file and then will loop in the sustaining loop for the number of loops defined. If there are no loops defined
the fite plays straight through. This is known as a one shot sample.

Whenever you play a file from the playbar, you will notice a small line that appears undermneath the play
arrow in the corresponding Play button. This is the current play mode which will be used whenever you
select the Play button in the Transport toolbar (or hit the Spacebar). Play Normal is the current play mode
in the playbar graphic shown above.

To change the current play mode, press the corresponding playbar button or use Control+Spacebar.

The Transport Toolbar
The Transport toolbar has seven buttons.

o] v v
ons are described below from left to right:

RecordBrings up the Record dialog which allows you to record to either a new or existing window.
' Shortcut: Controi+R

Play AllPlays the entire sound file from beginning to end. This allows you to hear the entire sound even if

you have a selection or the cursor positioned somewhere other than the
start of the data. Shortcut: Shift+Spacebar

PlayPlays the file using the current play mode. To set the play mode select one of the three play buttons
on the playbar as described above. The last button used becomes the
active play mode. Shortcut: Spacebar

PauseWorks like the Stop button in that it stops play of the current file. However when selecting Pause

the cursor is placed at the current piay position rather than back to
where it was when play was selected. Shortcut: Enter during playback

StopStops play and positions the cursor back to where it was prior to selecting play. Shortcut: Spacebar



Go to Start

Rewind

Forward

Go to End

;:Iuring playback

Places the cursor at the beginning of the sound file.
Shortcut: Control+Home

Shuttles the cursor backward in the sound file.
Shortcut: Control+Left Arrow

Shutties the cursor forward in the sound file.
Shortcut: Control+Right Arrow

Places the cursor at the end of the sound file.
Shortcut: Controi+End



Creating a New Window
To create a new Data Window do the following:

1.Select the New command from the File menu. Sound Forge displays the New Window d:alog
2.Select the new data format in the dialog.

Since we are already working with the TUTOR1 file let's create a new window that has the same
data format as TUTORI.

In the New Window dialog set the Sample size to 16-bit, the Channels to Mono, and the Sample
rate to 44,100, When you click the OK button a2 new window will appear titled Sound2. This 1s
an empty data window into which we are going to place data from TUTORI].

When you have inultiple windows on the screen, only one window is considered the active
window. This is the window on which you are currently working. Any operations you perform
will only affect this window.

To make a window the active window click anywhere on the window with the left mouse button.
The window's title bar will change to the color you have defined as the active window color in
Control Panel in Windows.

Copying Data to a New File

Make Wow, sound editing... the active window by clicking on 1ts title bar. If you don't still have
the word Wow selected, select it again as we did above. From the Edit menu, select the Copy
command. This will copy the sound data for Wow onto the clipboard.

Now make Sound?2 the active window by clicking on its title bar (if the title bar is covered by
another window, you can always use the Window menu to activate a data window). Select the
Paste command from the Edit menu and the Wow data will appear in the Sound2 window. If you
press the Play button, you can hear how our new file sounds with just the word Wow.

There are faster ways to copy data from one window to another, or from an existing window to a
new window, but we will cover those in a later section.

Saving a File

To save a data window, you first need to make it the active window, Make sure the
Sound2 window is active.”

1.Select the Save command from the File menu. Since the Sound2 window is a new file,
Sound Forge displays the Save As dialog. If the file had been opened or previously saved
by Sound Forge the file would be saved immediately.

2.Type a file name into the File name field in the Save As dialog and select the OK
button. Let's save the new sound file, Sound2, as MYFIRST Sound Forge will add the
file extension, WAV, automatically.

The Save As dialog also allows you to change file types, data format, and set summary
information fields. This is covered in a later section.



Common Edit Operations

The edit operations used most often include cut, copy, paste, delete, mix, and trim/crop.
Most of these make use of the Clipboard, which is a temporary storage area which can
also be used to move data from one window to another. The following list provides a
brief description of each operation:

Cut ‘

Deletes a selected portion of data and copies it on to the Clipboard.

Copy

Copies a selected portion of data on to the Clipboard.

Clear

Deletes a selected portion of data but doesn't copy it on to the Clipboard.

Trim/Crop

Deletes all data in a window except the selected section.

Paste

Inserts the contents of the Clipboard into a Data Window at the current cursor position.
Mix

Mixes the contents of the Clipboard with the current data in a window starting at the
current cursor position.

Crossfade

Crossfades the contents of the clipboard with the current data in a window starting at the
current cursor position. ’

To show how these operations are used, we will once again be using the TUTOR1. WAV
file. If it is not currently open please open the file now as described in the previous
sections.

Copy, Paste, Cut, Undo, and Redo

Copying Data on to the Clipboard

Once you have a selection, you can use the Copy command from the Edit menu. This will copy
the selected data onto the clipboard. You will see no change since the Copy command does not
change the data, it only copies it to the clipboard.

Pasting Data from the Clipboard

Now move the cursor to the beginning of the file by selecting the Go to Start button on the
playbar. To insert the contents of the clipboard into the file, use the Paste command from the
Edit menu. You should now see the data for the word "Wow" appear at the beginning of the
window, Press the Play button just to make sure. You should hear Wow Wow Sound editing just
gets easier and easier.

You have just made your first edit in Sound Forge! There are much quicker ways to do what we
have just done with Sound Forge, but we'll get to that in the Advanced Editing section,



Pasting Data to Another Window

Data on the clipboard remains there until it is replaced by another operation which places data
onto the clipboard. Therefore, you can continue pasting the data anywhere you want.

To demonstrate this, create a new window as described in the previous section by selecting the
New option from the File menu. Now, select the Paste command from the Edit menu once more.
You should now have a new data window with the data for the word Wow. You can also do this
by selecting the Paste to New function in the Paste Special item of the Edit menu. This creates a
new window and fills it with the clipboard contents in one easy step.

Cutting Data

To cut data, first you need to select a section of data you want to cut. Select one of the Wow
words (you should have two if you have been following the examples) from TUTOR].

Now select the Cut command from the Edit menu. This will remove the selected data and place it
on to the clipboard.

Undoing an Edit Opereftion

After any edit operation you can cancel it by selecting the Undo command from the Edit menu. -
Let's undo the cut we just made. Select Undo Cut from the Edit menu and you will see the ‘
original two Wow words in the TUTOR1 window.

Redoing an Edit Operation

If you change your mind again and decide you really liked an edit you undid, stmply select Redo
from the Edit menu. Doing this re-performs the edit operation you last undid. In this case
selecting Redo would re-cut the second Wow from the TUTOR1 window,

Let's redo the cut. Select Redo Cut from the Edit menu and you will see the second Wow has
been cut from the file again.

The Undo/Redo History window (View menu) also allows you to restore your sound file to
previous states byundoing or redoing operations. For more information, see the Reference
section.



Trimming edges (crop)

Trim (also called Crop) allows you to single out a section of data and cut everything else out of
the window except that section. This is a handy feature since you can keep using the Play button
to hear selections until you have just the right amount and then get rid of everything else with the
Trim/Crop command tn the Edit menu.

By now you should be getting used to selecting data on the screen, so select the "Wow, sound
editing just gets easter" section in the TUTOR1 window, but don't select the second easier.
Remember you can use the Play button to hear how the selection sounds at any time.

Once you have the selection, select the Trim/Crop item found in the Edit menu. After cropping
you will have only "Wow, sound editing just gets easier" left in the window.

At this point let's close the Wow, sound editing... window. Either click on the close box of the
TUTOR] window, or select the Close command from the File menu. You will be asked whether
you want to save the changes you have made to TUTOR1. Select the No button since we don't
want to keep the changes we made to TUTORI.

Also close any other windows you may have open, like MYFIRST.WAYV.

Mixing

Mixing is a powerful and useful edit operation which you will use often. Mixing allows you to
combine two sounds together into one window so you can create complex sound effects.

This time we are going to open two files, TUTOR1.WAYV and TUTOR2.WAYV. Open them now
as we've shown you in the previous sections.

TUTOR?2 is a file which contains the sound of a snare drum and crash cymbal. We are going to
mix this sound with TUTORI; the "Wow, sound editing..." window:

Before we begin mixing, let's make sure the Status Format is set to Time to make finding the
mixing points a little easier. To do this select the item Time from Status Format under the
Options menu. You will need to do this for both data windows since Sound Forge keeps track of
the format type for each individual window.

To make the windows easier to view during the mix operations you may want to0 maximize
Sound Forge by pushing the Maximize Window button in the upper right-hand corner and
selecting the Tile Vertically item from the Window menu. This will arrange the windows
vertically fully utilizing the Sound Forge workspace and make things easier to see.

If you activate each of the TUTOR windows you will notice that the length of TUTORI1 is 5.0
seconds long and TUTOR?2 is 3.0 seconds long. For this example, we want the drum hit to occur
Just before the "Wow." We could just copy the drum hit sound on to the clipboard and then paste
it before the "Wow", but this would increase the length of TUTORI to 8.0 seconds. So instead
we'll use the Mix command.

Select all the data in Drum Hit by making it the active window and then double-clicking in the
waveform display with your left mouse button (you could also use the Select All command under
the Edit menu). Now copy the data onto the clipboard by selecting the Copy

command from the Edit menu.

Make TUTORI the active window and then select the Go to Start button on the playbar. This
will put the cursor at the beginning of TUTORI. Select the Mix command from the Paste Special
option in the Edit menu.



The Mix dialog now appears. Keep both levels at 0 dB and select OK.

You will see that the drum hit sound has been mixed into the TUTOR1 window and the length of
TUTORU1 is still 5.0 seconds. Press the Play button to hear the results.

Select the Undo Mix command from the Edit menu to put TUTORI1 back to its original state.
Now let's mix the drum hit sound closer to the Wow portion of TUTOR1. The Wow occurs at
about 0.8 seconds into TUTQR1, so move your cursor in the TUTOR1 window to approximately
0.8 seconds. You do this by clicking with the left mouse button in the data window of TUTOR1
and watching the cursor position status field on the status bar (the left most field). You don't

have to be exact. Once you've positioned the cursor, select the Mix command again and then hit
Play for the result. Notice how the drum hit sound and the Wow sound overlap each other.

Status Formats

By right-clicking on the Time Ruler and selection status fields on the playbar, files can be set to
different formats. You can coordinate sound ﬁles with other events, or edit to a timing base you
feel most comfortable using.

Lengths and positions can be displayed in a variety of formats including Samples, Time,
Seconds, Frames, Measures and Beats, and SMPTE.

Selecting a Status Format

To select a format choose the Status Format item from the Options menu. This shows the ten
different formats available. Choosing one of these options sets the status format for the current
data window.

The available formats are:

Samples. Number of samples

Time. Hours, minutes, seconds and milliseconds !

Seconds. Seconds and fractions there of

Time & Frames Hours, minutes, seconds and frames as defined by the Edit Frame Rate (Special
. Menu )command

Absolute Frames Frames and fractions there of

Measures & Beats Measures, beats and 1/4's of a beat

SMPTE Non-Drop SMPTE at 30 or 29.97 frames per second (fps) non-drop

SMPTE Drop SMPTE at 30 fps with drop frames

SMPTE EBU  SMPTE at 25 fps

SMPTE Film Sync SMPTE at 24 fps

Using the current file, TUTORI, let's take a look at how the status formats affect values in the
status display fields. First, select the Samples format from the Status Format menu under the

Options menu.

Now select all of the data in the TUTOR!1 window. To do this choose the Select Ail option from



the Edit menu. This will select all data in the window. You can also select all of the data in a

window by triple-clicking the left mouse button anywhere in the waveform display of the data
window.

In the selection status fields on the playbar (at the lower right hand side of the data window) you
should see the values of 0, 240,006, and 240,007, This means that the first selected sample
(Selection Left) is sample 0, the last selected sample (Selection Right) is 240,006, and the total
number of samples in the selection (Selection Length) is 240,007.

Now select the Time option from Status Format under the Options menu. You will see that all
these values change to values specified in hours, minutes, and seconds rather than samples. You
can see that a sound containing 240,007 samples with a sample rate of 44,100 Hz will play for
5.000 seconds. You can experiment with each of the status formats to see how each format 1s
displayed.

Configuring Frames and Measures & Beats

When setting the status format to Frames or Measures & Beats, there is additional information
you can provide to Sound Forge to customize how these values are displayed. The Edit Frame
Rate dialog in the Special menu allows you to change the frames per second. In the Edit Tempo
dialog, also in the Special menu, you can specify the Beats per minute and Beats per measure
values used to calculate measures and beats. The default values for Frames and Beats are set on
the Status page in the Preferences folder (Options menu).



Selecting with the keyboard

The keyboard selection controls allow you to quickly select data or update a selection accurately. For
example, say you want to extend the selection end by a small amount. First make sure that the cursor is
at the end of the selection. You can move the cursor from one end of the selection to another by pressing
the Home (moves to the start) and End {moves to the end) keys. Use the C key to center the cursor in

the waveform display. You can then use the Shift+Right arrow and Shift+Left arrow combinations to
extend the selection end point by small increments,

The following list shows the available keyboard commands for selecting data.

Press To select from cursor to...

Shift+Right arrow the next screen pixel.

Shift+Left arrow the previous screen pixel.

Shift+End the last sample visible in the waveform dispiay.
Shift+Home the first sample visible in the waveform display.

Press To select ...

Shift+Page Up 10% of the current view past the cursor position.
Shift+Page Down 10% of the current view previous to the cursor position.
Shift+Control+Right arrow 2% of the current view past the cursor position (see below).
Shift+Control+Left Arrow 2% of the current view previous to the cursor position (see below).
-Shir;t+Numpad + the next sarr;ple. '
Shift+Numpad - the previous sample,

Shift+Control+Numpad + 10 sampies past the current position.
Shift+Control+Numpad - 10 samples previous to the current position.

I InWindows 95, Shift Numpad + will not work unless the Numlock indicatoron the |

keyboard is lit. ’

Also, if there are regions, markers, or loops present in the data window:

Press

Shift+Control+Right arrow

Shift+Control+Left arrow

To select from cursor to...

the next region start/end or marker.

the last region start/end or marker.

As you can see from the above lists, Sound Forge has extensive keyboard support for selecting data.
You will find that almost any operation has an equivalent keyboard shortcut which advanced users find
invaluable. For a complete listing see Appendix A.

Let's take a quick look at how to use some of these keys. Open the file TUTOR1.WAYV as we've done in



previous sections. First, make sure that you're using the Edit Toof by selecting it in Too/ under the Edit
menu. Now make a selection that encompasses the word Wow with a generous amount of space on
each side of the word. Pressing the Play button you should hear a little bit of silence, Wow, and a little
more silence.

Choose the Zoom Selection command from either Zoom Level or Zoom Time in the View menu. This will
fit the selection on the screen with the best possible resolution. Now let's adjust the right side of the
selection.

Grab the end of the selection with the mouse and drag to the right. Adjust the selection to be close to the
end of the word Wow and tet up on the mouse button. Now let's do the same thing with the keyboard.
Hold down the Shiff Key and press the right arrow key. The selection will extend to the right by one
screen pixel. If you hold down the Shift key and press the left arrow key, the selection will decrease by
one pixel. One screen pixel is equal to the number of samples shown in the Zoom Ratio field. You can
move the end of the selection in this manor until you've got the selection just right.

Now let's adjust the start of the selection. Since the cursor is at the end of the selection, any keys we
press for selecting will adjust the end. So we need to put the cursor at the front of the selection. To do
this, press the Home key. You will see the curseor jump to the start point of the selection. Now, use the
selection keys to adjust the start of the selection,

A selection can also be updated on a per sample basis rather than a pixe! basis. If you look in the above
list you will see that the Shift + Numpad + (plus} and - (minus) keys are used for these operations. This
allows you to get the exact selection you need without having to change the Zoom Ratio.



The QOverview

While making selections and navigating through a sound file, you probably noticed the overview (the thin
bar directly underneath the title bar) change. The overview represents the length of the entire sound file,
as if you were zoomed out all the way. From the overview, you can determine what section of the entire

sound file is being displayed, the selection made, and the cursor location.

Getting the Whole Picture
Zoom out all the way on the TUTOR1 window (Zoom Out Fulf in the Data Window shortcut menu) and
make a selection over the word Wow. Notice that the entire overview has brackets above and below it,

since the entire sound file is being displayed. Also notice how the selection and the cursor are displayed
on the overview.

Now press the Zoom In button a few times (the large magnifying glass in the lower right-hand corner of
the data window) and notice how the brackets become smaller. This corresponds to the smaller fraction
of the entire sound file which you can see when you zoom in on the waveform display. The selection size,
however, remains the same and does not move. Even when you can't see them on the waveform display,
you always know where the cursor and the selection are in the sound file by referring to the overview.

You can aiso change the cursor position by left-clicking anywhere on the overview. As always, when you
change the cursor, you fose your selection. Remember you can use Toggle Selection if you want to
restore it.

'

Fast Navigation and Playback P
When you left-click outside the bracketed region in the overview, you will not be able to see the cursor on

the waveform display. However, double-clicking anywhere on the overview will move the cursor and
center the waveform display to the selected position in the sound file.

You can also play back the sound file starting from the current cursor position by right-clicking anywhere
on the overview. Right-clicking again pauses playback. Left-clicking in the overview also moves the
cursor position. Also note that left-clicking on the overview during playback moves the cursor to the point
where you clicked and continues playback at that point. These navigation tools make it very easy to find
sections in large files.

As an example, say you wanted to move the cursor to the beginning of a phrase in a speech. You can
right-click on the overview bar to begin playback and then left-click at different positions within the
overview until you find the right start point. Once you find the start point, you can press the Stop button to
stop playback. The cursor should now be positioned at the last spot on which you left-clicked in the
overview; select Center Cursor from the Special menu and you are ready to edit.

Audio Event Locator

Holding down the left mouse button and dragging it in the overview bar will begin playback of small
looped portions of audio around the cursor position. While this is not technically a scrub function, it serves
a similar purpose i.e., it allows the user to hear brief segments of audio material in order to quickly scan
or locate events within the sound file. The length of the Audio Event Locator loop segment can be
adjusted in the Preferences dialog.



Advanced Editing and Navigation
MakKing a selection using the Set Selection dialog

If you need to select data at specific points, the Set Selection dialog allows you to type in
selection points or choose a selection from a list of regions. To reach the Set Selection dialog,
choose the Selection|Set command from the Edit menu.

In the Set Selection dialog, you can modify the Start, End, Length, and Channei of the selection.
Pre-determined regions can also be chosen from the Selection drop-down list.

Also, in this dialog you will find Snap Zero and Snap Time buttons. Pressing one of these
buttons will force the current start and end selection points to their nearest zero-crossings or time
increments, accordingly. A more thorough explanation of these functions can be found in the
Reference chapter under Selection in the Edit menu section.

Many commonly used functions in Sound Forge can be performed in a number of different ways.
For example, you can reach the Set Selection dialog by double-clicking on the piaybar field to
the left of OLE, or you can pick the Selection item from the Waveform Display shortcut menu.
Sound Forge has been designed to allow you to choose how you want to work. It doesn't force
you to work in a certain way. To avoid confusion in our demonstrations, we won't always tell
you about every method of accomplishing the same task. Refer to the Sound Forge Reference
chapter and the Appendix section on shortcut keys for more information on each feature. -

Extending a Selection the Mouse

After selecting a section of sound data, you will sometimes find that the start or end points are
not exactly where you want them to be. You could just re-select the data, but it is often difficult
to get the start or end points just right.

Sound Forge allows you to update the selection by grabbing a selection edge and moving it.
Once you have established a selection, place the mouse over the selection start or end point. You
will notice that the cursor changes to a bi-directional arrow. Once this arrow appears, you can
press the left mouse button and move the selection to a new position. The new position will be
updated once you let up on the mouse button.

Snapping a Selection to Zero-crossings

If after making a selection, the end points jump somewhere else automatically, its probably
because you have Auto Snap to Zero on. You may want to enable Auto Snap to Zero (under the
Options menu) so that any drag selections start and end points will always reside on a zero-
crossing.

To make a current selection snap to zero-crossings, select Edit|Selection|Snap to Zero (or press Z
on the keyboard).

If you'd like Auto Snap to Zero disabled only when zoomed in (1:1 or 2:1), select the Disable

auto-snapping below 1:4 zoom ratios option in the Editing page in the Preferences folder.

Using the Go To dialog

To quickly move the cursor to a specific point and center it in the waveform display, use the Go
To command. You can reach the Go To dialog in a number of different ways:

Use the Go To item in the Edit menu
Right-click on the waveform display and select Cursor|Go To from the shortcut menu



Doubtle-click on the left-most selection status field
Press Control+G

The Go To dialog is much like the Set Selection dialog described below. You can type in the
location where you want to go or use one of the predetermined locations from the list. To create
your own location marker, press the M key at any cursor position. You can also drop a marker at
any time during playback and recording by pressing M. Refer to the Regions List and Playlist
sections for more information on using markers.

Using Views

If you wish to save the selection points you've set, the Zoom ratio, or the position of the
waveform display, you can do so with Views. Sound Forge has the ability to store up to eight
views for each data window. Each view stores the selection, cursor position, magnification, and
position scroll bar placement. A saved view can later be instantly restored.

You can store and recall up to eight different views (1-8) in this manner. There is also a Views
toolbar you can use (look in the Toolbars folder of the Preferences dialog) to set and restore
views. When using the Views toolbar, all stored views are indicated by an underscore in each
View button.

Follow these steps that demonstrate how to use views:

1. Open the file TUTOR1.WAYV and select Wow,

2. To store the current view, press Control+1.

3. Now, zoom in and make a different selection anywhere you wish. Store this new view by
pressing Control+2, | :

4. To return to the first view you stored, press 1. Notice that the selection and zoom factor are
restored. . : -

5. To go to the second view you created, press 2.



Drag And Drop Operations

You can perform a mix, paste, or crossfade by dragging a selection from one data window and dropping it
on another. .

To drag and drop:

1. Open two sound files and select Tile Vertically from the Window menu just to make them easier to
work with. One will be called the source window and the other, the destination window.

2. Press and hold the left mouse button in the selected area of the source data window. While holding
the mouse button down, move the cursor until it changes to an arrow dragging a little box.

3. Drag the cursor onto the destination window. You will see a shaded block that represents the range
of the source material. You will also see that the little box accompanying the cursor now contains
an M{Mix), C (Crossfade}, or P (Paste). Position the block at the place in the destination window
where you would like the mix, paste, or crossfade to occur.

4. Let go of the left mouse button. This will bring up the Mix dialog. To perform a crossfade instead of
a mix, hold the Controf key down while letting go of the mouse button. Holding down the Alt key
when dropping performs a paste.

Tip: An easier way to select whether you will perform a mix, paste, or crossfade . is to simply drag the
block to the destination window and then while holding the left mouse button, click the right mouse button
to toggle between the Mix, Paste, or Crossfade functions. You will see the block change according to the
method; a mix will look like a solid block, a crossfade will loak like an X (or perhaps, a butterfly), and a
paste will be represented by a segmented vertical line rather than a block.

As we did in the previous section on mixing, open the two files, TUTOR1.WAV and TUTOR2 WAV, For
this example, TUTOR1.WAV will be the destination window and TUTOR2. WAV the source window.

To make the wiﬁdows easier to view white doing the mix operation you may want fo select the Tile
Vertically option from the Window menu.

Highlight all the data in TUTORZ2 by making it the active window and triple-clicking in the waveform
display. Now drag the selected section by pressing and holding the left mouse button in the data window
of the TUTORZ2 window. Notice that the cursor changes to a pointer with a small box when you begin
dragging. Drag the block to the beginning TUTOR1 data window and let go of the mouse button to drop
the section.

When you let go of the mouse in the TUTOR1 window, you will see a dialog which shows the
TUTOR2.WAV window as the source and TUTOR1.WAV as the destination. Leave the levels at 0 dB,
and select OK. You will see that again the drum hit sound has been mixed into the TUTOR1 window.
Press the Play button to hear the resulis.

Drag and Drop Crossfading

Undo the last operation. Now select all of TUTORZ2 and drag it toward the end of TUTOR1. Press and
hold the Control key, you wili see the crossfade block and by moving the block back and forth horizontally
across the end of TUTOR1, you can adjust the crossfade time and see the crossfade expand and
cantract over the end of the destination file. Once you have determined where you would like the
crossfade to begin, let go of the mouse button. This takes you to the Crossfade dialog. Select the Normal
crossfade preset from the presel iist at the top of the dialog and press OK. You should hear the end of
TUTOR1 fade out as the beginning of TUTORZ2 fades in.

Drag and Drop Pasting
Again, undo the last operation. Select all of TUTOR2 and drag it over to TUTOR1. Hold the A/t key down
while you position the paste point at the beginning of TUTOR1. Now, let go of the mouse button. If
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everything was done correctly, you should have pasted the data from TUTOR2 at the insert position in
TUTOR1. o '

Creating a New Window with Drag and Drop

A very useful feature of drag and drop is the ability to quickly create a new window from a selection.
Make a selection in a data window and drop it on an empty area of the Sound Forge workspace. A new
data window is automatically created containing the data from the selection.

Snap to Event in Drag and Drop Operations

Another useful feature of drag and drop is the ability to snap to markers, regions, time increments and
other events in the destination window. All of the drag and drop operations mentioned above will snap {(or
gravitate) to points in the destination file depending on what events have been established in the file.

The following list shows possible Snap to points in the destination file.

Cursor Start of block snaps to cursor position

Selection Start of block snaps to start or end points of a selection

Start ' Start of block snaps to start of file

End Start of block snaps to end of file

Markers ’ Start of block snaps to marker ' #

Regions Start and End Mérkers Start of block snaps to region start or end
Time, Measures, Etc, ) Start of block snaps to labeled divisions on Time Ruler

Video Frames Siart of block snaps to the start of video frames appearing in the video strip



Advanced Mixing options

In the Mix dialog, there are several options you can use to perform complex mixes. For example,
when mixing vocals over music, you can have the music fade out and then fade back in when the
vocal part is mixed. This is sometimes referred to as ducking. Follow these steps to perform
voice-over ducking: '

1. Open the file TUTOR1.WAY and select the word Wow.

2. Drag the Wow selection to an open area in the Sound Forge workspace to create a new data
window,

3. In the Surmmary dialog within Properties (File menu), name this sound file Wow in the Title
field and press OK.

4. Now, open the file TUTMUSIC.WAYV. This file contains a short music clip to which we will
mix the Wow sound.

5. Place the cursor in TUTMUSIC at about two seconds from the start of the file.

6. Select all of Wow and drag and drop it to the TUTMUSIC window.

7. In the Mix dialog, select the Slow duck preset. Notice that the Destination Volume is set to -6
dB and the times in the Pre/Post-fade destination edges are set to 0.5 seconds. This means that
before and after the mix, the music will be faded to -6 over 0.5 seconds. Press OK.

8. Listen to the file, then undo the operation.

9. Once again, drag Wow to TUTMUSIC and select the Slow duck preset. This time, set the
Destination Volume to -20 dB and press OK. The music will now fade out even lower. Both the

source and destination volumes can be used to get the right mix of voice and music. The
Pre/Post-fade destination edges control how fast the destination sound is faded out and back in.
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Editing Stereo Files

When editing stereo files you have two channels of data on which to work. The upper channel is the left
channel and the lower channel is the right channel. We will refer to them in both ways left (upper), and
right {lower}.

Selecting Data in Stereo Files

When selecting data in stereo files, Sound Forge allows you to select either the Ieft channel, right channel
or both channels for playing, editing, and effects processing.

When editing a stereo file, the waveform display showing the two channels is split into three logical
sections for selection with the mouse. The upper quarter of the waveform display is the left channel hit
section, the lower quarter is the right channel hit section, and the middle half selects both channels.
When selecting data with the mouse, the cursor location determines what channel(s) will be selecied.

Open the file TUTOR1.WAV and convert it to stereo by editing the Format under Properties in the File
menu or by right-clicking on the Channels playbar field and selecting Stereo. Set the Channels to Stereo
and press OK. Select Both Channels for the destination in the Mono to Sfereo dialog. You should now
have a stereo version of TUTOR1.WAV.

Move the mouse pointer near the top of the left channel and select the word "Wow." Notice the change to
the left channel selection cursor, and that only the left channel of the data becomes highlighted. Now do
the same thing but in the middle half of the window near the top of the right channel and the bottom of the
left channel. This time you should see both channels being selected. Do this one more time near the
bottom of the waveform display and you should see only the right channel being selected.

I Cursor whén selecting both channels of a stereo file or when in a mono file. - : "
I Cursor when selecting the left channel of a stereo file.

IR Cursor when selecting the right channel of a stereo file.

++ Cursor when extending a selection.

Toggling Channe! Selections

Once you have made a selection in a stereo file you can switch between channel selections by pressing
the Tab key. The Tab key will cycle between selections of Left Channel, Right Channel, and Both
Channels. You can also set the channel selection by using the Channef drop-down list in the Set Selection
dialog.

Previewing Channels

Selecting a single channel allows you to hear a preview of a single channel in the stereo file. For example
double-click (triple-click if it contains regions or markers) in the TUTOR1 window to select all the data (or
use Select All from the Edit menu). Press the Play button and listen to the clip. Next press the Tab key to
toggle the channel selection into a single channel and press the Play button again. Do this one more time
to hear the other channel.

Single Channel Editing

Stereo data files are tied together by the nature of their format. In other words, they always play together.
This means that there are some edit operations, such as Cut and Paste, which you can't use on a single
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channel. It would leave one channel shorter or longer than the other. This is usdally not a problem in real
world editing situations. To shift a single channel in time by small amounts, you can use the Delay/Echo
function.

You can copy a selection from a single channel to the clipboard by setecting the data in either the left or
right channet and using the Copy command. This will place a meno clip on the clipboard. You can then
paste the mono clip to @ mono file, both channels of a stereo file, or you can mix it into a single channel or
both channels of a stereo file. When mixing mono clipboard data to a stereo file you will be asked with a
dialog whether you wish to mix to a single channel or both channels.
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Opening an .AVI File

To open an .AVI file, choose Open from the File menu and select Video for Windows (*.avi)
from the Files of type list. Then, double-click on the file you wish to open. If the .AVI file being
opened in Sound Forge contains exactly one video stream and one audio stream, it will open
these streams automatically. However, if no audio is present an audio stream will be created
containing only silence for the entire length of the video.

Handling Multiple Streams

AVI files can contain more than one video or audio stream. A stream is not the same as a track
in a multi-track video or audio editor. Multiple streams are most commonly used to contain
different versions of a video or audio track. For example, you could have an .AVI file with one
video stream and multiple audio streams in different languages. An .AVI player, such as
Microsoft's Media Player, can detect which language version of Windows your computer is
using and automatically play the correct audio stream for that language.

If more than one stream exists you have the option of choosing which one will be opened in
Sound Forge. This is done in the Video Stream dialog. In this dialog, you must select a video and
audio stream to open by using the Stream Selectors (black diamonds) to the left of each stream.
Once you've selected one of each, press OK.

Attaching a Video to a Sound File

To attach a video to an opened sound file, select Properties from the File Menu and go to the
Video folder. Pressing the Attach button wili take you to the Attach Video dialog, where you can
select an .AVI file to attach a video from. Press OK after selecting an .AVI with a video stream.

The Video Properties will now display the audio and video streams in the .AVI. An .AVI file can
contain multiple streams, but in most cases you'll have one audio stream and one video stream.

The square checkbox to the left of each stream indicates which streams will be stored when you
go to save your file. The black diamond next to it is the Stream Selector, which indicates which
streams are currently being used in Sound Forge.

Press OK again and you should now see the video strip above the waveform display. Once you're
done editing, you must save the file as an .AVI if you want to store the video.

Saving an .AVI file

To save an opened file in the .AVI file format, follow these steps:

1. In the Save or Save As dialog, select Video for Windows (.avi). After naming the file, etc..,
press Save.

2. The Video Save Options dialog appears next. In here, you can select which streams to store in
the .AVT file by checking the square checkbox to the left of each stream. In this dialog, it is also
possible to edit the titles of the streams,

3. Pressing OK will take you to the Compression Options dialog. Here, you can select a
compression scheme for each audio and video stream. To change the options for a stream, select
it and press the Options button. By checking the Interleave every _ Frames option, you can
specify how frequently the audio chunks are interwoven with the video.

4, If you pressed the Options button, yet another dialog, Video Compression, let's you select
from different compression algorithms, and even go to another dialog to set specific compression
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configuration parameters. For more information on compression, see the next section. Selecting
No Recompression saves the stream in its original format, which is the Sound Forge default.

5. Once you're done setting compression options, hitting OK several times will complete the
process. If the video is long and/or the compression scheme selected is slow, saving the file
might take a while. However, if you didn't change any video compression formats, the save will
be much faster, since no recompression takes place.

.AVI Video Compression

If you thought audio files chewed up your hard-disk space quickly, wait until you start using
video! CD quality audio takes up about 10 MB of hard-drive space per minute:

(60 seconds x 44,100 samples per second x 2 tracks for stereo x 2 bytes per 16-bit sample). On
the other hand, a typical video for multimedia use will easily contain about 200 MB per minute,
and this for a small window of video:

(60 seconds x 15 frames per second x 320 x 240 x 3 bytes for 24 bit pixels).

Using uncompressed video as a final distribution format is out of the question for most practical
purposes. Video compression is a necessary evil.
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Mono to Stereo and Stereo to Mono Conversions

For demonstration purposes, open the fie TUTOR1 WAV located in the directory where Sound Forge 4.0
was installed (in most cases this will be C:\Forge40). To convert the file from mono to stereo, right-click
on the status field which has the word Mono and select Stereo from the shortcut menu.

When you do conversions from mono to stereo, you will be presented with a dialog which asks you where
you want to put the data. Your choices are as follows:

Left Channel The mono data is placed in the left channel. The right channel is set to silence.
Right Channel’ The mono data is ptaced in the right channel. The left channel is set to silence.
Both Channels The mono data is copied into both channels.

When performing stereo to mono conversions, the following options are available:

Left Channel Mono data is taken only from the left channe! of the stereo file.
Right Channel Mono data is taken only from the right channel of the stereo file.
Mix Channels Mono data is created by mixing both channels of the stereo file.

For now let's put the data in the left channel so we can get a feel for how the function works. Click the
radio button next to Left Channel and select the OK button.

You will now have data in the upper half of the data window (the left channel) and silence in the right
channel. Press the Play button and you will hear "Wow, sound editing just gets easier and easier" in only
the left channel.

[Fyour card supports only mono dafa you will still'be able to play stereo files if you set |
your playback device to Sound Mapper in the Wave section of Preferences in the
| Options menu. ' |

For now let's go back to a mono sound file, but we'll do it in a different manner. Select the option
Properties in the shortcut menu that appears when you right-click on the waveform display. in the
Properties dialog select the Format tab. This page allows you to change aill the parameters at once. Set
the radio button for Channel$ to Mono and select the OK button. Select the Left Channef for the source
channel in the Sfereo to Mono dialog and we're back where we started.

“The above steps were used for demonstration purposes. Simply using Undo would have|

! been much more efficient. ;

Channel Converter

The Channel Converter (Process menu) is also used to convert between mono and stereo formats. It
allows independent level settings for each channel and can be used to inter-mix the left and right
channels of a stereo file to create interesting pan effects. For simple conversions, use the included
presets. See Channel Converter later in this manual in the Process menu section of the Reference
chapter for more detailed information.
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Converting 16-bit samples to 8-bit samples

To save storage space, 16-bit sound files are often converted to 8-bit files. However, when you
represent a sound file with only 8-bits, an audible distortion referred to as quantization error
becomes very prominent. To minimize quantization error, there are several things you can do to
the 16-bit sound file before converting it to 8-bit. You can:

Apply a Noise Gate (Effects menu) to completely mute out the silent parts in a sound file. Often,
a low level signal in a 16-bit sound file will become noise after the 16- to 8-bit conversion, so it's
best to have complete silence between the sound parts.

Apply dynamics compression (select Dynamics|Multi-Band in the Effects menu) to the sound
file. A small amount of compression (2:1 or less the presets are usually sufficient) will lower the
dynamic range of a sound, making it easier to represent using 8-bit samples,

Normalize (Process menu) the sound to 0 dB (peak). This ensures that the entire dynamic range
available in 8-bit samples is used and lowers the signal to noise ratio.

You can apply both dynamic compression and normalization at once by using the Normalize
function with theAverage RMS power option. Set Apply dynamic compression in the If clipping
occurs drop-down list.

Once you have performed the above operations, you should use Convert to 8-Bit in the Process
menu to do the 16 to 8-bit conversion. Sound Forge provides three different 16 to 8-bit
conversion options; Truncate, Round, and Dither. Truncate simply removes the lower 8§ bits and
they are lost forever. Round is similar to Truncate, only some attempt is made to represent-the
highest of the low bits by rounding up if possible. Dithering is'used to mask the quantization
noise with less obtrusive noise. In the Convert to 8-Bit dialog, set the Dither bit depth to a low
value (like 0.1) and increase the value slowly until you reach an acceptable sound.

Remember, an 8-bit sound file will always sound noisier than a 16-bit sound file, so whenever
possible, stick with 16-bit. When trying to save space, it is possible to get better results from
lowering the sample rate (see Resample under the Process menu covered in the Reference
chapter) instead of using 8-bit samples.

Converting Files

When producing audio files you may find that you need to provide the file to a client in a variety
of formats. This could be .WAY files with data formats such as 8-bit mono, 16-bit stereo, or -
even ADPCM. You may need the files converted to Raw data, .VOC, or some other PC format.
You may even need to convert to a different platform like Macintosh .AIF files or Amiga .SVX.

We have seen in the previous sections that you can quickly convert between mono/stereo, 8/16-
bit, and change the sample rate in Sound Forge. You can then use the Save As command to save
the file.to a new name, or you can save in a new format within the Save As dialog.

If you don't have TUTOR1.WAYV open, open it up now. Select the Save As command from the
File menu and the dialog for saving will be displayed.

When the Save As dialog is displayed, there are three controls that are used for file conversion;
the Save as type, Format, and Attributes. The Save as type is the list of all available output file
types. The Format field sets the format of the data which is saved in the file. The Attributes field
controls sample size, sample rate, and the number of channels,

When you bring up the Save As dialog, the Save as type will be set to the type from which the
file was opened. The default for new files is Microsoft Wave ( WAV). You can change to the
type of file you want to save by selecting the new type from the Save as type list. Notice that the
extension of the file name will be changed to reflect the type of file you are saving.
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The Format drop-down list shows the format of the data which will be saved in the file. Usually
this will be PCM which is the standard for most file types. PCM (Pulse Code Modulation) is a
standard format for normal uncompressed audio. If you are saving a file to a file type which
supports other formats, they are displayed in the drop-down list. Other formats are typically used
when saving audio data in a compressed form.

The Attributes drop-down list shows the sample size, channels, and sample rate which will be
stored when saving this file. Examples include: 11,025 Hz, 8-bit Mono or 44,100 Hz 16-bit
stereo. You can quickly change the attributes of the data by selecting one of the options available
in the drop-down list. When you change from a mono file to a stereo file using the Attributes

field, that data is copied to both channels. If you change a stereo file to a mono file, the data is
mixed to one channel.

‘When you change the Save as type you may notice that the Format and Attributes fields will also
change. This is because not all file types support the same types of sound data. For example the
Dialogic .VOX format only supports 16-bit mono Dialogic ADPCM files. This means you can't
store stereo 8-bit data in this file. Don't worry, in most cases Sound Forge automatically converts
any file you save to an acceptable format.

Microsoft WAV and .AVI files allow you to store over 30 text fields including: Creation Date,
Copyright, Keywords, and a variety of other informational text data. Sound Forge supports
viewing and editing any of these fields.

Summary Information

When editing WAV and .AVI files, the Summary tab is available in the Properties section of thei
File menu. This allows you to view and/or change basic summary information currentty stored in-

the file.
Extended Summary Information

The Extended Summary dialog consists of a list of available fields, each of which may or may
not have attached text. The Fields list shows the abbreviation of the field type, a short
description, and if the field is currently empty, the word (Empty) appears after the short
description. Below the list of fields is the Contents which shows the contents of that field. At the
bottom of the dialog is a longer description of the current field.

To the left of each field in the list is a check box which is used to enable or disable fields of this
type when saving .\WAYV and .AVI files. The field is enabled or disabled by clicking on the check
box. If a field is empty, i.e. has no text associated, enabling the check box has no effecton a
saved file. Field information is only saved if text information exists for that field.

The Save Summary Information in ' WAV/.AVI files check box in the Save As dialog is used to
quickly enable/disable saving of all summary fields to a file during a Save As operation. This
allows you to quickly strip all summary information from a file.

For a description of the fields available refer to the Properties within the Flle menu section in the
Reference chapter later in the manual.

Default

If the Default button is selected, the text in the summary fields is saved with the defaults fields
that are automatically filled when creating a new WAV file. The Creation date field (ICRD) is
always filled with the current date for new files. Saving a custom default setup is handy for
saving copyright and engineer information for new files created at your site.

Open the file TUTOR1.WAYV and select the Summary tab from Properttes in the File menu. This
will show you the Summary dialog. Press the Extended button and notice that the default for
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saving summary information is to have all fields enabled. The fields which have already been
filled in for TUTOR1.WAYV are Comments, Copyright, Creation Date, Engineer, Keywords,
Name/Title, Product, Subject, Software, and Source. Scro]l to and select each field. You will see
the embedded text for each of these fields.

Additional Embedded Information

The Microsoft WAYV and .AVI file formats allows non-text data to be embedded in the sound
file. If you open and edit a file which has additional information created by other software,
Sound Forge will keep track of this data and place it back in the file when you save to the
original format.

If you wish to add or remove additional data (such as embedded bitmaps, metafiles, etc.), you
can use the Save As item from the File menu. When you save data using the Save As option,
Sound Forge will ask you if you wish to copy the additional non-audio information to the new
file. At this point you can answer either Yes to place the additional information in the new file or
No to save only audio data and any additional data types you have selected.

Sound Forge will only prompt you to save if such data exists.
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Recording basics Video tutorial

To start a record session you can either select Transport then Record from the Special menu or press the
Record button on the Transport toclbar. The Record button is the first button on the Transport toolbar
with the red circle on it.

If you experience problems recording, refer to the Troubleshooting chapter for !
information on common recording problems. i

After pressing the Record hutton or selecting TransportjRecord from the Special menu, you will be
presented with the Record dialog. Notice that the window into which you will be recording has its title
displayed in the dialog title.

arning: The Record and Record Remotle dialogs are always desfructive and contain noj
Undo capabilities. |

To prevent accidentally recording over sound data, record into a new or scratch data window and paste
the takes you want to keep into the desired sound data window. For extra safety Sound Forge
automatically defauits to record in a new window when the current sound file is opened in direct edit
mode.

In the upper left corner of the dialog are the Recording atiributes. These are the record sample rate,
sample size, and number of channels which will be used when recording. These attributes are applied to
the data window into which you will be recording. If you want to change these atiributes, exit the Record
dialog and change them in the data window, record to a new window, or record to another window.

Recording to a New Window

If you want to record to a new window rather than the currently selected record wmdow select the New
button found at the upper right of the Record dialog. This brings up the New Window dialog where you
can specify the Sample rafe, Sample size, and Channels for the new data window. These attributes will
be applied while recording.

Selecting an Alternate Record Window

If you wish to record to a window other than the one currently displayed in the Record dialog title, you can
do so by selecting the Window button. Pick the window you want to record to from the drop-down list in
the Record Window dialog and select OK. The title of the window you select will now appear in the Record
dialog title.
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Recording Modes

Sound Forge has four different modes of recording. These are Automatic Retake, Multiple Takes
with Regions, Multiple Takes (no Regions) and Punch In. Each mode is described below.

Automatic Retake

The Automatic Retake mode is the easiest method of recording. Recording starts at the position
shown in the Start field when you select the Record button and continues until you select the
Stop button. Any data which is currently afier the position in the Start field will be replaced.
When recording is stopped, the start position is reset to the beginning of the take a]lowmg an
immediate review and retake if desired.

Automatic Retake is the default mode when recording into an empty Data Window or when you
select the record button with no data selected in the current Data Window.

Multiple Takes with Regions

The Multiple Takes with Regions mode allows multiple takes to be recorded and each take with
automatically have a Region defined in the Regions List. Recording starts at the position shown
in the Start field when you select the Record button and continues until you select the Stop
button. Any data which is currently after the position in the Start field will be replaced. When -
recording is stopped, the start position remains at the end of the next take allowing the take to be
recorded immediately.

Multipie Takes (no Regions)

The Multiple Takes (no Regions) mode allows multiple takes to be recorded, but no Regions are
defined in the Regions List. Recording starts at the position shown in the Start field when you
select the Record button and continues until you select the Stop button. Any data which is
currently after the position in the Start field will be replaced. When recording is stopped, the start
position remains at the end of the take allowing the next take to be recorded immediately.

Punch In

Punch In mode is used when you want to record over a region of data in an existing Data
Window. Recording starts at the position shown in the Start field when you select the Record
button and continues until you select the Stop button, or the length of the data recorded is equal
to the length in the Length field. This makes 1t easy to record over a section of audio without
effecting the rest of the file. You can use the Play button to hear the selected Punch In region at
any time.

You may adjust the Punch In region by changing the values in the Start, End, or Length edit
fields. You may also adjust the format of these fields to a vanety of different display status
formats by selecting a format from the Input format drop down list box.

Punch In mode is the default mode when you select the Record option while you have a region of
data selected in the current Data Window.

Using Pre/Post-Roll with Punch In Mode

At the bottom of the Record dialog are two edit fields which contain the Pre-Roll and Post-Roll
times. These can be used when listening to a region in Punch In mode. These times define the
amount of audio you wil! hear prior to (Pre-Roll), and after (Post-Roll), the selected region when
using the Play button. This allows you to hear the transitions between the Punch In region and
sound before and after the region. If you wish to use the Pre/Post-Roll option you must check the
Review check box at the bottom of the dialog. To disable Pre/Post-Roll uncheck this box.
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Using the Prepare Button

The Prepare button is used when you need Sound Forge to begin recording as soon as possible
after selecting the Record button. The Prepare button opens the wave device and loads all
recording buffers in order to minimize the time between selecting the Record button and sound
actually beginning to be recorded.

The Prepare button is optional. It is not necessary to select this button prior to recording,
however it does allow for more accurate takes in the Punch In mode.

Recording Status

While you are recording, the amount of time recorded will increase and the Time left on drive
will decrease. Make sure and keep an eye on your Time left on drive if your available record
time is limited. It's never fun running out of recording time!

Available Recording Time

Near the bottom of the dialog you will see the Time recorded and Time left on drive fields.
These two boxes show how much time you have recorded and how much time is available on
your hard drive for additional recording. If your Time left on drive field is displaying a limited
amount of available time you may want to free up some space on your hard drive or pick an
altermate drive where Sound Forge stores its temporary files. You can get more information on
temporary file usage by referring to the Reference chapter on Temporary Storage.

Finishing Recording

When you have finished recording select the Close button to exit the Record dialog and return to
normal editing mode.

Previewing Recorded Sounds

After recording your material, you can listen to what you have recorded by selectiﬁg the Play
button. You can also listen to the section over which you plan to record in Punch In mode. To
stop playing select the Stop button at any time.

Record Meters

Like the Sound Forge Play Meters, the Record Meters can be scaled to view differing dynamic
ranges by right-clicking on the meters and selecting the appropriate range from the shortcut
menu. For most recording situations it is probably best to select -42 -to 0 dB, as this is the most
practical range to view a good record signal. To view very low levels, select -90 to 0 dB. This is
a good way to measure the amount of noise you have in your system due to noisy sound sources
and/or poor equipment (such as an inexpensive sound card).

Also in this shortcut menu, you can set the meters to Hold Peaks and Hold Valleys. It is
recommended that Hold Peaks be checked, as this is a good way to view the peak levels while
setting the record level (see below). To reset the current peak, single-click on the meter's text
output (just above the meters).

For Windows 95 and NT 4.0 keyboard shortcut lovers, the Play Meter shortcut menu can be
reached by thekeyboard shortcut Alt+Spacebar.

Checking Record Levels
Sound Forge allows you to check the level of your input source before recording begins. To view

your levels engage the Monitor check box. The meters will light up in relation to the level of the
incoming signal. For best results, the level should be somewhere in the yellow range with an
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occasional red. Once your levels are checked you can immediately begin recording by selecting
the Record button. If you do not see the meters light up, you may have your mixer levels or input
source set incorrectly. You can refer to the Troubleshooting chapter for more information on
these problems.

Adjusting Levels Using the Peak

The peak values displayed above the level meters are useful for maximizing your input level
without clipping. When recording you generally want your input signal to be as hot as possible
without clipping. By this we mean you want your input levels to be as high as possible without
exceeding the range of values which can be stored digitally when recording. When vou clip, the
peaks of your waveform become clipped off resulting in distortion. The peak values show you
(in decibels) the highest peak that you have reached since hitting the Monitor button.

To adjust your levels, select the Monitor check box so that Sound Forge begins to listen to your
recording device. This is just like recording except that Sound Forge doesn't store any of the data
it receives. Apply an input signal by speaking into your microphene, playing your CD, or
whatever it is you're trying to record. If the peak value stays at a low value, increase the levels of
sound you are supplying so that the peak value is somewhere in the -6 dB range. If the peak
reaches 0 dB then you have clipped and will see the word Clip above each meter. Once you
lower your input levels, right-click on the meters and select Reset Clip to clear the current peak
value, Sound Forge always keeps the maximum peak displayed above the meters or via Hold
Peaks.

Once you have adjusted your levels you can immediately begin recording by selecting the .
Record button or end monitoring the levels by un-checking Monitor below the meters.

It is particularly important to record sounds with the hottest levels possible when you plan to
later convert 16-bitdata to 8-bit. This assures that you will use the greatest dynamic range -
possible mn an 8-bit file (which uses fewervalues to represent the waveform).
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Applying Simple Processes and Effects

To apply an effect, first select a section of data on which you wish to operate. To select the entire
file, double-click (triple-click if regions or markers are present) on the waveform display.

If you don't have a selection when you perform an effect which requires one, Sound Forge will
apply the effect to theentire file.

To show how effects are used we will once again be using the TUTOR1. WAV file. If it's not
currently open, please open the file now.

Select the Reverse item from the Process menu. The Reverse operation reverses the data
selection, making it sound like it's playing backwards. Once the operation has finished, press the
Play button to hear how TUTOR1 sounds when played backwards.

Applying an Effect to a Section of the Sound File

Select the Undo Reverse item from the Edit menu to put TUTOR! back to its original state. Now
select only the word "Wow" in the window and again select the Reverse item in the Process
menu. Play the file again and notice how only the word "Wow" is played backwards. After you
have listened to the effect, undo the reverse again so we can try another effect.

Again, let's select only the word "Wow" in the TUTOR1 window. This titne after selecting the
data, select the Volume item in the Process menu. Use the scale factor fader to set the scaling to -
6 dB (50%). Clicking on the fader and using the up/down arrows will give you more precision.
Now select OK. If you press Play you will notice that the volume is now at 1/2 of its original
volume. You can undo the last operation by selecting Undo from the Edit menu.

The previous two examples show you how easy it is to apply effects to files. Sound Forge has a
large number of different processes and effects, ranging from simple volume changes to complex
multi-tap reverb/delays. To learn about a particular effect, please refer to the Effects Process, or
Tools menus which are covered in the Sound Forge Reference chapter.

Applying Effects to Stereo Files

In a stereo file, only the selected region in the channel which you've selected is processed. Most
functions can be applied to the left, right, or both channels. The only functions which cannot be
applied to separate left and right channels are functtons which affect the length of the data, since
each track in a stereo file must be of the same length. These include Insert Silence, Resample,

Time Compress/Expand, Gapper/Snipper, Pitch Bend, and Pitch Shift (without preserving
duration).

If you need to run a process like Insert Silence in only one channel, you should divide the stereo
file into two mono files first, insert the silence, and then join them back together into a stereo
file. Separating stereo files into two mono files is a good idea if you are going to be changing the
duration of each track by cutting or inserting space to synchronize different events.

Applying 2 Function to a Single Channel in a Stereo File

Previously, we reversed TUTORI so that we could hear how the data sounded when played
backwards. Now let's try this on a single channel of a stereo file. First convert TUTOR] to stereo
by right-clicking on the status field which has the word Mono and select Stereo from the shortcut
menu as we did in a previous section. Make sure to select the Both Channels option in the dialog
so we have data in both channels of the new stereo file.

Select the entire left channel by triple-clicking with the mouse in the upper 1/4 of the TUTOR1
waveform display. If you select both channels, just use the Tab key to toggle the selection to
only one channel. Now select the Reverse item from the Process menu. You will notice that only

«
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the left channel data is reversed. Press the Go to Start button on the playbar to clear the selection
and place the cursor at the start of the file. Press the Play button and you will hear "Wow, Sound
editing is easy" backwards in the left channel and forward in the right channel. If you only hear
one channel then you are in single channel preview mode. To hear both channels use the Tab key
to toggle the cursor or selection to encompass both channels and again press the Play button.

If you want more information on how to use a function, press the F1 function key while selecting
the function title inthe menus. Also, you can press the F1 function key or the Help button in all
function dialog.

Envelope Graph

Envelope graphs are used to draw the shape of a frequency or amplitude envelope that will be
applied. The horizontal axis represents time, with the left-most point specifying the start of the
selection and the right-most point specifying the end of the selection. The vertical axis represents
either amplitude or frequency.

. To create a new knob on the graph, left-click anywhere on the line connecting the envelope
points and drag the knob in any direction, sort of like pulling a rubber band.

- You can delete a knob by double-clicking or right-clicking within it.

- To reset the grapﬁ (delete all knobs) click on the Reset button.

Moving Multiple Envelope Points

It's pos;ible to select and move more than one envelope point at once. Just try:
1. Clicking on an unused section of the Envelope Graph.

2. While holding the mouse button down, drag the mouse. A dotted-line selection square will
appear. . :

3. Move the mouse to surround the needed points with the selection square.

4. Release the mouse button. The selected points will now be colored red.

5. To move all of the selected points, drag any one of the points.

You can also select all points by pressing Control+A when the Envelope Graph is active.
Displaying the Waveform on an Envelope Graph

Some envelope graphs (such as in the Fade|Graphic or the Pitch|Bend dialogs) allow you to view
the waveform of the selected data region on the graph. If the selection is small, the waveform is
automatically displayed. Otherwise, you must press the Show wave check box. If you have a

stereo file, you can choose between displaying the Left channel only, Right channel only, or Mix
channels in the drop-down list.
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Vertical Fader and Horizontal Trackbars

In the FM Synthesis dialog, the Amplitude is controlled by a fader and the Feedback is controlled by a
trackbar.

£ 2 ‘l’

Fader: [543 Trackbar: &2

There is nothing complicated about these controls. To change the parameter values, just left-click and
hold on top of the trackbar thurnb and drag left and right or up and down.

IVou can fine tune a control's vaiue by holding down both the left and right mouse buttons |
[ at the same time (or holding down Controf on the keyboard) |

There are many keyboard shortcuts when using faders and trackbars. You can use the Up, Down, Leff
and Right arrow keys to change the value in small increments or the Page Up and Page Down keys to

change the vatue in larger increments. The Home and End keys change the parameter value to its
maximum or minimum.

If you double-click on a fader or trackbar thumb, it returns to its reset value (usually 0%, 50%, or 100%).
Left-clicking on the hash marks in a fader also changes the value by very small increments.
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Edit Box Spinner Control

FM Synthesis dialog the Total output waveform length and Frequency parameters are modified
with edit box spinner controls. The edit box is the box containing text, while the spinner is the small
control to the right. With this type of control, you have several options for changing a parameter value.
You can:

Type in the number by left-clicking on the edit box and then typing.in the value.

Increment the value by clicking on the two smail up/down buttons.

Use the spinner to change the value. This is done by left-clicking on the center button (between the two
up/down buttons) and dragging the mouse up or down. Again, holding down both the left and right
mouse buttons at the same time will cause the values to increment in finer steps You can also use the

Up/Down arrows and Page Up/Page Down keys to alter the value.

Adjust the spinner while holding down both mouse buttons to see the finer increment resolution (or hold
down the Control key}.
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Simple Delay -

Simple Delay/Echo creates copies of the original sound which are then rmxed with the sound file
to create simple echo effects.

Open TUTOR1.WAYV and select Simple from Delay/Echo in the Effects menu. Choose the Slap-
back echo preset and select Preview. A single copy of the sound is heard 0.4 seconds after the
original. Changing the Delay time determines the time between the original and echoed sound.

Now, select the Grand Canyon preset. Notice that the Multiple delays/echoes check box is
marked. This means that instead of just one echo, you will hear multiple decaying echoes of the
original sound. The Decay time determines how long it takes for these echoes to fade out.

The Pre-delay/ec'ho function creates echoes heard before the original sound. Use this effect while
the spaceship in your next sci-fi flick travels back in time by means of a wormhole.

Multi-Tap Delay

The Multi-Tap Delay function allows you to specify up to eight delay-taps spaced anywhere
within 2.5 seconds (0.5 seconds in 16-bit Sound Forge) of the original sound.

Open the file TUTOR1.WAYV and select Muiti-Tap from Delay/Echo in the Effects menu.

Now, select Tapped delay, stereo pan from the end of the preset list. To hear the effect, select
Preview. Selecting Bypass allows you to listen to the unprocessed file. Listen to how echoes
bounce between left and right channels.

This preset uses all eight delay taps. To switch between taps, use the Current Tap function. There
1s a delay time and an amplitude associated with each delay tap which determine when and how
loud the delay tap is heard after the original sound. In stereo files, each tap can also be panned
left or right, to simulate sound coming from all directions.

The selected tap is represented as a red vertical line on the echogram. The echogram represents
an approximation of the impulse response of the current settings and can be used to estimate the
decay time. Blue lines correspond to other active taps and black lines are feedback echoes.

The horizontal axis of the echogram is time, with the right-most point equal to the Graph
resolution scale setting. The vertical axis represents the amplitude of the echo. You can change
the scale factor between 500; 1,000, or 5,000 milliscconds for viewing the impulse response over
different time ranges.

By changing the Feedback, you can change the decay time of the delay.

If you set the Feedback too high, the echoes keep adding up until they are clipped (use the 5000
ms Graphresolution setting). Too much feedback also creates unnatural ringing of some
frequencies.

Select the Default all parameters preset. Here, there is only one tap active, with no feedback.
This corresponds to a simple delay. Set the Dry out to zero and turn on the Low-pass start
frequency. Low-pass filtering removes high frequencies, in the same way that many building
materials absorb high-frequency sounds. Adding modulation creates slight pitch changes, which
can make a delay sound fuller.

Now, switch to the Chorus-reverse verb 1. Here, the delay taps increase in magnitude over time,
thereby creating a swelling effect. Many other sound effects are possible if you experiment a
little with tap arrangements.

Noise Gate

0
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When recording a sound, there is often an audible noise floor during silent breaks. Noise is
generated by many different things, including electrical equipment, machinery, and traffic
outside your window. When your sound source is much louder than this background noise, it is
simple to remove the noise during silent breaks, where the noise is most noticeable, with a noise
gate. '

For example, open TUTOR1.WAYV. Move the curser to a location between Wow and Sound and
select Insert Silence (Process menu). Specify 1 second of silence to be inserted at the cursor.
Next, create a new file. In the new file, use Synthesis|Simple (Tools menu) to generate four
seconds of noise at -60 dB amplitude (keep the frequency around 2,000 Hz). Next, copy all of the
noise on to the clipboard and mix it to the beginning of TUTOR1. Use 100% for the noise
(Source) and 100% for the voice (Destination). You should now have a file with voice and a
relatively low hissing sound in the background.

To remove the noise during silent breaks, first you should analyze the amplitude of the noise. In
TUTORI, select a region with only noise (no voice}, and run the Statistics function under the
Tools menu. Take note of the Maximum sample value percentage. If you followed the preceding
steps, it should be close to -60 dB.

Next, select Noise Gate from the Effects menu.

In the Noise Gate dialog, select the Noise gate 1 preset. Slide the threshold level to a bit over the
Maximum sample value (in percentage). A value of -50 dB should be high enough to
differentiate the noise from the vocals. Press OK. Notice that the noise during the silent regions
should have disappeared (total attenuation). If it didn't, try raising the Threshold level until it
does.

The other two parameters in the Noise Gate determine how fast the gate will open and close.
This will affect how the beginning and end of the sound will fade in and out. If the Attack time 1s
too slow, the beginning of the vocals might get cut off. Likewise, if the Release time

1s too fast, the end of the vocals will be cut. Experiment with these times until you can remove
as much noise as possible without removing any of the voice.

Compression and Liniiting

Compressing and limiting are terms used to indicate effects that lower the dynamic range of a
sound. When you compress a sound, you lower the volume of loud sections and then raise the
overall volume to compensate. This is done to keep the volume level from fluctuating too much
- over time. Limiting works exactly like compression, but to a higher degree.

Compression and Normalization can be used together to increase the apparent loudness of a file.
This is currentlya popular mastering technique.

Open the file TUTMUSIC. WAYV. Make a copy of 1t by selecting the whole region and dragging
it to an open space in the Sound Forge workspace. Now, with the new file active, select
Dynamics from the Effects menu and choose Graphic.

The Graphic Dynamics dialog allows you to precisely tailor the gain at all input levels of a
signal. The Input vs. Output level graph shows you the gain that will be applied to the input
signal, depending on its ievel over time. The diagonal line, referred to as the No Gain line,
indicates where the input and output levels are equal. When an envelope point is below the line,
gain reduction occurs.

If you understand the principle of the graph, you can edit its points directly to create your own
compression, expansion, limiting, or noise gating curves (see the Reference chapter for more
details). However, you don't need to use the graph at all. Using presets and the threshold and
ratio trackbars 1s sufficient for most cases.
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Choose the 2:1 Compression starting at -18 dB preset, turn Auto gain compensate off, and select
OK. If you can see both files at once and are zoomed out, you'll be able to notice how the levels
of the new file are more constant than the original. Listening should reveal the same thing.

In this preset, sounds above the Threshold (-18 dB) are attenuated at an input to output ratio of
2:1. Sounds below the Threshold are not affected by the compressor. The Auto Gain Compensate
check box raises the total volume of the file after processing to bring the overall output ievel
back to an acceptable level. Turn it on once and you'll see how the overall level is much higher
now. This can also be done manually with the Output gain fader.

Undo the previous operation and select Dynamics again. Now, increase the Ratio to 7:1 and
select OK. The sound will be even more compressed, meaning that more attenuation and
boosting will be applied to compressed signals.

Too much compression starting at too low of a threshold level will usually lead to a distorted
sound.

Again, undo the operation and select the Limit levels to -6 dB (hard limiter) preset. Now, signals
above the Threshold (-6 dB} will still be attenuated, and with a huge ratio of Infinity: 1
Essentially, after processing, there will be no levels above -6 dB included.

Limiting is often used to keep signals from going above a certain level, but can also be applied to
create heavily-compressed effects. Limiting should only be done on peaks; if the Threshold level
is set too low, heavy distortions will occur.

Expansion

Dynamic expansion_is the opposite of compression and limiting. Any signal below the threshold
will be attenuated by a certain ratio. The most common effect of expansion is to attenuate low-
level noise, such as a noise gate. However, you can aiso use expansion to add more dynamic
range to a sound.

With the TUTOR1. WAY file open, select DynamicslGraphic from the Effects menu. Choose the
Soft noise gate below -36 dB preset and select OK. Notice how very low-level sounds have been
attenuated. This is useful for removing noise from silent regions in a similar fashion as a noise
gate.

Multi-Band Dynamics

The other type of dynamics processing that Sound Forge allows for is Multi-Band Dynamics.
Essentially this is a compressor that only affects certain frequency bands. The possibilities with
this type of compressor are endless, but the most common use is for de-essing and de-popping.

You can also use this function as an advanced EQ for such things as tightening up a bass line or
drums.

Open the file SIBIPLOS.WAV. Ths file contains both loud sibilants (S's) and plosives (P's).
Let's first remove the sibilants. Double-click on the region named ...and sibilants to select it.
Next, select Dynamics|Multi-Band from the Effects menu and choose the Reduce loud sibilants
(de-esser) preset. This preset acts upon frequencies around 5,000 Hz. Previewing the effect
should make the S sounds less painful.

Next, make a selection on the region named plosives. This can be done by pressing the Selection
button and choosing Region: ...and sibilants. In the Multi-Band Dynamics dialog, choose the
Reduce loud plosives and hit Preview. The loud P becomes less obtrusive and unlike EQ, this
reduction doesn't affect the entire sound file. It only acts upon the plosives.



There is also a Multi-Band preset called Reduce plosives and sibilants which you can use to
remove both S's and P'sat once. This is basically the same effect as running one first and then the
other.

When applying these presets to your own files, you will most likely need to change the
Threshold setting until only the unwanted sounds are affected. If the Threshold is too low, too
much filtering will occur, Setting the filter to -Inf. forces filtering of all the data. Also, you can
also boost a band after compression by using the Gain control to compensate for any loss during
processing.

Changing Pitch and Time Duration

You are probably familiar with how changing the playback rate of a recording affects its pitch.
For example, playing a 33 1/3 RPM vinyl record at 78 RPM makes the Beatles sound like the
Chipmunks. Likewise, playing a 78 RPM record at 33 1/3 makes a trumpet sound like a tuba.
This concept 15 used by most sampler units to make a single sound file achieve different pitches.

Open the file SAXRIFF.WAYV. Under the Effects menu, select Pitch|Shift.

Next, select the Fifth up preset and select OK. Notice that the length of the file is less than its
original size. Listen to the sound to hear both a higher pitch and a faster rate.

Undo the last operation and return to the Pitch Shift dialog. Now, select Fifth down and select
OK. The file is now larger, slower, and lower in pitch.

Altering Pitch Without Changing the Duration of the Sound

Undo the last operation and return to the Pitch Shift dialog. In the last two examples, the
Preserve duration check box was left unchecked. When you check this box, a completely
different algorithm is used to change the pitch of the sound.

Select the Third -down preset and check the Preserve duration check box. Next, you must select a
mode. Different algorithms are included for different kinds of sounds. These modes are only
suggestions, since many will work with different types of sound. It's best to just try a few
different ones and choose the one that sounds best to you. For this saxophone riff, the mode
named A13. Solo instruments 4 does an excellent job.

Now, preview the sound. The sound file will now have a higher pitch, but it will not sound as if
it's being played back faster.

Changing Time Duration Without Changing the Pitch of a Sound

Another Sound Forge process unique to digital processing is the ability to stretch or compress the
time duration of a sound without altering the pitch. This is useful for lengthening or shortening
sounds to meet a specific time length.

Open SAXRIFF.WAYV and select Time Compress/Expand from the Process menu.

This process is very simple to use. In the dialog, you have the ability to specify the final duration
of a sound, from 50% to 500% of the original length. Like in the Pitch Shift dialog, you must
choose a mode from a list depending on the type of material you're processing. The mode named
A13. Solo instruments 4 (less echo) does a good job with this sound file. Change the Final length
from 2.5 to 2.0 seconds (80% of original) and select OK. Press the Play button and you should
hear the riff played at a faster tempo.

The A and B modes used in both Time Compression/Expand and Pitch Shift without change of
duration work in a similar fashion. Modes labeled C are from Sound Forge 3.0. Basically, the
reason why there are so many options is that compromises must always be made between having
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excellent time localization (no echoes) and accurate frequency reproduction (no low-frequency
distortion or flanging).

If you have sounds that have few loud, sustaining low-bass frequencies, you can use modes that
will result in no echoes. These include the Drum modes and some of the Solo Instrument modes.

For complex music, you must sacrifice some time localization for the ability to reproduce long
bass notes.

Since classifying sounds into strict categories is not possible, different settings are included for
each sound type. For example, if you have a drum recording with bass drum, snare, and cymbals,
you find the A17. Drums, unpitched (minimum echo) does an impeccable job. However, once
you start adding ringing low toms and congas, the A18. Drums (better for toms) preset will work
better. Again, experimentation is the key.

Small and Accurate Changes in Time Duration

If you have a sound file that is one minute and three seconds long, but you need it to be exactly
one minute, there are two ways to go about it. If a very small change in pitch is acceptable, you
might try using the Pitch Shift with no Preserve duration. Keep the Semitones at 0 and adjust the
Cents until the required Final length is reached. It is sometimes possible for this method to give
better sounding results than when using the Time Compression algorithm.

Synthesis
Simple Synthesis

The Simple Synthesis tool can be used to generate a simple waveform of a given shape, pitch,
and length. More complex waveforms can be generated with the FM Synthesis tool.

Create a new window by selecting the New item from the File menu and set the data format for
the window to be 16-bit, 22,050 Hz, Mono. Next seiect Synthesis|Simple from the Tools menu.

Select the Middle C Reference (3 seconds) presef and press OK to generate a sine wave in the -
window that is 3 seconds long and has 2 pitch of 261.52 Hz (Middle C). Press the Play button to +
hear your reference tone. -

FM Synthesis

Sound Forge's FM Synthesis tool allows you to use frequency modulation (FM) and additive
synthesis to create complex sounds from simple waveforms.

In frequency modulation, the frequency of a waveform (the carrier) 1s modulated by the output of
another waveform (the modulator) to create a new waveform. If the frequency of the modulator
is low, the carrier will be slowly de-tuned over time. However, if the frequency of the modulator
is high, the carrier will be modulated so fast that many additional frequencies, or sidebands, are
created.

Sound Forge allows up to four waveforms (operators) to be generated in a variety of
configurations. Depending on the configuration, an operator can be a carrier, a modulator, or a
simple unmodulated waveform. Waveforms can also be added together (additive synthesis) to
add more complexity to the sound.

The best way to become familiar with this module is to start with a single operator configuration
and try out all the different waveforms by themselves. Experiment using Feedback on each
waveform to hear the different effects of self-modulation. Feedback adds overtones to the sound
by modulating the sound with itself. Zero feedback indicates simple synthesis.

In the second configuration, two unmodulated operators are mixed together (horizontal
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connection) and heard simultaneously (additive synthesis).

Now change the Configuration to two stacked operators (vertical connection) and again
experiment using different waveforms and frequencies on the carrier (bottom operator) and the
modulator (top operator). With the modulator Frequency set low (1-5 Hz), lower the modulator
Amplitude to create slight de-tuning. Raising it creates big pitch bends. If the modulator
Frequency is set high, many unusual FM sounds can be achieved. Make sure that the modulator
Amplitude is not too high, otherwise the result will be harsh, noise-like sounds.

Setting the modulator Frequency to 0.00 allows absolute control of the carrier's pitch by using
the modulator's envelope, which you can use for de-tuning over time.

Adding more operators increases the complexity of the waveform. When both FM and additive
* synthesis are combined, an almost endless variety of sounds can be generated.

DTMF Synthesis

The DTMF Synthesis tool is used to generate the dial tones used by telephone companies. These
dial tones correspond to the numbers 1n a telephone unit, along with other special codes.

For example, select the Sonic Foundry, Inc. preset. The dial string shows Sonic Foundry's phone
number. The Amptlitudg control determines how loud the tones will be. Press OK to generate the
tones. Now when you play back the sound file, you'll hear the tones which when played over a
phone line would trigger a call to Sonic Foundry.

Filtering Intro

What can you do when you have a sound that is not quite perfect, but not bad enough to throw
away? Sometimes, judicious use of filtering can keep a favorite sound bite from losing favor.
Filtering is not a cure-zll for bad sound, but slight alterations of a sound can bring it back to life.

Sounds are composed of varying amounts of one or more frequencies. For example, a sound with
a rich timbre will contain many different frequencies. A sme wave sound has only one frequency
in it, like 60 or 440 Hz.

Filters allow the tailoring of the frequency spectrum of a sound. A spectrum is nothing more than
a representation of how much of each frequency component (from 20 Hz up to one-half the
sample rate) is present in a signal. Less of any given component means that the given frequency
component is not as prevalent aurally as another component. Filters pass or reduce (attenuate)
frequency components.

Many factors such as the frequency response characteristic of your speakers and sound card can
also affect which frequencies are more prominent during the playback of a sound. In general, the
goal is to make a recording sound as close to the original as possible. However, filiering is also
commonly used to remove unwanted sounds such as noise, or make individual instruments in a
recording sound louder.

Paragraphic EQ

The Paragraphic EQ is a set of six very flexible parametric filters. Four independent band filters
allow you to boost or attenuate specific frequency ranges. Also, two shelving filters let you
control the amount of low and high frequencies in your recordings. A Gain vs. Frequency graph
shows the overall effect of the combined filters, making 1t easier to visualize the final sound.

Open TUTMUSIC.WAYV and select EQ|Paragraphic from the Process menu. Next, select the 15
dB notch centered at 1000 Hz preset. Notice how the graph goes below the centerline at 1000 Hz.

Hit Preview and listen to the very strange, hollow sound caused by the missing mid-range
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frequencies. Moving the Gain fader of the third filter further down from -15 dB to -25 dB will
increase the effect. Next, move the fader - 25 dB to +9 dB and listen to the drastic tone
difference.

Double-clicking on a band's Gain fader resets its value to 0 dB, which disables the band. To
disabie all bands,right-click on an unused portion of the dialog and select Reset ‘All from the
shortcut menu.

Each of the four bands has a Center frequency, Gain, and Width control. The Width control
determines how may octaves above and below the center frequency will be affected by the
filtering. For the most part, try to keep the width around one octave. If the width is small, fewer
frequencies will be affected.

Select the Boost bass frequencies below 250 Hz by 4 dB preset and hit Preview, Here, the low-
shelf filter is used to make low frequencies louder. Change the gain from +4 to -15 dB and check
out how most of the bass has been drastically reduced, as if being played through a small radio.

Open the file CREEK.WAV. This file contains a recording of a small stream. If you look at the
waveform, you'll notice that there are some very high level, low frequency waves in this
recording, probably caused by the wind. They are inaudible, yet if you look at your speaker's
woofers during playback, you'll see them bouncing up and down. This large excursion can
damage some speakers and forces both the amplifier and woofer to work overtime. Woof!

To remove these frequencies, go to the EQ[Paragraphic dialog and select the preset titled
Remove very low and inaudible frequencies below 20 Hz. Now hit Preview. Turning the Bypass
check box on and off, you should notice no audible difference. Hit CK. Notice how the large
waves are gone and your woofers are no longer crying for help.

Removing very low and inaudible frequencies after recording is a very good idea. For one, your
waveform will lookmore natural and the level meters more accurate. Also, edits and effects will
behave more predictably, giving youextra headroom.

Parametric EQ

Sound Forge has four basic types of parametric Filter styles: High-pass, Low-pass, Band-pass
(peak), and Band-reject (notch). A low-pass filter alters frequencies above a certain value, and a
high-pass filter alters frequencies below a certain value. A band-pass filter alters frequencies
outside of a specified range. A band-reject (or notch filter) alters frequencies inside a specified
range. Generally, each filter attenuates frequencies in its stopband range(s) and leaves
frequencies in its passband range alone.

The rate at which the passband transitions into the stopband is the transition band (or rolloff).
When you specify the characteristics of a filter in Sound Forge, you will no doubt be tempted to
specify that a low-pass filter will start to transition at, say, 1,000 Hz and finish transitioning by
1,001 Hz. The probiem with doing so is that there are mathematical limitations to creating such a
filter. When you specify a sharp transition band, the software will try to design a filter that will
take a long time to apply and will unnecessarily fiiter the signal to overly exacting requirements.
Razor-sharp filtering can often create unwanted side-effects. The more subtly you filter a signal,
the more natural it sounds.

When specifying the attenuation amount for your filter, you are selecting how much to de-
emphasize the frequency components that you do not want to hear. Numbers that are more
negative suppress the frequency components more heavily. In other words, -6 dB of stopband
rejection is going to let more unwanted frequencies through than -15 dB will.

So, let's say you just recorded a great hamster sneeze, but there is something not quite right about

it when you play it back later. What can you do to restore the hamster sneeze to its rightful place
as your favonte sound in your Windows environment?
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Maybe you used a;—x—rlicrophone preamp with bad common-mode rejection characteristics, or you
set the hamster right next to a lamp when you recorded the sneeze? Well, don't panic, because
Sound Forge can fix that sound. Try applying a 60 Hz notch filter to the sound. A notch filter

will notch-out the frequencies in a range about 60 Hz so that they are not as readily heard
relative to other frequencies.

Maybe the hamster sneeze has too much hiss in it? Try applying a low-pass filter and see if that
makes it better. Remember, a small amount of filtering goes a long way.

Open TUTMUSIC.WAY and select EQ[Parametric from the Process menu.
Select the Phone-line effect preset and press OK to run the filter. Press the Play button to hear

how the music is much thinner sounding, quite like hearing it over the phone. The Band-pass
filter has attenuated frequencies below 250 and above 7000 Hz.
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Cool Edit Quick Reference

Navigating the Main Screen

Keyboard and Mouse Shortcuts

File Functions

Editing Functions

Transformation {Effects) Functions
Audio Generation Functions

Options Menu

Updated features
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Nawgatlng Cool Edit

Commonly used functions are represented as icons in the Toolbar.

- Just holding the mouse over any of these icons will bring up a Quick Help message describing the
function in more detail.

Waveforms are displayed in green.

- Any portion may be selected by clicking on the waveform, and dragging left or right.
- Holding the SHIFT key white doing so will increase the currently selected portion.

- Double-Clicking on the waveform will select the entire visible wave.

Cheose Zoom In to expand the selected portion to full width. Zoom Out will give a iarger view of the
waveform, while Full View will display the entire waveform in the workspace.

The Play button will play the portion of the wave that is currently being viewed, or the portion that is
highlighted.

The Pause button will temporarily pause the playback or recording of audio. The button turns into a
Continue button when audio is paused. If recording, the red record bar turns yellow to indicate a paused
state.

The Record button will start recording at the current insertion point. Any waveform data after that will be
recorded over. .

Use the Stop button to end waveform playback or recording.

The Record Level Meter below the Play/Record buttons will display in real-time the current peak
amplitude of the audio being monitored, recorded, or played. '

- Double-Clicking on the Record Level Meter will start and stop monitoring.

- Right-Clicking the display will bring up the Level Meter configuration menu.

The View Indicator depicts which portion of the entire waveform is being viewed in the workspace below.

- Sliding the green bar (when present) |eft or right scrolis various parts of the waveform below into
view accordingly.

- Clicking to the left or right of the green bar will scroll the audio to the left or right one screen when
zoomed.

- Double-Clicking on the View Indicator will bring up a Quick View screen to allow direct entry of
starting and ending samples for the viewing range.

The Yellow Arrows indicate the point of insertion. Clicking anywhere in the workspace will move the
point of insertion to the mouse.

The Red Arrows, when present, represent the Cue List entries for a cue marker.

The Blue Brackets, when present, represent the Cue List entries for a selection range.

The Time Display windows show the current Starting and Ending points of the current selection, or
portion being viewed.
- Double-Clicking on these windows will toggle the display between time in seconds, and in samples.

The Wave Format window displays the format of the wave in Channels, Sampie Rate, and Bits Per
Sample.

- Double-Clicking on this window will bring up the Adjust Sampte Rate dialog to change the
waveform's characteristics.

The waveform Ruler shows the time at any point in the waveform.
- Double-Clicking on the ruler will change the displayed time format.

LI



When a wave is being played via the Play button, or automatically via a keypress (see Cue List) a vertical
bar shows the current playing position.

If a valid audio CD is in the CD-ROM drive, and the [MCI] CD Audio extensions are loaded, pressing the
CD icon will display the CD Player Controls at the bottom of the window.




The View indicator is the green bar above the waveform being viewed which changes size depending on
the fevel of Zoom. '

Jod
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Se despliega en la pantalla Ia viltima parte del archivo y el cursor se coloca al principio de la Gltima
linea.

% vi +n nombre_archivo

El cursor se coloca al principio de la linea n del archivo, dénde 7 es un nimero entero no mayor al
nimero total de lineas del archivo.

Modos de trabajo del editor vi

El editor vi tiene dos modos de trabajo: el modo de comandos y el modo de insercion. Al comenzar
una sesion, vi se encuentra por omisién en el modo de comandos, esto es, en espera de la ejecucion
de algin comando. Para conmutar entre ambos modos se usa la tecla <ESC>.

Ordenes bésicas

Insercion de texto

Insertar texto a la derecha del cursor
Insertar texto a la izquierda del cursor
Insertar texto al principio de Ia linea
Insertar texto al final de la linea

Inserta una linea abajo de la linea actual
Inserta una linea arriba de la linea actual

ce pm—pw

Movimiento en el texto
j Mueve el cursor una linea abajo

k Mueve el cursor una linea arriba

h Mueve el cursor un caracter a la izquierda
1 Mueve el cursor un caracter a la derecha

<CTRL><F> Mueve el texto una pagina hacia adelante

<CTRL><B> Mueve el texto una pagina hacia atrds

1G Mueve el cursor al inicio de la primera linea del archivo
G 6 :3<ENTER> Mueve el cursor al inicio de la ultima linea del archivo
:n<ENTER> Mueve el cursor al inicio de la linea n

w Va a la siguiente palabra

e Va al final de la siguiente palabra

b Va a [ inicio de la siguiente palabra

M Va a la mitad de la pantalla

<SHIFT>j Une la linea actual con la linea de abgjo

Buisqueda y reemplazo de caracteres y cadenas

{cadena_buscada<ENTER> Busca la cadena hacia adelante
:/cadena_buscada<ENTER> Busca la cadena hacia adelante
?cadena_buscada<ENTER> Busca la cadena hacia atrds
:?cadena_buscada<ENTER> Busca la cadena hacia atrds

:s/cadena_actual/nueva_cadenalg Reemplaza cadena_actual por cadena_nueva solo en la



Viewing Range

Selecting Edit -> Viewing Range or double-clicking on the green/black samples portion bar will bring up
the viewing range window.

Enter the leftmost and rightmost samples that you wish to have displayed. Use this function to.highlight a
specific number of samples by double-clicking in the wave editing area after selecting the viewing range
to "select all". Remember, Select All only selects the viewing range, not the entire waveform.



Cue List

A cue list is a list of time offsets into the wave file. A cue can be either a point, specifying a cursor
position, or a range, specifying a selection. You can easily jump to a cue position in a wave by
double-clicking on the position in the list, or selecting the cue position, and pressing Goto. Cue ranges
can later be arranged in a play list to be played back in any order, with a specific number of loops if
desired. A maximum of 96 cues may be entered.

<- Add

Add the currently highlighted selection, or cursor position to the cue list. tems will be displayed in
temporal order, with the earliest cue position at the top of the list. Pressing F8 when editing a waveform
will add the current range or cursor location to the cue list. e

Remove
Remove the selected cue position from the list.

Label
Short text label describing the selection.

Description
A'textual description of the wave data if necessary. Also can be used as a comment.

Goto
Goto the selected cue position, or highlight the selected range. Double clicking a cue item acts as if Goto
were pressed for that item. )

The cue list is saved in the WAV file format in the ‘cue ' chunk. ;Additional information about the cue
position, like label, description, and length of sample, are ptaced in the ‘adtl' list in the "labl’, 'note’, and______
'itxt’ chunks. . - —

Merge

Merge will create a cue range that spans the two cue items selected (whether they are ranges or markers
themselves). To select more than one cue item in the list, hold down on the CTRL key when selecting, or
click and drag over more than one cue itern. The name used for the new merged item will be the same
as the earliest item chosen in time (the highest item in the list). The information typed into the Name and
Description fields for the second item being merged will be tost.

Markers

The cue list can be used anytime to mark your current selection so you can return to it later. |f you would
like Cool Edit to remember your highlighted selection, or just your current cursor point, click Add in the
cue list, and quickly type a name for your selection. In the future, if you want to return the cursor to that
point, or re-highlight that selection, doubte-click the name or choose the name and ciick Goto. One great
use for markers is to highlight a wave from the zero crossings. Go to the start of wave portion you wish
to highlight, and zoom in as far as needed to position the cursor exactly on the zero-crossing point. Add
that position to the cue list. Now zoom out, go to the end of the wave portion, and once again zoom in to
find the ending zero crossing. Now, double-click on marker name in the cue list, hold down on the Shift
key to extend the selection, and click on the ending zero ¢rossing. Voilal You can choose "Zoom In” now
to see your wave portion if you like... it is now selected.

Visual Representations

Cue markers will be displayed in the main waveform as red arrows above and below the wave. Cue
ranges will be displayed as blue brackets above and below the waveform.

Assigning Cue Ranges To Keys



If you wish to assign any cue range you have added to a key on the keyboard, give the cue range a label
of the form KEY N, where N is any key on the keyboard {(capital letters only). When you go back to
editing the waveform, pressing the key will play the cue range you selected. You can assign any portion
of the waveform to any key on the keyboard. If you have any problems when playing audio by pressing
the assigned keys, try increasing the STACKS line in CONFIG.SYS to read STACKS=12,512.



Shortcuts

KEYBOARD

Delete Delete

CTRL+C Copy

CTRL+Insert Copy

CTRL+X Cut

SHIFT+Delete Cut

CTRL+V Paste

SHIFT+Insert  Paste

CTRL+T Trim

ALT+Bksp Undo

CTRL+A Select Entire Wave

CTRL+S Select currently viewed portion

ESC Cancel selection

CTRL+L Edit left channel

CTRL+R Edit right channel

CTRL+B Edit both channels

ALT+P Play waveform

ALT+S Stop play

SPACE Play waveform/Stop waveform

F2 Repeat last cornmand {show dialog if command has one)
F3 Repeat last command now (using last used settings)

F4 2Zero cross adjust |
F8 Add the current cursor location or highlighted selection to the cue list
ALT+| Waveform Info

ALT+Z __Frequency Analysis Window

MOUSE

Left Click and Drag on waveform to highlight and select a range of samples

Click and drag near the top or bottom of a stereo wavform to select a single channel
Right Click (and drag) on waveform to extend selection

Shift+Left Ciick (and drag) on waveform aiso to extend selection

Double-Click an view indicator (green bar) to enter viewing range directly in samples
Ciick to the left or right of the view indicator to page one screen left or right
Double-Click on Levels Meter (black bar beneath play buttons) to start/stop monitoring
Click on the Chp tndicator (to the right of the level meter) to clear it

Right Click on the level meter to bring up its configuration menu

Double-Click on Sample type display to change sample type interpretation
Double-Click on the waveform ruter to change the ruler format.

Doubte-Click on time windows to change time format

Double-Click on title bar to Maximize/Restore

Rest mouse over toolbar button to get explanation of button's function



File menu

The file menu dispiays file handling options.

File Menu Options:
New
New Instance
Open
Open As...
Open Append...
Re-Open
Close
Save
Save As
Save Selection
Exit



Level Meters from the Options menu will start monitoring the recording source, which is useful for
setting the recording levels before recording. To stop monitoring, press the Stop console button. The
meter may also be started and stopped by double-clicking on the meter display area. If your audio
system software crashes when doing this, try increasing the STACKS in CONFIG.SYS to
STACKS=12,512, or the equivalent for Windows 95.

The levels displayed represent the peak amplitude in decibels, where a level of 0dB is the absolute
maximum before clipping accurs. If clipping does occur, the clip indicator to to the right of the meter will
light up. Just click on the clipping indicator to clear it at any time. When displaying stereo audio, the to
meter represents the left channel, and the bottorn the right. Yellow peak indicators wiil stick for 1-1/2
seconds to easily read the peak amplitude. If the option to Adjust for DC offset is enabled, false clip
reading may occur since the baseline is being adjusted. Disable the DC offset adjustment to have the
clip indicators only light up when absolute clipping occurs.

Clicking the Right Mouse Button on the level meter display will bring up a configuration'menu. From the
configuration menu, you may do the following:

Start/Stop Meter

Start or Stop monitoring of the input source. When monitoring is active, the meters will respond directly
to the audio input,

Clear Clip indicators

The box{es} at the right will light up red if audio is clipping. Click on the box or choose this option to reset
the indicator. It is best to record audio as loud as possible without clipping. it is sometimes easier to
keep the loudest point scmewhere between -2dB.and 0dB when setting the recording levels on your
sound board's mixer, Note: The clip indicators will always light if clipping occurs, but if Adjust for DC is
enabled, the indicators may light up when the audio has a DC offset.

Adjust for DC

Many sound boards record audio with a slight DC offset, which means that the center of the waveform
being recorded is not at the exact center of the waveform display, but a little above or below it. This can
dramatically throw the level meters off since the amount the waveform is displaced could be interepreted
as a constant sound that loud. To compensate, make sure this menu item is checked. The recording
meters will dynamically adjust to the DC offset, and display the true amplitude of the signal in decibels.

Show Valleys

Just as the yellow indicators show peak levels, if Show Valleys is chosen, valley levels {minimum
amplitudes) will be marked as well. This gives a good indication of the dynamic range of the audio. If the
valley indicators are close to the peak indicators, the dynamic range is low. If they are spread far apart,
the dynamic range is high (the difference between the quietest sounds and loudest sounds is greater).

90dB Range to 30dB Range

This is the range that the meter covers. When recording 8-bit audio, there is no need for anything greater
than a 45dB range, since 8-bit audio can not really record anything below a volume level of -45dB. Use a
lower range to see the loud portions more clearly. Use a higer range to see the quieter portions for very
high dynamic range audio. Note: You may find that when you think your sound board is recording pure
silence, you will see the meters fluctuating between points around -87dB up to -60dB instead of going all
the way down. This is because of noise in the sound board. Some sound boards have higher
signal-to-noise ratios than others. Genrerally, the higher quality the sound board, the lower the meters will
go down during pure silence. To quickly see how noisy your own sound card is, choose File->New and
create a new 44.1Khz 16-bit file. Then start the tevel meters, and choose the 90dB Range. This test only



works for 16-bit sound cards, since 8-bit sound cards have a maximum dynamic range of around 45dB.

Dynamic / Static Peaks .

Choosing Dynamic Peaks will cause the yellow peak level indicators to reset to a new peak level after
1-1/2 seconds. In Static mode, the peaks never reset. Use Dynamic mode to easily see visually the
peak amplitude right now. As audio gets quieter, the peak indicators will start backing off as well. Use
Static mode to retain the maximum amplitude of the signal since monitoring, playing, or recording began.
The peak can still be reset manually at any time by clearing the clip indicators (clicking on the clip
indicator at the right). Static mode is great for finding out how loud a song will get before recording it.
Just start the meters and start playing the song. When the song is over, the peak indicators will show
how loud the loudest part of the song was.



RIFF Info

Extra information can be included in your WAV files using the RIFF LIST INFO and DISP type 1 formats.
This information should (depending on future wave editors) stay with your sound through its lifetime.
Other wave editors should preserve some of the fields you see here. If the "Fill * Fields Automatically”
box is checked, then the Sofiware Package and Creation Date fields will be automatically filled by Cool
Edit. If you do not want this extra information to be tagged with your wave fiies, uncheck this box. Be
sure to put proper information in its place!

Display Title :
This should describe the sound, or text (lf there are words in the wave). This field should be as short as
possible, since it will be displayed in OLE objects and the like.

lcon

Any DIB or BMP file can be inserted, but preferable a 32 X 32 16-color would be best. The Media
browser uses this size to display a picture representing the sound. Other OLE compatible applications
can use the above display title, and/or the bitmap to represent your waveform.

Originat Artist
The cne who created the sound initially. Examples are: Beatles, Pat Sejek, Fred Flintstone

Name
The titte of the wave. This is your chance to put a name with your audio "artwork”. Examples are:
Thunderstorm At Night, Forest Stream

Genre
The Genre of the original work. With audio, let's try things like musical classifications, etc. Examples
are: Cartoon Voice, New Age, Instrument

Key Words
In the future, sounds may be searched for by key words. Please separate key words by a semicolon
- followed by a space. For Example: Violin; Hayden; Johann Strauss

Digitization Source

Where was the sound digitized from. A tape deck, CD, or maybe directly from a microphone? Maybe
describe the board used here too, like Sound Blaster Pro, or MediaVision. For Exampie: DDD CD to
MediaVisien Pro 16

Original Medium
Where did the sound come from originatly. Examples: Live Band, Flute, Moog, Voice

Engineers

Store the name(s) of the englneer(s) who worked on the file, or edited the file. Please separate names by
a semicolon and a space. When a new person edits the file, they can add their name to the list. For
example: John Cravitz; Fred Millstone

Dlgttlzer
Who is the technician that did the actual digitizing? They should put their name night here

Comments .
This is for making any comments you wish. Feel free to include any special effects or enhancements you
made to any preexisting waves so that the editing history can be tracked. Please do not use any line
returns. End each sentence with a pertod. For Example: |t took 12 hours to get this recording right.



John added echoing effects using Cool Edit.

Subject

This Describes the content of the file. Feel free to include a description of the instruments used, where
someone can find the song recorded, etc. Line returns are OK, and are created by pressing Ctri+J.
Sometimes copyright information is placed here as well. For Example: The shakuhachi of

Japan <Ctri+J><Ctri+J>The shakuhachi was developed in the 15th century from a Chinese end-biown.
flute, calied the chiba.

Source Supplier

The name of the .person, or organization who supplied the original source material. Let's use this field for
the names of record companies, or whoever supplied you with the source. Examples: MCA Records,
Ann Wilson (if recorded live)

Copyright
Any copyright information for this file should go here. Example: (c)1992 G. Willikers Corporatlon All
rights reserved.

Software Package
The software used to digitize and edit this file.

Creation Date .

The date that the subject matter was created. The date should be in the format yyyy-mm-dd, using '0" as
a place holder in single digit values. For example, if the date the original recording was made was July
30, 1988 then it would be written as: 1888-06-30



Frequency Analys'is

This will bring up an analysis dialog, containing a graph of the frequencies present at the insertion point
(yellow arrow cursor), or at the center of a selection. A 2048 point Fast-Fourier-Transform is performed
to determine the frequencies present. Also, the most prominent frequency is interpolated, and displayed
below. By moving the mouse over the graph area, the frequency, and amplitude of that frequency are
displayed. )

Clicking Scan will scan the highlighted selection, and show all frequencies present in that selection.
The information in this dialog is like one "slice” or line in the Spectral View of the waveform. For an
animated view of the display, click on the main waveform window, then hold down on the Right Arrow

key. As the cursor scrolls across the display, the spectral information will be disptayed in the analysis
window.

To gain higher resolution and see more detail in the lower frequencies, use Convert Sample Type to
downsample the waveform to a lower sample rate. The highest frequency value displayed will be one
half the new sample rate.

If sterec data is being viewed, the left channel will be shown in Cyan while the right will show in Magenta.

Check the Line View box to connect the dots at each frequency.



Cue List

A cue list is a list of time offsets into the wave file. A cue can be either a point, specifying a cursor
position, or a range, specifying a selection. You can easily jump to @ cue position in a wave by
double-clicking on the position in the list, or selecting the cue position, and pressing Goto. Cue ranges
can tater be arranged in a play list to be played back in any order, with a specific number of loops if
desired. A maximum of 96 cues may be entered.

<- Add

Add the currently highlighted selection, or cursor position to the cue list. Items will be displayed in
temporal order, with the earliest cue position at the top of the list. Pressing F8 when editing a waveform
will add the current range or cursor location to the cue list.

Remove
Remove the selected cue position from the list.

Label
Short text labef describing the selection,

Description )
A textual description of the wave data if necessary. Also can be used as a comment.

Goto

Goto the selected cue position, or highlight the selected range. Double clicking a cue item acts as if Goto
were pressed for that item.

The cue list is saved in the WAV file format in the 'cue ' chunk. Additional information about the cue
position, like tabel, description, and length of sample, are placed in the 'adtl’ list in the 'lab¥, 'note’, and
txt' chunks.

Merge

Merge will create a cue range that spans the two cue items selected (whether they are ranges or markers
themselves). To select more than one cue item in the list, hold down on the CTRL key when selecting, or
click and drag over more than one cue item. The name used for the new merged item will be the same
as the earliest item chosen in time (the highest item in the list). The information typed into the Name and
Description fields for the second itern being merged will be lost.

Markers

The cue list can be used anytime to mark your current selection so you can return to it later. If you would
like Cool Edit to remember your highlighted selection, or just your current cursor point, click Add in the
cue list, and quickly type a name for your seleclion. In the future, if you want to return the cursor to that
point, or re-highlight that selection, doubie-click the name or choose the name and click Goto. One great
use for markers is to highlight a wave from the zero crossings. Go to the start of wave portion you wish
to highlight, and zoom in as far as needed to position the cursor exactly on the zero-crossing point. Add
that position to the cue list. Now zoom out, go to the end of the wave portion, and once again zoom in to
find the ending zero crossing. Now, double-click on marker name in the cue list, hold down on the Shift
key to extend the selection, and click on the ending zero crossing. Voila! You can choose "Zoom In" now
to see your wave portion if you like... it is now selected.

Visual Representations

Cue markers will be displayed in the main waveform as red arrows above and below the wave. Cue
ranges wil! be displayed as blue brackets above and below the waveform.

Assigning Cue Ranges To Keys



If you wish to assign any cue range you have added to a key on the keyboard, give the cue range a label
of the form KEY N, where N is any key on the keyboard (capital letters only). When you go back to
editing the waveform, pressing the key will play the cue range you selected. You can assign any portion
of the waveform to any key on the keyboard. If you have any problems when playing audio by pressing
the assigned keys, try increasing the STACKS line in CONFIG.SYS to read STACKS=12,512.



Play Lisi

The play list is a listing of cue ranges that can be played in any order, and looped a specified number of
times. The play list is used in conjunction with the cue list. Maximum size of a play list is 64 entries.

<- Add Before
Add the currently highlighted selection from the cue list to the play list. The selection is mserted before
the currently highlighted play list item, or at the end if nothing is selected.

Remove
Remove the selected play list item from the list.

Loops
The number of loops to loop the selecied cue range in the play list.

Play
Play the cue ranges in the order listed, looping selections if necessary. Play begins at the currently
highlighted item in the play list, or the entire list is played if [end) is selected, or there is no selection.

Autocue

Play the currently highlighted item in the play list (or the first item if nothing is highlighted), looping if
necessary, and stop on the next item in the play list. Thus, every time Autocue is pressed, the next item
in the play list is played.

The play list is saved in the WAV file format in the ‘plst' chunk



Cool Scripts |

Scripts are similar to Macros. Your exact mouse moves, and tweaking of parameters is not stored, only
the final result when you click "OK™. Undoing something is recorded into the script, since you may have
copied something, then undid it, which can be a very useful technique.

Mu!tlple scripts can be kept in one script file, and identified by name. At any time, you can edit the script
fite directly to take out steps, rename scripts, remove unwanted scripts, etc.

There are various types of scripts, which depend on when you initiated the recording:

- Scripts that start with File->New, and always start with a blank, empty waveform.

- Scripts that start when a waveform is opened, and work at the current sample rate, etc. Actions begin
at the insertion point in the waveform, and may affect any part of the entire wave if present.

- Scripts that start with a highlighted waveform portion. All actions in the script pertain only to the portion
that is highlighted, leaving the rest of the waveform untouched.

Scripts that run during all of the above conditions will be displayed, but only the ones récorded under the
same circumstances will be allowed to run. In other words, if a script recording started when a portion of
a wave was highlighted, then you will only be able to run that Script when something is highlighted.

Seripts are very useful for remembering how you generated a particutar sound effect. Use the script to
reproduce the sound effect without having to save the entire waveform. This is especially useful when -
generating large brainwave "theta" files, which can take monstrous amounts of space. By generating the
filte once, with the scripting turned on (record), you can generate the file again at any time in the future,
and save all that hard drive space. You can also pass along scripts to your friends across email or BBS
systems, since they take nearly no memory to store.

When running é'script you can either stop at each dialog box, or have the script éutomatically run
through compietion by using the "Stop at Dialogs" checkbox. St0pp|ng at each dialog box is handy if you
wish to 'tweak’ the parameters while the script is running.

After recording a script, you may enter a description at the bottom of the dialog to go with the script you
just recorded. This description will appear when the user of the script highlights the script to run. Note:
the only time you can edit the description is after recording, not before, and not after it has been added to
a script collection file. But, you can still edit the description at any time by pressing the Edit button to edit
the text file directly.

A single script can be run on a batch of files by pressing the Batch Run button. For more information,
see Batch Processing.

Pause at Dialogs - At each dialog, the script will stop to aliow you to modify the values to the function.
Pressing Cancel at this point will stop the script, pressing OK will continue it.

Alert when complete - When the script is finished, a dialog box will signal the completion of the script if
this option is checked. )

Execute Relative to Cursor - When running a script that was recorded when a waveform was loaded
but there was no highlight, it can be run by playing back all the operations relative to the beginning of the
file or to the beginning of the cursor. For example, the Sound Effects scripts require you open a
waveform (it can be blank) first. Checking this option will insert the effect at the cursor, otherwise the
effect will be inserted at the start of the file.

Important Note: Other buttons and functions are not disabled while the script is running. Trierefore, do
not use the other functions until the script has stopped playing.

/o



FXNS2.SCP Sample Colloction

Description These are five sample functions. Cross Fading is useful if you are gorng to loop the
sample. The fast portion of the sample is overlapped with the first portion, and the amount of overlap is
different for each Cross Fade script. Full cross fading fades the last half of the sample with the first half.
Soft cross fading fades the last 5% with the first 5%, and hard cross fading fades the first 0.4% with the
last 0.4%. Make Piano Keys will take the highlighted sample and stretch and compress them to vary the -
pitch, making 13 copies of the original, each at a different pitch. Each pitch is assigned to a key on the
keyboard through the cue list. This turns your keyboard into a simple sample piayer. Reverse Echo is
just that — the echo function, but the echoes go in reverse.

How To Use These sample functions work on a highlighted selection. Open a waveform, and highlight
the portion you wish to operate on, then run the script.

SNDEFX2.SCP Sample Collection

Description Here are some nifty sound effects, and a small song (very small). if you run the Cool Song
script, you can then go to the Music function, and enter a name for the song to save it under. This script
generates a short note, and then uses the Music function to build the song. The other four effects are
just weird effects using the tones or noise functions with other transformations. If you've watched "Dr.
Who", you may recognize the Cool Lasers sound effect.

How To Use These sound effects work in a currentiy opened waveform. Open a New {blank) waveform
in any sample rate setting you desire for the quality you would like, and run a script. These sound effects
can also be inserted into an existing waveform, and will be inserted just as if the Paste command were
used.

MINDSNC2.SCP Sample Collection

Description Included are four "Tones" synchronization scripts, which have a binaural beat pattern (two
differing tones in each ear) overlaid with the corresponding "Waved" pink noise. Choose Loop Play and
listen to the audio as long as you like. Each Tone script stimulates a different brainwave frequency, from
Delta to Theta to Alpha, and an "Earth” tone of 7.83Hz. The "Music” scripts have "Waved" music overlaid
with the pink noise for a relaxing effect. The Creativity Theta Session is similar to the sample theta
session described with the Wave function, and lasts 1/2 hour. The session starts at Aipha, goes down to
Theta, and stays there with a few bursts into Alpha and back.

How To Use Open a new blank waveform of any Stereo sample setting you wish. We suggest using at
minimum 22 KHz 16-bit stereo, but the synchronization effects will still work at lower sample rates and
8-bit. Once you have a blank waveform to work with, run one of the scripts.

s



Select Wave Device

If you have multiple sound cards, or multiple output devices {such as a sound card and the PC speaker),
choose the input and output devices you wish to use.

If your system is equipped with MIDI devices, you may also choose the MIDI in, and MIDI out sources.
The capabilities of the recording and playback devices are displayed in the given tables.

The settings are remembered in the [cool edit] section of your WIN.INI, which means if you install a new
sound driver or card, Codl will not access it until you choose it from this dialog.



Customizable Toolbar

The toolbar can be arranged in any order by changing button ordering in the listing shown in the dialog
box. More than one item may be highlighted at a time and moved up or down the fist. items at the top of
the list will appear at the left of the toolbar. Press the Zap button (looks like a lightening bolt) to move the
highlighted button(s) to the end of the list. Put all your most used functions near the top, and zap all the
functions that you never use!

Check Enable Toolbar Help to have the help balloons appear when you hold the mouse over a toolbar
button.

The File Save icon can be interpreted as a Save As or a Save Now (without any dialog asking for a
filename if the file is already named) by making the appropriate choice after Filie Save. '

internal to the CQOL.INI file, the toolbar format is slightly different than with previous versions of Cool
Edit. Your previous settings should have been retained as closely as possible, but because the older
version assigned priorities to the buttons (so buttons in the middle did not display until the window was
wide enough), new buttons might appear. Just zap the buttons you do not use.

.

()



Settings
GENERAL

Disk Icon Interpretation

The Disk icon can be interpreted as:

- Save Now (saves what you are working on under the same filename seen in the title bar without asking
if you wish to overwrite the original} or

- Save As (Always brings up the Save As dialog box to enter the title to save the file as)

Enable Toolbar Help
When the mouse is over a taolbar button for more than a few hundred milliseconds, a small help box
appears to describe the button's function. Anyway, if it is annoying for you, you can turn it off here.

Viewing Mode
When zoomed in closely to a wave, individual samples can appear as dots, or as a continuous line,

Highlight After Paste

After doing any Paste operation (this includes Paste Special), you can have the inserted selection
automnatically highlighted, or just have the cursor at the end of the pasted selection. Not highlighting after
pasting makes it easier to do multiple pastes one after the other.

Use old style file open/save dialogs

If checked, the Fite Open and File Save dialogs will be similar to those for 16-bit Windows applications,
instead of the new Explorer style. You may want to use these dialogs if you are used to them and don't
need the extra features of Explorer dialogs such as New Folder, Delete, Move, List View with file sizes
and dates, etc. One advantage to the older style is that directories are listed separate from files.

Maximum Display on Load

This is the maximum number of seconds of audio to display when a file is first loaded. When working
with large files, you may wish to limit the initial display area to 10 or 20 seconds sc you don't have to wait
for the entire waveform to draw. Setting this value to zero means there is no limit on the initial display
size.

Custom Time Code Display
Double-clicking on the time boxes or waveform ruler will change their display format. When in the custom
Hours:Minutes:Seconds:Frames format, you can customize the number of frames per second that will be

displayed. Some common settings are 30 (for SMPTE non-drop), 25 and 50 for PAL, and 75 for
CD-ROM mastering.

SYSTEM

Total Buffer Size

The number of seconds to reserve memory for recording and playback. Increasing this will allow more
multitasking while audio is being played, but it takes more memory. If this value is too small, there may
be too much choppiness in your recordings and playbacks. If your recordings are getting all "chopped
up”, or you cannot Stop after you've started recording, increase the buffer size, or switch to a faster hard
drive {Use a non-compressed hard drive for example}.

Number of Buffers Using '

The number of buffers may affect recording quality in that some audio drnivers may not be able to handie a
large number of buffers accurately. If you experience any stuttering or missing (chopped out) audio, try
reducing the number of buffers. Also experiment with the total buffer size, as reducing the number of
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buffers will increase the size of each buffer, since the total of all buffers will be roughiy equaly to the time
specified by the Total Buffer Size setfting.

Temp Directory

This is the location that Cool Edit will use to save all of the temporary files, which includes the disk image
of the file currently being edited. It is best to choose a large, fast hard drive for this. If you know for
certain that the drive is not compressed, then do not check the Compressed box, otherwise check this
box. If you have trouble recording high quality audio for more than a minute (or even less), then make
sure the Compressed Drive box is not checked. When checked, DOS is asked for the number of bytes
remaining on the hard drive since this value does not change linearly with time on compressed drives.

Undo Directory

This is the location that Coo! Edit will use to save all the Undo files. Any number of undo levels can also
be chosen. This directory can be different that that of the Temp Directory. It makes no difference
whether the drive use for Undo is compressed or not - but a non-compressed drive will be faster.

Enable Undo

if this is checked, the undo function is enabled and running. After making a change, you can choose Edit
-> Undo to back up one step. You may want to disable the undo feature if you know you are not going to
undo something. For example, if you are running a function on a 5 minute file, you may not want to wait.
while the undo information is saved.

Play 16-bit files as 8-bit
If your sound board is only capable of 8-bit audio, you can still create and edit 16-bit audio files. When
you choose Play, the audio data will be converted to 8-bit before being sent to the sound board.

Smooth 16-bit to 8-bit Conversions

If checked, when-16-bit audio is pasted into an 8-bit waveform, or 16-bit audio is Opened As B-bit, the
16-bit audio is dithered down to 8-bit to retain more of the onginal signal. Dithering can keep some of the
audio audible that is below the threshold for 8-bit audio. When doing this, you may notice a it more
noise in the background, but the noise is constant, and you can hear some of the 16-bit audio in the noise
that was otherwise inaudible. If this dithering is not done, you will notice strange artifacts in quiet audio.
Most prefer to have a constant background noise rather than have strange sounding artifacts in the
background. Distortion sounds "crackiy” if no dithering 1s used, or else the sounds have a constant hiss if
dithering /s used.

Play from cursor
When no selection is highlighted, audio can be either played from the current cursor location to the end of
the view, or always from the left edge of the view to the end of the view,

COLORS

Waveform Color and Background Color
The waveform and background colors can be chosen to customlze the color of the green waveform
display.

Spectral High Energy and Spectral L.ow Energy

These settings are used in the spectral view, The high energy color is used for the loudest sounds, and
low energy for the quietest. The colors will span the color cube from the highest down to the lowest in
pretty much a straight Iine

Reverse Spectral Color Direction
To have the colors follow a path that wraps around the cube (instead of going in the straight line} check
this box. This gives a very high degree of control over the spectral plots.



Default Colors

When all the colors are in too much disarray, press Default Colors to get back to the regular Cool Edit
color settings.

SPECTRAL

Spectrum Analyzer Resolution

This is the number of bits of accuracy to display the spectral analysis when Edit->Spectral View is
chosen. Each bit will take approximately twice as long to draw, but the resoiution will be more precise.
The number of data points displayed is equal to 1/2 of two to the value given. In other words, a value of 7
will display 64 points along the y axis, a value of 8 will display 128, 9 for 256, 10 for 512 and so on. On
most displays, a value of 10 is as high as you will ever need to go.

Spectral View Window Function

This is the function that will be used to window the data before being displayed. In general, just keep this
at Blackmann or Blackmann-Harris. The windows are listed in order from those ‘with the narrowest
frequency band but most noise, to those with the widest frequency band, but ieast extra noise.

Energy Plot

Choose Logarithmic to see every nuance of the audio. The color chosen will be based on the decibel
amplitude of the energy present at the particular time and frequency. The quietest signals will be
displayed in some color. Choose Linear to color the display based on absolute amplitude percentage.
Linear is sometimes useful to see the general overview of a signal without getting bogged down by detail
at much quieter levels.



Version History

95

Cool Edit has switched to using the 32-bit APIs, and compiled for 32-bit Windows to run on Windows 95
or later and NT 3.51 or later. Most functions have increased in speed by 50% to over 3 times as fast by
going to 32-bit and doing more optimizing.

Added the new Explorer style dialogs for most File Open and Save dialogs. The Explorer dialog style
allows one to copy, rename, delete, and move files as well as simply open or save them.

Added option to use old style file open dialogs for those of you who do not wish to use the new Explorer
style dialogs. '

Many minor bug fixes that have increased the quality and stability of Cool Edit.

Auto-play in the File Open dialog will now ptay all formats recognized by Coof Edit, not just WAV files.
Fixed bug in saving and recalling Quick Filter presets.

Hitiing Cancel on “Nat enough memory for unda” inadvertently disabled ali previous undos.

Added custom toolbar configuration dialog under Options. Also added some new toolbar items for other
common operations.

Added Display Time Format menu under Edit.

Save Selection works while saving a portion of one channel of a stereo waveform,

Revised Setlings dialog, and added special settings for color selection and spectral view.

Spent an extra couple weeks updating Cool Edit's copy protection to keep the program from being *
cracked® and hacked into.

1.52

Sample rate conversion quality has improved even more.

Users of the Lite version of Cool Edit now have access to the new high gquality sample rate conversion.
Added Amiga IFF file format.

Some glitches in working with scripts have been eliminated.

CD titles are automatically read from the Windows 95 CDPLAYER.INI file.

File Open and File Save As dialog boxes remember nonstandard filename extensions, and remember
last used Options settings for each format.

¥ no selection is made before performing a Transform operation, the current view is used.

A new ruler has been added to the waveform display.

Frequency Analysis display has been improved with decibet calibration and solid line view for more
accuracy.

Spectral View has been improved by increasing the dynamic range of the display. Even the faintest
signals are now plotted.

Waves ptay automatically if loaded from the command fine.

Left and Right channels can be chosen individually by clicking near the top or bottom of the waveform
display.

When loop playing, the looping will change to match the portion being selected.

Added option to control the number of play/record buffers for fine tuning recording quality.

Batch file processing now handies about 5,000 files per batch (up from a previous limit of about 200).
Faster sample rate conversion.

Faster Filter function in "locked™ mode when not dynamically changing filter over time.

Faster Echo Chamber function by 5 to 20 times or more depending on room configurations.

1.51

Added A-Law, mu-Law, byte-reversed, and unsigned formats to the PCM raw data format. Alsc added
optional header (.DAT) files for specifying format nformation for raw data.

Added support for Microsoft ACM (Audic Compression Manager) file formats.

Added a 5-bit IMA ADPCM compression for a higher quality ADPCM taking only 25% more space.
Rebuilt level meters: Display is logarithmic (and labeled) in decibels (dB); Right-mouse-button
configuration menu; Clipping indicators; Peak meters easier to see; Meter displays while Playing and
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Recording as well; Meter spans the entire width of the window for arbitrary precision.

Added user defined undo levels (maximum is 32 levels of undo).

Fixed ‘memaory hog' characteristic of Reverb function.

Quick Help no longer disables the Alt key.

Undo Music was corrupt, it's fixed now.

Drive letter only (e.g. "D:\"} undo directory now works fine - it was causing a 'not enough memory for
undo' message erroneously. Also fixed problem when temporary directory specified for a non-existent
drive.

Space bar start/stop playing disabled when monitoring audio.

Destination directory always set properiy in batch processing, even if the directory is directiy typed in
instead of using the browse button.

Added Zero Crossing function to adjust cursor position or highlight to zero crossings. Use F4 to quickly
snap to zero crossing.

Functions will work on entire waveform if no highlight is made.

Moved tocation of 'fact’ chunk in WAV files to before the data instead of after to be compatible with other
wave programs that do not expect this chunk to come after the data.

New password generator being used that is case and 'space' insensitive in the user name field -
previously the user narme had to be typed in exactly.

1.50

Application startup time sped up for owners of CD-ROM drives by not querying the CD-ROM every time
the app is started.

Clicking on the 'black’ area of the green slider bar will page the display left or right.

Cue items may be added to the cue list while audio is playing (F8 will also add the current cursor location
or highiight to the cue list).

Cue list markers and ranges are displayed as blue brackets, or red arrows respectively mdxcatmg their
locations within the wave.

-Current play time is displayed as a wave is played now.

New 'Merge' button added to cue list to merge any two cues into a range (hold down on CTRL to select
more than one cue entry).

Added Open Append, and opening of multiple filtes simultaneously.

Add 'Hand' icon to Graphs to more easily move graph points.

Fixed bug in 8-bit 'dither' conversion from 16-bit that occurred only with clipped audio.

Made separate Undo temporary directory so the undo buffer can be on a separate hard drive if necessary.
Added multi-level undo, instead of just one ilevel of undo.

Convert Sample Type is now undoable.

Added a maximum display size when loading, 50 the initial display can be limited to a few seconds when
a large (several minute) file is loaded.

Added option to keep Cool Edit from writing extra RIFF WAV information in Options->info.

Fixed bug in singte channel {of a stereo wave) Filtering and Noise Reduction.

Enhanced Noise Reduction function by allowing more FFT sizes.

Fixed bug in Noise Reduction that caused it to stop processing when 99% complete.

Added 6000Hz VOX file format. .

Added new Reverb function.

Added Length setting to Stretch function.

1.34b
Fixed EQ presets for Echo function, and Stretch presets.
VOX file format will prompt "Convert to 8000Hz...?" instead of auto-converting.

Fixed bug that caused GP Fault when cursor was out of view and Play was pressed in Play From Cursor
mode.

1.34a
Adjusted play bar speed for SBPro cards to be (hopefully) the right speed now for certain wave formats.



Fixed 8-bit stretch function (it was truncating all waves to only the lower halif).

Fixed stretching of waves near clipping so distortion does not occur.

Fixed AU file filter so it works properly for saving 8-bit audio, and so it will save properfy instead of just
writing out the header at times.

Fixed Stretch so choosing an overlap of zero percent will not get errors.

Fixed Quick Filter volume locking and presets (presets were saving as the inverse of what was displayed).
Fixed possible problems with Undo using multiple instances where Undo in one instance would corrupt
another instance’s undo buffer,

Fixed playing on Sound Blaster cards to prevent "Divide By Zero™ errors.

1.34

Custom effects modules (the *.XFM files). See Effects Modules APi to build your own!

Last used settings for practically every dialog is now remembered between program runs in the {Profile]
section of COOLL.INI.

Repeat Last Command function by using F2 (with dialog) and F3 (immediate with previous settings).
Added variable quality sample type conversion.

Added a pause button to pause during playing or recurdlng

Added a fully configurable distortion effect for getting grunge and biown speaker sounds

Added a three dimensional echo/reverb effect to simulate acoustics in rooms of any size.

Added a Generate DTMF tones function for making telephone signals.

Added a batch processor to the scripts for running a script on muitiple files.

Added new file formats for Next/Sun {.AU), Raw 8-bit signed {.SAM}, SampleVision {.SMP), ASCH Text
{.TXT), Dialog ADPCM for voice {.VOX), and A-Law/mu-Law for Waves { WAV)

Auto-play and file format info features added to File-Open dialogs to play sounds through installed sound
drivers for preview and view the file format before opening.

Moved file filter options selection to Save As dialog instead of always displaying options when saving.
Single channel editing possible for most functions (that do not change size of waveformy).

improved noise teduction speed for stereo waveforms and added more options. Aiso displays a noise
profile for visual inspection.

Sped up display times in most areas,

Sped up Normalize, Amplify and Envelope on slower machines by integerizing routines.
Added Pause button to progress meter so you can free your system in an emergency without losing your
edits.

Broke out Normalize and Invert into separate functional units, Normalize can be used in a script now.
Added decibel scales and logarithmic fades to Amplify.

Modified brainwave synchronizer to have separate high and low settings for intensity and centering.
Generate Tones now has separate initial and final modulation parameters and independently adjustable
frequency multipliers that can also vary over time.

improved reliability of Monitor Source.

New settings options for temporary drive.

Play may begin from cursor or from left edge of screen.

Frequency analysis window displays information in stereo with left=Cyan and right=Magenta.

CD Player controls improved, now you can Insert as well as Eject. Also handies over 10,000 CD titles
and song lists. That should be enough for anybody! Also, the IDs used are compatible with the
MUSICBOX.INI file, and any CD tittes in MUSICBOX.IN! will be displayed by Cool Edit.

Added auto zoom button to cue list so doubte-clicking on cue item opens view to just that cue range, or
zooms.into the cue point.

Zoom In without any selection zooms in at cursor now, and highlight does not go away when zooming in.
Wave files may be up to 1 Gig in size, which should be sufficient for most applications.

Open and Save As can be recorded into a script for creating more complex scripts that use temporary
files.

Current file size and number of samples updated while recording.

Time accuracy increased to 3 decimal digits, and new Frames format added (use Settings to change
number of frames per second).




Uses fewer resources per instance, so more instances may be open at once.

Right click extends selection {a shortcut to using shift+left click).

Improved stretch function (preserving tempo or preserving none) by using a better interpolation method.
Added new Fractional interval Overlap elongation method to stretch (preserving tempo or preserving
pitch).

Notes are turned off now when you are not listening to a Music preview.

Filtering has been improved/fixed to be more accurate with tess distortion.

Fixed bug in finding proper file forrat of a waveferm (that was a tricky one!).

Fixed bug where Cool Edit crashed when loading in NT while a CD was in the drive.

Progress bar updates ETA time more often, at shorter intervals.

File types added to Extensions section so programs like File Manager have Cool Edit associated with all
formats Cool Edit understands {unless format was otherwise associated with a different program).
Progress meter updates ETA time more often for a more accurate result.

Lots and lots of other litlle tweaks, enhancements, and eibow grease went into this version as well,

1.33

Fixed bug in Filter Transition from initial to final settmgs Flnal frequencies were off.

Frequency analysis calculates fundamental frequency much more accurately.

Added Compressor function to compress/expand dynamic range. :

All graphs have double-clickable points to edit the graphical input point directly.

Clicking on any of the graph points displays the point's values below, instead of just displaying the mouse
position.

Ring Modulation possible by using "Modulate over Source" checkbox. Instead of generating sine waves,-
the source is modulated by a the sine wave {or any waveform you choose).

Any type of Modulation possible by using Paste Special's Mcdulate option.

Noise reduction function added.

Sped up some stereo operations for Filter, Spectral View, and Noise Reduction.

Added smoother. 16-bit to B-bit conversions when_copying 16-bit files into an 8-bit waveform.

1.32

Filter has adjustable size (previously used 1024, now smoother filtering can be done by using sizes of
2048 or 4096).

1.31f
References added to the Brainwave Synchronization help.
Cue list and Play list remember their positions betier when cutting and pasting shifts their positions.

1.31c-1.31e

Larger files list display.

FFT filter much smoother now (previously had some high frequency noise when domg extremely narrow
sharp filters).

Adjustable spatial separation for Generate Noise.

New "smooth" option added to Wave brainwave synchronizer for an alternative “feel” to the sounds. Also
the "gamma" range (frequencies above 200 Hz) has been noted.

New independent left and right meters for Monitor Source, as well as peak indicators.

Clicking on the Cool window in the waveform area will not move cursor location if Cool Edit is not the
active application.

New display for stereo waveforms, plus a more precise and consistent dispiay for aill waveforms.
Toolbar buttons draw a little quicker now.

Fiange and Speciat EFX have been combined into a new more powerful Fianger, with a Special Efx
option.

1.31b
Space bar will act as a 'play’ button.



Warning issued when loading a file takes up ALL available temporary drive space.
Pasting low sample rate waves into high sample rate waves works properly now.

1.31a

Fixed Stretching to less than 50% for preservation modes.

Fixed disptaying of waves more than 15 megs in size.

Sped up music generation by using temporary files for each note. Long music files can be generated up
to 10 times faster, or even more!

Added Open As to open waveforms into any format desired.

Added Select Entire Wave to quickly select the entire waveform, even if the view is zoomed in.

The Paste and Paste Special functions now have a progress bar like the rest.

1.31

Added the Scripts feature, which allows Cool to remember everything you do, and will let you replay it.
One script file can contain many individual scripts.

Wasn't loading from command line properly before.

Fixed memory hog/crashing bug in Generate Tones.

Added customizable Toolbar by modifying cool.ini file.

Added play bar to see what part of the wave is currently being ptayed

Added Autocue button to Play List to play a single play list item at a time.

Trim is now undeable. Please turn off the Undo feature whenever you are doing really really large
operations if you want Cool to run faster, since it will not have to save Undo information.

Added Save Selection to save the currently highlighted partion of the wave to disk.

Improved method for stretching while preserving pitch or tempo for cleaner sounding waves calied
Interval Overlap. See Stretch.

Improved time left' reporting when recording.

Increased maximum file size from 248 megs to 536 megs.

1.30b

There weren't supposed to be any more bugs. But we found some:

Using FFT functions sometimes crashed (like FFT, Frequency Analysis, Spectral View, or Music). That
has been fixed!

Undo paste when Hilight After Paste was not checked didn't work. It does now.

File filters have been modified to allow any format to be broken up into multiple files. For example, the
WAV file format can have several file filters for different compression schemes.

IMA/DV| ADPCM compression filter added to package {dvi.fit), which allows compressing of 16-bit audio
down to 4, 3, and even 2-bit (with noticeable loss in quality at 2-bit).

1.30a

Found more bugs: fixed Undo for Paste (specialfloop/regular), and Undo Delete.

Fixed Re-Open on PCM files (would hang).

Added Undo for Music.

Added presets for Envelope and Filter.

Added initiatfinal settings for overtones in Generate Tones.

Revised Music dialog by adding Constant Duration checkbox to replace Adjust Duration.

1.30
Find Frequency is now a graph of the frequency spectrum.
Fixed the remaining known bugs, and compieted spec for building custom file filters.

1.29b
Custom file filters (WAV, VOC, PCM, and AIFF currently), See File Filters API to build your own!

1.29a



Selectable wave devices (handles multiple sound cards).

1.29
Edit Left/Edit Right for cutting, pasting, and copying only one channel of a stereo wave.
Adjust sample rate added.

1.28¢c

Equalizer changed to Quick Filter, since FFT Filter does true, precise filtering.

Graphs have more flexibility with points.

Cue ranges can be associated with keyboard keys, so waves can be played from the keyboard.

1.28a
Spectral View and FFT filtering added.

1.28
File -> Close added.
Customizable presets added to a variety of wave functions.

1.27

Double-clicking on slider bar allows entry of starting and ending samples.
Pre-compute trig tables added to Settings.

Undo function added.

Versions 1.03 to 1.26

Cool Edit is sizeable. You can make your window big or little or whatever.

Wave files may be Dropped into the editor from the File Manager, or other applications supporting Drag
and Drop.

New Instance added to File Menu :

Added automatic conversion of 16-bit audio to 8- blt while playing for boards that do not support 16-bit
audio.

Fixed a major bug having to do with the progress meter. You can now go on to do other things while
Cool works in the background on long operations.

" Fixed an annoying bug when working with large files that caused the green slider to work inappropriately.
When opening multiple instances of the same wave, different names are given to each instance.

New and improved Pink noise source. (Ideal for use with the Wave function}).

Cue list and Play list supported for logping and custom play order,

New Setting for viewing mode of Dots (original) or Lines (dots of sampie are connected by lines).
Digital Delay transformation added to easily spatially locate sounds to the left or right, or for special
effects.

New settings option for Save/Save As interpretation of the diskette icon.

Are You Sure? Dialog box added to Silence button.

New waves can be made at any valid sampling rate, by use of the new Custom option.

DC Bias Filter added to Amplify to adjust waves skewed by a voltage.

CD Player has been added to play CD's for recording. Song titles may also be entered and restored
automatically on future playbacks.

Brainwave frequency (Wave) function has adjustable graph for easier input of multiple frequencies over
time.

Sound Blaster VOC file compatibility was added. Not FULL capability yet, because it does not support
loops (it only loads the loop once), and ASCII text. It does however support Sound Blaster Pro formats
for 44.1 KHz-mono and 22 KHz-stereo. It will also load non-standard sample rates if the VOC file was
recorded at one.

Echo Equalizer added to Echo function to have each successive echo equalized for truer echo effects, or
just snazzy special effects.

The Listen option was added to the music dialog so that the notes could be played through your MID!




setup as a preview. You can record from the music played as well {if your board supports recording from
the on-board synth.)

Envelope option was added to have more control over amplifying waves by using an amplification
envelope.

A few new tone flavors have been added for making more natural sounding instrument sounds, which
can be used with the Music option. '
New options in settings dialog for play/record buffer size, and highlighting after pasting.

Color DIBs can be added to the WAV file format.

Equalizer settings changed to decibels instead of percentages, making it easier to equalize, since the
togarithmic scale is more natural.

Monitor Source meter is in much better real time since it now does not depend on the selected buffer size.

Versions 0.5 to 1.02

New algorithm implemented for raising/lowering pitches, and speeding up/slowing down waves.

Preset buttons added to Stretch dialog.

Highlighting is faster for slower video cards.

You can use the Shift+Mouse Button to extend the highlighted selection.

Music option was added to put your favorite samples to music (as if you were playing them on a
keyboard) using a very easy to use music editor. Only short rn‘fs are supported right now.

Stretching is cleaner sounding.

The Transpose function has been added to the Stretch option to musically raise or lower pitches of
selected samples.

A linked list approach has been taken for working with the temporary disk file when editing. Now inserts
and Deletes are almost instantaneous when working with very large files.(Fixed cut/paste bug from 1.01)
The RAW file format was added for saving only the wave data without any headers.

Edit keys Delete {Delete Wave Selection), Ctri+Insert (insert), Shift+insert (Copy) and Shift+Delete
{Paste) were added.

Toolbar was added for quicker access to functlons

The previous Save menu item was changed to Save As, and a new Save was added to save the wave
currently being worked on without being asked for the file name.

The Silence option was added to the Transforrn menu to qguickiy silence the selection portion.

Extra RIFF informaticn embedded in the .WAYV file is now remembered between saves, and can be edited
using the Info dialog. o

MS ADPCM Compression is supperted for loading and saving compressed files now.

"~ A slight bug in overlapping was fixed. Overiap pasting past the end of a wave that used to be longer
would revive data past the end of file.

The Stretch transformation was added to allow stretching and compressing of waves, adjusting pitches,
or adjusting tempos.

Viewing mode of the Beginning and Ending samples, as well as the time window {which displays how
long the viewed portion of the sample is, or how long the selection is) can be changed between samples
and time by double clicking on the display.

Generating silence in 8-bit mode works properily now, centering the silence line at value 128.

You may now associate the COOL95.EXE program with WAV files in the file manager.

Command iine toading works. File will automatically play once loaded if another file is not already playing.
Little Yellow Arrows work on files larger than 30,000,000 samples.

Gliding waves from one frequency to another "overshot” before. For example, gliding from 12Hz down to
7Hz would actually glide down twice the frequency, (instead of -5Hz, -10Hz) resulting in a glide from
12Hz down to 2Hz instead. M's fixed now.

Multiple COOL's can be opened at once (which reduced the executable as well) for working with multiple
waves at once. [t's very easy to copy and paste between waves, even of different formats.

Also, waveform display 1s instantaneous once loaded in {for example, restoring @ minimized long
waveform displays instantly instead of recalculating). This allows such effects as the sound level meter
running while zooming in and out of a waveform.



Displaying long waveforms now "muititasks” with Windows, so other things can be done while it is loading.
The progress meter was fixed slightly to allow multitasking with other applications without crashing
Windows.

When saving a file, the extension WAV is assumed if no extension is typed.

8-bit stereo pasting (with Overlap) works properly now (slight bug caused screeching problems). Also,
overlap pasting past end of fite works properly too.

A "Musical Source” checkbox was added to the brainwave transformation to eliminate clicks heard when
waving musicat files. )

A Recording level meter was added. Source input can be monitored through the Options menu for
setting recording levels.

Lifting up on button after dragging a selection (and leaving the main window) will now act properly, and
disengage the seiection process

Recording to Sound Blaster Pro works properly. It no longer gives errors and chops up recording. In
fact, using COOL to record does a much nicer job than the recorder program provided with most sound
cards, and there are no "clicks” or other distractions to contend with.

Using "Large Fonts™ on some monitors correctly displays main console, as well as progress meter now.

Thanks go out to:

Bob Ellison, Doug Coulter, Becky Allen, Sara Allen, Bill Wolford, Staffan Berger, Curtis Palmer, Dan
Black, Darrell Plank, David Nerris, Duane Young, Geoffrey Tilga;, Gordon Currie, Harry C Koons, James
Blackwell, Jarrod Beckman, Mike Rozak, Neil St. Laurent, Randy Omel, Richard Pepin, Ron McCabe,
Ronald Mendoza, Stan Eker, Ted Tatman, Todd Frye and Witl Urban.

Other Cool Fans who made suggestions and found bugs here and there.

Other Acknowledgments

All format types have been reproduced from publicly available documentation. Syntrillium Software
makes no claims that they are in any way correct,.so they may not be compatible with other
interpretations of the same format. It is up to you to first test to make sure that when saving audio files in
a particular format, the file generated is compatible with other systems that read the same format.

What Does the Future Hold?

We plan to keep on upgrading Cool Edit, making it more easy to use and useful to more people. We
have definite plans for a retail version and we are sure you'll iike it! Expect multipie track mixing, real time
effects previews, and tons of new coof effects and sound generation modules. As always, suggestions
are welcome. -



New Wave

When creating a new waveform, you must specify the waveform properties. Using higher sampling rates,
stereo, or higher bit resolutions will result in higher quality sounds at the expense of requiring more
memory.

Sample Rate

The sample rate describes how many times per second to take a snapshot of the audio. The human ear
can perceive sounds up to about 17,000 cycles per second, or 17 Khz. When choosing a sample rate,
frequencies of up to 1/2 the sample rate can be produced effectively. So to reproduce frequencies up to
10Khz, a sample rate of at least 20Khz must be chosen. Any sample rate may be entered in directly, or a
common sample rate can be chosen from the list.

8,000 Hz Telephone Quality
11,025 Hz Poor AM Radio Quality
16,000 Hz Reasonable compromise between 11 KHz and 22 KHz

22,050 Hz Near FM Radio Quality

32,075 Hz Better than FM Radio Quality (Some boards support 32,000 instead)
44,100 Hz CD Quality -

48,000 Hz DAT Quality

Channels
Mono waveforms support one channel of audio informalion. Stereo files take twice the space because
there are two channels of information represented, a left and a right channel.

Resclution

This describes the number of bits to use for each sampie an each channel. Choosing 8-bit resolution will
. provide 256 unigue "volumes”. The PC-Speaker, for example, provides only 4-bits of resolution because
it can support 16 unique volume levels. Choosing 16-bit resolution will provide 65,536 unigue "volumes”,
for a 96 dB signai-to-noise ratio. Much quieter sounds can be reproduced at 16-bit resolution than at 8-bit
resolution, which only has a 48 dB signai-to-noise ratio. Compact disk players have a 16-bit resolution.

Note: Certain combinations of sample rate, channels, and resolution may not be available on your
system. To see the maximum capabilities of your system, look at the status window when starting the
program. you may create and edit files that cannot be played on your system, you just may not be able
to play them properly.



New [nstance

... Or "Give me another window"

Selecting New instance will open another Cool Edit window as if you opened another instance from the
Program Manager. This may be handy when you need a secondary window to do some editing in, and
don't want to disturb the original wave. Mixing between waveforms in different windows is supported, just
use Copy, and Paste fo insert or Paste Special to overlap and mix.



Opening a Waveform As Any Format

This works just like Open except that the sample format can be specified before opening. If the sample
format selected is different than the native format of the wave being opened, then it will be converted,
using the "quick-and-dirty” conversion method. This means that if the target sample rate is different, the
conversion will not try to pre-filter or post-filter the samples. This function works great for opening files as

different bit rates and number of channels, but for differing sample rates, open the file normally, then use_

Convert Sample Type

N — -

After choosing the filename, choose the new sample type. The waveform will be opened, and converted
as it is opening.



Appending a 'V'Vaveform

You can append any waveform to the end of the current waveform. If the waveform being appended is of
a different type, it will be quickly converted as it is being copied. Itis advised that you only append
waveforms of the same sample rate for best results, since no interpolation is done when resampling
waveforms of differing sample rates. See Open for more information on the Auto Play and Show Info
options. <

Each wave type supported is embodied in a filter {(*.FLT) file. See Wave Formats for descriptions of the
various formats. : :

A

1



Re-Opening é Wa\)eform

This will reload the previously loaded waveform, replacing any changes that were made to the waveform
being edited. Be aware you will lose any changes you have made since the last time the wave was

saved.



Saving a Wavéform

Waveforms can be saved in many formats. Having many format options gives you the chance to save
the waveform in the smallest amount of space while still retaining a high level of quality. PCM formats
are the only kind that save the entire wave completely with no data loss. ADPCM formats lose some of
the original waveform information and the waves sound a little distorted. Mu-Law and A-Law formats also
lose some of the information, but it may not be as noticeable as ADPCM, but it depends on the type of
audio that is being saved.

Some file formats support various options that can be modified by pressing Options.

See Wave Formats for a list of supported formats.



Edit menu
The file menu displays all the waveform editing options.

Edit Menu Options:
Undo
Repeat L ast Command
Copy
ut
aste
Paste Special
Select Entire Wave
Edit Left
Edit Right
Delete Selection
Trim
Display Time Format
Viewing Range...
Adjust Sample Rate...
Byte Swap...

Spectral View / Waveform View
Convert Sample Type

]

v
]




Trim

Trim is the exact opposite of delete; which means everything is deleted excopt the portion that is-
selected. Only the selected portion is kept. This is handy to quickly pick out the part of a recording you
want to keep.

Use CTRL+T to quickly trim the selected portion of the wave.



Display Time Format

Selecting Edit -> Display Time Format and choosing either Decimal, Frames, or Samples will change
the format of the Begin, End, and Time windows. Double-clicking on the wavefarm ruler, or the Begin

time window will change the format of the ruier.



Viewing Range
Selecting Edit -> Viewing Range or double-clicking on the green/black samples portion bar will bring up

the viewing range window.

Enter the leftmost and rightmost samples that you wish to have displayed. Use this function to highlight a
specific number of samples by double-clicking in the wave editing area after selecting the viewing range
to "select all". Remember, Select All only selects the viewing range, not the entire waveform.

PECER



Byte Swapping

You can change how Cool Edit interprets the actual waveform data by swapping high and low order bytes
in 16-bit mode, or by adjusting the signed/unsigned interpretation of bytes in 8-bit mode. Swapping the
byte ordering comes in very handy when loading in waveforms of unknown type (raw PCM) You can try
swapping the bytes if the waveform does not sound correct.



Spectral Viewing

Choosing Spectral View will display waveforms by the by their frequency components. This is a handy
function for analyzing your audio data, to see which frequencies are most prevalent throughout your data.

The more abundant a frequency is, the brighter the color displayed will be. Colors range from dark biue
(next to no frequencies in this range exist) to bright yellow (frequencies in this range are very strong). On
256 or higher color displays, there will be more gradations between the colors. See the Settings topic
form information on various settings for spectral view. The frequency resolution, window type, colors,
and energy plot can all be fine tuned.

Lower frequencies are dispiayed near the bottom of the display, while higher frequencies are displayed
near the middle on to the top. The display is linear. White iines on the left and right divide the display
into 1/2, 1/4, 1/8, and so on. To top of the display represents frequencies at just below the Nyquist
frequency, or 1/2 the sample rate. Soif a bright spot appears near the top of the display for a signal
sampled at 22 KHz, the frequency being represented is near 11 KHz.

To gain higher resolution and see more detai! in the fower frequencies, use Convert Sampl.e Type to
downsample the waveform to a lower sample rate. The higest frequency value displayed will be ane half
the new sample rate. _ -

Choose Waveform View to return to original waveform view mode.



Convert Sample Type

This function converts the sample type “in place” by directly converting the types of the samples in the
temporary file that represents the current waveform. Various levels of quality can be chosen, as well as
general volume levels when converting between mono and stereo formats. Higher quality settings take
longer to process, but at the highest setting the resultant waveform is identical to havmg sampled the
material at the new rate to begin with.

High quality settings should be used for greater downsampling ratios. When upsampling, the Low quality
setting sounds nearly the same as the high quality setting. The difference lies in a larger phase shift in
the higher frequencies, but since the phase shift Is completely linear, it is very difficult to notice.
Downsampting at even the lowest quality setting will not have any undesired noisy artifacts. Instead, it
may just sound a little more muffied because of more high end filtering.

When converting from Mono to Stereo, you can choose the amplification levels for both channels
independently, with 100% for both channels being the default. You can choose a value of -100% for one
of the channels to get an "inverse mono” effect, where the left channel is the inverse of the right. When
converting from Stereo to Mono, you ¢an.choose the amplification values for each channel before they
are combined. Values of 50% for both channels is the default, meaning that the resultant mono
waveform has (1+r)/2 signal, or the average of the two channels: You can even choose a negative value
for one of the channels to perform a vocal cut effect on some audio.

When converting from 16-bit resolution to 8-bit, you can optionally add some dither in the audio to make
sounds still audibte that are quieter than the limit that 8-bit audio provides. To do this, 2 small amount of
noise is added to the signal, but quieter audio can be heard in the noise. If dither is not checked, quiet
audio will just fade in and out, with 2 more disruptive choppiness sound that resembles rain falling, or
static. Whether or not dithering is used depends on the audio being converted, and your preferences.



Transform menu

The Transform menu displays all the waveform transformation options. Waveform transforms are
encapsulated in the XFM files. ’

Transform Menu Options:

The following are embodied in XFM files, and may change at any time. If the function you need is not
listed, go to the function directly and view its help information

Quick Filter *

Amplify

Channel Mixer
Compressor **

Echo Chamber **
Envelope **

Filter =

Flange ™

Noise Reduction **
Normalize

Reverb ™

Stretch

Wave

** Function not available in Lite version.



Musical Incantations

Now you can put your clippings to music, or just harmonize a wave using a particular chord. To choose a
clipping for your sample, select the range you wish to use as a quarter note. If no range is selected, the
clipboard data will be used. Note that the clipboard data will be filled with your sample automatically once
music is generated, thus selecting music a second time will automatically use your last sample.

This function is by no means a complete MIDI authoring studio. !t is just meant as a quick and simple
way to put a sampie to music. The only MIDI support is in the preview playback when the Listen button is
pressed.

How to build a song

Simply drag the notes and rests you desire to the music bar above. To sharpen or flatten a note, drag
the sharp (#) or flat(b) symbol on top of the note you wish to transpose. You can move notes up or down
after they have been placed, or pick them up to insert in a new position. To remove a note, pick it up and
drop it off away from the bar.

Use the scroll bar to work on individual portions of the song at a time. You can scroll to write a piece as
iong as 256 notes.

Tempo )
The tempo is given in quarter notes (beats) per minute. Your sample’s length is the length of a quarter
note. If your note is longer than the period determined by the tempo, then the notes will overlap.

Key'
You may choose to have your music interpreted in any of the standard key signatures. The key of C is
the standard (white keys).

Constant Duration

If chosen, ali notes will be the same length as the original sample, regardiess of pitch. The operation that
does this takes longer to calculate, but high pitched notes will be the same length as lower pitched notes.
The tnterval Overlap method is used with an overlap of 80% and an interval of 30 Hz. If not.checked, the
note 1s created by directly stretching or compressing the original sample, resulting in higher pitches being
shorter than lower pitches.

Exact Tune

Choose Exact Tune to tune your sample so that when played at A {above middie C), the frequency of
your sample 1s at 440Hz  If this i1s not checked, your sample's original frequency wiil be played at A
{above middie C).

Chords

The triplets of numbers to the nght is the chord selection box. You can choose to make a chord out of 2,
3, or 4 notes, then choose the chord from the list. Finally, pick up a chord object (the 3 notes on top of
each other) and drop it on a note above. The note you drop it on will be the starting note of the chord,
and the other notes will automatically appear above it in the right ratios.

Clearing Chords, Sharps, or Flats
If you want to clear a sharp, flat, or chord from a note, use the faded looking quarter-note object, and
drop it on the note you wish to bring back to normal

Saving Your Songs
if you make a cool song you want to keep, give it a name in the Song Title box. In the future, you can
choose your song from the list of song titles that you created. The actual song data 1s saved in the file



SONGS.INI in your Windows directory.

Listen

if you have MIDI play capabilities, you can listen to a preview of your song before actually creating it.
Play begins at the leftmost note visible on the staff, which means play begins at the position you are
scrolled to, and continues on to the end of the song. The music is played through channels 1 and 13 for
Extended and Base level compatibility. The instrument can be chosen by typing its instrument number to
the teft. You can record music played by the listen preview button. Simply hit the record button first, then
go into the music dialog and press Listen. When the song is done, hit Cancel, and then Stap to stop the
recorder.

Pink

What the heck is this button for? Well, it automatically plays the chosen instrument through the MID!,
using pink noise as the source for randomness. Maybe once out of 1 million tries, it may actually write a
cool song? Tempo, Octave, and Key all affect the play of "pink™ music. The only purpose for this button
we have found so far is to open the Play List first, then open the music dialog. While listening to a
relaxing soundscape from the play list, you can listen to relaxing random music at the same time. (?) {!)



Quick Filter

The 8-band quick filter allows one to customize to suit most filtering needs. The "equalizer” works pretty
much the same as a standard audio equalizer does. Except that the bands are not the same as you
would expect. The highest frequency band will increase or decrease the high end, but it will also increase
frequencies all the way down to the lowest as well, but it will increase the high frequencies.more than the
low ones. The effect is close to an equalizer, but not quite. Basically, this is a handy function for
changing the tone of your sample {such as noise) to make it more pleasing to the ears.

Equalizer Bars
Adjusting these increases or decreases the frequency component specified beneath the bar.

Volume Bars
The final volume after equalizing may be adjusted to suit your needs. Checkmg the Lock Vol checkbox
will lock the left and right scroll bars.

Flat
This simply places all equalization values plus veolume adjust at 100%

Lock Initial/Final

When iocked, the entire selected range is equalized with the setting shown. If unchecked, the nitial and
final equalization settings may be adjusted, so the selection can smoothiy glide from the initial
equalization setting to the final setting over the range selected.

View Initial
When Initial/Final is not locked, choose this to select the initiaf equalization settings.

View Final
When tnitial/Final is not locked, choose this to select the final equaiization settings.

This function supports Presets.

To produce a semi low-pass filter, set the higher frequency scroll bars to zero to cut out higher
frequencies. A high pass filter can be done in the reverse fashion, by zercing out the lower frequencies.

Very interesting effects can be made by selecting widely varying initial and final equalization settings.

Note: Setting the iower bands 1o very high values ¢an, and most times will, resuit in clipping if the volume
adjustment 1s not turned down.

For serious filtering, see Filter.
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Amplify

Amplify will increase or decrease the volume of the selected sample.

initial Amplification . :
This is the amplification that will affect the beginning of the selection. Choose a separate final
amplification for fading up/down effects. An amplification value of 100 will keep the signal unchanged.

Final Amplification
This is the amplification that will affect the ending of the selection. Settlng both the initial and final
amplifications to the same value will amplify the entire selection the same amount.

Lock Left/Right

Left and Right channets may be amplified at separate values If the Lock is checked, then the scroll bars
for the left and right channels are locked to the same value. Effects such as panning from left to right can
be achieved by choosing separate values for the left and right channels.

Logarithmic Fades

Also known as Power fades. When checked, the power of the signa! fades at a constant rate. When not
checked, the sample values fade linearly. As seen on screen, linear fades look like a flat slope, while
power fades usually look like a hill that starts steep and gets less steep as time goes on (or the opposite
depending on whether you are fading in or out).

dB Scale

When checked, amplification values are entered in decibels, otherwise they are entered as a percent of
the origina! waveform.
DC Bias Adjust ’

Adjust the waveform so it is centered on the center line (0 %). If samples are recorded with a DC Bias,
they will appear to be above or below the center line. They must.be centered before doing other
waveform transformations, and choosing this will center the wave properly. To skew the entre selected
waveform above the center line, enter the percentage to move the waveform up in the adjustment box.
For example, 50% will move the entire waveform up half way, and a -50% will move 1t down half way.

Normalize

Pressing the Normalize button will calculate the greatest amplification for the sample that will not result in
clipping when set to 100%. If the left and right scroll bars are not locked, separate left and right values
will be computed, potentially amplifying one channel more than the other. To normalize to iess than the
maximum range, enter the percentage of maximum to normalize to. For exampie, choosing 50% will
compute values needed to amplify the filte no more than 50% of maximum, resulting in a 3dB attenuation
from rmaximum output. If two sounds normalized to 50% are overlapped, the resuitant wave is
guaranteed not to exceed the boundarnes, and will not clip. All this button does is recalculate the
amplification values for you based on how much normallzatlon is needed. To normalize in one step, use
the Normalize function.

To achieve a fading in effect, choose an mitial amplification of 0, and a final amplification of 100. For fade
outs, do the opposite by setting the initial to 100 and the final to 0.

Note: This Normalize button only calcutates the values needed for the desired normalization. If you are
recording a script, only the final values will be remembered. If you want to add normalization to a script,
use the Normalize function instead

This function supports Presets



Fade In Preset
Initial amplification is set to zero, and final is set to 100 for a fading in effect.

Fade Out Preset
Initial amplification is set to 100, and final is set to zero for a fading out effect.

Pan L->R, Pan R->L Preset

Initial and final values are set so that the sound starts at one channel and pans to the other.

r



Channel Mixer

On stereo waveforms, the channel mixer allows one to have total control over the left and right channels.
The defauit values will leave the wave unchanged. For mono waveforms, the wave is inverted (that is,
crests become valleys, and valleys become crests).

New Left Channel
The slide bars give the percentage of each channel left and right, that will go into the final wave after
mixing. Choosing an L of ¢, and an R of 100 will make the left channel equal to the right channel.

New Right Channel
These two slide bars do the same, hut for the right channe!.

Invert

Choosing invert for either channel will invert the channel, Peaks become valleys, and valleys become
peaks. By inverting both channels, there will be no perceived difference in sound when listened to. But,
inverting only one channel will greatly change the sound when listened to.

This function supports Presets.

Vocal Cut Preset

This will sum the left channel with the inverse of the right, and ptace the result into both channeis On
music where the vocals are heard equally loud on both channels, the vocals will disappear, or come close
to disappearing. :

By playing with the combinations, effects of swapping channels, creating a mono sounding wave that is
egual to the left, right, or a mixture of both channels, and creating waves whose left channel is the i inverse
of the right can be done.



Function }-’resets

Many of the functions have presets available for eésily recalling your favorite settings. New presets can
be added at any time. All preset information is saved in the cool.ini, usually in your Windows directory.

Double-Clicking on any preset will instantly set ali controls in the dialog box to that preset.

Whenever you have settings you would like to keep, you may enter name for your settings, and press the
Add button. Be careful though, since there is no rule against you adding two presets with the same
name. This can get confusing if the presets are different.

To remove a preset from the list, choose the preset, and press Del.

To modify an existing preset, double-click on the preset name, make your medifications, then press Del
immediately followed by Add. This will delete the old preset and add your current settings in under the
same name,

If all presets are removed, the default presets will automatically be reloaded.

If you are finding that your presets are not being saved the next time you use the function, check to see
that the cool.ini file 18 not mere than 64K in size. This shouid never happen, but it may be possible if you
have hundreds and hundreds of presets.

If you obtained a new version of Cool Edit, and find that your presets have disappeared or doubie-clicking
on them brings up something mysterious and not the settings you wanted, then we apologize. In making
new versions it is sometimes necessary to change the order of entries in the N file to make room for
new items, etc. Just remove all your presets to get the Cool Edit defaults and start from there. Again,

our apologies if this happened to you.
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Compressor/Expander/Limiter/Nbise Gate

The compressor function varies the output level based on the input level. This allows one to expand or
compress the dynamic range of a sample, limit the dynamic range so all audio is at roughiy the same
level, or create a noise gate where all audio below a certain level is clipped to zero. This is all
accomplished by use of & transfer function that is drawn using the graph. The graph depicts input leve!
along the x-axis (left and right) and the new output level along the y-axis (up and down). A line from
lower-left to upper-right {default) leaves the signai unchanged, since every input value goes to the exact
matching output value. Other weird transfer functions can be drawn as well, for example, boosting all
input that has a leve! of around -20dB, and leaving everything else unchanged. Or, drawing an inverse
line (a line from upper-left to lower-right) will dramatically boost low amplitudes while dramatically
suppressing high amplitudes, that is, all quiet sounds are loud, and all loud sounds are guiet.

Invert

The invert button will change the graph to one that will function as the exact opposite. For example, if a
transfer function with a compressor characteristic is being displayed, pressing Invert will change the
graph to one with the corresponding expander characteristic. For a graph to be invertable, it must have
points in the two comers (-100,-100 and 0,0) and it must be always increasing in output {i.e. you cannot
go down in output volume as you go from left to right). All segments must be sloping upwards from left
to right.

Attack Time -
Attack time determines the time it takes for the new output signal to reach the proper output volume. If
there is suddenly a quiet portion that drops 30dB, it will take this much time before the output actualiy
drops to its corresponding volume level. If the sum of Attack and Release times is too short (less than
about 20 ms total}, audible effects can be heard, such as a "vibrating” sound at a frequency of
1000/<time>. So if the Attack and Release times are each set to 5 ms (making 10 ms total), then a
.vibrating sound at 100Hz can be heard. Thus, a total value of about 30 ms is about the lowest you can
go without getting these effects.

Release Time

This is the time it takes the end of a previous output levei to reach the proper output volume. For
example, where the Attack is the time it takes the start of a pulse to reach the desired output volume, the
Release is the time it takes for the end of the pulse to reach the desired level.

Samples/Group

The number of audio samples to group together into one volume level change. A value of 1 is the best,
so each sample gets its own volume change. Larger values will change that many samples together at a
time. You can go larger without noticeable changes in quality. The only reason for using larger values
would be for speed. as targer values calculate much faster. Use larger values for pre-viewing how a
compressor is going to sound, then Undo, and use a value of 1 when the compressor is set just the way
you want it.

Joint Channels

in Stereo, each channel can compress independently, sometimes causing the surrounding background
noise to get louder on one channei at a time, which may sound strange. For example, a loud drum beat
in the left channel will make the background notse sound Iouder in the right than in the left, If Joint
Channels is checked, both channels are used to find a single input dB value, and both channels are
amplified the same amount, together. For example, a loud drum beat on the |eft channel will cause the
right channel to go quieter as well if compressing.

Compressors are used for the compression of the dynamic range of an audio signal. 1t is generally an
amplifier with two gain levels: the gain is unity for input signal levels below a certain threshold, and less



than unity for signals with levels above the threshold. Compressors can be used to eliminate the
variations in the peaks of an electric bass output signal by clamping them to a constant level, thus
providing an even solid bass line. To maintain the original character of the instrument it is necessary to
use a compressor with a long A/R time compared to the natural decay rate of the electric bass.
Compressors can also be useful to compensate for the wide variations in the signal level produced by a
singer who moves frequently, changing the distance from the microphone. Limiters are compressors
with a compression ratio of 10:1 or greater because their output levels are essentially clamped to the
threshold level. A limiter can be used to clamp ali audio to a prescribed output level, or just all audio
above a certain threshold.

Expanders are used to expand the dynamic range of an audio signal, opposite of the compressor. It can
also be considered an amplifier with two gam levels: the gain is unity for input signal leveis above a
certain threshoid, and less than unity for signals with leveis below the threshold. The expander is used to
expand the dynamic range of an audio signal by boosting the high-level signals and attenuating the
low-level signals.

Noise Gates are a special type of expander that can be used to reduce noise below a threshold level. It
attenuates heavily signals with levels below the threshold. It is used to totally cut off the signal level
during @ musical pause so as not to pass the background noise present. It can aiso be used to silence
the pauses in speech.

RMS mode

This is a new graph interpretation method that more closely matches the way people hear volume This
will cause the output to be exactly the RMS amplitude specified in the graph. For example, a limiter (flat
horizontal ine} at -10dB will cause the RMS amplitude of the result to average -10dB (where 0dB is a
maximum amplitude sine wave without clipping).

Peak mode . .

This is the method that has been used 1n previous versions of Cool Edit. This method is a littie more
difficult to use, but it equates to the RMS value times two. That is, if the RMS value was -20dB, then the
equivalent peak value would be -40dB. This occurs because the RMS value calculated was mapped to a
peak sample value for output This method is basically here for backward compatibility with previous
versions of Cool Edit.



Digital Delay

Delay either channel up to 50 milliseconds with the option to mix in the original signa! with the delayed
signal. Great for effects such as spatially locating a previously mono wave source to the left or to the
right, so that the sound will appear to emanate from that direction when listened to with stereo
headphones. Delays of longer than 50 ms may be entered for creating a single echo.

Delay {ms)
The actual amount of time to delay the channel in question.

Mixing _
You may choose to have the resultant wave the delayed signal, keep it the original signal, or mix the two.
A vaiue of 50 will mix the two evenly.

Invert .
The delayed signal may be an inverse of the original if this is checked. More special effects!

This function supports Presets.

Tunnel Preset :
The Tunnel preset can be used with mono as well as stereo waveforms. The setfings provided give a
nice tunnei/tubular effect.

Spatial Left Preset

If a mono wave source was converted to stereo (so that the left and right channels are the same}, then
choosing this will make the sound appear as if it is coming from the left, since the right channel is delayed
just enough so your brain interprets the sound as coming from the left. You must use headphones to
hear the effect. ~ . ’

Spatial Right Preset
The same as Spatial Left, but it locates the sound to appear as if it is coming from the right,



Distortion

Use this function to map any sample value to any new sample value. Effects such as biown car speaker,
muffled microphone, overdriven amp, cranked car stereo and many more ¢an be created.

The horizontal axis represents the input sample value in dB, while the vertical axis represents the output
sample value in dB.

Have fun making your audio sound really really BAD! (Of course, it's great for adding fuzz to guitar licks
to get that heavy metal sound}. ’
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Echo”.eého".o".

This function creates continuous echoing and reverb effects. Each successive echo decays in amplitude
by the falloff ratio. To create the effect of a single echo, use the Delay function instead.

Falloff Ratio

Each successive echo will be a certain percentage less than the previous one. Cheosing a falloff ratic of
zero would result in no echo at all, while choosing a ratio of 100 would produce an echo which never gets
quieter.

Delay

This is the number of milliseconds to place between each echo. A delay of 100 milliseconds is equivalent
to a 1/10th of a second pause between echoes. Choosing very small values of delay produces quite
interesting effects.

Initial echo volume
This is the volume at which the echoes will be mixed with the original sample. Choosing smailler
percentages {30% or so) is nice if the effects of the echoing at 100% make the sound incomprehensible.

Continue beyond selection

Choosing to continue beyond selection will echo the highlighted selection over the rest of the
unhighlighted area, stopping at the right-hand edge of the wave that can be seen in the window. If the
window is zoomed in, the echoing will stop before the end of the file, since it will stop at the right hand
side of the portion on screen. By using this option a single word, for example, can be highlighted and
echoed over other audio, without echoing the other audio as well.

Echo Left to Right B} )
Selecting this option will make the echoes travel back and forth between the left and right channels.

If you wish to echo the right channel only, select an initial echo volume of 100% for the right, and 0% for
the left.

Equalizer

The echo "quick filter” lets you choose approximately which frequencies get removed from the echo

first. A setting of zero will ieave the frequency band unchanged. You can choose the frequencies that
are "absorbed” as the echo progresses. The echoed sample is re-filtered through the quick filter on each
successive echo. Setting all values to zero turns off the equalization, since no frequencies are to be
absorbed. :

Thus function supports Presets.



3D Echo Chamber

This function will calculate the actual echoes as if the source audio (highlighted selection} and
microphones (destination channels for echoed wave) were in a room of-any given size and with walls of
any given dampening factors. The number of echoes to calculate is adjustable, up to about 25,000
echoes. The more echoes there are to calculate, the longer it will take the function to complete.
Practically any "ambiance” setting can be created using this function.

One great use for this function is to convert Mono audio to Stereo with all the right ambiance. Choosing a
"left" microphone that is one to two feet away from the "right” microphone will simulate the ears of a
listener, and will give the effect of "being there” when listened to with stereo headphones. Be sure to
copy the mono audio into & stereo format before performing the echo so you can choose two separate
microphone locations. A spatial stereo expansion effect can be created by placing the two microphone
locations far apart, further apart in the settings than you will be playing them through speakers in real iife.
For example, if your stereo speakers are § feet apan, try placing the left and right microphones 20 or 30
feet apart in the settings.

To give more contral over the environment, dampening factors can be applied to any of the 4 walls, floor,
and ceiling. If a wall has a dampening factor of 1.0, it is totally reflective (like cement). if a wall has a
very low dampening factor, like 0.05, it wili absorb most of the sound (like carpeting or sound proofing
panels}). You can also lower the dampening factor of some of the walls to simulate the fact that other
objects in the room are absorbing some of the audio.

Always place the microphone(s) sufficiently far from the source. If the microphone and source are too
close together, you will just hear the source and no echoes since it is analogous to placing your ear right
next to the sound source where you hear the sound only (which is very loud} and nothing €lse.

. Room Size

The length, width, and height of the room can be entered in units of feet (sorry, no metrics this time...
There are approximately 0.3 meters per foot for those who need to convert). When entering source and
microphone locations, they must lie between zero and the room's width for the "Distance from Left"
parameter, and zero and length for the "Distance from Back” parameter. Room sizes can be as large as
memory will allow.

Intensity

The volume of the echoes is determined by the volume of the first (direct) audio. The direct sound that
reaches the microphone from the source will be at the same amplitude as the original audio being
echoed. Thus, in a room of any size, if all 6§ dampening factors are set to zero, there will be no change
when echoing. Every echo adds to the amplitude of the finished audio, so the intensity should be set to
less than 100%. 1In fact, the more echoes there are, the lower this value should be set to prevent
clipping. In general, use about 30% for 100 echoes, 5% for 1000 echoes, etc.

Echoes

This s the number of actual echoes to produce. To get a nice reverb and ambiance effect, at least 300
echoes should be generated. The more echoes that are generated, the truer the result will sound. You
must sacrifice the quality you desire with the time you are willing to wait for the final product. Generate
about 100 echoes or so to test the chamber size and general room sound, then increase that dramatically
for the final production. Up to 25,000 echoes can be generated, perhaps even more depending on the
size of the room and size of memory.

Damping Factors
Use the damping factors to set the type of room in which the audio 1s being played. The factors can
simulate wall coverings, floor coverings, and other objects in the room that absorb sound. Granted, in
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real life, various objects absorb different frequencies of audio. In this simulation, 2ll frequencies are
reflected equally. The effects of speaker placement enhancing or canceling certain frequencies, though,
is still accurate. The fact that cement reflects high frequencies better than low ones is not accounted for,
but great effects can still be achieved, and these effects are much more realistic than the basic Echo
function. A damping factor of 1.0 is the greatest, simulating total reflectivity. A factor of 0.0 is the lowest,
far total sound absorption by the reflecting surface.

Source Signal Placement

The source (highlighted audio before running this function) can be placed anywhere in the room. The
audio is simulated as a point source of audio, not directional. This means the audio will radiate outwards
in all directions from the source, and not more in one direction than another. The distance the source is
placed to any of the walls will affect the frequencies that are enhanced. In other words, source signal
placement is crucial to the ambiance effect that is gained with this function. With stereo source, each
channel can be placed independent of each other.

Microphone Placement

There can be up to two virtual microphones. Each microphone represents a destination audio track. The
audio placed back into the waveform (the result of the echoing) is exactly what the microphone would
hear if it were in the room at the location specified. Stereo signals have two pick up microphones while
mono signals have only one, since there is only one channel in which to place the result. Placing the
microphones in a stereo setting one foot apart will simulate the ears, and when listened to with stereo
headphones, will sound as if you were actually in the room (if enough echoes are generated). The brain
will be able to pick out the directions of each echo, as well as the fact that the delays of the echoes will
give the brain cues as to the size of the room. Placing the microphones very far apart and listening with
headphones will give a very large "aural” or "Spacy™ feeling to the audio, like it is all around you and
inside you. Don't place the microphones too close to the source, otherwise the relative voiume of the
echoes will be so low that they will not be able to be heard,

Mix Left and Right into Single Source

When working with stereo audio, there are actually two source signals, one for each channel that can be
placed independently. This takes twice as many calculations as a single audio source, so this option
allows you to mix the left and right into a single point source for faster calculations.

Experiment with various settings 'to get the reverb you desire. Some presets are available, but a big part
depends on the type of source audio that is being echoed.



Envelope

By using an envelope, you have great control over which parts of your wave are amplified, and by how
much. A peint at the top of the graph is 100% (normal) amplification, and at the bottom is no amplification
{silence). This function is handy when modifying Tones generated with this program to create more
realistic sounding instruments and effects.

Amplification
Adjust this value to amplify more than 100%. This value changes the values represented by the graph.

Click in the graph area to add control points. You can drag control points up and down. Drag a control
point off the graph area to remove it.

This function supports Presets.

Note: This function relies on the AMPLIFY.XFM module for doing the actual amplification.



FFT Filtering

You may filter out undesired frequencies, or just keep certain desired frequencies by using the Passive
mode.

Use the Logarithmic mode to boost or dampen frequency components.

When the Lock is not set, you can choose both an Initial and a Final filter. Filtering will gradually go
from the initial state to the final depending on the Transition settings.

Graph Values in dB or percentage {depending on logarithmic or passive mode} can be entered to the
right of the graph. These values are independent of the shape of the graph, which means that loading a
preset will not change these two values.

The Precision Factor determines how accurate you want the filtering over time when separate initial and
final settings are used. A low factor, means the filter settings will change roughly, or in chunks, from the
initial to the final settings. With higher factors, the filter's transitions are much smoother. In any case, the
higher the precision factor, the longer it will take to filter your seiection, but the nicer it may sound. The
FFT (Fast Fourier Transform) function takes a large group of samples, and filters them all at once. The
precision factor determines how many samples from the entire group are actually saved in the final
product. A factor of two means that half the samples are saved back. A factor of 10 means that 1/10 of
the samples are saved back. Since there can be only one filter setting for the entire group of samples,
you will want smalier groups of samples if the settings are varying widely over short periods of time.

The Points parameter specifies the size of the FFT to use. For cleaner sounding filters, use higher
values. The maximum value currently 1s 8192, and the value must be a power of two. Recommend
values are 1024, 2048, 4096, and 8192.

Windowing Function

This is the winidowing method used when filtering. Different windowing methods give different frequency
responses. The Hamming and Blackman windows give great overall results. The windowing method
determines the amount of transition width and rippte cancellation, and are in order from smallest width
and greatest ripples to widest width and least ripples. The filters with the ieast ripples are also those that
more precisely follow the drawn graph, and have the steepest slopes, even though they are wider, and
pass more frequencies in a band-pass operation. Try different Windows if you are not getting the effect
you desire.

If Morph is checked, the transition from the initial filter settings to the final fiiter settings will actually
"morph” from one to the other [ this is not checked, the settings simply change linearly over time, which
means if you have a spike at 10K for the initial filter, and a spike at 1K for the final filter, the spike at 10K
will gradually decrease, and the spike at 1K will gradually increase over time. If morphing is on, then the
spike will "ooze” from 10K down to 1K, passing many of the frequencies in between,

Really nice effects can be heard by simply choosing the Passive mode, and having an initial setting with
first half of the filter at 100%. and the second half at zero for the initial filter, and the right 1/10th or so at
100% with the rest at zero for the final filter, This selects high frequencies for the initial configuration, and
low frequencies for the finat configuration. To get a nice blending from high to low, choose marph to
blend the two together by including all the frequency combinations between the two filters. To see
exactly what is happening as the fiitering changes from the initial configuration to the final, choose
Transition to view the actual settings that will be used over the duration of your selection.

The noise level of the filter is lower than that of 16-bit samples, so there should effectively be no extra
noise induced by using this filter depending on the Window being used. A Blackman window, for



example, will have the stop band noise below the -96dB mark.
This function supports Presets.

For best results, filter using 16-bit samples. If your source is 8-bit, Cool Edit will automatically
convert to 16-bit to do the filtering, and convert back to 8-bit. But if you are doing multiple edits,
you should use Edit->Convert Sample Type to convert to the 16-bit format. You can convert back
to 8-bit when you are all done processing. '



Flanger

What /s flanging you ask? Just try it out and see! The term is coined from the flanging mechanism on the
old style tape recorders which, when fiddled with, would siow down the playing of the tape, and speed it
back up again when desired. That is how they got those funky psychedelic sounding recordings in the
60's. Here's how you can do it today.

Original - Delayed slide

This slide decides at what proportions to mix the original and flanged signal. If the Original is at 100%, no
flanging is heard. If the Delayed is at 100%, a cute wavering (like a bad tape player) sound is heard.
Portions of both signals need to be present for there to be canceling out, and reinforcing of wave patterns
between the two signals.

Initial Delay
Flanging will start with the detayed signal this many milliseconds behind the original.

Final Delay

Flanging will end with the delayed signal this many milliseconds behind the original. If the delays are the
same, the effect disappears, since the delayed signal will not change.

Stereo Phasing
The right channel can be at a separate delay than the left channel. A phasing of 180 will put the night
channel at the initial detay value when the left channel is at the final delay value, and vica versa.

Rate settings

The Freguency, Period, and Cycles settings are all interretated, and refer to the rate at which the delay
cycles between the initial defay and the final delay. The flanging will cycle frequency times per second, or
period seconds per complete cycle, or a total of cycles compiete cycles over the entire selection. Various
effects can be heard by using different settings. For example, if 0.5 cyciles is chosen, the selection will
start with the initial delay, and end with the final delay. If a frequency of 4 is chosen, the flanging will
cycle from the initiat delay to the final delay and back again 4 times per second.

Invert

Invert the delayed signal when flanging, which causes the waves 10 cancel out periodically, instead of
reinforcing. If the mixing is at 50/50 then whenever the delay is at zero, the waves will cancel out to
silence.

Special EFX
A mixture of both normal and inverted flanging, with the delayed signal summed, and a future signal
subtracted out. So this option will mix not only a delayed signal, but a future one as well.

Sinusoidal -

If checked, the transition from initial delay to final delay and back wili follow a sine curve. Otherwise, the
transition is linear, and delays from the initial setting to the final setting at a constant rate. With sinusoidal
checked, the signal is at the initial and final delays more often than it is at delay in-between,

By trying different combinations of Invert, Special EFX, and Sinusoidal, you should be atle to create just
the effect you want. These three options give a lot of control over the flanging effect, so experiment with
them all!

This function supports Presets.



Noise Reduction

Background noise and general broad band noise can be dramatically reduced with minimal reduction in
signal quality. The amount of noise reduction depends upon the type of background noise, and the
allowable loss in the quality of the signal that is to be kept. In general, increases in Signal to Noise ratios
of 5dB to 20dB can be achieved (noise is reduced 21dB and signal 1dB for example).

Two steps are required to remove noise. First, the noise level must be set so the filter knows what type
of "noise” to remove. To do this, highlight a section of the waveform that has no impontant signal in it, and
only has background noise, then press Set Noise Level. The statistical information about the
background noise ts then gathered, and you are set to remove all noise of this type from your waveform.

Once the statistical data is gathered, the second step is to highlight the section you want to remove the
noise from, and choose the level of reduction you desire. A tevel of zero will remove the least amount of
noise, and nearly no signal ioss will occur. Typically the noise will be reduced about 3dB at this tevel. A
level of 100 will remove the maximum amount of noise, lowering the noise level by about 20dB. If the
signal you are trying to keep gets too distorted at this level, use lower values until a balance is reached
between noise reduction and allowable signal distortion. Values any higher than 100 wili guarantee loss
of the signal that you want to retain, but this may be desired if reducing noise is more important than
retaining original signal.

Distortion effects may manifest themselves a "hollow™ or "underwater/burbiey” sounding signal, dull
sounding impacts, "roliy™ high end, or a "computerish® mechanical sound. These effects, if heard at all,
will fall off if the noise reduction level is reduced. The amount and type distortion depends on the type of
noise that is being filtered.

Besides reducing the noise level, the type of noise that is present after reduction is entirely different than
- the type of noise beforehand. For exampile, if you are trying to get rid some "tape hiss” from a waveform,
the tape hiss sound will completely disappear, and in its ptace about 15dB quieter wilf be completely
different type of noise. This noise will contain all frequencies in different combinations, thus it cannot be
reduced much further without noticeable signal joss. The new noise has a "burbley” or "bubbly” quality to
it, and if amplified, sounds very harmonic--like those 1960's computers in old science fiction films. Since
this is so much quieter than the orniginal noise though, it 1$ very acceptable.

Great effects can be generated by setting the noise ievel to some valid signal component in the
waveform, and not the background noise. Whatever frequencies are present in the highlighted selection
when Set Noise Level is chosen will be removed when the reduction level is set to 100.

Use this function to remove tape hiss, microphone background noise, 60 cycie hum, or any noise that is
constant throughout the duration of your waveform. You can even reduce the noise incurred by the
sound board's circuitry during recording--just record a second of silence before whatever you want to
record and tell the noise reducer to remove the sound of that silence for another 10dB dynamic range.

Save Profile

Once the noise level is set, you can save the noise profite in a * fit file. This file will contain information
on sample type, FFT size, and three sets of FFT coefficients, one for the lowest amount of noise found,
one for the highest amount, and one for the power average.

Load Profiie

Loads any previously saved noise profile. You can toad any *.fft file that Coo! Edit has saved. Eventually
the spectrum analyzer and Filter functions will support * fft files. A noise profile is only compatible if it is
being used on a sample of the same type when the profile was saved. In other words, a 44K stereo 8-bit -
sample is not cornpatible with a 22 KHz mono 16-bit profile. Also, since noise profiles are so specific to



the recording environment of waveform in question, even if the sample types are compatible, a profile for
one type of noise will not work on another type. Even if the audio samples were recorded with the same
microphone, if the recording environment 'rs different, the type of background noise could be different.

FFT and STATISTICAL SAMPLING settings

These settings will affect the noise reduction quality, and the type of distortion heard when reducsng the
noise. Try different settings to get the best noise reduction while keeping the intended signai in tact. The
FFT Size parameter causes the most drastic changes in quality. Good settings for the size range from
4096 to 12000. The FFT Precision Factor affects distortions in amplitude. With values of 3 or less, the
FFT is performed in giant blocks that are not very continuous between the blocks. This means after each
block is processed, there can be a drop or spike in volume at the interval between blocks. Values of 5
and up work best. On past about 10, there is no noticeable change in guality - just the time it takes to
compute. We suggest using 5 or 7 {odd numbers are best for symmetric properties). The Number of
Samples can be chosen for the gathering of statistical data. This number describes how many
snapshots of noise to take in the highlighted interval when Set Noise Level is pressed. The larger this
number, the more accurate the statistical data is. A value of 64 is plenty. You will notice that using very:
small numbers of statistical sampies will greatly affect the quality of the various noise reduction ievels.
With more samples, a noise reduction level of 100 will most likely cut out more noise, but also cut out
more original signal too., But, with more samples, a low noise reduction tevel will also cut out more noise,
but most likely not disrupt the intended signal. If the selection used for learning the noise level is too
smail, then the Set Noise Level button will not activate. It is possible to make a larger section of noise by
using Copy and Paste for reasonabile results with very short noise samplings.

Special Notes

Noise reduction works best on 16-bit sampies, although it will work perfectly on 8-bit samples. Because
of the nature of 8-bit audio, it is impossible to get the noise level to less than about -45dB if even that.
Noise at -45dB is very audible, as owners of 8-bit sound cards can attest. Converting to 16-bit first, then
reducing the noise will produce a sample with much less noise than can be done in 8-bit alone.

The noise reduction works best if the original signal is centered. To center a signal, highlight it and
choose "Center Wave" from the Amplify function. Centering the wave adjusts the DC offset to zero. If
the wave is not centered, audible clicking may be heard in really quiet situations. Since centering takes
out all frequencies betow about 16Hz, it is completely safe to do without any it side effects.



Normalize

Normalize will amplify the highlighted selection so it is the desired percentage of maximum. Opticnally, a
DC Bias can be set. Setting a DC Bias to zero will ensure that the waveform is centered on the zero
voltage line.

Use this normalize function if you are recording a script in which you want to normalize a waveform to a
specific percentage of maximum. After normalizing to a specified level, pressing the F3 key will
automatically run Normalize again on another waveform for very fast normalization of waves.
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Reverb

This function creates high quality reverberation effects. Use this function when you are looking to
reproduce the effects of a certain environment - everything from your coat closet to a grand
amphitheatre. Unlike echo, which generates specific echoes at specific times, the reverb function creates
a very much spread out, random phase trailing of the original audio and no specific echoes can be heard
at any particular time. The effect is very warm and natural. To simulate specific rooms that have echoes
and reverb, use the Echo function first to get the 'size’ of the room sound, then use Reverb to make it
sound more natural. This function is ideal for converting Mono audio to sound as if it is Stereo.
Converting a Mono sample to stereo where both the left and right channels are identical should be used
as the source, then by adding some reverb, even as little as 300ms, will open up the sound so it is
perceived of as being in true stereo.

Total Reverb Length

This is the total length of the reverberation. The signal will trail off and finally cut out at about -96d8 after

this amount of time. Values below 400 produce a small room environment. Values between 400 and 800
simulate medium sized rooms, and values above B00 simulate concert halls up to giant amphitheatres at

delays around 3000 ms.

Attack Time

The amount of time it takes for the reverb to gain full strength is known as the attack time. For smaller
reverb lengths, the attack time should be smaller. In general, a value of about 10% the total reverb length
works well. But interesting effects can be gained by using longer attack times with shorter reverb lengths
for very subtle reverb. Or, very short attack times can be coupled wrth long reverb iengths far other
special effects.

High Frequency Absorption Time

In natural environments, higher frequencies are attenuated more than lower frequencuas Using this .
parameter, the exact time it takes for the highest frequencies to be completely cut out can be chosen.
Faster Absorption times simulate rooms that are occupied and have furniture and carpeting iike night
clubs or theatres. Slower times (especially over 1000ms) simulate more empty rooms, like gymnasiums
and empty auditoriums, where higher frequency reflections can be heard.

Perception / Timbre

This is another parameter to help give subtie gualities to the environment making it sound more realistic.
i can be thought of as changing the width of the room and adjusting other room irregularities. With lower
values, the reverb is smoother without as many distinct 'echoes’. Higher values cause more varation in
the reverb amplitudes and add more spaciousness to the reverb by creating distinct reflections over time.
In general, higher values (up to 60%) can be used for simuiating large rooms, and lower values (down to
0%) for small rooms. But these are only suggestions. Interesting canyon effects can be created by
setting this value to 100, and using a total reverb length of 2000 or more.

Mixing - Original Signal ]

This is the amount to mix the original signal into the final result. If you are trying to achieve some special
effects with reverb, you may want to reduce the volume of the original signal. Cr, if the reverb is so great
that audio begins to clip, reduce both the original signa! and the reverb mixing strength. In general, the
more reverb you add, the fower the onginal signal volume should be. In most cases, a value of 90% or
so should be fine.

Mixing - Reverb

This is the amount to mix the reverberated signal into the final result. A value of 100% 1s most hatural,
but you may wish to decrease this for a reverb that exists more in the background, or increase to simutate
being far away from the audio source where only the reverb can be heard in greater strength than the
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original audio.

Combine L&R
in general, this should be checked for more realistic reverb, and faster calculation times. When checked,
the left and right channels in a stereo source are combined before reverb is performed. This shouid
especially be checked if you know that both channels are identical, otherwise it is just a waste of
computer time. When Combine L&R is not checked, separate stereo reverb is calculated for each
channel individually. The original signal will remain in the respective channels, but the reverb will carry
through to both channels equally. With stereo audio where there is different information in the left and
_right channels, this box shoutd not be checked. The stereo audio will be dramatically enhanced by the
reverb, and sound fuller and more rich in most instances. Also, when this box is not checked,
calculations take exactly twice as long to compute, since separate reverb is being calculated for the left
and right channels before being recombined to the final stereo output.

We have built a few presets to get you started. But for best results, experiment with the different
parameters and you'll find just the reverb you are looking for. The "Large Occupied Hall" gives a very
nice live theatre atmosphere. The "Concert Hall Light" setting gives a nice professional performance
reverb, enhancing a non-reverberated vocal singing track quite nicely.

This function supports Presets.



Stretch- -

You can choose the initial stretching percent (tess than 100% will compress the wave), and the final
stretching percent. By having two separate values for start and end, the wave can be stretched linearly
from one ratio to another. This gives the effect of slowing down and speeding up, or raising and lowering
pitch,

Preserve Pitch

Lower percentages will slow down the tempo, while higher ones will increase the tempo. The pitch
remains the same throughout.

Preserve Tempo

The tempo or speed of play will remain the same. The only thing affected will be the pitch. Higher
percentages will lower the pitch, and lower percentages will increase the pitch. Try using differing initial
and final percentages to raise and lower the pitch.without affecting the tempo. First the selection is
adjusted, preserving the pitch, then the selection is squeezed or expanded, with no preservation.

" Preserve None

The tempo will slow, while at the same time the pitch will lower if percentages above 100 are used. For
lower percentages, the tempo will speed up and the pitch will increase.

Ratio, Length

The desired Ratio or final Length can be entered. Entering one automatically changes the other, If the
initial and final lengths are different, then the actual final length will be exactly ( initial + final )/ 2 when in
Preserve Pitch mode.

' Transpose . - .
When the number of desired keys up or down are chosen, the numerical values for transposing musically
are entered into the stretch sliders. For example, to make your sound as if it were the next key higher (if
played on a keyboard, and black keys included) choose 1# for 1 sharp. The'b’' values will flatten or lower
your sound.

Interval Overlap )

When preserving pitch or ternpo, the waveform must be elongated or truncated smoothly and preserve as
much of the originat information without adding noliceable distortion. This is one of two methods that can
be used to achieve this. The amount of distortion introduced is not dependent on the type of sample (e.g.
music or speech). When stretching or compressing, the appropriate chuni from the original wave is
output to the transformed wave, and overlapped with the previously transformed chunk.

The interval rate determines the size of a 'chunk' of audio data. Interval rates will become an audible
hollow sound when large rates (above 50Hz) are used. If the rate is too low, echoing will be very
noticeable when raising pitch, or slowing down tempoe, or chopped syllables will be noticeable when
lowering pitch, or speeding up tempo. Values of 20Hz to 40Hz usually produce good resuilts.

The overlapping determines how much of the previous chunk is overlapped with the current chunk. The
overlapping can produce a chorus effect. To reduce the chorus effect, lower the overlapping
percentage. When the overiapping is reduced, a choppiness to the sound may appear. Adjust the
overlapping to your taste to strike a balance between choppiness and chorusing. Overlapping can be as
high as about 400%, but only use this for really high speed increases (like 200% or more).

Fractional Interval Overlap
This second method of preserving pitch or tempo uses a more straightforward algorithm which
guarantees the timing to be as close as the interval rate allows. This usually causes more of 2



reverb/echo effect with the audio, but in cases where stretching is being done at rates lower than 60
percent, or higher than 175 percent, this method can produce more desirable results..

The interval rate determines the size of the chunk of audio data in the final stretched wave. 'if there are
any artifacts, they will be heard at this frequency. For example, an interval rate of 60Hz will cause a
60Hz distortion artifact. Values of 15 down to 7 or so seem to work best. The higher the value, the more
precise the placement of stretched audio over time, but also the artifacts are more noticeable as rates go
up.

The overlapping determines how much the current chunk overlaps with the previous and next chunks.
The maximum overlapping allowed can be as great as 1000%, in which up to 10 sections of the wave are
overlapped together.

If using either of the Interval Overlap methods, you can improve the quality of the stretched audio of
mono tonal {pure tone) samples by choosing an Interval Rate that is evenly divisible into the frequency of
the sample. Use the Frequency Analysis window to find the sample's base frequency, then divide by an
integer to get the Interval Rate. For example, if the tone was reported to be 438Hz, dividing by 20 gives
21.9Hz, so using 21.9Hz for the Interval Rate will greatly improve the quality by reducing the phasing
artifacts. For very non-tonal or noisy samples, the Interval Rate does not matter as much.

Zero Splicing ’

This is the third method of preserving pitch or tempo. Less distortion is noticed when using samptes that
were derived from one source, and contain a relatively low number of fundamental frequencies. For
example, a single instrument, or speech will work OK, while an orchestra or music will not work as well.
When stretching or compressing, the wave is broken up into chunks that begin and end when the
waveform crosses zero, or the midpoint. Chunks are repeated, or thrown out depending on the
cormpression ratio and the cutoff frequency. Chunks smaller than the cutoff frequency will not be thrown
out or repeated. .Try cutoff frequencies between 50Hz and 300Hz for best results using this method.

This function supports Presets.

Raise Pitch Preset
This will adjust the settings so that the pitch of the sample will be raised by 1/4 octave.

Lower Pitch Preset
This will adjust the settings so that the pitch will be towered by 1/4 octave,

Speed Up Preset
This will speed up the sample, so talking will be faster, but the pitch will be unaffected.

Siow Down Preset
Slows down the sampie.

Note: An alternative method of stretching while preserving pitch or tempo is to do an FFT, and modify the
amplitudes and phases of each frequency in the frequency domain, and then do the inverse FFT to
translate back. This method would be very complex, and be very very much siower than the methods
currently being used. If you want to experiment some, try the /i Shift option in the Fiiter function does this
in a very crude way, by just shifting the frequencies up without regard to their phase.
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Wave (Brainwave Synchronizer)

Audio may be Waved to produce files, that when listened to with stereo headphones, will put the listener
into any desired state of awareness. For example, by listening to waved files, you can easily achieve
states such as deep sleep, theta meditation, or alpha relaxation. Because of the nature of this function, it -
only works on Stereo waveform data, and to be effective, must be listened to with stereo headphones.
The Wave function spatially locates the audio left and right, in a circular pattern over time. In order to
spatially encode the signal, either the left or right channel is delayed so that the sounds will ‘appear at
each ear at different times, tricking the brain into thinking they are coming from either side. When this is
done at frequencies of 3Hz and above, the brain will start synchronizing at the same frequency,
increasing its output of Delta, Theta, Alpha, or Beta frequencies.

LOW SETTINGS

These settings all correspond to the lower part of the graph. If points are dragged to near the bottom of
the graph, these settings will be active.

HIGH SETTINGS :
And these settings correspond to points near the top of the graph.

Frequency Graph

Time is represented along the horizontal, so as you go to the right of the graph, you are setting the
frequency characteristics of the highlighted sample later and later in time. The settings chosen wilf vary -
between the low settings and high settings depending on where the graph dictates the signals should be.

Click on the graph to add new control points. Drag a control point up or down, or off the screen to
rerove. Choose the highest and lowest frequencies that are represented on the graph with the scroll
bars. Gliding about 4 to 5 Hz over 2 minutes works nicely. If large variations are done in short time
spans, the effects are not as pronounced. For example, after 5 minutes of Theta waves, if 30 seconds of
alpha waves are generated, and returned to theta, the listener wili become slightly awake, and aware of
his surroundings for that brief moment. The effect is like all of the sudden changing gears, and you stop
thinking about whatever it was you were thinking about, and become aware that you were thinking about
it, but aren't any more,

Frequency

This is the brainwave frequency that will be encoded. Different brainwave frequencies will stmulate the
brain to sync to differing levels of consciousness (e.g. sleep, meditation, awakeness, etc.). See the
bottom of this article for more information on specific frequencies.

Intensity

This is the intensity of the brainwave encoding. Higher intensities work well with lower brainwave
frequencies. Beta waves should have intensities below 25 or so, while Delta waves work better with
intensities above 60.

Centering

You may choose to have your brain think the synchronization frequencies are coming from the left or
right. This may affect the left or right hemispheres more intensely, but that's only a guess. Mixing a file
that has been waved to the lefl with one that has been waved to the right (in the same frequency range
within 2 Hz) has interesting effects.

Musical Source

If the selection being waved is musical, checking this will calculate the wave patterns in such a way as to
eliminate clicks and pops. If the source is noisy (waterfall, ocean, nature recordings, elc.) do NOT check
this. If you do, it will actually add interference. Since noise is based on "randomness”, the clicks and
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pops are inaudible.

Smooth Wave

When checked, the actual audio appearing at the left and right channels is smoothed out, but the spatial
encoding is identical. The left and right channels will delay and un-delay following a smooth curve such
that the delay difference between the left and right channels follows a sine wave, and the brain will hear
the audio traveling around the head in a circle. When Smooth Wave is not checked, the net delays are
the same, but are achieved by holding one channel constant {at no delay) while the other channel is
delayed following half a sine wave. Then the other channel is delayed while the first is held constant.
The boundary between holding constant and delaying is discontinuous in that the dD/dt (difference in
delay over time) jumps from zero to a positive delay value without hitting any values in-between. When
Smooth Wave is checked, the dD/dt is always continuous. This will also cause less noticeable distortion
in either channel when heard independently.

For special spatial panning effects, choose wave frequencies of 1Hz or less. A mono source {left and
right the same} will appear to move from left to right and back at period of 1/frequency. For exampie, a
frequency of 0.1Hz will pan the audio in a “full circte™ over the period of 10 seconds.

Please read on for more information about Brainwave Synchronization Files
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The major brainwave patterns are:
Beta > 13 hz Normal state of alertness, stress and anxiety.
Alpha 8-12 hz Light relaxation, "superleaming”, positive thinking.

Theta 4-7 hz Deep relaxation, meditation, increased memory and focus.

Delta 1-3 hz Deep sleep, lucid dreaming, increased immune functions.
Gamma200+ hzNot sure exactly what these do...



About Brainwave Files |

The wave option works like many meditation tapes and light/sound devices on the market, which range in
price from $200 to $500. There's even a board available with plug in glasses {which have blinking lights)
for your PC for $495. The files created using the 'Wave' transformation are even more powerful, and are
definitely more pleasing to the ears. Most other devices and tapes have a "humming” sound or some
other tones to induce the right brainwave frequencies. This program aliows you to use ANY sound to
encode the frequencies with. The most effective we have found are by using the noise generator, which

creates pleasing waterfall like sounds. This function only works on stereo waveforms, and the effects
work if only if listened to with stereo headphones.

There are four major (perhaps more} Brainwave Patterns ranging from deep sleep to acute awareness.
Listening to sounds that have been waved for periods of 5 minutes or more will produce the desired state
of awareness In the listener. Sessions of 25 minutes or so work really well!

Many Uses

About Carrier Waves
Enceding Brainwave Information

Authoring Brainwave Files
Step-By-Step Theta File

How to Use Brainwave Synchronization Files

Articles on Theta meditation
References

DISCLAIMER - .
By using this program, you agree that Syntrillium Software Corporation and-the author of the program will-not-be-

responsibie for any damage as a result, direct or indirect, of using this program.

WARNING

Sounds generated by the wave function are not suitable for epileptics or persons undergoing psychiatric treatment
since it does alter one's state of consciousness.



Noise Generator

This function generates random noise in a.variety of colors. Each color has its own characteristics. One
use for generating noise is to create a waterfall-like sound whlch is ideal for Waving. It is also great for
making weird effects by flanging and equalizing:

Color

Noise can be a variety of colors, which describe its spectral composition. '
Brown noise has a spectral frequency of 1/f*2. Which means, in English, that there is much
more low-end, low-frequency components to the noise, which results in thunder and waterfall like
sounds. Brown noise is called that because, when viewed, the wave foliows a Brownian motion
curve. That is, the next sample in the waveform is equal to the previous sample, plus a smail
random amount. This gives the appearance of a mountain range when graphed. The wave
pattern is very predictable.

Pink noise has a spectral frequency of 1/f and is found mostly in nature. It is the most natural
sounding of the noises. By equalizing, rainfall, waterfalls, wind, rushing river, and other natural
saunds can be generated. Pink noise is exactly between brown and white noise (which is why
some people used to call it tan notse, but pink was more appealing). It is neither random, nor
predictable. It has a fractal like nature when viewed. When zoomed in, the pattern looks identical
to when zoomed out, except at a tower amplitude.

White noise has a spectral frequency of 1. In other words, equal proportions of all frequencies
are present. Because the human ear is more susceptible to high frequencies, it sounds very
"hissy”". White noise is generated by choosing random values for each sample.

Style .

Noise can be generated in a variety of styles for your listening pieasure.
Spatial Stereo noise is noise generated by using 3 unique noise sources, and spatially encoding
them to appear as if one is coming from the left, the other from the center, and the last from the
right. When listened to with stereo headphones, the mind perceives sound coming from all
around, not just in the center. To choose the distance from center of the left and right noise
sources, you can enter a delay value in microseconds. About 900 to 1000 microseconds
corresponds to the maximum delay perceivable, and a delay of zero is |dent|cal to Mano noise
(teft and right channels are the same).

Independent Channels noise is generated by using 2 unique noise sources, one for each
channel. The left channel's noise is completely independent of the right channel's noise.

Mono noise is generated by using 1 noise source, with the teft and night channels set equal to the
same noise source.

Inverse noise is generated by using 1 noise source as well, but this time with the left channel's
noise exactly inverse of the right channel's noise. When listened to with stereo headphones, the
effect is that of the sound coming from the center of the listener's head instead of out in space
.somewhere.

Intensity J

With higher intensities, the noise becomes more erratic, and sounds harsher and louder.

Duration
This is the number of seconds of noise to generate. If long periods of noise are desired, it 1s faster to
generate a short period of noise (about 10 to 20 seconds), delete excess noise at the beginning and
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ending of the noise so that the waves are starting and ending at the midpoint, ct;gx, then loop paste as
many times as needed. -

If a selection range is highlighted, it is not replaced by the noise generated. Noise gets inserted at the
insertion point represented by the yellow arrows.
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Many Uses / Effects of Using

Immediate Relaxation and Stress Relief

Choose between 5hz and 10 hz for different levels of relaxation.

Maditation :
Choose between 4hz and 7hz, either cycie between a few, or stay at a particular frequency for different
results.

improved Sleeping Patterns

Any of the Alpha and Theta frequencies (8Hz to 4Hz) for 30-45 minute sessions.

Treatment of Insomnia

Choose between 4hz and 6hz for starters (1/2 hour), then go into frequencies below 3.5hz (1/2 hour),
settling on about 1.5hz to 2.5hz for sleep.

Improved and Lasting Sense of Well Being

Try Theta (4Hz to 7Hz) for 45 minutes, daily.

Creative Visualization

About &hz for a while, then up te 10hz works well.

Alleviation of Migraines and Headaches

Experiment with Alpha and Theta combinations.

Reduction of Depression Symptoms

Again, Alpha and Theta combinations, mostly theta(?)

Self Hypnosis

Choose ahout 8hz to 10hz while playmg any self-hypnosis tape or guided meditation.

Super Learning

Choose about 7hz to Shz while playing any learning tapes, like foreign language tapes, etc. to increase
comprehension.

Subliminal Programming

Choose 5hz to 7hz while playing your favorite subliminat tapes, or make your own by recording some
affirmations, and mix paste them from the clipboard at barely audible volumes.

improve ESP / Intuition

Theta frequencies help in this area, 4hz to 7hz.

Reaching Higher States of Consciousness

Theta again, with daily half hour sessions.

-‘Quick Refresher on long days

Low Alpha 8hz to 10hz for about 15 minutes works well.

increased immune System

Relaxing to Alpha and Theta combinations daily.

Using Alpha Synchronization (BHz to 12Hz), expect similar increases in neuro-chemical levels:
11% increase in Norepinephrin levels
21% increase in Serotonin levels
25% increase in Beta-Endorphin levels



L «omb‘iar lob G?\\cocvanc’b dc AT 90(0

> QCar-\opu

)X;eucmir.s T
°’Qe:seoeb { About Carrler Waves

A carrier wave is needed to transport the brainwave frequencies. Because the carrier wave is not what
you hear through the headphones directly, you do not need to buy super high-end headphones
(5Hz-25KHz) to reproduce the effects. In other words, your headphones do not need to be able to
reproduce a 5Hz signal if you are generating a 5Hz theta-frequency brainwave file. The brain does
however respond better to the lower frequencies, so the better the headphones you buy, the more
dramatic the results wili be. The best headphones are the kind that cover the entire ear, so outside noise
does not get in. Plus, these headphones have much higher response to low frequencies.

Carrier waves must have some correlation between the left and right channels, no matter how slight. So
mono (total correlation), inverse (total negative correlation), and spatial (natural recordings that have
some of the same sounds coming in both channels) will work great.

The best sounds to use as carriers are sounds that are spread across the entire frequency range, or at
least most of the lower frequency range. Good examples are ocean, waterfall (most any recordings from
nature), and noise generated by this program. Experiment with mono {both left and right channels the
same), inverted (like mono, but the left channel is the inverse of the right, obtained by using the Channel
Mixer), and spatial stereo (spatially encoded sounds in nature, recorded with microphones about 9 inches
apart to simulate separation between the ears). But don't let this stop you from digitizing your favorite
music, and using it as a carrier, or converting your favorite to @ mono or inverted wave.

To generate a carrier wave, you can do three things:

Record a sample Once recorded, use the Channel Mixer to create a mono, or inversed wave. Or just

leave it the way it was recorded. You may find changes in effectiveness of the brainwave files depending

on how you use the Channe! Mixer. Keep in mind that this function only operates on stereo waves, so
___when "mono” is mentioned, it means that the exact same signal is present on-both channels--the‘left —---— -~

channel and right channe! are the same.

Generate Tones You may use the Generate Tones function to find a pleasing, relaxing tone for the
background (but we find "noise” sounds more relaxing). The way tones work the best is if the left
channel's tone frequency is 5-6 Hz different from the right channei's tone. This creates a beat pattern
equal to the frequency difference, which the brain responds to somewhat (this is the property that many
theta-inducers rely on}. To do this, generate one tone with left volume at 40, and right volume at zere.
Then generate the second tone with the left and right volumes reversed. Finally, Paste Special (with
overlap) one tone on top of the other. Use low frequency tones, like 50Hz to 120Hz for best results.
These tones, by themselves, will help coerce the mind into the state associated with the difference
between the frequencies. For example, for a theta state of 6Hz, use a 70Hz and a 76Hz tone.
Combining this tones sample with an existing bralnwave file, by overlap pasting at a quiet volume (20%)
is even more effective.

Generate Noise Use the Generate Noise function {pink and brown work best) in any of the modes:
mono, inverse, or spatial stereo (independent channels noise will not work as a carrier for brainwave
frequencies at all, since there is no correlation between the left and right channels). We find that using
pink noise mn spatial stereo. and running it through the Quick Filter to get rid off some of the "edge” if any
works the best. We have also found Inverse to work quite well too, but the brainwave "effect” is more
pronounced, and can be distracting, and some sound boards have troubie reproducing sound that is
inversed between channels.

Once you have found a pleasing sound, about 10 seconds or so of a monotonous sound (tones, river,

waterfall, noise...) you're ready to start. If a monotenous sound is used, more disk space can be saved
because we will use the play list to repeat portions. If a music sample were used, it is quite noticeable

/e



that the same 10-second piece is being played over and over and over again.

If you're curious you can also spatially locate a mone sound to the left or right?. Do this if you wish to
have the illusion that a particular sound is coming from one side or the cther. The function works by
pasting a mono sound sample into a stereo waveform, and using the Digital Delay function. Having a
quiet "ping” (generated by using the sine wave tone generator with the bell curve envelope) play spatially -
on the left, then on the right at about 5 second intervals is very relaxing.

v/



Spatial Location

Spatially locating a mono sound makes the sound appear as if it is coming from the ieft or the right when
listened to with sterec headphones, even though the actual volume ievels for left and right of the wave
are identical. What happens is one channel is delayed a few milliseconds. When a sound reaches one
ear a few miliiseconds before reaching the other ear, the brain interprets the delay as hearing the sound
coming frorn the direction of the non-delayed signal. )

There are two functions that can do this; Delay and Wave. Use Delay te place a sound anywhere from
left to right, and Wave if you wish to have the sound source oscillate between left and right.

First make sure the signal to be delayed is mono in stereo format. That is, both left and right
channels are identical. With a mono source, copy the wave, create a new stereo wave, and paste.
With a stereo source, use the channel mixer so that both channeis get mixed at 50% for each
channel.

Highlight the entire selection you wish to spatially locate. Choose Transform -> Detay or click the
stopwatch icon. Choose a delay of up to 2 ms. Delaying one channel will make the sound appear as
if it is coming from the other channel. You can use the preset for Spatial Left or Spatial Right as well.
if you want the source to move left to right, choose the Transform -> Wave function. Enter the
cycles per second (e.g. 0.1 = left to right and back in 10 seconds) in the initial and final boxes (the
same value for both boxes). Choose the center position (in the center, left, or right) using the
Centering control. Choose an intensity of about 50 or so, greater intensities mean the sound goes
further left or right off of center. Also check the Musical Source box if your sound is not noise related.
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Encoding Brainwave Information

There are two types of brainwave files that you can create: A flat file, and a cued file. The fiat file takes
more memory, and plays straight through from beginning to end, while the cued file is actually contains
pieces of the entire audio program, that when piayed in the proper order become the brainwave file. The
cued file takes less memory, and can very quickly be modified at any time by re-arranging the audio
pieces. The average length of a cued file is about 3-4 minutes for a program that can last as long as
desired. The flat file is a standard wave file, which means to create a long program, you must have
enough space for it. The only advantage to using a fiat file is if you are waving music, since music cannot
be split into pieces and re-arranged, otherwise it would sound discontinuous. Creating brainwave files
using the flat file method will be discussed first, since it is more straightforward

Flat Brainwave File Generation Create a file the length you wish to make your relaxation program
using the carrier wave(s) of your choice. Either record music, or use the pink noise generator and copy
and paste (or Paste Special) to the desired length. if you are using a monotonous sound, you would be
better off using the cued file method. Lengths of good relaxation programs vary from 15 to 30 minutes,
and beyond. This means you must have enough hard drive space for the entire fite. Since the temporary
fite takes up hard drive space as well, the maximum size of file you can create, and be able to save, will
be one that takes up half of the initial free hard drive space.

Use the Wave function to encode the brainwave patterns into the carrier wave by highiighting a section of
the wave, or the whole thing, and choosing Transform:Wave, or click the wave icon. With the wave
transformation, you have complete control over the brainwave frequency being encoded, the strength of
the signal, and the positioning of the signal ieft or right. Over the selection highlighted, the intensity, and
position remain constant, but the frequency can be varied using the graphical input control. See the
section on Authoring Brainwave Fites to learn what settings to use for the Wave function, and how to
build effective files.

Once the entire file has been waved to your satisfaction, you can save the file if you wish, and play it
using the Play button. An interesting side effect is that different sounds are heard if you listen to one
channel, listen to both channels with one ear, or listen to each channel with each ear.

Cued Brainwave File Generation These files contain many short snippets of brainwave encodings at
different frequencies. Each snippet is cued using the Cue List, and a Play List is generated by adding
entries from the Cue List, and looping them if necessary. To listen to a cued brainwave file, you must use
the Play button in the Play List dialog box.

First you must figure out how you want to divide up the brainwave program (your 20-30 minute
masterpiece) into components. For example, you may want to have patterns of SHz, 7Hz, and 9Hz at
different points in the program. In this case, you will need at least three pieces for your creation. The
actual file will just be 10 seconds of carrier wave at SHz, followed by 10 seconds at 7hz, followed by 10
seconds at 9Hz. All the pieces are placed in the cue list by highiighting the piece, and choosing Add. It
is best to add the piece 10 the cue list once it is created, or pasted at the end of the current waveform. To
create the final program, the pieces are added to the Play List in the order you wish to listen to them.
Each piece can be looped if needed. So a 20 minute program can be generated from 3 10-second
pieces by adding the cues to the play Iist and looping.

First you need to create 10 to 20 seconds of carrier wave, and save in a special file in case you need the
carrier wave again later. Highlight the wave, and Edit:Copy. When you need another copy of the initial
carrier wave, you need only to Paste it.

Add the first carrier wave snippet to the Cue List by pressing the Add button in the Cue List dialog. Give
the cue for this snippet a name that reflects the waveform transformation you will be using, for example,
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"6Hz to SHz drop*®.

Choose the Transform:Wave function to encode the proper patterns into the carrier wave. Look at the
section on Authoring Brainwave Files to leam what seftings to choose.

Click past the end of the wave file (make sure the rightmost part of the file is in view), and choose Paste

to insert another copy of the carrier wave. Once you do this, you can add the newly inserted selection to
the cue list, and give it a name. Repeat the step above for creating a brainwave encoding over the :
carrier wave you just inserted. Do this as many times as needed until you have all the pieces you need

to build the final brainwave file.

Once all the pieces have been generated, add them in the order you like to the pltay list. To make pieces
last longer (if the beginning and ending of the piece are at the same brainwave frequency), increase the
number of loops for that entry in the play list.

When Played from the play list, the pieces will be played in the order shown, and looped if necessary.

To get familiar with the cue list, and play list, open one of your favorite wave files, and highlight sections
then add them to the cue list. After you have a few selections in the cue list, add them to the play list, and
choose a loop count of greater than one for some of them. Choose Play from the play list; and listen to
what you've just created. '
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Authoring Bréinwave Files

After learning about carrier waves, and encoding procedures, all you need to know is what frequencies to
use, and when to use them during the course of the listening session. Cnce you know what frequencies
to use, and at what intensity, you can generate the completed file using either of the methods above.

Effective brainwave files have some sort of encoding going on the entire length of the session. For the
first 3 minutes or so of the session, the listener will not be in a "relaxed” state, and will not respond greatly
to the frequencies being presented. During this warm-up period, gradually decreasing from about 12Hz
down to 8Hz works nicely. After about 4 minutes, the listener's brainwave patterns will start to
synchronize with the patierns in the headphones, and the serious brainwave programming can begin.

Frequencies of 8-10Hz correspond to an alpha state — light relaxation, like a quick afternoon siesta.
Frequencies of 6-7Hz correspond to a theta state — meditation. 4-5Hz correspond to deep relaxation.
You can create a session that is constant, in one of these states, or create a session that dynamically
flows from one to the other. When going down in frequency, give the listener about one minute to "catch
up”, and stay in sync with the wave. Going up in frequency does not require the listener to catch up. In
other words, if you go from 6Hz down to 4Hz over a 20 second time span, and hold at 4Hz, the listener
may not be at 4Hz for another minute: When going from 4Hz to 8Hz in 20 seconds, the listener will be at
8Hz at the end of the 20 seconds. It appears to take extra time when going down in frequency, but no
extra time when going up. This basically holds true for the first 20-30 minutes of a session. After that,
the opposite tends to occur. It is easier to go tower than go higher. This means that to bring a listener -
from 4Hz (where she has been for the last 30 minutes) up to 12 Hz, it should be done over a 5 minute
period or s0. One nice "trick" to do is to keep the listener at around 4-5 Hz for a while, then about once
every 2 minutes, go up to 8Hz and back over a 20 second span. This will alert the listener slightty, and
make them aware for a few seconds of what they are thinking. This is great for gefting creative insights
and the like. It acts as a sort of window to the subconscious, allowing one to remember what is going on.
it's kind of like remembering dreams: you do it better if you are awaken in the middle of one.

Another effective method of producing relaxation files is to overlap them, That is, have portions that are
one frequency, and slightly spatially located to one side overlapped with a slightly differing frequency

- spatially located slightly to the other side. This gives the listener the chance to decide which frequency to
be at, and gives them more freedom over the experience. For example, a session could go from BHz to
4Hz over 10 minutes overlapped with 7Hz to 5Hz over the same 10 minutes.

For nice super-refaxing effects, generate panning waves (frequencies of 0.05 to 0.2) over your session
after encoding the mnitial brainwave patterns. For example, if you are generating a brainwave fite out of
20-second pieces, after generating the main brainwave frequency over the 20 second period, generate a
panning wave of 0.05 or 0.1 {which means a period of 20 or 10 seconds) with an intensity of about 50 or
s0. This will make the sound appear 10 shift left and right to the listener over a 20 or 10 second period.
Now, overlapping a 24-second piece panned at 0.125 (8 second period) at SHz with a8 0.167 {6 second
period) at 6Hz will combine the practices of multiple frequencies with panning for an extremely
super-natural effect!

Once you get started creating a few files, and see what the different frequency ranges do, you will
become familiar with the different effects and how to generate just the effects you want.

Gamma frequencies of 200Hz or more seem to help in relaxation. This is an area you can experiment
with. When generating frequencies above 40Hz or so, it is best to keep the intensity very low, like 7 or 8.
The higher the frequency, the lower the intensity has to be, otherwise the encoding will overwrite itself
and the signal will be lost. '



Sample Theta File - Step-by-Step

1

Create a new blank file with File:New. Choose a Stereo file, either B or 16 bit and a 11025, 22050,
or 44100 sampling rate. The final file size will be one of the following sizes listed below depending on
your choice:

11025 22050 44100
8-bit 26M 52M  10.5M
16-bit 52M 10.5M 21.2M

You must make sure you have enough memory for a file of this size, plus an additional meg for
working space. If you plan on saving the file when you are done, you must have at least twice this
amount of hard drive space available, since a temporary file is used instead of memory while working
on the wave.

Choose Generate:Noise. Choose Pink Spatial Stereo for 15 seconds at an intensity of 3. This is
usually the longest portion of the generation of brainwave files. Because of this, it is advised that you
save this piece of noise so that in generating future files, you can just load in this pre-calculated noise
as a starting point.

Choose Edit:Copy. From now on, we will paste the noise in when we need it!

Make sure the noise is highlighted. If it is not, select all by doubte-clicking on the waveform until it is
highlighted.

Choose Add in the Cue list, and give the entry a Label of 10Hz to 8Hz, and a Descrlptlon of
Warm-Up. _

Choose Transforrn Wave to bring up the bramwave dlalog box Enter 10 for the nghest Frequency
, and 8 for the Lowest Frequency, and an intensity of 35. On the graph above, click the leftmost
dot, and drag it to the top of the graph. Click the nghtmost dot, and drag it to the bottom of the

graph. This will product a frequency encoded at 10Hz at the beginning, and glide down to 8Hz by the
end. Choose OK to generate the encoding. This shouldn't take nearly as long as it did to generate
the noise.

Click the mouse at the rightmost portion of the wave (just beyond the black waveform display area).
When you do this, the yellow cursor arrows should be all the way to the right of the wave. You must
aiways add new pattern blocks at the end of the current waveform.

Choose Edit:Paste to insert another copy of the original noise that we had copied originally.

Create the following patiern blocks as before (following the steps 5 to 8) ; except with the following
values for the cue list and waveform transformation:

Label Description  HiFreq. Lo Freq. Intensity

8 Hz Alpha 8 8 37

8to6Hz  Glide' Down 8 6 38

6Hz High Theta 6 6 40

6toSHz Deeper Theta 6 5 45

5Hz Theta 5 5 50

5-8-5 Spike 8 5 50
(Graph should look like an upside-down "V}

5to 12Hz Awake 12 5 40



{Graph should go from left=lowest to right=highest)

10 Once all the blocks are generated, and in the cue list, Add the pieces to the play list by selecting the
wave portion in the cue list and clicking Add in the piay list. Select the pieces listed below in the order
given. After doing so, setect each item in the play list, and change the Loops for each so the final
ptay list looks like this:

(1) 10 to 8Hz
(3) 8Hz -
{1) 8to 6Hz
{7) 6Hz
{1} 6 to 5Hz
(18) 5Hz
(1) 5-8-5
{12) 5Hz
(N 5-8-5
(12) 5Hz
(1 5-8-5
(12) 5Hz
(1) 5-8-5
(12) 5Hz

S (1) 5to 12Hz

When you choose -Play- from the play list, the sequence will be played in the order given, looping the
number of times specified. This list gives a 21 minute theta session, with bursts into alpha at four
points.

11 If you wish to save this piece, and have enough hard drive space, you can do it now. The wave is
complete. Enjoy.
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How To Use

Once you have created your brainwave file (15 minute files on up work best}, loop play them for a longer
listening time. Sessions of 15 minutes or more work best. It is best to listen to the sessions lying down in
a quiet place where you will not be disturbed. If there is no place like this near your PC, it may be a good
idea to record the session on tape and listen to it where you can be comfortable and relaxed. When
you're fully comfortable, start the session, close your eyes, and let the magica! sounds from Cool Edit do
the work. Remember, this only works if you listen to the sounds with stereo headphones:

You may notice helicopter, or "washing" type noises moving around in your head. These sounds are
actually created inside your head, and are not coming directly out of either channel from the sound
board. It is this noise that is doing the work of helping your brainwaves get synchronized to the patterns
you have chosen. When we have mixed two different (but similar in frequency ranges) brainwave files
together, we have noticed a jet airplane noise moving slowly from ieft to right in the background. Some
people don't hear these artifacts at all, while others hear them extremely well.

Another side effect is that of a wandering mind. When you use frequencies under 8hz, you may find
yourself thinking of the strangest things. You may find that you are not thinking of anything in particular,
and your thoughts become very interesting. The feeling is also "warm" and "happy" for some people.
Others start recalling their favorite memories as a child, even some they thought they had forgotten
forever! '

After a session of 15 minutes or more, you may feel quite refreshed, iight, airy, ciear-headed, etc. Some
claim that doing this for 30 minutes a day can resuit in subtle but great changes in your life.. ESP
experiences increase, and you may be able to reach new ievels of awareness in your everyday life.
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Noise Generator

This function generates random noise in a variety of colors. Each color has its own characteristics. One
use for generating noise is to create a waterfall-like sound which is ideal for Waving. Itis also great for
making weird effects by flanging and egualizing.

Color

Noise can be a variety of colors, which describe its spectral composition. :
Brown noise has a spectral frequency of 1/f*2. Which means, in English, that there is much
more low-end, iow-frequency components to the noise, which results in thunder and waterfail like
sounds. Brown noise is called that because, when viewed, the wave follows a Brownian motion
curve. That is, the next sample in the waveform is equal to the previous sample, plus a small
random amount. This gives the appearance of a mountain range when graphed. The wave
pattern is very predictable.

Pink noise has a spectral frequency of 1/f and is found mostly in nature. It is the most natural '
sounding of the noises. By equalizing, rainfall, waterfalls, wind, rushing river, and other natural
sounds can be generated. Pink noise is exactly between brown and white noise (which is why
some people used to call it tan noise, but pink was more appealing). !t is neither random, nor
predictable. It has a fractal like nature when viewed. When zoomed in, the pattern looks identical
to when zoomed out, except at a lower amplitude.

White noise has a speciral frequency of 1. In other words, equal proportions of all frequencies
are present. Because the human ear is more susceptible to high frequencies, it sounds very
"hissy". White noise is generated by choosing random values for each sample.

Style B - .

Noise can be generated in a variety of styles for your listening pleasure.
Spatial Stereo noise is noise generated by using 3 unique noise sources, and spatially encoding
them to appear as if one is coming from the left, the other from the center, and the last from the
right. When listened to with stereo headphones, the mind perceives sound coming from all
around, not just in the center. To choose the distance fram center of the teft and right noise
sources, you can enter a delay value in microseconds. About 900 to 1000 microseconds
corresponds to the maximum delay perceivable, and a delay of zero is identical to Mono noise
(left and right channels are the same).

independent Channels noise is generated by using 2 unique noise sources, one for each
channel. The left channel's noise is completely independent of the right channel's noise.,

Mono noise is generated by using 1 noise source, with the left and right channels set equal to the
same noise source.

Inverse noise is generated by using 1 noise source as well, but this time with the left channel's
noise exactly inverse of the right channel's noise. When listened to with stereo headphones, the
effect is that of the sound coming from the center of the listener's head instead of out in space

. somewhere.

Intensity
With higher intensities, the noise becomes more erratic, and sounds harsher and louder.

Duration

This 1s the number of seconds of noise to generate. If iong periods of noise are desired, it is faster to
generale a short period of noise (about 10 to 20 seconds), delete excess noise at the beginning and
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ending of the noise so that the waves are starting and ending at the midpoint, copy, then loop paste as
many times as needed.

If a selection range is highlighted, it is not replaced by the noise generated. Noise gets inserted at the
insertion point represented by the yellow arrows.
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Generate DTMF Signals

This function generates Dual Tone Multi-Frequency {DTMF) signals used for dialing telephone numbers
over the PSTN. These signals are recommended intemnationally by the Intemational Telegraph and
Telephone Consultave Committee (CCITT) as the signals for push-button telephones. The DTMF signals
generated by telephone push-button keypads are different from the Multi-Frequency (MF) tones
generated by the telephone network to transmit information. '

Dial String

Enter the phone number you wish to generate the tones for in this box. Other characters may be entered
such as the ™' and the '# symbols, as well as extra digits 'a', ‘b, 'c’, and 'd". Entering the pause character
(defined below) will insert a pause of the length defined.

Tone Time
All tones will ast the milliseconds entered. The standard time for DTMF tones is 100ms.

Break Time
This is the number of milliseconds between successive tones.

Pause Time :
This is the number of milliseconds to use for a pause (when the pause character is used in the string).

Pause Character
When this character is typed in the Dial String, it will be interpreted as a pause, and silence will be
inserted for the duration of the Pause Time.

DTMF Signals _ . .
DTMF {normal push-button telephone type) signats witl be generated using combinations of the
frequencies 697Hz, 770Hz, 852Hz, 941Hz and 1209Hz, 1336Hz, 1477Hz, 1633Hz.

MF Signals (CCITT R1) .
MF (internal to telephone networks) signals will be generated using paired combinations of the
frequencies 700Hz, 900Hz, 1100Hz, 1300Hz, 1500Hz, and 1700Hz.

Amplitude
The volume level of the tones being generated, with 100% being maximum volume without clipping.

The presets in this function save everything, including the dial string. To see how effective these tones
are, try typing in your favorite phone number to generate the tenes for it. Then hold the receiver of your
phone next to the speaker and play the wave. It will dial the number you had entered!



Options menu
The Options menu displays various add‘itional optioné.

Options Menu Options:
Loop / Play Toggie
Monitor VU Level
Info...
Frequency Analysis...
CD Player
Cue List
Play List
Cool Scripts...
Select Wave Device
Custom Toolbar Settings...
Settings...




AnexoD) --—

Herramientas de edicion de audio y video incluidas en Windows



-Actualmente en el mercado existen varias herramientas de desarrollo para la grabacién, edicion, v
. reproduccion de audio digital. Las mas conocidas son : Sound Blaster, Media Vision, Audio Shop, Aud
Track, etc.

Nosotros desarrollaremos la grabacién de una seiial digital de audio por medio de la grabadora de sonidos de
Windows. Windows 3.1 proporciona el programa Sound Recorder que se utiliza para grabar sonidos por

medio de los puertos de la tarjeta de sonido. Para empezar haga doble ckick sobre la ventana de accesorios
mostrada a continuacion:

Haga doble click sobre el icono de Sound Recorder. La siguiente figura muestra el panel de operacion de la
ventana Sound Recorder :

La siguiente tabla descnibe fos botones que aparecen dentro de 1a ventana Sound Recorder:

BOTON DE GRABACION FUNCION

<< Regresa el archuivo de sonido al micio

>> . Adelanta un somdo

> Reproduce el archivo de sonido actal

[ ' ] " Denene la grabacion o reproduccion del archivo
MICROFONO Empieza a grabar

El pequefio cuadro obscuro le permite ver la onda de sonido. La linea verde que aparece a la mitad de la caja es la linea base de la onda El cuadro POSICION que
se utiliza cuando se editan o mezclan arehivos de somdo, le indica la posicidn actual dentro del archivo. El cuadro LENGTH indica cuanta informacion nene

grabada

GRABACION DE UN ARCHIVO DE SONIDO DIGITAL

Para empezar debe encender su micrdfono y hacer doble click en el botdn record. Los contadores empiezan a incrementarse, y el cuadro deslizable empieza a
moverse de 1zquierda a derecha en la barra de desplazamienio Conforme habla al micréfono, las ondas de sonido se desphiegan dentro de la ventana como se

%o
Archivs  Deocione:  Ventana  Ayyda

muestra a continuacion.

Para terminar ésta grabacién. haga click sobre €l boton STOP



Para reproducir su grabacié.n, haga click sobre el botén REWIND. Qbserve la posicién del archivo del contador POSICION, asi como la locahzacién del cuadro
de desplazamicnto en la barra de desplazamiento horizontal. Ahora haga click sobre el botdn Play. Mientras se reproduce la grabacién, se pueden observar las

ondas sonoras asociadas a este sonido. Para finalizar ésta reproduccién, haga click en ¢l botén STOP.

1

ELIMINAR UN ARCHIVO DE SONIDO DIGITAL

Cuando deseamos eliminar una grabacidn, ya sea porque estd no reine los requisitos indispensables o porque fue errénea, podemos grabar sobre ella simplemente
regresandoros a la posicion inicial de Ia grabacién, o terminando esa sesidn y no grabando los cambios hechos al archivo. ‘

Cuando se requiera ehiminar la grabacién y empezar de nuevo, seleccione ¢l ment FILE de Sound Recorder y elija Ja opcién nueva. Sound recorder desplegara
‘ Gralenbnan (e sesitdes - [Sin Ninio) I

Archive Edicidon Efectos Avude

un cuadro de didloge como el siguiente

Cuando le pregunta si quiere grabar o eliminar la grabacién, simplemente seleccione la opcién NO para elimunar la grabacion.

@ GUARDANDO LA GRABACION EN UN ARCHIVO *. WAV

Después de haber hecho la grabacién habrd que guardaria en un archivo con el formato WAV. Una vez guardado este archivo, se podra utihizar en diferéntes
preseniaciones mulumedia que cuenten con la capacidad de reproducir archivos WAV,

Para guardar el archivo, seleccione el menu FILE y elya la opeion SAVE AS Sound Recorder desplegard el siguiente cuadro de didtogo

=) Grabadora de sonidos - TOTALWAY

archivo L Electos Aynda

F "~a el nombre dei nuevo archivo No olvide especificar la ruia apropiada para €l almacenamuiento. Seleccione la opcién OK



EFECTOS DE SONIDO ESPECIALES

Algunas tarjetas de sonido, incluyen tode el software necesario para realizar la edicién y la mapipulacién de los archivos de sonido.

Utilizaremos la grabadera de sonidos de Windows para conocer algunos de los efectos de sonido para archivo digitatizados. Primero seleccione un archivo por
medio del mend FILE y con la opcién OPEN. Para ello usted debe tener en su lista de archivos un archive de musica de fondo y un archive de voz que usted

previamente ya grabd y digitaiizd. Escriba el nombre del archivo de voz y elja OK

Cuando se despliegue el panel de control de la grabadora de sonidos de Windows, reproduzca este archivo utilizando el boton PLAY.

Anteniormente se explicd que la amphitud de la onda de sonido determina su volumen. Sound Recorder permute controlar el volumen del archivo de sonido
Seleccione i menu EFECTOS de Sound Recorder y elija si sube et volumen con la opcion SUBIR VOLUMEN o s1 lo baja con la opcion BAJAR VOLUMEN .

Para cambiar la velocidad del archive digital, seleccione el meni EFECTOS y elija aumenuar la velocidad con 1z opcion AUMENTAR VELOCIDAD o disminuir
la velocidad con la opaion DISMINUIR VELOCIDAD.

Para agregarle eco al archivo digitalizado, seleccione el menu EFECTOS y la opcién AGREGAR ECO. el archivo cambiard considerablemente agregando una
sensacion de profundidad v esto hace qug el sonudo parezca proyectado desde una mentziia o una cueva.

Para reproducir un sonido al revés, seleccione el meni EFECTOS y la opcidn INVERSO. El sonido serd reproducido por la grabadora de somido de manera
mversa

Kealizar una mezcla de somdo es simplemente hacer que dos archivos de somdo digital sean reproducidos al mismo nempo S se esta creando un archivo de
somdo digial para una presentacion, con un microfono se podrd realizar esia grabacion y posienormente se podra combinar con un archivo prevlamemc

grabado

Para mezclar dos archivos de somdo con la grabadora de sonidos de Windows, cargue un archive de sonido digual. Seleccione el mend EDIT ycon la opeignde



- Para mezclar dos archivos de somdo con la gnhadon de somdos de Windows, cargue un archivo de sonido digital. Seieccione el meni EDIT v con la opeion de

firabadora de conldos

Ei nrchive *CASB16WVOCUTILITOTAL WAV ha
cambiado. tUeces gquardar loz cambios?

MEZCLAR DOS ARCHIVOS DE SONIDO se desplegard el siguiente cuadro de didlogo

Elija et archivo de musica de fondo y asigne OK. Después de contar con los dos archivos a mezclar, haga click en play y escuche el resultado. Deberé escuchar en
el primer plano la misica de fondo y en el segundo planoc ia voz digitalizada.

EDICION DE UN ARCHIVO DE SONIDO

51 es grabado un somdo utilizando un micréfono, 1o mas probable es que se experimente un periodo de tiempo antes de que sea escuchado, para ello la grabadora
de sorudo de Windows proporciona un método de edicidn. Para elumunar las partes no deseadas de 1a grabacion, reproduzca el sonido para la posicion deseada o
utilice la caja de desplazamiento. Despues, seleccione las opciones del menii EDIT etiquetadas como ELIMINAR ANTES DE LA POSICION INICIAL ¢
ELIMINANDO DESPUES DE LA POSICION ACTUAL, para elirmnar ese fragmento de sonido. Unlizando estas dos opcrones, puede reducir su archivo de

sonido a solamente las secciones que contene el sonido deseado. HERRAMIENTAS DE VIDEO DIGITAL (Video para Windows)

Para la edicion y presentacion de video digital en una computadora personal se emplean diversos software".
entre ellos quiza el mas destacado en nuestros dias es el Video para Windows.

Video para Windows es utilizado para correr secuencias de video en movimiento en una computadora pers
v no requiere de algin hardware especializado para su uso. Si usted utiliza Video para Windows, podra cre
diversas animaciones, secuencias de video, e incrustar estas en una presentaciéon Multimedia.
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S1usted uene en su sistema tnstalados una tarjeta VGA, un monitor VGA o algan otro superior, podrd hacer uso de video para Windows. Las caracterisheas y
\eNldjas mas importantes que actualmente brinda Video para Windows son ¢

Permite reproductr correctamente secuencias de video que han sido almacenadas en CD-ROM

Una efictencta excelente cuando se reproduce video digital en computadoras con memona hmn.ada
Carga rapida para aphcaciones de video dignal

Permite comprimir video en diferentes formatos y capacidades

Permite reproducir el audeo v el video en cuadros interfeliados



La estructura d¢ un archivo de video digital es como la mostrada a continuacion:

A este tipo de archivos se les llama *.AVI (audio video nterleaving), lo cual indica que serd reproducido un cuadro de video con un "trozo” de audio Para ello
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exisien vanas configuraciones que permiten vanar el nimero de imigenes 2 intercalar entre cuadros.

Como lo analizamos en la seccion fisica de video, los diferentes formatos de compresién utilizan técnicas de ahorro para la proyeceidn v despliegue de imagenes
repettivas

Video para Windows tiene una caracteristica muy importante. permite el uso de la opcidn slate rate que es variar el nimerp de cuadros que aparecen en una
secuencia de video en movimiento. A continuacion se presentan dos de las herramientas mas populares para la manipulacion de videos diginales

Video VideoCap es la herramienta de captura de video que incluye Video para Windows:—

Con VideoCap podemos capturar datos digiales y crear archivos digitales con el formato * AV ademnas podemos digitalizar secuencias de cuadros, o cuadros

- VIDEQCAP

fijos en vanes formatos de los que destacan los siguientes TGA, BMP, DIB, PCX. etc

En la figura antenor podemos observar que la pantaila pnncipal del VideoCap esud formada por 5 parnies

Por iz Barra del Tiwle. que es donde se informa al usuario con que archivo se esta trabajando.
Barrz de Menu. donde se puede dar acceso a las diferentes opciones de los menus

Barra de Hemmarmientas. donde se encuentran los iconos mas importantes para la operacidn del programa.
Area de Despliegue. donde se desplegara el cuadro de la imagen a digitahizar



~Area de Desplicgue, donde se desplegard el cuadro de la imagen a dxmmlxzx.r
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r el VideoCap es como manejar cualqmer otro programa en et ambiente Windows. A connnumbn presentarnos las diversas opciones que ofrecen los
.ates menis del VideoCap.

MENU FILE

En este menil se especifican las caracteristicas mas comunes para ¢l manejo de archivos como , abrir, salvar, etc. Ademas se wncluyen opciones especificas para
salvar un cuadro de video en alguno de los formatos antes mencionados © incluir un cuadro o una secuencia de video proveniente de otro archivo de video

Load Palette

Importa secuencias de color con un maximo de 256 colores predefinidos. VideoCap permite imponar imagenes con video secuencias de 8 hits

Set Captura File

N .«ca v crea el archivo por default para la secuencia de capturas.

- Es

Save Captura Video As

Copia el contemido de la captura realizada en el archive v 12 ruta que se especifique.

Save Palette

Saiva la paleta de color del actual archivo de video capturado

Save Single Frame

Salva una tmagen individuat en el archivo y la ruta especificada

Edit Capiure Video

.. aite visualizar en el VideoEdit el archivo capturado para ver como es que el archivo puede corregirse, 0 mejorarse.



~EDIT MENU

Este menit permite copiar una secuenci.a al Clipboard, pegar una secuencia, y definir algunos parimetros de presentacién:

Copy

Copia una imagen individual al clipboard.

Paste

Pega una imagen individual provemente dei Clipboard.

Preferences

Define parimetros de presentacion del VideoCap

OPTIONS MENU

En este menu se definen los parametros mas importantes para la capiura de la secuencia de video

Audio Format

Define las caracteristicas del somdo, bits de muesweo, canales de grabacion, frecuencia final

Video Format

Define las caracteristicas de ia grabacion digital, ¢l tamano de la pantalla
Video Source

Permute definir de donde vendra la sefial de video, del formalo onginal, s1 es una sefal de video compuesto o S-VHS.

Preview Yideo

Permite visuahzar la precaptura del video, osea ver la imagen ¢n nempo real de la sefal de entada.



.CAPTUREMENU .

‘En este men se pueden especificar algunas de las caracteristicas mis fundamentales para definir la paleta de captura, imagenes individuales, UN GRUPQ DE
IMAGENES, ETC. i

(

Single Frame ‘ ) .-

Permite 1a captura de un solo cuadro de video.

Frames

Permite la captura de vanos cuadros a la vez para posteriormente salvar la captura como una secuencia de fotogramas.

Video

Inicia la captura del video digial,

Palette

Permite definir el numero de colores que serdn caprados por cuadros, por secuencia de cuadros, o por video digital.

C

HELP MENU

Este menu proporciona la ayuda en linea para el manejo y la manipulacidn de estos archivos Su manejo es comin a todas 1as ayudas en linea de los programas
Windows

o, ]

-
-

REALIZANDO LA CAPTURA DE UN ARCHIVO DE VIDEO DIGITAL 0

Lo primero que se tiene que hacer para una captura de video, es definir a donde se va a ir el archivo capturado .

v esto lo definimos en el menu FILE con la opcion SET CAPTURA FILE, cuyo cuadro de dialogo es el
definido a continuacion: '

cabecera ' :
e |AN R |ANCEEER AN R | A
Infor ne 6 ;

( 2th W b r u.mr by w v

Postenommente defimmos las caracteristicas de audio a capturar en funcién del proyecto y la calidad de audio que sean las requeridas. Para vanar las caracteristicas
de audio a capturar por medio del ment OPTIONS seleccionamos 12 opcion AUDIO FORMAT y las opciones son las mostradas a continuacion

<
LA

-



Ahora como en el punto anterior, seleccignamos la opcioén COMPRESSION OPTIONS y se desplicga la ventana anterior : (’

'

En este cuadro se muestra el desuno del archivo de video, el método de compresién utilizado, los detalles de la compresidn, ef mvel de interfoliado de cuadros, un
previous para la compresiéa, ctc. Es recornendable comprimir el archivo por el método de Cinepak Codec by Supermatch

Después de defimir Tos pardmetros, cerramos este cuadro );por medio del ment FILE scleccionamos la opcidn SAVE AS y tenombramos este archivo
Cuando se termine este proceso podemos abnr la opeidn de STATISTICS ¥y observar ¢l nivel de compresidn del archivo. (

— Al termunar todoeste proceso;esie nuevo archivo de video compreso ya es un nuevo objeto que puede sc utilizado por alguna aplicacién Multimedia— " —— " —
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INTRODUCTION

elcome to the Adobe Premiere™ program—software that brings the world of

digital movie-making to the desktop. Adobe Premiere works with Microsoft®

Video for Windows and QuickThme™ for Windows software, and lets you record,
create, and play movies {rom video, sound, animations, photographs, drawings, text, and
other material using your IBM= or IBM-compatible personal computer.

MicrosoftVideo for Windows and QuickTime for Windows are system utilitics that let you
integrate audio and video in Windows applications. You can play movies created in Adobe
Premiere in any application that supports these formats, or output movies to videotape.

BEFORE YOU BEGIN

Before beginning to use Adobe Premiere, you should have a working knowledge of
Microsoft~ Windows~ and the PC. You should know how to use the mouse and standard
Windows menus and commands. You should also know how to open, save, and close files.
For information on basic Microsoft Windows features, see your Microsoft Windows
documentation. ‘

Before using this manual, you need to install the program by following the mstructions
given in the Adobe Preniere Getting Started booklet accompanying this guide, This booklet
also provides information on new features in Adobe Premiere 4.0, and on allocating
memory, working efficiently, improving performance, and using the Adobe Type Man-
ager™ with Adobe Premicre. For a complete list of keyboard shortcuts to use with Adobe
Premicere, see the Quick Reference Card.

ABOUT THIS MANUAL

The Adobe Preniiere User Guide provides detailed information about the Adobe Premiere
tools and commands. It is designed to be used as a reference tool in your everyday work

with Adobe Premiere. This user guide 15 organized as follows:

» Chapter | contains a short tutorial designed to famihiarize you with the basic concepts
of making movies with the Adobe Premicre program.

« Chapter 2 discusses how to start an Adobe Premicre project and how to work with the
Project and Construction windows to assemble a movie. It also introduces some tools to
help vou keep vour clips and editing sessions organized.



« Chapter 3 covers the basic techniques used to edit clips and construct a movie in Adobe
Premiere. It also describes how to generate an Edit Decision List (EDL) from the
Construction window for online editing of source videotape in a post-production studio.

« Chapter 4 discusses how to preview a project without compiling the entire contents of
the Construction window, and how to set preview options.

+ Chapter 5 describes how you use the more than 70 transitions included in Adobe
Premiere to create eye-catching transitions between movie or still-image clips.

« Chapter 6 describes how to apply video and audio flters to chips to distort, blur, sharpen,
smooth, texture, and color images, and to create special effects. The chapter also shows
you how to create motion effects in movie and still-image clips.

« Chapter 7 explains how to superimpose movie and still-image clips, and how to use the
Adobe Premiere Title window to create tities and graphics for a movie.

« Chapter 8 describes how to compile and videotape movies including selecting output
options. It also discusses considerations for digital video compression and using Adobe
Premiere movies i other applications including Adobe Photoshop™.

« Chapter 9 offers general considerations for digitizing hardware and includes guidelines
for capturing video including batch-capturing video, selecting recording options, and
capturing with timecode.

« Chapter HO includes tips and techniques for using the program and iltustrates different

cllects vou can achiceve using the many features in Adobe Premicere,
« Appendix A, "Video Basics,” discusses the fundamentals of video and audto.

. Appendix B.“Expressions for Creating Transitions and Filters,” covers the mathematical
expressions used to create custom transitions and filters.

An index concludes the book.
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CHAPTER 1: Basic CoONCEPTS

m;ﬁm:é 1is chapter contains a short tutorial designed to familiarize you with the basic
1 *;‘ me

2 concepts of making movies with the Adobe Premiere program. Adobe Premiere

o

Li-nwﬁ.f is powerful video- and audio-editing software designed to be a useful tool for the
professional and novice alike. Adobe Premicre provides a comfortable and familiar work-
mg environment for those with both film and video experience. Those with no video expe-
rience will find the software to be a thorough introduction to the world of desktop video.
Video and multimedia professionals will find Adobe Premiere a valuable tool for tasks
such as video editing (both online and off-line) or creating Video for Windows or Quick-
Time movies for presentations and CD-ROMs. Many of the program’s features were pre-
viously available only on high-cend professional video-editing systems.

In many instances, vou will encounter terminology and interface designs drawn from
traditional video production and post-production. For information on the fundamentals
of video and audto, sec Appendix A, “Video Basics.”

Note: Ini this manual, commands in subnienus arc indicated by a preceding greater-than s
(>). For example, the inustruction “Choose hrport > Project from the File meni’” means that
you should choose Import from the File menu and Project from the submen.

CREATING DESKTOP VIDEO WITH ADOBE PREMIERE

Adobe Premicre lets vou combine source material, or elips, to make a movie, and then view
and play the movie using any application that supports the Video for Windows or Quick-
Time movie format. Your final Adobe Premiere movice is a file you create after assembling
and editing clips.

Clips can include the following:

Diginized video captured from cameras, VCRs, or tape decks

Video for Windows or QuickTime movies made using Adobe Premiere or other sources

Scanned images or slides

>

Digital audio recordings and svnthesized music and sound

Adobe Photoshop hles



» Animation files
« Filmstrip format files created in Adobe Premiere and edited in Adobe Photoshop
» Titles

You can create your own video and audio clips by recording material to your computer’s
hard disk using a variety of hardware products. For more information on recording to
your hard disk, see Chapter 9, “Capturing Video.”

CREATING AN ADOBE PREMIERE MOVIE: A TUTORIAL

Every Adobe Premiere movie starts as a project—a collection of clips organized along a
timeline. This section provides step-by-step instructions for building a simple Adobe
Premiere movie using clips supplied on vour program disks. -

Creating an Adobe Premiere movie involves the following basic tasks:
« Creating a new project and importing clips

« Assembling chips in the Construction window

Viewing and editing clips in the Clip window
« Applying transitions and filters to the assemibled clips

» Adding a supcrimposed title to the movie

Previewing the movie

A
Compiling the dssembled clips into a movie and playing it

Note: The steps for making a movic vary depending on the intended wse of the medinm. If your
goal is to make a videotape with full-frame finages, vou must understand the capabilitics and
{imitations of your hardware. For information on hardware requirements, see Chapter 8,
“Compiling and Videotaping Movies,” and Chapier 9, “Capturing Video.”



Create a new project and import clips

Before you start this tutorial, make sure that you have installed the sample clips when you
installed the Adobe Premicre program. If you chose the default location during installa-
tion, the samples arc in the samples directory in the premicre directory. See Adobe Premiere
Getting Started for instructions on instajling the program.

1 In the Adobe group of the Program Manager, double-click the Adobe Premiere program
icon to start the program. The New Project Presets dialog box appears.

Néw Project Presets:
Available Presets Piesel Description
CD-ROM - Authoring “Use this preset tai general pUInose |
CD-ROM - Mastering vacal, at 1E0120 pracls :

Offline Video Tape - NTSC
Otfline ¥Video Tape - PAL 7 ‘Comevessar wideo 1
Online Video Tape - NTSC | Frame Size, 1604120
Online Video Tape - PAL .Frame Rate 150

Presentation - 240x180
Presentation - 320x240
Re-mix Audio

Timebase - 24ips - Fiim
Timebase - 25fps - PAL
Timebase - 30fps - NT5C Note: if unsure, choose;

“Ptesentation - 160x120"

- | f 114 1i Cancél_‘ =

Every new Adobe Premiere project must be assigned a preset. A preset specifies the project
time base, the movie frame rate, and options for compression, previewing, and output.

Project presets are described i detail in Chapter 2.

2 Choose Presentation {160 x 120} from the Available Presets list and click OK. Five

windows appear:

Project window, for importing and storing clips

Construction window, for assembling clips

Info window, for displaving detatled information about clips

Transitions window, for selecting special effects transitions between clips
e Preview window, for previewing the movac as vou assemble it in the

Construction window



When the program opens, the Project window is the active window. You use the Project

window to stockpile clips for your movie.

=] Eomens = Construction Window |~
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e i . 3
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ol
v T
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+
il - Project: Noname1.ppj- Stems A =
0 items Hame Additive Dissolve hA %
B frnage & tades rdo imane B 1 | g B
i ]
S EEIR Band Slide 5 [ERTE
T & maving wipe teveals imags B under &=
AL puzge b 1
Band Wipe 0
B Imane B 1512 vealed under imane & by b
honzontal of vertical bas "“

., 3 Choose Import > File from the File menu (Ctrl+1) or double-click the bottom area of

the Project window below the last clip The Import dialog appears.

a In the premere directory, locate the sample movie chips supplied with the program.

5 Select the spotlite.avi movie clip. A preview of the movie appears in the Import

dialog box.

Cancel ;
1

Network. .. ;

File Name Duectones:

spotlite_av: 1 ¢ \piemiere\samples
ftying.bmp = e\

tipaingr. bmp (= premiere

hands_awvi cs ’

Overspin. avi ; samples

lings.bmp

sphits av

Iwitl avi :*-
List Files of Type Dnves .
| Al Foimat 1ypes i3 i =c

+
| _I 'i.pcwﬂllr:‘ 170021

6 To play the movie clip, click the Play button beneath the

previesw.



7 Click OK to import the clip. The clip name and a thumbnail appear in the Project win-
dow. For a movie clip, a thumbnail is an approximation of a frame in the clip.

8 To import additional clips, choose Import > File from the File menu (Ctri+F). The
Import dialog box appears. In the premicre directory, locate the sample movie clips
supplied with the program. '

9 Hold down Ctrl and select the'video clips twirlavi and overspin.avi, the title clip
circus.ptl, and the audio clip circis.war. Click OK to import the files.

ml Project: Noname1.ppj E

Soterns RET) Cammer!

Cucus.way [i)
Sudin
Duraticnn Q00 2108

ilkhs - BBy - Flooa
'i Overspin.avi {1
t

Loz
V- oo N Danon 000 0406
) 180120

Spollite_avi {1
Movie
Durghion 0000223

l JiED 10

kil A Twirlavi i)
} TS

[nagtion Q0IG25E
1E0-12

Assemble clips in the Construction window

You use the Construction window to assemble clips into a movie. The Construction
window contains multiple tracks tor placing video and audio clips. The video tracks
include the main video tracks A and B, the T track for transitions, and the S tracks for
superimposed video clips. The tower set of tracks 1s for audio clips. Tracks are identified
i the vertical bar at the right of the window.

Al the top ol the Construction window is o fane ruder that indicates elapsed tme in the
movie. The tick marks on the reler can represent anvthing from a single frame o a

2-minute interval, depending on the time unit selected. You can use the slider at the

oy



bottom of the Construction window to change the time unit, thereby changing the
level of detail displayed in the window; a smaller time unit causes more frames in the
clip to be displayed.

Work area bar
|

[ [ Time ruler
= Construction Window ! |~
N ! » || — Play butten
= ‘hooo 0000200 . ooopdoe " oooosoo |M{M
A i Video track A
v T Transition track
|
D
E B Video track B
0
s Superimpose
1 track
A Audio track A
A
U .
D B |—H— Audio track B
|
o %
1
nl'. JQJmI] + B S [BRB[IVEE] 1 Second  [o] i iamiatd

1
Tools palette Il L Current time unit
1 1 - .
- — Time unit selector

1 Position the pointer over the thumbnaii of the spotlite.avi clip in the Project window.
The pointer changes to a hand.

2 Hold down the mouse.button, and drag the clip onto the top track (track A) of the Con-
struction window. The track turns dark grav to show where the clip will be placed.

= Construction Window [~ }
i - 3
=10 00 000200 000 04-00 T 00 G on 1 4| M
A
v T
I .
D
E B
0

—uw




3 Drag to align the left edge of the clip with the left edge of the Construction window.

Release the mouse button to place the dip.

= Construction Window [~
Sl * >
-4 G 00-02.00 G.00 04-00 000500 (HiW
A
\', T
|
3
E 3
0 .
5
3

When vou place a clip in the Construction window, it is displaved as a sertes of thumbnails
that represent {rames of the clip. The width of the strip of thumbnails represents the dura-

tion of the clip. You can move clips in the Construction window by dragging them.

4 Drag the Tivirl clip from the Project window onto track A so that its left edge butts up

against the right edge of the Sporlite clip.

l "l Construction Window [+
ok :
pic >
200 02 f 000 04 00 N
v T
I
D
£ B
0
S
R

Positioning the two clips like this creates a cut, or transition, from the Spotlite clip to the

Twrrd clip.

Preview the movie

You can preview the movie atanv time to view the results of vour work in the Construction

window.



1 Place the pointer in the time ruler at the top of the Construction window. The pointer
changes to a downward-pointing arrow.

a Construg

b []
(3L

— Cursor position
in the time ruler

2 Hold down the mouse button. The Preview window displays the movic {rame that
corresponds to the current location in the time ruler.

"L Construction Window L'W
»
0 00 [ 00 D00 0Ea0 (M I M
5"“\_'1? ".r;'-‘ 'f' LoV sand 7 |
3"?&“‘:’;&3' “'1 o i [ e A
v T
]
D -
E B :
0 -
S
- '| _

Note: If the pointer is not positioned correctly, the Controller window may appear when
yout hold down the mouse button. If this happens, simply close the Controller window and
try again.

3 To play a preview of the movie in the Preview window, drag to the right while holding
down the mouse button. Note that when the first clip ends, the second clip begins plaving.

Change the duration of a clip

After previewing, vou may decide that vou don’t need to include an entire clip in your
movic. You can use the Clip window to view a clip and choose which frames you want to
include i the Construction window. The frames that are included are defined by the clip’s
in point (the position of the starting frame) and out point (position of the ending frame).
The process of changing these points is called frinming the chip. Changes made to aclip in
the Clip window are automatically applied to the dip in the Construction window.

I



1 Double-click a thumbnail of the Twirl clip in the Construction window.

The Clip window opens with the starting {rame of the Tiir! clip. Notice that an in-point
indicator appears in the upper-left corner of the window.

— In-point — Frame Forward
indicator | ] and Backward — Play In/Out butten

Shoy
gl s R ;mg |
SRR RPN - - 00:00:09:> MR X ER TR
| = { » BESELUERLS OutlGoto pj @ 17
P i
L-Jc;g contral | L. play button : ~ Loop button
1

“ Stop button Clip duration

Controls for viewing and playing the clip are located in the lower portion of the window.
The frame indicator in the center displays the address of the current frame in the
Society of Motion Picture and Televisian Engineers (SMPTE) timecode format
(Hours:Mirnutes:Seconds:Frames). Below the frame indicator, the duration of the clip

is displayed using the same format. (For more information on timecode, see “SMPTE

Timecode” on page 28:1)

2 Click the Plav button to plav the clip in the Clip window. You can also drag the slider
conirol or the jog control to view the clip as it plays in the forward or reverse direction.

3 Drag the slider bar (located 1o the left of the Play button) back to rewind the chip

until 00:00:02:17 appears i the frame indicator, For more precision in loc‘:lling the frame,
drag the Jog control above the shider bar, use the Frame Forward and Frame Backward
buttons, or use the Left and Right Arrow kevs. The displaved frame will be the new out

point for the clip.

I T IR ) 20
p—in iy
h“
= Clip duration

- Stider bar oy
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4 Set the new out point by chckm& the Qut button in the lower- nﬁht corner of
the window.

= | Construction Window ) [~
b
0000400, 0000500 | MM
A
T
E
EEREHE 5
Q]| m 1

L Qut button

An out-point marker appears in the upper-right corner of the window. The clip is
shortened in the Construction window accordingly.

Note: You can also drag the edges of a clip in the Construction window to change its in
and out points. For more m]ormm‘wn on setting in and out points, see “Tri zmmmq Clips”
on page 76.

o —

5 To keep the screen from becoming too cluttered, close the Clip window when you have
finished adjusting the chip duration. o

Trim clips at the cut point

The most accurate way to change the in points and out points of clips while getting instant
fcedback on the effect in the Construction window is to use the Trimming window, The
Trimming window lets vou simultancously change the in points and out points of the clips
on both sides of a cut.

N



1 Click the right arrow under the Construction window’s Play button to move the edit line
to the cut between the Spotlite clip and the Tvirl clip.

= Construction Window Lv_]i

s d
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el ' : | 104 04 ' 0000600 | M{ Mi|— Edit Line Right button
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2 Choose Trimming from the Windows menu.

The Trimming window appears, displaying the frames on the left and right sides of the cut:
the out point of the Spotlite clip and the in point of the Twirl clip, respectively.”

;— Page peel icons

—— - Play button - Add and subtract

' 1 5
= Edit Line Left rame

and Right busttons

In this case, the out point of the Spotfire clip is also the last frame of the source clip, as indi-
cated by the red page peet icon in the corner of the clip. Likewise, the in point of the Tivir!
clipiis also the first frame of that source clip.

3 Click the =7 button under the feft cip (Sporfire) three times to subtract three frames

from the out point of that dip.

s



Notice that the edit line moves to the left in the Construction window as the out point
changes, and the clip to the right of the edit point (Twirl) shifts left. The total number of
{rames subtracted from the out point appear at the bottom of the Trimming window.

T O S D I R
AHEEHEM RN RERES g HRRRBER] B}
€4 M Err AT A D000 x e

— Total number of frames subtracted

When vou trim clips in the Trimming window, clips and transitions on other tracks shift
right or left to maintain their positions relative to the clip being trimmed. You can lock
individual tracks to keep their contents from shifting during editing. For information on
track locking, see “Locking Tracks in the Construction Window” on page 94.

4 Click the =5 button under the right clip (Tiwnl) to subtract five frames from the in point
of-that chp. Notice that the Twirl clip shortens in the Construction window. Now click the

-

+1 button to add back one frame to the in point.

5 Click the Play button to preview the edits in the Trimming window. The window plays
the five seconds of the clip that surround the edit point. (You can set a different number

of seconds to include in the Preview as one of the Trimming window oplions.)
6 Closc the Trimming window.
Add transitions

You can create gradual transitions between clips. However, clips must be located on the
separate video tracks A and B to applv a transition between them.

1 Make the Construction window active by clicking in the window or by choosing
Construction from the Windows menu.



2 Drag the Twirl clip from track A to track B and position it so that the clip overlaps the
Spotlite clip on track A by approximately 1 inch (slightly less than 1 second on the time
ruler). The amount of overlap determines the length of the transition.
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3 In the Transitions window, scroll to the Cross Dissalve transition. (You can also type the
first letter of a transition to scroll to that transition.) .

a Click and drag the transition onto the T track between the two movice clips. As you dra_
the transition onto the space wherce the two movie chips overlap, the program automati-
cally adjusts the length of the transition to fit the overlapping section.
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5 Preview vour movie again by holding down the mouse button and dragging the arrow
through the time ruler. Nouce how the Spotfire clip gradually fades out while the Twvirl clip

tades in.

Next, vou will add another clip and transition.



6 Drag the Overspin clip from the Project window onto track A and position it so that it
overlaps the clip on track B by approximately 1 second on the time ruler.

= Construction Window [~
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7 In the Transitions window, scroll te the iris Round transition.

8 Drag the transition onto the T track between the Tivirl clip on track B and the Overspin
chip on track A. '

- .
‘3[ Construction Window
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B 3
1
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In most situations, Adobe Premicre automatcally sets the correct direction of a transition
when it is placed between clips in the Construction window. In this case, a circulay wipe
should reveal the image on track A as it replaces the image on track B.



9 To check the direction of the Iris Round transition, double-click the transition in the
Construction window. The Iris Round Settings dialog box appears.

AT ks Round Settings .- SRS iEE
Start = 096 Finish = 100%
T —— e —
Border Color -
—_ T ~ -F1.
= [ A ;j - Animated display
[T} Show Actual Soutces
L TDK i 1 Cancel I

The animated display in the lower-right corner of the dialog box should indicate that
image A is wiping over image B. If this is not the case, click the blue arrow to the feft of the

1

display so that the arrow is pointing upward.
10 Click OK.

Change the time unit in the Construction window

At this point, vour movie is approximately 8 seconds long. Depending on the size of the

Construction window on vour monitor, the entire movie may not be visible. To see more
frames of vour movic in the Construction window, change the time unit. The time unit is
currently set 1o 1 second, which means that the Construction window displays 1 thumb-

nail for cach second of a clip.



1 Drag the slider at the bottom of the Construction window to the right one notch. The
time unit changes to 2 seconds, which means that the Construction window shows two
thumbnails for every 2 seconds of a clip. Consequently, you can see more of the movie in
the Construction window.
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2 To quickly sce the entire movie in the Construction window, no matter how long the
movie is, press the backslash key (V) while the Construction window is active, The time
unit selector adjusts accordingly.

-Apply a filter to a clip _

You can apply filters to clips to change their appearance or sound. Adobe Premiere
mcludes more than 70 movie and still-image filters and 5 audio filters.

1 Click the Twirl clip on track B to select it. A dashed line appears around the border of
‘the clip.

2 Choose Filters from the Clip menu (Curl-+F). The Filters dialog box appears.

You can also position the pointer over the sclected clip in the Construction window and
click the richt mouse button to displav a pop-up menu of commonly-used commands for
clips. To choose a filter from the pop-up menu, click the left mouse button on Filters.

~
\‘\



3 Scroll through the Available list and seiect the Hue & Saturation filter.

Available
Gaussian Sharpen
Ghosting .
Horizontal Flip
Haorizontal Hold
|Hue & Saturation ™~ - -

>> Add »> I
-

Tetings
tnvert = .
Lens Flare... :
Levels 1 Vary S‘.?p
Pinch... m
Potnlillize. ..
Polar Coordinates. ..

Poslerize

S5 lamne Cancel ! 0 lezrns

Min Max
Hue = f————= -1
Saluiation == f==w==== 100\
Lightness i =—=—==—x 118"

5 Drag the Hue slider to change the color of the ¢lip.

6 Drag the Lightness slider to fighten the chp.

7 Click OK when vou have finished adjusting the settings.
"~ Apply another filter to the same clip

You can add multiple filters 1o a clip. Adobe Premicre applies the filters in the order that

vou list them i the Current list in the Filters dialog box.

When vou play the Tivrrdf clip in the Clip wimdow, vou can see a dark border along the
bottony and left edges of the clip. Borders are frequentiy caused by video notse during
the capture process. You can remove the border by cropping the edges of the clip with the
Crop filter.



1 Select the Crop filter from the Available list; then click Add. The Cropping Settings
dialog box appears.

@ Pixels,
2 Percent I 0K _] ( Cancel

Units:

Sample mage may nat be ancurate when unils are cet o Pisels’

The dialog box contains a preview image from the clip and slider controls for trimming
unwanted pixels from the edges of the clip. Note that the preview of the clip shows the
effects of the Hue & Saturation filter.

2 Sclect the Pixels option, and then drag the Bottom slider to the right until it reads 2
(pixels). Do the same with the Left shider. This crops the image by 2 pixels on the bottom
and left sides. (Adobe Premiere resizes the cropped clip to its original frame size.)

3 Click OK 1o close the Cropping Settings dialog box; then click OK to close the Filters
“dialog box.

The program adds a biue line at the top of the clip in the Construction window to indicate
that one or more filters have been applicd.

Use the Preview command to preview the transitions and filter effects

The Preview command provides a more accurate way to preview than dragging through
the time ruler. You specify which part of the Construction window is previewed by posi-
toning the vellow bar at the top of the window. All ¢lips, transitions, and Glter effects
focated beneath the vellow work area bar are previewed when vou choose the Preview
command.

1 Save the project by choosing Save from the File menu (Ctrl+S) and tvping a name for
the project. You cannot preview an unsaved project,



2 Position the pointer over the red triangle at the right edge of the yellow bar.

Work area bar

0 . oop0s0d

i W ;

000,04

3 Click and drag to the right until the right edge of the vellow bar aligns with the right
edge of the Overspin clip on track A.

=

4 Choose Preview from the Project menu, or press Return,

Adobe Premicre displays the Building Preview dialog box and gives a time estimate for
compiling the preview. After a tew moments, the preview plavs in the Preview window,
showing the Spotfite clip, the Twirl clip with the filters applied, and the two transitions.

5 Press Return to see the preview again, This time, vou don’t have to wait for the preview

1o be built.

Add a superimposed title to the 51 track

Adobe Premuiere treats titles as clips. Thevare usually added to a superimposce (S) track so
that they can be superimposed, or Aeyed, over a movie clip. You can change the duration
of a tutle clip by choosing Duration from the Clip menu or by dragging the edges of the

chp in the Construction window.

Y



1 Drag the Circus.pt! clip from the Project window onto track S1 so that the left edge of
the clip aligns with the beginning of the track.

2 Position the pointer over the right edge of the Circus.ptl clip. The pointer changes into
a stretch pointer.

-7 Construction Window:

0001200 ML
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RN i ¥

- Stretch pointer

3 Drag the edge of the clip until it aligns with the left edge of the Tavirl clip on track B. This
extends the duration of the title ¢hip to approximately 2 seconds.

0001200

—_

4 With the Circus.ptl clip selected in the Construction window, choose Transparency from
the Clip menu. The Transparencey Settings dialog box appears.

You can also position the pointer over the clip and click the right mouse button to display

the Construction window pop-up menu. Choose Transparency {rom the pop-up menu,

I R
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5 To key the title against the background image of the Spotlite clip, choose White Alpha
Matte from the Key Type drop-down list. Adobe Premiere uses the title’s existing alpha
channel to create a mask for superimposition. For more information on working with
superimpositions, see “Superimposing Clips” on page 175.
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6 To scc a preview of the title over the actual background image, click the page peel icon
under the Samiple box.

= Page peel icon

The title 1s shown superimposed over the first frame of the Sporfize clip.
7 Chick OK.

Note: The Circus. pt] clipwas created with the Adobe Premiere Titler, For inforniation on

sinig the Totler, see “Creating Titles”™ on pege 189, > o



Add sound to the movie
You add sound to a movie by dragging audio clips onto the audio tracks in the Construc-
tion window.

1 Drag the thumbnail of the Circus.wav clip from the Project window onto audio track A
in the lower half of the Construction window.

2 Align the left edge of the audio clip with the left edge of the Construction window.
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3 To preview your movie with sound, adjust the yellow work area bar to sclect the part-of

the movie you want to preview, and press Return. )
Compile and play the final movie : :
When vou have finished assembling clips in the Construction window and are satisfied
with the previewed results, vou are ready for the program to create; or compile, the final
movie file. You can compile a movie into the Video for Windows file format (Lavi} or in the
QuickTime for Windows file format (Lmor).

1 Save the changes you have made to the project by choosing Save from the File menu
(Ctrl+S). It’s always a good idea to save vour project often as you work.



2 Choose Make Movie from the Make menu {Alt+K). The Make Movie dialog box
appears.

"= Make Movie ™
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3 Click Output Options. The Project Output Options dialog box appears.
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This dialog box lets you change characteristics of the final movie, including size, frame
rate, compression tvpe, and lormat. See Chapter 8, "Compiling and Vidcotaping Movies,”
for a complete description of output oplions.

a Make sure that the Open Finished Movie option at the bottom of the dialog box s
sclected. This option tells the program to open the movie when it has finished compiling
and saving the movie.

s Leave the other options at their current settings (these were set when you chose a project
preset), and chick OK.
6 Name the movie in the Make Movie dialog box, and click OKL A progress bar appears

while Adobe Premiere compiles the movie.

(\'



When the movie has been compiled and saved, Adobe Premiere opens the movie in a
Clip window.

7 To play the movie, press the Play button in the Clip window.

I

[
== Play button

Play the movie using Print to Video

You can use the Print to Video command to play a movie in the center of your screen, with
the rest of the screen blacked out. Print to Video is also used to output a finished movie to

videotape. For infermation on making videotapes with Adobe Premiere, sce Chapter 8,
“Compiling and Videotaping Movies.”

",

1 Click the Clip window to make sure that it is the active window. i

2 Choose Export > Print to Video from the File menu (Ctrl+-M). The Print to Video dialog .

box appears.

3 Leave the options as thevare, and click OK. The screen goes blank for | second, and then

-
the movie plavs in the center of the screen.

The Adobe Premiereprogram disks include a sample project and its clips, which vou can

open and make into a movie. You should look through this guide to famiharize yourself
with Adobe Premiere’s features; then examine the sample project and make a movie to
tearn more about how Adobe Premiere handles clips, transitions, and superimposed
IMages.

If vou have the Adobe Premiere deluxe CD-ROM and a CD-ROM drive, vou can also
explore the sample movies and the expert tips and techniques that are included on the
CD-ROM!. For more information about the deluxe CD-ROM, see Adobe Premicre
Getting Started. ‘
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CHAPTER 2: ASSEMBLING AN ADOBE
PREMIERE MOVIE

& his chapter describes how to start an Adobe Premiere project and how to work
with the Project and the Construction windows to assemble a movie. It also

! introduces some tools to help keep your clips and editing session organized.
The basic approach to assembling a movie consists of importing clips into the Project .
window and assembiing them in the Construction window. As you work in the Construc-
tion window, you can preview how the movic will play. Depending on the type of movice
you want to create, you can perform simple or advanced editing operations.

As you read this chapter and the following chapters on previewing, creating transitions,
special effects, and superimpositions, keep in mind that there is no absolute order in
which tasks must be performed. Once you are familiar with the various Adobe Premiere
windows, vou will be able to decide at which point vou want to perform a given task.

. \
PLANNING THE MOVIE
Before creating a movie with Adobe Premiere, vou may want to write asimple description
of the sequence of majoractions, or shois, i the movie. You may also want to create a series
of sketches, called a storvboard, that outlines the beginning, transitions, special effects,
sound, and ending of the movic,

Next, decide what source hles, or clips, vou want to include tn vour movie. For example,
an Adobe Premicre movie might include a portion of a movie (a movie clip), a sampled

recording (an andio chip), and an Adobe Photoshop or a bitmapped image.

Finally, decide how vour movie will be plaved. Por example, you can output the movie to
videotape tor plavback on tape decks, compile the movie as a Video for Windows or
QuickTime movie {or plavback irom o CI> or directly on a desktop computer, or use the
movic to generate an Edit Decision List for online editing of source videotape in a post-
production studio. Knowing how vour movie will be played back will help you decide
what compresston sctiings and preview options to use while vou are editing your movic.

HOW ADOBE PREMIERE WORKS WITH FILES

When vou import a chip mto an Adobe Premicre project, the source file does not become
part of vour Adobe Premuere project. The actual files can take substantial quantities of
memory, which would make working with them ditficult. Instead, an Adobe Premiere clip
contains a pointer to the source file stored on vour hard disk. The clip behaves as if it were

(=4
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the source video or audio recording, but it is actually a sample, or a set of thumbnails, of
the source file. You work exclusively with the thumbnails. If other users have access to your
source files (on a hard drive or on a network}, they will be unable to use or manipulate
them while you are working with them in Adobe Premiere.

Note: Because a clip is only a reference to its source file, do not throw away the source files
while you arc using them as clips in an Adobe Preniiere project. Once you have used the Make
Movic command to build a movie, you can discard the source files if you do not plan to
continue editing the project.

WORKING WITH PROJECTS
Once you have decided which clips you want to use in your movie, you arc ready to create
anew project. A project is analogous o a road map of vour movic. All of your editing deci-
sions are saved in the project.

You can only have one Adobe Premicre project open at a time. You start a new project by
choosing New > Project from the File menu. This procedure is presented in “Create a New
Project and Import Clips” on page 5.

Selecting a project preset

To start a new project, you must sclect a preset. Presets specify the project time base, movie
frame rate, compression scheme, preview options, and output options for the project.
Each new projéct opens with the New Project Presets dialog box. :

- ik iNew Project Presets 75U i T T

+

Available Presels Presel Desenption

CD-ROM - Authoring
CD-ROM - Maslering
Oitiine Video Tape - NTSC |
Oifhne Video T ape - PAL Compreesar Video 1
Onhne Video Tape - NTSC | frame Se 1600120
Online Video Tape - PAL
Presentation bl el
Piesentation - 240x 180
Presentation - 320x240
Re-mix Audio

Timebase - 24fps - Film
Timebase - 25ips - PAL
Timebaze - 30ips - NTSC Mote if untuie, choose:

“Presentation - 160x120"

for getera! purptse

0] 4 II Cancel {
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Each available preset is optimized for a particular type of project, such as off-line editing,
outputting to video tape, or creating a CD. Adobe Premiere comes equipped with several
presets, which you can edit or use as the basis for new presets. You can sec a short descrip-
tion of each preset by clicking in the list. All settings can be changed once the project has
been created.

Loading or modifying project presets

You can load any existing preset into an open project. The project will be updated to reflect
all settings in the new preset. In addition, you can modify existing project prescts for later
use when opening new projects.

To load an existing preset:
1 Choose Presets from the Make menu. The Presets dialog box appears.

2 Select an available preset from the right column. A description of the preset appears in
the lower-right corner of the dialog box.

3 To load the selected preset into the project, click Load. , \

4 Click OK. The current settings for the project are updated.

To add or m’odify a preset:

1 Choose Presets from the Make mienu. The Presets dialog box appears.

2 To base the new or modified preset on an existing preset, toad the preset using the
preceding procedure.

3 To change the current settings listed on the left side of the dialog box, use the Time Base,
Compression, Output Options, and Preview Options butions.

For more information on output and compression options, sce Chapter 8, “Compiling
and Videotaping Movies.” For more information on preview options, see Chapter 4,

“Previewing a Movie.”
4 Click Save. The Preset Name dialog box appears.

5 Enter a name and description for the preset. Use a new namee if vou are adding a
new preset.

6 Chick OK. The preset is modihed or added 10 the Available Presets hst.

7 Click OK in the Presets dialog box. The current setiings for the project are updated.



Setting a project’s time base

Every project has a timu base. The time base determines how Adobe Premicre mtc:prcts
imported clips and lets the program know how many frames make 1 second of a movie.
The time base is expressed as a rate, but has nothing to do with the actual playback rate of
vour movie. { The playback rate is determined by the value you specify in the Compression
Settings dialog box and by the limitations of the target platform.)

The time base affects the way clips are represented in the Project, Clip, and Construction
windows. For example, the tick marks in the Construction window’s time ruler reflect the
value of the time base. Since there are several standards in use today, specifying the one
vyou want Adobe Premiere to use ensures that you and Adobe Premiere are measuring the
duration of clips in the same way.

You initially set the time base when vou choose the preset for a new project, as described
in the preceding section. You can also change the time base for a project by clicking the
Time Base button in the Presets dialog box. The time base can be set to the following rates:

« 29.97 frames per second (fps), thc National Television Standards Committee (NTSC)
standard, which is used for broadcast-quality videotape

+ 30 {ps, a rounded version of NTSC video, which is sometimes used for non-broadcast
videotape

« 25 fps, the European television standard
« 24 fps, the rate at which film is projected

When sctting the time base for a project, vou should consider the frame rate of vour final
movie. When you compile vour final movie, Adobe Premiere interpolates data from the

project frame rate into the compiled movie frame rate. If vour final movie will be compiied
at a different frame rate than the time base, vou should select a tinte base that is a multiple
of the frame rate to ensure that data is not lost during interpolation. For example, if vou
want to output a final movie at 13 {ps, vou should set the time base to 30 fps because it is

a multiple of 15, 11 vou want to ottput a final movie at 12 fps, set the time base 1o 24 fps.

Saving projects

Saving a projeci saves all of vour editing decisions and pointers to source clips. It also saves
the last arrangement of the program's windows. [Uis a good idea to save vour projects
frequently as vou work with them. )

To work with @ projectagain, all of the original source material must be available. To avoid
having to relocate your source files each time vou open a project, vou should not move or
rename the project’s source clips or preview files.



Opening existing projects

You open an existing Adobe Premiere project by choosing Open from the File menu or by
double-clicking the file in the File Manager. Adobe Premiere projects have a.ppj filename
extension. '

Upon opening an existing project, you may be asked to locate some of the clips or preview
files associated with the project. If vou have changed the file names or moved the files, use
the scroll ists in the Locate File dialog to locate and select the files. You can ignore a file by
clicking Skip in the dialog box, or ignore all missing files by holding down Ctrl and
chicking Skip. Adobe Premicre then opens the project with the available files. You will have
to regencerate any missing preview files during the Preview or Make Movie operations.

Merging projects
Adobe Premierelets you add the contents of an existing project to the current project. This
feature allows you to break up alarge project into smaller, more manageable pieces and
then merge the individual pieces back together when you are ready to assembte your
movie. You can add a project to the beginning or end of the current project, or insert the
project at the edit line.

1

When you merge a project, its clips are added to the Project window in a folder, and its

assembled clips are added to the Construction window at the location vou specified. All of
the merged project’s speciai effects (transitions, filters, motion settings, and so on) are also
added. If additional tracks are required in the Construction window, they too are added.

To merge a project with the current project:

1 Choosc Import > Project from the File menu. The Import dialog box appears.

2 Select the project vou want to merge, and click OK. The Import Project dialog box
appears.

3 To specify where you want the project added to the current project, sclect Beginning,
Edit Line, or End, and click OK.

It you add the project at the edit line, the cffect will be the same as performing an insert
cdit. All unlocked tracks are split at the edit ling, and their contents shift to the right to
accommodate the added project. For more information on insert editing, see “Performing
Insert and Overlay Edits™ on page 91.

Trimming projects
As vou work on a project, vou set new n points and out points for clips. (For information
on setting m and out points, sce “Trimming Chps” on page 76.) Your project may end up

with many segments that are a fraction of the size of their source clips. The project could
' I
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also use several segments from the same source clip but in different locations. Because
video clips can take up large amounts of hard disk space, you may want to trim the
project so that unused frames are removed. Project trimming is especially useful for
archiving projects.

When you trim a project, Adobe Premiere creates a copy of the project. In the new project,
each clip’s original in and out points become the new beginning and ending of the clip,
respectively. The program also creates trimmed copies of the source clips. You can preserve
a few seconds of frames at the beginning and end of each trimmed clip.

Note: Instead of creating trimmed copics of the project’s clips, you can create a batch list for
redigitizing trimmed clips. Doing so is especially useful if you used low-resolution clips for the
initial editing. For information on redigitizing low-resolution clips, see “Using Low-Resolu-
~ tion Clips to Improve Performance” on page 42.

To trim a project:

1 Make the Project window or Construction window active.

2 Choose Tools > Project Trimmer from the File menu. The Project Trimmer dialog box
appears.

3 Sclect Copy Trimmed Source Files, and desclect Create Trimmed Batch List.

Adobe Premicere stores the trimmed copies in the same directories as the source clips and
appends numbers to the clip names. For example, if a project contains three different
segments from a source clip named dancers.avi, the Project Trimmer creates three
trimmed clips named daneer_Iavi, dancer_2.avi, and dancer_3.avi. If necessary, the file-
names of the clips are truncated to allow numbers to be appended.

4 To preserve a few extra seconds {randles) at the beginning and end of cach trimmed clip,
enter the number of seconds vou want to preserve in the Keep Handles area,

Creating handles lets vou later make minorediting changes in the newly trimmed project.
Itis more important to create handles when creating a batch list for redigitizing than for
basic project trimnung. H there is not enough source material to create handles, the Keep
Handles option is ignored.

5 Click Create Project. The standard Save dialog box appears.

6 Namec and store the new project. The project uses the new trimmed dips with the
numbered names.



Note: If the project uses two segments from the same source clip and their in and out points
overlap, the Project Trimmer creates a single clip for those two segments. Stimilarly, if you
specify handles and the handles of two segments in a clip overlap, the Project Trimmier creates-
a single clip for those two segnients. ‘

Exporting file lists _

Adobe Premiere lets you create a list of the names of all clips used in a project. A file list is
a quick way to scan the contents of a large project. The list displays the clip names in the
order in which they appcar in the Project window. Clip folders and their contents are also
included in the list.

To export a file list:

1 Choose Export > File List from the File menu.

2 Use the standard Save dialog box that appears to store the list. File lists are saved as text
(.1xt) files.

IMPORTING AND OPENING CLIPS a

When a new project is created, Adobe Premicre opens a new, untitled Project window. ™
Clips must be imported before thev can be used ina project. All imported clips are placed
in the Project window. ' .

[=] Project: Noname1.ppj l'{l
Ber: [lame Carrraent
Ciicus, wav [}
Audia
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There are several wavs to import clips inte a project. You can import a single clip, multiple
clips, or an entire directory of clips dircetly into the Project window. If you want to
examine a clip before imporung it into the project, vou can first open the clip ina Clip
window and then move the clip to the Project or Construction window. You can import
multiple copies of a chip displaved 1 a Chp window.
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To import a single clip into the Project window:
1 Choose Import > File from the File menu. The Import dialog box appears.

2 Locate and select the clip you want to import. If the clip is a movie or a bitmapped
(.bmp) image, a small preview of the clip appears in the dialog box. You can examine the
preview by clicking the Play button below the preview.

3 Click OK to import the clip into the Project window.

Clips are arranged in alphabetical order in the Project window with the number 1
appearing after the name of the first clip. If the same chp is imported again, Adobe
Premiere makes another entry in the Project window and assigns it the number 2. Each
time the clip is imported, Adobe Premiere makes a new entrv and numbers it in ascending
sequential order.

=| Project: Noname1.ppj -
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Y Closeup. avi i
7| Movie
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To import multiple clips into the Project window:

1 Choose Import > File from the File menu. The Import dialog box appears.

2 Hold down Ctrland select the clips vou want to import. You can also select the first clip
and drag through the following chps to sclect a group of clips.

3 Click OK to import the clips into the Project window.
To import a directory of clips into the Project window:

1 Choose Import » Directory from the File menu. The Select Directory dialog box
appears,

2 Locate the directory containing the desired clips, and click OK. '

All the clips in the selected directory are imported into the Project window. Anv subdirec-
torics within the directory will not be imported.



To examine a clip and then add it to the project:

1 Use the Open command in the File menu to open the clip you want to examine. The clip
appears in a Clip window.

In {Mark »
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— Play button

2 To examine movic and audio clips in the Clip window, click the Play buiton. For infor-
mation on playing clips in the Clip window, sec “Using the Clip Window™ on page 68.

3 To import the clip, drag it from the Clip window into the Project or Construction
window. You can also drag a clip directly into a Library window or a Sequence window.

4 To importa copy of the clip, hold down the Alt kev and drag it to-the Project or
Construction window, or choose Add This Clip from the Project menu to import a copy
of the clip to the Project window.

Importing copies of clips is useful when you want to use multiple segments from the same
source ciip. To use multiple segments, set the inand out points for the first segment in the
Clip window, and then import the segment as a copy. Repeat the process {or cach subse-
quent segment. For information on setting in and out points, sce *Trimming Clips” on
page 76.

Note: You cavi also use one of the Copy to Construction conmmands to perforn an insert edit
from the Clip window to the Construction window. For information on insert editing, sce
“Performing Insert and Overlay Edis™ on page 91.
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Compatible formats for clips |

Adobe Premiere accepts source files in a variety of formats, as shown in the foliowing table.
Compatible formats include those for movie files, animation files, still-image files, and
audio files.

TYPE OF CLIP FILE FORMATS

Movie: Video for Windows (.avi)
QuickTime for Windows {.mov)
FitmStrip (.flm)

Animation AutoDesk Animator { flc, .fli)
AutoDesk 3D Studio (.fic, .fl)
#Targa (.tga)

#Windows bitmap ((bmp, .rle, .dib)
#TIFF ( ti)

Still Image Adobe Photoshop (.psd)
Windows bitmap (.bmp, .rle, .dib)}
Macintosh PICT {.pic, .pct)
Windows Metafile ((wmf)

TIFF {.tif)

PCX {.pcx)

Targa (.tga)

Audio Audio Interchange (.aif)
Windows Waveform (wav)

\ -

The file formats preceded by a pound sign (#) represent a series of numbered images.
When Adobe Premiere imports a sequence of numbered files, cach numbered file repre-
sents a single frame of a clip, all of which are combined to create a single clip. Some utilities
and programs, such as Adobe Dimensions™ and MacroMedia Director™, can generate a
serics of numbered still-image files that represent the sequence of single frames used to
create an anmmation.

You can use a video digitizer to capture video and make Video for Windows or QuickTime
movie files, and use animation programs to make FLC/FLI files or a serics of numbered
files. You can usc graphics applications to make bitmapped, TIFE or Macintosh PI1CT still-
image files, and use presentation programs to convert spreadsheet charts and graphs to
drawings. You can scan photos, linc art, charts, and other visuals with a high-quality
scanner, and then convert the scanned images to bitmapped or Adobe Photoshop files.



If your computer has a sound card and an audio input device, you can record and edit
sounds with sound-editing programs that generate waveform (.wav) files, such as Adobe
Premiere. Most sound cards include an audio capture program for creating sound files. In
addition, many video capture cards digitize sound when capturing a movie, but your
computer must still have a separate sound card to play and edit sound files.

Opening numbered still-image files
To open a series of numbered bitmapped ((bmp, .dib, or .rle), Targa (.tga), or TIFF (.tif)
files, the filenames must have the correct file extension for the type of sequence. In addi-

tion, the filenames must all contain an equal number of digits—{or example, fileQ00. bip,
filcOO1.Dinp, and so on.

To open numbered still-image files and compile them into a single clip:

1 Choosc Import or Open {rom the File menu.

2 Select Bitmap Sequence, TIFF Sequence, or Targa Sequence from the List Files of Type
drop-down fist.

3 Sclect the first numbered image in the series, and dlick OK.

The images are compiled and appear as a single clip in the Project or Clip window. By
default, the images are assigned a frame rate of 1 fps. You can change the frame rate using
the Speed command in the Clip menu. For a frame rate of 30 fps, enter 3000 percent for
the new rate in the Clip Speed dialog box; for 24 {ps, enter 2400 percent; for 15 {ps, enter
1500 percent.

Opening QuickTime for Macintosh files , ,

In the Windows version of Adobe Premicre, vou can open a QuickTime movie created on
a Macintosh computer if the movie was saved as a flattened, self-contained QuickTime file,
and i the file was converted to a DOS file with the . moev extension. Flattening a QuickTime
movic when it is saved appends the resource fork to the data fork and thus consolidates
the movic into one file. Creating a self-contained Quick Time movie consolidates all of the

video and audio data into one hle,

In the Macintosh version of Adobe Premicre, vou can export a flattened QuickTime movie
by choosing Export > Flattened NMovie from the File menu.

To open a flattened QuickTime file' in the Windows version of Adobe Premicre:

1 Choose Import or Open from the File menu.

2 Sclect 2 movieawith the e file extension and click OK.
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WORKING WITH CLIPS

This section describes many of the options for working with clips in Adobe Premiere
projects. You can set the image size for clips, rename clips, locate clips in other windows,
delete unused clips, create libraries of frequently used clips, and use miniatures and low-
resolution clips to improve performance.

Setting the image size for movie and still-image clips '

The Adobe Premiere output image size for movies can vary from 60-by-45 pixels to
2000-by-2000 pixels, with a resolution of 72 pixels per inch (ppi). The output image size
is initially set in the project preset, and can be changed in the Output Options dialog box.
Before importing or adding any nmovie and still-image clips to an Adobe Premiere project,
it is a good practice to match their sizes to the output size of your movie. For more infor-
mation on output image sizes, sce Chapter 8, “Compiling and Videotaping Movies.”

You can resize still images using Adobe Photoshop and then import them into Adobe
Premicre. H you need to resize a movice or still-image clip after it has been imported, vou
can apply the Resize Dlter. Tlas filter lets you scale an image up or down to match the
output frame size of the movic. For more information on the Resize filter, sce “Movie and
Still-Image Filters” on page 147.

By default, Adobe Premiere adjusts the height-to-width ratio, or aspect ratio, of an image
as needed to match the output frame dimensions, This can result in an undesirable distor-
tion of an mmage. You can lock the aspect ratio tor any clip in the Projeet or Construction
window by selecting the clip and choosing Maintain Aspect Ratio from the Clip menu.
Adobe Premiere will maintain the height-to-width ratio of the image, regardless of image
stze. For still-image clips, vou can specify Lock Aspect Ratio as a default setting by
choosing Preferences > Stifl Image from the File menu.

Correcting the duration of frames in a clip
All video tape dechs can potentially imtroduce frame rate errors into a clip during capture.
In the Adobe Premicre program, it is important that all frames ina clip have the correct
duration. Belore importing clips, vou can use the Conform AVI Movie command to
ensure that all captured frames in the clips have exactly the same duration. You can aiso
conform clips during capture (for more information, see “Selecting Recording Options”
on page 235). ‘



To correct the duration of frames:
1 Choose Tools > Conform AVI Movie from the File menu. The standard Open dialog box
appears.

2 Select the ¢lip fle or directory of clips that you want to correct, and click OK. The
Conform Movie dialog box appears, displaying the movie’s current frame rate,

3 From the drop-down list, choose the {rame rate to which you want to conform the
movie, and click Conform.

Renaming clips

You can rename a clip by giving it a name alias. This is especially useful when you have
used a clip more than once in a movie, or have duplicated a clip and set new in and out
points. Giving the clip a namcalias helps to avoid confusion when viewing duplicated clips
in the Project and Construction windows.

A clip with an alias has an italicized clip name when viewed in the Project and Construc-
tion windows. Creating a name alias does not rename the file on your hard disk. You can
read the original filename of a clip at any time by selecting the clip and choosing Name

Alias froni the Clip menu. Chip name aliases in Premiere can have up to 30 ¢h aracters and

can includd spaces and uppercase and towercase characters.

To assign a name alias:
1 Sclect the chp in the Project or Construction window, or open the clip ina Cll}) window.

You can select muluple clips in the Project or Construction window.
2 Choose Name Alias from the Clip menu. The Set Clip Name Alias dialog box appears.

3 Specifya name alias for the ¢hp, and click OK. 1 you selected multiple ¢lips, the Set Clip

Name Alas dialog box reappears for cach chip.

To remove a name alias:
1 Sclect ihe clip in the Projectar Consiruction window, or open the clip ina Clip window.
2 Choose Name Allas from the Clip menu. The Set Clip Name Alias dialog box appears.

3 Chick None to remove the name alias.
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Finding clips in other windows
When vou are working with a clip in one window, vou ¢an use the Find Clip command to
see where the clip appears in another window.

To find a clip in another window:
1 Select the clip in the Construction, Project, or Clip window.

2 Choose Find Clip from the Clip menu. The program finds clips as follows:

« If the Clip window is active, the corresponding clip in the Project window or Folder
window is highlighted.

« If the Project window is active, the corresponding clip in the Construction window
is highlighted.

« If the Construction window is active, the corresponding clip in the Project window
or Folder window is highlighted.

« If avirtual clip is selected, its source witl be highlighted 1n the Construction window
or Folder window. For information on virtual clips, see “Working with Virtual Clips”

on page 101.

Creating libraries

An Adobe Premiere library stores clips from one or several projects. For example, you m-
want to store all the clips from one project in a library, or vou may want to store frequenti,
bsed clips in a library rather than open cach clip separately as vou need it. Once vou have
created and saved a library, vou can open it along with any project. All attributes, such as

markers and in and out points, are saved with the clips vou place i a library,

You can search for clips in the Library window based on their names or on their attached
comments and labels. You scarch for clips in the Library window in the same way as vou
search tor clips in the Project window. Forinformation on scarching the Project window,

see “Locating Clips in the Project Window™ on page 48,

To create a library:

1 Choose New > Library from the File menu. An untitted Library window appears.

2 Import clipsinto the Library window using once of the following methods:

« With the Library window active, choose the Iimport command from the File menu.

» Drag the desived chips from the Proicct or Clip window into the Library window.,

L
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« Copy and paste clips from the Construction window into the Library window.
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3 Use the Save command in the File menu to save the library. Libraries are given a .plb

fife extension.

To open a library:
Usc the Open command on the File menu to open a library. Libraries have a .plb file
extension. . ‘

To change the display of the Library window:

Choose Library Window Options from the Windows menu or click the right mouse
button on the Library Window title bar. You change icon sizes {or the Library window in
the same way vou change them for the Project window. For information on changing the
display of the Project window, see "Changing the Project Window Display™on page 46.

Making miniatures to improve perfermance

For better performance during editing and previewing, vou can use the Miniatures feature
to scale down the image size of vour original clips. When vou are ready to.make the final
version of the movie, vou retrieve the original images using the Re-Find Files command.
For more intormation, see “Replacing Minnatures and Low-Resolution Clips” on page 44.

To create a set of miniature clips:

1 Choosc Tools = Mintatures trom the File menu. The Select Directory diaiog box appears.

>



2 Select the directory containing the source clips, and click OK. The Create Miniatures
Directory dialog box appears.

Directory Name: Directories:
Mniploi I c:\premiere\project
+ = e M
(& premiere
= project
+
Deives:
& l = JE!

Miniatures. ..

‘ Dutput Options... l l Compression,.. i

3 "To change the output options, click Qutput Opuons. For best results, select an image
size between 120-by-90 pixels and 320-bv-240 pixels. For more information on output
options, sce “Sclecting Project Output Opuions™ on page 205.

4 'To change the compression options, click Compression. For information on compres-
sion options, sce “Selecting Compression Options” on page 214,

s Specify a name for the new Miniatures directory, and click OK.

The miniature clips are saved in the newly created directory, from which thev can be
imported or opened for use in vour project. When vou are readv to output the final movie,
usc the Re-Find Files command to retrieve the original files. For information on using
the Re-Find Files command, see “Replacing Miniatures and Low-Resolution Clips™ on

page -,

Using low-resolution clips to improve performance
You can save disk space and improve editing and previewing performance in Adobe
Prenere by working with low-resolution chps and then redigitizing the clips at a higher

resotution when vou are ready to output the movie.

When working with low-resolution chips, vou should store still images and any titles yvou
create in separate folders from the video and audio dips—vou can work with the stil)
images at their iimal dumensions, and the tites are automatically resized when vou combilc
the movie. Only the video and audio clips will need to be redigitized. For instructions on
creating low-resolution clips, see the tp “Using Low-Resolution Clips to Construct a
Movie” on page 278.
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Before redigitizing, you use the Project Trimmer to create a batch list of the clips in your
project. The batch list includes only those segmients of each source clip that are actually
used in the Construction window, based on the in and out points vou have sct. (For infor-
mation on setting in and out points, see “Trimming Clips” on page 76.) Trimming the
project can significantly decrease the size of your project, depending on how much editing
vou have done on the clips. The Project Trimmer also creates a copy of the project. The
new project uses the trimmed clips that vou will redigitize from the batch list.

You usc the Batch Capture command to redigitize the trimmed clips in the batch list. "To
redigitize clips, the original source clips must have been recorded with timecode when
they were captured. For more information on using Batch Capture, see *Batch Capturing
with Device Controi” on page 241.

To redigitize low-resolution clips at a higher resolution:

1. Make the Project window or Construction window active.

2 Choose Tools > Project Trimmer from the File menu. The Project Trimmer dialog
box appears.

A
3 Sclect Create Trimmed Batch List, and deseiect Copyv Trimmed Source Fifes.

4 To preserve a small number of exira frames (handles) at the beginning and end of cach
trimmed clip, enter the number of seconds vou want to preserve i the Keep Handles area.

Preserving handles is tmportant when creating a batch list for redigitizing because they let
vou make mmor i and out pointadjustments later. You should preserve handles of at least

1 second.

5 Click Create Project. Use the first Save dintog box that appears to name and store the new
o

project. Use the second Save diafoe box to name and store the batch Tist,
6 Open the batch it

The batch list appears in o Batch Capture window. The list includes only those parts of
cach source clip that are actuatly used i1 the Construction window. The new clip names
are appended with numerical extensions, For example, it a project contains three different
segments from a chp named Dancers, the bateh list would include three trimmed clips
named Dancer_i, Dancer_2, and Dancer_3. The new project that was created by the

Project Trimmer will look for these clip names instead of the original ones.



Note: Iftlie project uses two segments from the same source clip, and their in-and out points
overlap, the batch list designates a single dip for those two segments. Similarly, if you specify
handles, and the handles of two segmoents in a clip overlap, the batch list designates a single
clip for those two scgments.

7 Adjust the recording options and settings for digitizing the clips at a larger size or reso-
lution, using the commands in the Batch Capture menu. For more information on these
commands, see “Capturing with Device Control” on page 238.

8 Make sure that your tape deck is connected to vour computer, and click Capture in the
Batch Capture window. You are asked to create a library for batch capture. Create the
library on your fastest hard drive because Adobe Premicre will capture the clips using that
drive. For more information on batch capture, see “Capturing Clips Using a Batch List” on
page 243.

Adobe Premiere saves the clips in the batch list in the directory that contains the library. If
this s the same directory that contains the original clips, you can open the new project that
was created by the Project Trimmer. and the project will automatically use the newly digi-
tized clips. if this is not the directory that contains vour original clips, vou will need to link
the newly digitized clips to the project created by the Project Trimmer using the Re-find

Files command. For more information on using the Re-find Files command, see the next

section, “Replacing Miniatures and Low-Reselution Clips.”

Replacing miniatures and low-resolution clips
The Re-Find Files command 1s used to replace miniature clips with their source clips, or
to replace low-resolution clips with clips that have been redigitized at higher resolution.
For more information, see the preceding sections, “Making Miniatures to Improve Perfor-
mance” and “Using Low-Resolution Chps to Improve Performance.”

To use the Re-Find Files command:

1 Save vour project.

2 Choose Re-Find Files from the Project menw, The Re-Find Files dialog box appears.

3 Use the dialog box to Jocate and seleet the chp indicated at the top of the dialog box.
Ifvouhave placed all of the original clips in the same folder, Adobe Premicre automaticaliv
exchanges the minwature clips i the Proiect window and the Construction window with
the origmal clips in the folder I vou have built vour movie with miniatures from different
direciories, vou will have tofocate cach directory individually. If vou want to skip one clip

and locate the nexi, click Skip in the Re-Find Files dialog box.



USING THE PROJECT WINDOW
Clips imported to a2 project appear in the Project window. Clips in the Project window can
be organized in folders, which helps make large projects more manageable,
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For cach clip, the default Project window displavs the name, a thumbnail, the general type,
and the duration. The window also displavs a Comment box, and two Label boxes.

« The thumbnails vary depending on the tvpe of clip in the Project window. For a movic
or animation chp, the thumbnail displavs i approximation of the first frame of the chip.
For an audio clip, the thumbnail is a sketch of a portion of the audio waveform. For a still
image, the thumbnail displaved is an approximation of the image. If marker 0 is setina
chip, the thumbsatl displavs that frame.

« The chip tvpe Label may be "Movie, “Audio,” "Stll Image,” “Filmstrip,” “Background
Matte,” or "Title”

« The duration of a clip (how long a clip runs) 1s measured in the standard format
approved by the Socicty of Motion Picture and Television Engineers (SMPTE), which is
Hours: Minutes:Seconds: Frames. A ¢lip with a duration of 0:00:05:15 plays for 5 seconds
and 15 framues. At the rate ot 30 frames per second, this clip would play for 5.5 scconds.

For more mformation on sctung the tmecode, see "SMPTE Timecode” on page 284,

« The size of a movie frame orstill-image chp 1s the tmage’s dimensions measured in
pixels; for audio chps, the Project window displavs frequency in kilohertz, sample resolu-

ton, and whether the clip s mono or stereo.
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» The Comment box and two Label boxes to the right of the clip name let vou atiach notes
to a clip. For example, you may want to add information about the contents or quality of
a clip that can’t be represented by the thumbnail. To add a comment or a label, click the
appropriate box and type the text you want associated with the clip. You can use the stan-
dard Windows Cut, Copy, Paste, and Clear commands to edit the text you enter.

Clips are displayed in alphabetical order by name. They can also be alphabetized according
to comments or labels. Grouping or prioritizing your clips with attached notes can make
it easter to keep your project organized.

Changing the Project window display

You can vary how clips appear in the Project window by choosing among four thumbnail
sizes. The default view uses medium thumbnails and displays clips by name, showing the
type of clip and its duration.

To change the Project window display:

1 Make the Project window active, and choosc Project Window Options {rom the
Windows menu or click the right mouse button on the window title bar. The Project
Window Options dialog box appears.

M Sort Hame View by
® Name _' Comment i Labell 7' Label2

Conted Lo and Dga m i1 Taq chp copies
At e the Progect ) .

L] Clip copies in folders —
ot Cancel

t«) Show lcons [ Lancel |

vindowe Chasige won are

2 Tosclectan icon size, click the appropriate button. If vou want to turn ofl the display of
thumbnails so that they appear in the Project window as grav boxes, deselect the Show
Icons check box. Not displaving thumbnails speeds up access time when working in the
Project window.

Note: You can also toggle between viewsawhen the Project window is actove by holding down
the Cerl key and using the Up and Down Arrow kevs to change icon size.

3 To speaiv how the clips in the Project window are sorted alphabeticaliv, click Name,
Comment, Label 1, or Label 2.
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Note: You can also click on a colisnn heading in the Project window (Name, Contnent, Label
1, or Label 2) to sort the clips alphabetically.

4 To automatically identify copies in the Comment field, select the Tag Clip Copies
option. When you copy and paste a clip in the Construction window, the clip is added to
the Project window and identified as a copy in the Comment field.

s To hide copies of clips in a project folder, select the Clip Copies in Folders option. When
vou copy and paste a clip in the Construction window, the clip is added to a new folder
called Clip Copics in the Project window.

Using folders in the Project window

Clips in the Project window can be arranged in folders, just as files are arranged in folders
i the File Manager. Project folders are particularly useful when vou are working with a
complex project that has scenes from many clips. Arranging the clips in a series of folders
makes the project casier to imanage.

To create a folder in the Project window:

1 Make the Project window active.
2 Choose Add Folder from the Project menu. The Folder Name dialog box appears.
3 Type a name and click OK.

To open a Folder window and add clips:

1 Double-click the folder vou want 1o open. The Folder window appears, displaying the
contents of the chosen folder.

2 Dragclips orother folders from the Project or Clip window to the Folder window. If you
add a clip from a Chpwindow, Adobe Premiere creates a new copy of the clip in the {older.

If the Folder window s not open, vou can add a ¢lip to a folder by dragging it over the

folder tcon m the Project wimdow,
To change the display of the Folder window:
1 Open the Folder window.

2 Choosc Folder Window Opuions from the Windows menu or click the right mouse

button on the Folder window title bar. The Folder Window Options dialog box appears.
3 Change the displav of the Folder window i exactly the same manner as for the Project
window by choosing trom four thumbnail sizes. For information on changing the display

of the Project window, see "Changing the Project Window Display™ on page 46.
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Deleting clips and folders from the Project window

You can delete one or more of the clips or folders in the Project window if you don’t want
them in your project. You can also have Adobe Premiere delete all clips in the Project
window that are not currently used in the Construction window. If vou try to delete a clip
that is currently in use in the Construction window, a warning indicates that the clip will
be removed from both the Project and Construction windows.

" To delete a clip or folder from the Project window:
1 Select the clip or folder vou want to delete. Hold down the Ctrl kev to select more than
one clip or foider.

2 Press Delete, or choose Clear or Cut {from the Edit menu. The clip or folder is deleted
from the Project window and the Construction window.

Note: The Backspace key can be used interchangeably with the Delcete key througchout
this guide.

To delete all clips not currently in use:

1 Make the Project window active.

2 Choose Remove Unused {rom the Project menu,

Locating clips in the Project window

You can have Adobe Premicre scarch for clips in the Project window based on their names
or on their attached comments and labels. For example, vou can locate all clips with a
common label, such as Opening Scene.

To locate clips in the Project window:

1 Chck the Project window to make it active.

2 Choose Goto/Search from the Project menu. The Project/Library Scarch dialog
box appears.

3 Sclect which columns in the Project window will be searched: Name, Comment,
Label 1, or Label 2.

4 Tvpe a character string to be used as an identifier in the scarch.

5 Choose one of the following scarch options:

1
« Chick Find to locate and select the first clip in the Project window associated with the
character string identifier; continue cheking Find to locate and select successive clips asso-
clated with the character strine.
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« Click Find All to locate and select all clips in the Project window associated with the
character string identifier. '

6 Click Done when you have completed your search.

USING THE CONSTRUCTION WINDOW

The Construction window displavs all the clips in your movie from left to right, in the
sequence m which they will appear when the movie is played. This window is Adobe
Premiere’s “cutting room,” because it is here that you do the work of assembling clips and
editing the movie.

The Construction window contains a time rulerfor aligning clips, a tools palette for
sclecting and cditing clips, and a variable number of tracks (the default is seven tracks).
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Traversing the Construction window

To traverse the Construction window, use the scroll bar at the bottom of lh_c window.
Press the Home kev to display the beginiring of the assembled movie or the start of the
sclected clip. Press the End kev o display the end of the assembled movic or the end of the

sclected clip,



Using the Construction window pop-up menu
When the Construction window is active, clicking the right mouse button displays a pop-
up menu. The contents of the pop-up menu varies depending on the pointer’s location.

If the pointer is over a video track, the pop-up menu displays video-editing commands. If
the pointer is over an audio track, the pop-up menu displays audio-editing commands. If
the pointer is over a blank area, the pop-up menu displays the Ripple Delete command.
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Changing the number of tracks in the Construction window

The Construction window can contamn up 1o 99 video and 99 audio tracks. You sct the
number of tracks with the Add/Delete Tracks command in the Project menu. You can
specify different numbers of video and audio tracks, but for cach type, vou can have no
fewer than three tracks (the default setting).

¥

Additional video tracks e added as superimpose (S tracks. When video tracks are added
thev are labeled sequentiadiv from 82 to 897, dependimg on the number of tracks added.
Stmilarly, audio tracks are fabeled X2 1o X97. When deleting tracks, Adobe Premiere
removes those with the highest numbers in the Construction window. If vou attempt to
remove a track that has contents, vou will be given a warning and be allowed to cancel the
operation. Deleting tracks cannot be undone.



Viewing tracks

When working with a large number of tracks, you may have to enlarge the Construction
window to sec all of them. If vou can’t enlarge the window, you can scroll through the S
and audio tracks using the scroll bars on the right side of the Construction window. The
arca of the Construction window allocated to video and audio tracks cin be adjusted by
dragging the splitter bar located between the two scroll bars.
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Assembling clips in the Construction window i '

To assemble vour clips in the Construction window, drag the thumbnail of cach of the
clips vou want to use from the Project or Clip window onto a track-in the Construction
window. The clip tvpe must correspond to the track type (for example, vou cannot place
an audio clip on a video track). Adobe Premiere places the clip in the Construction
window when vou release the mouse button.
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A small icon appears in the clip’s information box in the Project window to show that the
clip is in use. The icon is a color wheel for a movie or still-image clip and a waveform for
an audio clip. A linked clip displays both icons.
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You can also add clips to the Construction window by performing an insert edit. An insert
edit lets you set precise cut points and durations for clips as you insert new material. For
information on performing insert editing, see “Performing Insert and Overlay Edits”

on page 91.

To copy multiple clips from the Project window to the Construction window:

1 Chick a clip to select 1t; then hold down the Ctrl kev and click each additional clip vou

want included in the selection,

2 Drag the clips to the Construction window. Clips are placed on a single track in the
prder that they appear in the Project window.,

To copy all clips from the Project window to the Construction window:

1 Choose Select All from the Edit menu.

2 Drag the clips to the Construction window. Clips are placed on a single track in the
order that thev appear in the Project window.,



Using linked clips

If a clip contains both video and audio, it is called a linked clip. When you drdg a linke:
clip to the Construction window, both the video and audio portions of the clip are plac
on their appropriate tracks. For example, if you drag a linked clip onto video track Stz
the audio portion of the clip is placed on audio track X12, provided that the track exis
If a video track does not have a corresponding audio track, you cannot drag a linked ¢
onto the video track.

You can separate inked clips permanently or temporarily. You can place linked audio
video on differently numbered tracks if yvou temporarily release the link. For more inle
mation on cditing finked clips, sce “Separating and Rejoining Linked Clips™ on page 9.

To delete the audio or video portion of a linked clip without affecting the other
component:

1 Click the portion of the clip in the Construction window that you want to delete.

2 Press Delete, or choose Clear from the Edit menu,

Changing the Construction window display

You can display clips in the Construction window using thumbnails, filenames, or botl
You can choosce from four icon sizés for thumbnails. You can also specify which tracks 4 -
displaved in the Constructton window. For example, if you are working exclusively wit
video tracks, vou can choose to turn off the display of audio tracks. By default, all the

tracks appear in the Construction window.

—



To change the Construction window display:

1 With the Construction window active, choose Construction Window Options from the
Windows menu or click the right mouse button on the Construction window title bar. The
Construction Window Options dialog box appears.
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2 Sclect a track format. The Filenane Only track format draws the Construction window
the fastest. The middle option, showing only the first and last frames of clips. also allows
relativelv fast redrawing of the window.

3 To selectan icon size, click the appropriate button. Use the smallest icon size when you
have many tracks to view in the Construction window.

4 Sclect which tracks to displav in the Construction window from the Track Display area.

5 Choosc the frame numbering format used to count {rames in the Construction window
from the Count drop-down ist.

Changing the number of thumbnails in the Construction window

The defautt time unit for the Construction window is 1 second, which means that the
Construction window displays one thumbnail for cach second of a clip. Assigning a larger
vatue to the time unitssuch as 1 minute, displavs fewer thumbnails per clip, but lets you
see more of the Construction window. In general, the more detail vou want to see in a clip,
the smaller the tine unit vou should sclect. For more ol an overview of a chip, select adarger
time unit. As vou become more familiar with the Adobe Premiere program, vou'll have a
better idea of when to use a small time unit and when 1o use a larger one.



To change the time unit for the Construction window:

Drag the time unit selector at the bottom of the Construction window, or use the zoom
tool in the tools palette. You can set the time unit from 1 frame {1/30th sccond for a 30 fps
project) to 2 minutes. For more information on the zoom tool, sce “Using Tools in the
Construction Window” on page 58.
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To view the entire project in the Construction window:

Make the Construction window active, and press the backslash (1) key. The number of
thumbnails shrinks so that the entire project fits in the Construction window, and the time
unit selector at the bottom of the window adjusts accordingly.

Changing the display of audio clips in the Construction window

You can display audio clips in the Construction window with waveforms or with straight
bars. The straight bar approximation appears more quickly than waveforms. Reducing the
time required to redraw the Construction window is especially beneficial when the time

unit is small (one to eight frames).

To change the audio display:
1 Choose Preferences > Audio from the File menu. The Audio Preferences dialog box
appears.

2 Choose the view in which to approximate the audio; or choose All Views or No Views,
3 Click OK.

If the time unit does not match the selected view, the audio clip appears as a straight bar.
For example, if vou choose Medium Views but set the time unit to 4 seconds, the audio
clip appears as a straight bar. If the time unit matches the selected view, the audio clhip

appears as a waveforn.
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Disabling clips in the Construction window

Clips that have been placed in the Construction window can be disabled so that they won
be included when you build a preview or compile a movie. This feature is uscful if you
want to keep several versions of a clip available for previewing or compiling, or if you wan
to disable the audio or video portion of a linked clip. It is also useful if you have many
composited clips on multiple tracks, but vou only want to see how two of the clips interact
In this situation, the disabled clips are not visible and do not take up processing time.

You can toggle the status of a clip between enabled and disabled by selecting the clipin th
Construction window and choosing Enabled from the Clip menu. A disabled clip is
marked with a crosshatched line pattern. You must disable the audio and video portion:
of linked clips separately.

Deleting clips from the Construction window

If you decide that vou don’t want to usc a clip in your project, you can delete it from the
Construction window. Deleting 2 clip from the Construction window does not delete th
clip from the Project window. When you delete a chip, vou can leave an empty space on th.
track where the clip was, or yvou can perform a “ripple” delete, which shifts the contents o

all other tracks over to close the gap left by the deleted clip.

To delete a clip from the Construction window and leave an empty space:
1 Select the clip or clips in the Construction window.

2 Press Delete, or choase Clear from the Edit menu.

To perform a ripple delete:

1 Sclect the clip or clips

2 If vou do notwant a clip on another track to shift over, fock the track. For informatior
on locking tracks, see “Locking Tracks in the Construction Window™ on page 94.

3 Choose Rinple Delete trom the Edit menu, or press Ctel+Delete.



Using tools in the Construction window

The Construction window contains a set of tools for selecting and editing the clips in yonr
movie. Tool icons are displayed in the tools palette, located in the lower-left corner of 1
Construction window. The tools palette initially displays a range select tool under which
resides an extended tools pop-up menu. When vou choose a tool from this menu, it takes
the place of the range select tool in the palette.

N R

— Extended tools pop-up menu

To select a tool, click its icon in the tools palette, or press the tool's corresponding fetter on
the kevboard. After a tool 1s scelected, the pointer changes to the tools icon when posi-
tioned over an appropriate part of the Construction window.

S
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Construction Window Tools

Selection tool (s from keyboard)

This tool selects and moves ¢lips, transitions, and
markers one at a time. ’

{t changes into a stretch pointer when posi-
tioned over the edge of a chip, allowing you to
shorten or lengthen the clip by dragging. For in-
formation on using the selection tco! to change a
clip’s duration, see "Tnmming Clips in the Con-
struction Window " in Chapter 3.

Range select tool (e from keyboard)

This tool drags 10 select multiple items in the
Construction window. When multiple 1tems are
selected, many commands from the Clip and Edit
menus are applied to ail selected items.

Zoom tools (z from keyboard)

These tools perform the same function as the
time unit slider at the totiom of the Construc-
tron windowvy, The zoom-in toc! decreases the tme
unit, the zoom-out too! (rold down the Alt key)
Ingreases the time unit.

This toeol can also dravw a marquee ard hiil the
Construction windovr with the selected viewr The
ume unit s adjusied accordingly For informauon
on how the ume unit value aflects ihe display,
see "Changing the Number of Thumbnads 1n the
Construction Window ™ carlior in this chaper

Stretch tool {w from keyboard)

This tool changes the duration of a ¢ end
adjusis its speed to fit the pew durzuon.
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Hand tocl (h from keyboard)

This too! scrolls the contents of the Construction
window to display different areas of your movie,
Scroll the window by dragging.

Block select tool (b from keyboard)

This toot selecis a segment of equal fength from
all tracks in the Canstruction window, For mare
information, see "Splitting Clips™ and "Working
with Virtual Clips” in Chapter 3.

Track tool (t from keyboard)

This too! selecss all clips on a track, from the first
clip clhicked to the end of the track. To add to a se
lection, hold down the Shift key and click.

Muititrack tool {m from keyboard)

This tool selects all clips in the Construction
window that are placed tc the right of the point
you click, This includes clips that start at an earli-
er ncint on the timeline and extend beyond the,
point you click.

Audio fade tool {v from keyboard)

This 100l creates an automatic audio ¢ross dis-
solve between twa chips. To create the cross dis-
solve, click the Tirst audio clip, then click a sec-
ond audio chp that overlaps the first.



Razor tool (r from keyboard)

This tool cuts a clip into two or more distinct
clips. For mare information, see “Splitting Clips”
in Chapter 3.

in point tool (i from keyboard)

This tool sets in points for movie clips, audio chps,
transitions, and the work area bar. For more infor-
mation, see "Trimming Clips 1n the Construction
Window" in Chapter 3.

Te select the in point tool when the selection tool
is active, hold down the Ctrl and Shifi keys.

Out point tool (o from keyboard)

This tool sets cut paints for movie clips, audio )
clips, transitions, and the waork area bar, For more
informaticn, see “Trimming Chps in the Construc-
tion Window™ in Chapter 3.

To select the out point tool when the selection tool
is active, hold down the Ctrl key

R:ippie edit too! (extended tools pop-up
or p from keyboard)

This too! adjusts the duration of a ¢hip without af-
fecting the duration of other chips on the track.
For more infermation, see “Using the Ripple and
Rolling Edit Tools in the Construction Window " i
Chapter 3.

Rolling edit tool (extended tools pop-up
ory from keyboard)

This tool adjusts the duration of a chp and 1ts
adjacent chp to maintain the onginal combined
duration of the two clips and all subsequent clips
For mare information, see “Using the Ripple and
Rolling Edit Tools in the Construction Window " in
Chapter 3
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Link override tool (extended tools
pop-up or u from keyboard)

This tool lets you move the video or audio port.
of a linked clip independently. For more informa-
tion, see “Separating and Rejoining Linked Clips”
in Chapter 3.

Note: Although the video or audio portion of a
linked clyp can be moved independently when
you use the link override tcol, the audio and video
portions of the clip remain linked when you
release the tooi.

Soft link tool {extended tools pop-up
or | from keyboard)

This tocl creates a soft link between an audio
dlip and a video clip For more information,
see "Separating and Rejoining Linked Clips”
in Chapter 3

Fade scissors tool {(extended tools
pop-up or k from keyboard)

This tool creates two handles next 10 each oth.

in the Fade contral section of an audio or superim-
posed clip. With two handles, you can make
adiustments that sharply increase or decrease
the fading at a point For more information, see
"Mixing Audio Clips™ in Chapter 3 or "Adjusting
the Intensity of Superimposed Clips” in Chapter 7.

Fade adjustment tool (extended tools
pop-up or g from keyboard)

This too! uniformly adjusts a segment in the Fade
contro! section of an zudio or supermiposed clip
For more information, see "Mixing Audio Clips”
in Chapter 3 or "Adjusting the Intensity of Super-
imposed Clips” in Chapter 7,



Using the time ruler

The time ruler at the top of the Construction window reflects the selected time unit. It
displays the current position of the pointer and any place markers that have been set in the
Construction window. From the time ruler, you can also determine the starting and
ending positions of each clip and the duration of the entirc movie,
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The large tick marks on the time ruler represent the current time unit; the small tick

marks represent frames or seconds, depending on the current time unit. As you move the
pointer in the window, a hairline marker moves in the time ruler to indicate the current
polnier position.

You can scroll in the Construction window to move to a location on the time ruler, or you

caty use the Goto/Search command.

To use Goto/Search to move to a specific location on the time ruler:
1 Make the Construction window active, and choose Goto/Scarch from the Project menu.
The Goto Location dialog box appears.

Time: |[INGIENANT | is D0-D8 0000

[ ok ]! cancel ]

3 Click OK.
Note: You can wse colons, sencolons, or periods niterchangeably as separators for a

tine entry.



Arranging clips in the Construction window

Adobe Premiere plays all the clips in the Construction window in order from left to right
The simplest arrangement for a movie is to assemble the clips end-to-end on a single videc
track so that the out point of one clip butts against the in point of the next clip. To create
a movie with less abrupt transitions between clips, vou can place the clips on the A and B
video tracks so that they overlap, and use the T track for transitions. Use the S tracks for
movie clips, still-image clips, or titles you want to superimpose.

You can arrange clips in the rough order in which vou want them to play; then position
them precisely using the Snap to Edges option, the time ruler, or the timecode displayed
in the Info window. You can also use place markers to align clips. For information on place
markers, see “Setting Place Markers for Clip Alignment” on page 72.

When you drag a clip to move it or to change its duration, Adobe Premicere brackets the
edges of the clip with alignment guides. These guides help to align the clip with clips on
other tracks. When vou release the mouse button, the alignment guides disappear.
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To position clips, use one of the following techniques:

« Tosnapaclip to the edge of another clip when vou drag it, use the Snap to Edges option.
This is the default setting for aligning clips in the Construction window. As you drag a clip,
its alignment guides will snap to the edees of clips or transitions on other tracks. This
enables precise edee alignment on all tracks.

To toggle Snap to Edges on and off, choose Construction Window Options from the
Windows menu and select Snap to Edues, or click the snap toolin the upper-left corner of

the Construction window.,



« To make a clip start at a certain time in the movie, align the left edge of the clip with the
desired time on the time ruler, or drag the clip to the desired starting point using the Info
window for reference.
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» To make a clip stop at a certain time, align the right edge of the clip with the ruler mark
for that time. You cannot stretch movie and audio clips beyond their original length.
« To select all clips on a track at once, click the track tool and then chick the first clip you
want included in the sclection. Drag o align the selected track of clips. To add other tracks
to the selection, hold down the Shift key and click.

. Al
Note: You will not be able to alion clips precisely if the time unit you have set is foo large. For
more information on adjusting the time unit, see “Changing the Numbcer of Thunnbnails 1

the Construction Wizidow”™ on page 31,
S

» To include linked clips when sciecuing all clips on a track, choose the muititrack tool and
then click the first tinked clip you want included in the selection. All subsequent clips

(linked and unlinked) are selected. To add to or subtract frony assclection with the multi-

track tool, hold down the Shiftkey and chick.

Deleting empty space between clips

Asvou place clips in the Construction window, vou can quickly delete empty space
between clips o a track. To delete empty space between ¢lips, select the space and choose
Upple Delete from the Edit menu, or press Culs-Delete. Adobe Premiere shifts over all
clips and transitions on any unlocked tracks to close up the space. For information on

locking tracks, see “Locking Tracks in the Construction Window™ on page 94.

USING THE INFO WINDOW

The Info window displavs information about a selected clip, transition, or space. The
imformation varies according to where vou make vour selection:

o 1f vou select a clip in the Construction window, the Info window displavs the name of
the chin, the type of clip, the speed of the ¢lip (if a speed other than the default setting has
been entered). the duration ol the clip, the size of the clip, the fade controf fevels of selected



points in the clip, the starting and ending times of the clip, and the currentlocation of the
pointer. It is sometimes helpful to watch the starting and ending time in the Info window
as you drag to align a clip in the Construction window.
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« If youselect a clip in the Project window, the Info window displays the clip’s name, tvpe,
duration, size, starting and ending poiats, and the current location of the pointer.

« If vouselect a transition in the Construction window, the Info window displavs the tran-
sitlon’s name, duration, starting and ending points, and the current location of the ;
pointer.

+ If you select an empty space in the Construction window, the Info window displavs the
space’s duration and starting and eading times.

« [WaTitle window is active, the Info window displavs information about a selected object,

including its size and position in the window,

To display the Info window:

Choose Info from the Windows menu, or press Curl+8.

|l TR lv]
Cioseup avi 1}
Mowie

Ourahon QODO2 G0 %

160 - 320

[Stating ot GO0 50
{Ending o' 00JQO2 22
fCursce @ 000N pz




USING THE MOVIE ANALYSIS TOOL

The Movic Analysis feature provides detailed information about any Video for Windows
movie, including the file size, number of video and audio tracks, duration, average frame
rate, audio rate, and compression settings.

To analyze a movie:

1 Choose Tools > Movie Analysis from the File menu.

2 Use the standard Open File dialog box to locate the Video for Windows movie. The
Analysis window displays information about the movic.
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Note: You can analvze the clip in the active Clip swindow by clioosing Movic Analysis from the
Clip windows Control menu. Information abour the current clip appears i the Analysis

window

3 To displava graph of the chp's data rate over time, ¢lick the Data Rate button in the

Analvsis window. The Data Rate graph shows vou how smoothly the video clip will play.

o

a To print the contents of the Analvsis window, choose Print Window from the File menu.
To print the Data Rate graph, clicic the Print button in the Data Rate Graph window.

USING FUNCTION KEYS

Adobe Premuiere lets vou assian trequentiv used commands to function keys. Some func-
tion kevs are preassigned in Adobe Premiere. You can add additional assignments or
change the existing ones. You can save vour function kev assignments and load them

whenever vou start up Adobe Premiere.
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To change the function key assignments:
1 Choose Preferences > Function Keys from the File menu. The Function Keys dialog
appears.

2 To remove a function key assignment, sclect the command name next to the function
key name and press the Delete key.

3 To add a function key assignment, click the text box next to the function key name and
choose the command that vou want to assign to that function kev from the menu bar. The
command appears in the text box.

4 To assign commands to a function key plus the Shift key, select the Shift option and
choose the menu command vou want to assign to the function kev.

Using the Shift key allows you to assign a second command to the function kev. To choose
the command on the kevboard, press the Shift key and the function kev. For example, you
could assign the Import > Dircctory command to the F7 kev and the Import > Project
command to Shift+7.

5 To save vour assignments, click Save and specify a filename.

6 To load an existing file of assignments, click Load and select the file. Function key
ssznnmcm files have a.pfl file extension.

Note: You cannot change the assignment ofﬂ ard Shift+F1; thesc keys display the Adobe

Prenvcre He Ip Systen.

PRINTING THE CONTENTS OF WINDOWS

You can print the contents of the Project window, the Construction window, or a movie
clipin the Clip window. Printed windows can be useful as a storvboard of vour project.
To print a paper copy of a window:

1 Chick the Project, Construction, or Clip window to make it active,

2 Choose P'rint Window {rom the File menu. The Print dialog box appears.

3 Chick Setup m the Print diadog to change the printer settings. You can also change the
printer scttings by choosing Print Sctup from the File menu.

4 Click OK.






CHAPTER 3: EDITING

haaake

w his chapter describes the basic techniques used to edit clips and constructa movie

% 4 in Adobe Premiere. This chapter also describes how to generate an Edit Decision
Ko - ) : : . .

ity List (EDL) from the Construction window for online editing of source videotape
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in a post-production studio.

Until recent vears, video editing was strictly linear; the entire program of video, audio, and
special effects segments had to be identified and sequenced in exact order before the final
videotape was made. The editing process in Adobe Premiere 1 nonlinear; vou can insert,
copy, replace, transform, and delete clips at anv time. You can experiment with various
sequences and effects, previewing the changes before compiling vour final movic or
outputting to videotape.

The following editing operations arc presented in this chapter:
Viewing a chip

- . . . - . . . . - . 1
o Setting markers in a clip for prease alignment with other clips and effects in the
Construction window

« Trimming a clip (changing its starting and ending frames)

« Setiing the duration of a stili-image clip

« Splitting a clip into two new clips

« Insecrt editing

» Changing the speed of a clip to achieve motion effects

» Mixing audio clips (smular to mixing audio tracks in a sound studio)
« Moditving clips in other apphications {such as Adobe Photoshop)

» Generating an EDL

Note: More advanced editing techniques involve applying transitions between clips, superim-
posuig chps, and adding ot and special effects o chips. These procedures are presented in

subsequent chapters,



You edit clips in Adobe Premiere using the Clip window, the Construction window, and
the Trimming window. The Clip window is used mainly for viewing clips, setting in points
and out points in clips, and setting markers in clips. The Construction window is used
primarily for arranging clips, splitting clips, inserting clips, layering and compositing
clips, and mixing audio clips. It can also be used to trim clips and to change the speed of
clips. The Trimming window is used to precisely adjust the edit point between two clips in
the Construction window and instantly sec the effect of the adjustment.

Note: A special type of window, called the Controller, is used for previewing an arca in the
Construction window. While previewing with the Controller, you can set markers and make
cuts across tracks in the Construction window. For information on the Controller, see “Using
the Controller” on page 120.

USING THE CLIP WINDOW

By default, Adobe Premiere plays a movie or an audio chip in the Clip window from begin-
nimg to end, as it was originally recorded. You can use the Clip window to change the
starling and ending frames of a clip, to change the duration of a still-image clip, and to set
markers in a clip for aligning with other clips, and for quick navigation.

The Clip window controls are similar for video and audio clips. The frame indicator
displays the current position in the clip. For still images, the Clip window contains a dura-
tion control.
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You can collapse the Clip window and use the Clip window controls to view a video clip
in the Preview window. This is useful when you have several Chip windows open on-
screen. You collapse or expand the video clip using the Collapse Preview button.

=] Clip: Closeup.avi |1 M
kb ERE A Matk b tH
i} o Goto M e

LY

At

Collapse Preview bulton -J

Opening a clip in a Clip window

In most cases, cach ime you open a chp, a new Clip window opens. Consequently, you can
have anv number of Clip windows open at the same time. The Chip window initially
displays the first frame of a movie clip or the waveforms of an audio clip. To reduce the
screen clutter that can oceur if too many windows arc open at once, you can optionally
open a clip inan existing Clip window.

To open a clip in a new Clip window, use one of the following mecthods:

« Double-¢lick the clip’s thumbnail in the Project window or in the Consiruction window.

Note: To open only the audio portios of a linked clip, double-click the audio wavejormn portion
of the thusnbuail tn the Project window.

o Sclect the clip in the Project window or in the Construction window, and choose Open
Clip from the Chp menu,

+ Choose Open from the File menu, and use the Open dialog box to select the clip.

To open a clip in an existing Clip window:

Drag the chp’s thumbnail troms the Project window to the Clip window. The original
clip i the Clip window closes and is replaced by the new one. If the Clip window is
collapsed, drag the thumbnaid over the window’s timecode area to display the clip in the

Preview window.,

Viewing and playing clips in the Clip window

The Clip window controis for viewing video clips and plaving audio clips are almost iden-
tical. Although audio data is stored as a continuous data stream rather than as individual
frames, audio clips are synchronized to the frame rate of the movie. This allows Adob
Premiere to refer to sections of the audio wavetorm as frames in the same way thatitre, .
to the image frames of a video clip.

-



To view or play clips in the Clip window, use one of the following methods:

« To begin playing the clip, click the Play button. To stop playing the clip, click the Stop
button. You can also press the spacebar to start and stop playing a clip.

» To play the clip in reverse, hold down the Alt key as you click the Play button.

« To play the clip between the in and out points, click the Play In/Out button. To play the
clip continuously (loop) between the in and out points, press the Loop button or hold
down the Cerl key as you press the spacebar.

« To go forward or backward one frame at a me, click the Frame Forward or Frame
Backward button, or press the Right Arrow or Left Arrow key. To go forward or backward
five frames at a time, hold down the Shift key while pressing the Right or Left Arrow key.

« To scrub forward or backward through portions of the clip, hold the mouse button
down on the Frame buttons, or hold down the Right or Left Arrow key.

» To fast-forward, press the F key. To rewind, press the R key (movie clips only).

+ To move forward or backward through frames or to jump to another part of the clip,
drag the shder.

« To scrub through the clip frame by frame, click at a point in the Jog control and drag left
or right. You can continue to drag outside the control area if vou don't reicase the mouse.

+ To play the clip forward or backward at a variable speed, Alt+click the Jog control to
change it to the Shuttle control. Drag the Shuttle control to the right ar left; the farther you
‘drag the Shuttle control from the center, the faster the clip plavs. When vou release the
mouse button, the clip stops plaving, and the Shuttle control moves back to the center
position. (The mode of this control can also be set in the General Preferences dialog box
or by choosing Clip Window Options from the Windows menu.)

« To move forward or backward by a specific duration, press the Tab key or click the
current frame indicator to select it; then enter the duration using the SMPTE timecode
format, and press Return,

00:00:00:00 |G
LA00:02:12: JERE

For example, enter +5:03 to move forward five seconds and three frames. Enter —1:23 to
move backward 1 second and 23 {frames. .

+ To change the volume of the linked audio in a video clip, click the speaker icon in

the lower-right corner of the Clip window. The three settings are full volume, half volume,
and off.
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To move to a specific frame, use one of the following methods:

.+ To move to a specific frame, press the Tab key or click the current frame indicator to
select it; then enter the exact frame you want to move to (using the SMPTE timecode
format), and press Return. For example, if you enter 0:00:43:05, the clip advances to the
frame 43 seconds and 5 frames into the clip.

« To move to the beginning of the clip, press the Home key. Press the End key to move to
the end of the clip.

« To change the frame numbering format used to count frames in the Clip window,
choose Clip Window Options in the Windows menu and select a format from the Count
drop-down list.

Resizing the Clip window

You can resize the Clip window by dragging any corner of the window. When you resize a
video clip, the clip’s display snaps to one of several default sizes. To scale the display to
match the size of the Clip window, hold down the Shift key as you drag. To double the
display size, Shift+ciick the clip. \

Viewing the audio waveform in the Clip window

You can choose one of four different views to display the audio waveform in the audio Clip
window: expanded, normal, condensed, and extra condensed. The expanded view shows
the most detail, while the condensed views provide a fonger duration of sound in

the window. You can also enlarge the audio Clip window to make it easicr to find points
and set markers, especially when vou are working with the expanded view of an audio

wavelorm.



To expand or condense the audio waveform in a Clip window:

Click the Waveform control located above the Jog or Shuttle control to toggle between
expanded, normal, condensed, and extra condensed.
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Note: For trinuning audio clips, the audio waveform can be expanded to show increments as
small as 1/600th sccond. For wformation on trimming, sce “Trimming Clips™ on page 76.

To sce more detail in the low amplitude portions of the waveform:

1 Make the Clip window active, and choose Clip Window Options from the Windows
menu.

2 Use the Clip Window Options diatog box o set the Waveform Display aption to
Boosted.

SETTING PLACE MARKERS FOR CLIP ALIGNMENT

Place markers let you mark points in the time ruler and in clips that can be used for align-
ment with other clips and transitions in the Construction window. For example, vou may
want an audio clip to begin fading in at a particular frame in a video clip. By setting place
markers in both chps, vou can drag one marker to another for precise alignment.

Markers work in conjunction with the Snap to Edges option in the Construction window
Options dialog box. When Snap to Edges is selected, a clip in the Construction window
snaps to a marker in the time ruler when it moves within a limited range of the marker.
Similarly, markers in chips located on different tracks snap to each other when brough‘t
within a mited range. , ;
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Using the Snap to Edges option
The Snap tool in the upper-left corner of the Construction window indicates whether the
Snap to Edges option is selected.

r Snap tool
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If you do not want markers to snap directly to the center of cach other, deselect the Snap
to Edges option in the Construction Window Options dialog box. To toggle the option,
click the snap tool; or with the Construction window active, press the Tab key.

Setting place markers in the time ruler

You can sct up to 10 place markers in the time ruler to indicate where clips should begin
or end. You can set markers while previewing a movie or by selecting a point on the
time ruler.

To set a place marker in the time ruler: '

1 Make sure that a clip is not selected; otherwise, the marker will be placed in the selected
chip.

2 Position the hairline m the time ruler at the desired point. (You do not have to drag the
mouse; simply move the mousce until the hairline in the time ruler is positioned at the

desired time.)

3 Hold down the Shift key and pressa number from 0 to 9. A numbered green marker
appears in the time ruler.

4 Dragaclip to the marker to position it at the desired starting or ending time. If the Snap
to Edges option is selected, the left or right edge of the clip will snap to the marker.
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To set a marker in the time ruler from a Controller window:

1 Choose Controller from the Windows menu. The Controller and Preview windows
appear.

2 Use the Controller window controls to locate the movie frame you want to mark. These

controls function the same as those in a Clip window. For more information on the Clip
window controls, see “Using the Clip Window” on page 68.

3 Choose a number from the Mark pop-up menu. A numbered marker for the displayed
frame is set in the time ruler.

4 To set a marker while the preview plays, hold down the Shift key and press a number
from 0 to 9. The marker is set in the time ruler.

To delete a place marker in the time ruler:

1 Position the hairline in the time ruler over the marker you want to delete.

2 Press C. The marker is deleted. Remaining marker numbers are not reordered.

Setting place markers in clips o

You can set up to 1000 place markers in a clip, but only 10 can be numbered. Youican accu-
rately position.markers in an audio clip while the sound is plaving, simplifying the task of

synchronizing audio tracks with video tracks.

Numbered.and unnumbered clip markers appear as blue tags in the Construction window
T . o, -
thumbnails. You can toggle the display of markers on and off with the Show Markers

option in the Constructton Window Options dialog box. T

To set a place marker in a movie or audio clip:

1 In the Clip window, find the frame of the clip or the area of the waveform you want to
mark using anv of the methods described in “Viewing and Playing Clips in the Clip
Window,” on page 69.

2 To set a numbered marker, select a marker number from the Mark pop-up menu.



Adobe Premiere places a bullet next to the number in the Mark pop-up menu to indicate
that the marker is in use, and places the marker with the selected number in the frame or
waveform.

l—- Place marker
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3 To set a numbered place marker while a movie or audio clip is playing, hold down the
Shift key and press the desired number on the keyboard.

4 To set an unnumbered marker, press the equal sign (=) key or plus (+) key. You can sct
unnumbered markers while a movie or audio clip is playing.

To align place markers in the Construction window:
1 Make sure that the Show Markers option is on by choosing Construction Wmdow
Options from the Windows menu.

2 Position the selection tool on the marker you want to align with another marker. The
selection tool turns gray.

3 Begin dragging the marker. As vou drag, an alignment guide appears through the center
of the marker to help you align the markers. If the Snap to Edges option is turned on, the
markers snap to cach other.
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4 When the markers are precisely aligned, release the mouse button.

To delete a place marker from a movie clip:

In the Clip window, position the pointer over the frame containing the marker and press
C or X on the keyboard. Remaining marker numbers are not reordered.

To delete a place marker from an audio clip:
In the Clip window, select the marker in the waveform and press C or X on the keyboard.
Remaining marker numbers are not reordered.

Finding piace markers in clips
You can use the Clip window to find frames that have been marked in a clip.

To find a marker, use one of the following methods:

« Click Goto and select a numbered place marker from the pop-up menu. Bullets indicate
which markers are in usc in the clip.

+ Press a number from 0 to 9 on the keyboard to go to a marker.

Move to the next marker or previous marker by holding down Ctrl and using the Right
or Left Arrow keys. '

TRIMMING CLIPS *

Trimniing refers to adding or subtracting frames to change a clip’s duration. The posmon
bf a clip’s starting frame is called the in point (sometimes referred to as the head), and the
position of the ending frame is called the out point (sometimes referred to as the Iatl'). Clips
can be trimmed in the Clip window, the Construction window, or the Trimming window.
Of these three, the Trimming window offers the most precise control and instant feedback.

Changes you make to the in or out point of a clip affect the way that Adobe Premicre uses
the source clip when building a movie, not the source clip itself on your hard disk.

You cannot make a movie or audio clip longer than the source clip unless you usc the
Speed command to slow down the clip and extend its duration. The shortest duration for
any chp is T frame. The longest duration for any ¢lip is | hour. For more information on
clip duration and speed, see “Setting the Duration of a Clip” on page 86 and “Setting the
Forward or Backward Speed of Clips™ on page 95.

Trimming clips in the Clip window
A clip opens in the Clip window at the frame corresponding to the current in point, The

duration counter shows the duration of the clip from the current in point to the current
out pont.
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Note: You can use the Clip window to set in and out points for a clip before importing it into
a project. This is useful for importing various sections of a single clip as separate clips. For
information on importing clips, sec “Importing and Opening Clips” on page 33.

To change the in and out points in the Clip window:

1 Find the place where you want to set the in point for the clip using one of the methods

described in the section, “Viewing and Playing Clips in the Clip Window,” on page 69.

2 Click the In button or press Shift+1 to set the in point.

For movie clips, the in-point indicator appears in the upper-left corner of the Clip

window. For audio clips, the in-point indicator appears at the corresponding point along
the waveform.

1'— In-point indicator
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3 Find the place where you want to set the out point for the clip, and click the Out button
or press Shift+QO.

For movie clips, Adobe Premicre places the out-point indicator in the upper-right corner
of the window. For audio diips, the out-point indicator is placed at the corresponding

point along the waveform. The duration counter at the bottom of the window shows the
new duration of the clip.
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For movie clips, Adobe Premiere places the out-point indicator in the upper-right corner
of the window. For audio clips, the out-point indicator is placed at the corresponding
point along the waveform. The duration counter at the bottom of the window shows the
new duration of the clip.

Out-point indicator —)

A00:02:28 |l

Note: Changing the inand out points of a movie clip that is linked to an audio clip will affect
both the movie and audio portions of the inked clip.

Setting precise in points for audio clips ,

You can position the in point for an audio clip with a high degree of precision when sound
synchronization is critical. The in points of audio clips can be adjusted in increments as
small as 1/600th.of a second. Because Adobe Premiere synchronizes audio clips to the
frame rate of the movie, vou refer to a section of an audio waveform as a frame. _

To set a precise in point for an audio clip:

1 Zoom in on the audio waveform display by choosing Clip Window Options from the
Windows menu and choosing a new value for Rate. You can set the rate as small as 600 fps.
(Rates of 100 and 600 fps arc intended for setting the in point only; the audio may not play
smoothly at these settings.)

2 Usc the Frame Forward or Frame Backward button, or press the Right Arrow or Left
Arrow key to go forward or backward one frame at a tme.
3 Click the In button or press Shift+] to set the in point.

a4 When you have fimished setting the in point, choose Clip Window Options from the
Windows menu and reset the rate to its original setting of 30 fps. -

Finding the in and out points of a clip

The Clip window can be used to locate the in and out points of a ¢clip. This is done in the
same manner as finding place markers in a clip.

@



To find the in and out points, use one of the following methods:
» Click Goto and choose In or Out from the pop-up menu.

« Press 1 on the keyboard to go to the in point, or press O to go to the out point.

Trimming clips in the Construction window .

Adobe Premiere provides a number of ways to trim clips in the Construction window. You
can use the in point and out point tools or the ripple edit and rolling edit tools, or you can
simply drag the edges of the clip. Using the ripple edit and rolling edit tools is described in
the next section, “Using the Ripple Edit and Rolling Edit Tools in the Construction
Window.”

For better trimuming precision, choose a low time unit in the Construction window. You
can also use edge viewing {described in this section) to view the frames in the Preview
window as you drag the edges of the clip.

When you change the duration of a clip in the Construction window, the Info, Project, and
Clip windows are automatically updated with the new clip duration.

To trim a clip using the in point and out point tools:
1 Select the in point or out point tool in the Construction window by chckmg the tool
icon or pressing 1 or O on the keyboard.

Note: If you click the in point or out point tool once, the tool reverts to the sclection tool after
one use. Double-click the in point or out point tool to usc it repeatedly.

2 Click the in point tool on the left edge of the first frame you want displayed in the movic.

3 Click the out point tool on the right edge of the last frame you want displayed in
the movie.
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To trim a clip by dragging:

1 Position the selection tool on the edge of the clip to be shortened or lengthened. The
sclection tool turns into a stretch pointer.
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A — Stretch pointer
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2 Dragto shorten or lengthen the clip, and release the mouse button when the clip reaches
the desired length.

To trim a clip using the Edge Viewing option:

1 Make sure that the Info and Preview windows are visible on the desktop.

2 Turn on edge viewing by clicking the edge viewing tool in the upper-left corner of the
Construction window. You can also use the Construction Window Options dialog box to
select the EdgeViewing option.
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3 In the Construction window, position the selection tool on the edge of the clip to be
shortened or lengthened. The sclection tool turns into a stretch pointer.
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4 Begin dragging the edge of the clip. As you drag, the frame corresponding to the clip's
adjusted in point or out point is displayed in the Preview window, and the timecode
addresses for the clip’s starting and ending points are displayed in the Info window.
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5 Release the mouse button when you reach the desired in or out point in the clip.

v

Using the ripple edit and rolling edit tools in the Construction window

The rippie edit tool adjusts the duration of one dip on a track while retaining the duration
of all other clips on the track. All chips and transitions on other unlocked tracks that are
placed to the right of the adjustment point are moved along the timeline to mateh the ¢lip
movement on the rippled track. (For information on locking tracks, sce “Locking Tracks
in the Construction Window™ on page 94.) The cffect of the duration change in one clip
adjusts (ripples) the positions of other clips and may change the total duration ol the
movie. Ripple editing is sometimes called film-style editing.

The roliing edit tool adjusts the duration of one clip, but increases or decreases the dura-
tion of the adjacent clip to maintain the original duration of the two-clip sequence and of
the entire track. Rolling editing is sometimes called video-style editing. When performing
a rolling edit, you can use Edge Viewing to sce the edges of the clip and the adjacent clip
in the Preview window. For information on setting up Edge Viewing, sec “Trimming Clips
in the Construction Window™ on page 79.
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To trim a clip using the ripple edit tool:

1 Select the ripple edit tool from the extended tools pop-up menu in the lower-left corner
of the Construction window. '
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You can also access the ripple edit tool by pressing P on the keyboard.

2 Position the mouse pointer on the joint between two clips, and drag to adjust the dura-

tion of the desired clip. The clip’s duration is adjusted without affecting the durations of
the other clips.
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To trim a clip using the rolling edit tool:

1 Sclect the rolling edit tool from the extended tools pop-up menu in the lower-left corner
of the Construction window.
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You can also access the rolling edit tool by pressing Y on the kevboard.
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2 Position the mouse pointer on the joint between two clips, and drag to trim the clip. One
clip’s duration is adjusted, and the other clip’s duration is shortened or lengthened to
offset the adjustment.
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Trimming clips in the Trimming window

If you want to be as precisc as possible when trimming clips, usc thc Trimming window.
The Trimming window lets you add or subtract frames from clips at edit points along the
timetine. While making adjustments, vou can see the exact frame that appears on cach side

of the edit point.
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When trimming a clip this way, the durations of all other clips on the track remain the
same, as if you were performing a ripple edit. All clips on other unlocked tracks that are
placed to the right of the edit point are moved along the timeline to match the clip move-
ment on the rippled track. (For information on locking tracks, see “Locking Tracks in the
Construction Window” on page 94.) You have the option, however, of using the rolling
edit tool in the Trimming window. The rolling edit tool adjusts the duration of one clip,
and increases or decreases the duration of the adjacent clip. Doing so maintains the orig-
inal duration of the two-clip sequence and of the entire track.

While working in the Trimming window, you can return the edit point to its original loca-
tion by clicking the Reset button.

You can change the display of the Trimming window in a vartety of ways. The window can
display up to five frames on cither side of the edit point. You can also set the number of
frames to manipulate with the add/subtract buttons, and how many seconds to preview
around the edit point.

To perform a ripple edit in the Trimming window:

1 Choose Trimming from the Windows menu. The Trimming window appears.

2 Click the Next or Previous button to move the edit line to the point you want'to adjust.
The frames on both sides of the edit point are displaved in the Trimming window. If you
position the edit line on a transition, the last {rame of the clip on track A and the first
frame of the clip on track B are displaved. -

3 To add or subtracta specific number of frames (rom the clip on the left side of the edit
point, click either the + or — button on the left side of the window. To add or subtract

frames from the clip on the right side of the edit point, click either the + or — button on
the right side of the window.

4 ‘1o add or subtract a larger number of frames, drag the Jog control on cither side of the
window. The edit line moves in the direction and distance vou drag.

Alternately, you can add or subtract frames by clicking one of the time displays and typing
a new time value.

5 To preview the new edit, click the Play button.
To perform a rolling edit in the Trimming window: ‘
1 Choose Trimming from the Windows menu. The Trimming window appears.

2 Move the mouse pointer to the joint between the two frames displaved in the window.
The pointer changes to the rolling edit tool.



3 Drag to the left or right to trim the clips. As one clip’s duration is trimmed, the other
clip’s duration is lengthened.

4 To preview the new edit, click the Play button.
To change the Trimming window settings:
1 Make the Project Trimming window active.

2 Choose Trimming Window Options from the Windows menu, or click the right mousc
button on the window title bar. The Trimming Window Options dialog box appears.

3 Select a format for displaying the frames on both sides of the edit point. You can display
the single frame on each side of the edit point, the three frames surrounding the edit point
on cach side, or the five frames surrounding the edit point on cach side.
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4 Specify the large-frame offset (how many frames to move the edit point with the larger
numbered plus and minus buttons). The default number is 5 frames,

5 Specify how many seconds (centered around the edit point) of the clip should play when
vou preview the new edit point.

6 To play previews at the maximum size available in the Trimming window (or
in the Preview window if vou collapse the Trimming window), select Play Preview
at Maximum Size.

7 Click OK.
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Setting the duration of a clip

You can set the duration of any movie clip, still-image clip; or transition while the Clip
window is active or while the clip is selected in the Project, Construction, or Sequence
window.

A new duration setting changes the out point of a clip. Time-based clips (movies and

audio) cannot be lengthened beyond the duration of the original clip unless a sfower speed.
is assigned to the clip using the Speed command in the Clip menu. For more information
on the Speed command, see “Setting the Forward or Backward Speed of Clips” on page 95.

The default duration of still-image clips is 1 second. You can change this default duration
by using the Preferences option in the File menu.

To set the duration for a clip:

1 Select the clip in the Project, Construction, or Sequence window, or open the clip using
one of the methods described in “Using the Clip Window” on page 68.

2 Choose Duration from the Clip menu. If you are setting the duration of a still-image
clip, you can also click the Duration button in the still-image Clip window. The Chp Dura-
tion dialog box appears.

3 Enter a duration for the clip using SMPTE timecode (Hours:Minutes:Seconds:Frames),
and click OK. If you selected multiple clips, the Clip Duration dialog box reappears for
each clip.

To set a default duration for still-image clips:

1 Choose Preferences > Still Image from the File menu. The Still Image dialog box appears.

2 Enter a default duration for all still-image clips, and click OK.

PASTING CLIPS OR CLIP ATTRIBUTES IN THE CONSTRUCTION WINDOW

Adobe Premicre provides the standard Windows editing commands for cutting, copying,
and pasting clips. The program also contains two additional pasting commands: Paste to
Fit and Paste Custom.

The Paste to Fit command pastes a copied or cut clip or transition into a sclected area of
the Construction window, and changes the duration (sets a new out point) of the clip to
fit it into the selected area. This feature is especially useful for replacing a clip in the,
Construction window with another clip of the same duration.
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The Paste Custom command pastes part or all of a clip, or a subset of its attributes (such
as filters, motion settings, fade control, or transparency settings), into a sclected clip or
selected area of the Construction window.

To paste a clip and change its duration to match a selected area:

1 Select a clip in the Project, Clip, or Construction window, and choose Copy from the
Edit menu.

2 Select the area or clip in the Construction window where you want to paste the clip.

3 Choosc Paste to Fit from the Edit menu.

To paste a clip and choose how to affect the contents of the Construction window:

1 Select a clip in the Project, Clip, or Construction window, and choose Copy from the
Edit menu.

2 Click a track or a clip in the Construction window to select a destination for pasting
the clip.

3 Choose Paste Custom from the Edit menu. The Paste Custom Settings dialog box
appears.
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a Click Content 1o seleet a method for pasting a<lip into the Construction window. The
Content options allow vou to adjust the duration of clips in the Construction window to
accommodate the pasted clip, or vice versa. The Paste Custom dialog box displays an
animated representation of the selected paste operation.



5 Choose from the following Content options:

« Normal. Pastes the source (copied) clip onto the destination (paste) area you select. If
the source clip is larger than the destination area, the source clip’s out point is adjusted to
fit the destination area. However, if the source clip is smaller than the destination area, the
unused portion of the destination area remains blank (black).

+ Move Source Out Point. Adjusts the source clip’s out point to fit the destination space.

« Move Destination In Point. Adjusts the destination clip’s in point to accommodate the
duration of the source clip.

« Move Source In Point. Adjusts the source clip’s in point to fit the clip into the destination

space.

« Move Destination Qut Point. Adjusts the destination clip’s out point to accommodate
the duration of the source clip.

» Change Speed. Increases or decreases the source clip’s speed (and, as a consequence, its
duration) to accommodate the destination space. If the destination space is smaller than
the source clip, the speed of the clip increases. If the destination space is larger than the
source clip, the speed decreases. For more information on changing a clip's speed, see
“Setting the Forward or Backward Speed of Clips” on page 95.

« Shift Linked Tracks. Shifts all clips on the track (and linked clips on other tracks) to
accommodate the duration of the source clip (which may initially be smaller or larger than
that of the destination area). : -

™
-

» Shift All Tracks. Shifts clips on all tracks to accommodate the duration of the source clip.
6 Click Paste. -

To paste a clip’s attributes to other clips:

1 Select the clip in the Construction window whose attributes you want to copy, and
choose Copy from the Edit menu.

2 Sclect the dip onto which vou want to paste the attributes.

3 Choose Paste Custom from the Edit menu. The Paste Custom Settings dialog box
appears.

4 Click Settings to select options for pasting the filters, motion settings, fade controls,
or transparency settings from the clip on the Clipboard to the clip selected in the
Construction window.

5 Click Paste.
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SPLITTING CLIPS

This section describes how to use the Construction window to split a single movie or
audio clip into two or more independent clips. It also describes how to split multiple clips
and how to select and move a block of clips.

When you split a clip, you-are actually creating two copies of the clip, and the Project
window is updated to show two clips instead of one. Both clips still point to the entire
source clip. If you split the video or audio portion of a linked clip, both parts of the clip
are affected.

To split a clip at a precise frame, you can first split it at an approximate location and then
use the Trimming window to refine the cut to the exact frame. Although you cannot rejoin
the new clips into one clip, you can restore cither of the split portions to the original clip
by using the Trimming window to adjust the cut point. For information on using the
Trimming window, see “Trimming Clips in the Trimming Window” on pagce 83.

You can lock a track in the Construction window so that clips on the track are not affected
by editing on other tracks. For more information on track locking, sce “Locking Tracks in
the Construction Window” on page 94. '

To split a clip into two clips:

Select the razor tool in the Construction window, and click anywhere on the clip. The clip
splits into two separate clips, and a new clip is added to the Project window. Each clip
reflects its individual duration, with new settings for the in point or out point.
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To split the clips on all unlocked tracks, hold down the Alt key and dlick the razor tool.

For more precision when sphitting a clip, vou can change the time unit i the Construction
window to display more frames, or vou can usce the zoom tool to zoom in on the arca.

Note: Double-click the razor tool (or press Stuft+-R) 1o use the tool for more thai one
operation.
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To copy a block of clips using the block select tool:
1 Select the block select tool in the Construction window, and drag to create an area of
equal width across all tracks.

2 Move the block select tool anywhere inside the selected area and press the Alt key. The
pointer turns into the hand tool.

Note: If you do not use the Alt key with the block sclect tool, the tool functions as a virtual clip
selector. For more information on virtual clips, sec “Working with Virtual Clips” on page 101.
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-3 Drag to copy the selected block of clips to a valid area in the Construction window. A

valid area is an empty area of equal or greater width than the selected block of clips. When
you locate a valid area, all tracks in the Construction window are highlighted.

4 Release the mouse button and the Alt key to place the block of clips in the new location.

The Project window is updated to show any new clips that were created.

Construction Window
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Note: If you include linked clips i your copied selection, the new set of clips will not retain the
original finks.
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PERFORMING INSERT AND OVERLAY EDITS

There are three types of insert edits that you can perform in the Construction window. You
can drag a clip between existing clips in the Construction window. You can split clips at a

, point in the time ruler and insert or overlay a clip. As a third option, you can insert a clip
by setting the work area to a specific location and size and then replacing the frames under
the work area with the same number of frames from the new clip.

When inserting clips, you can lock clips and transitions on other tracks to prevent them
from shifting. Locking tracks is useful, for example, if you want to insert a video clip in
your movie without altering an audio track. For information on locking tracks, see
“Locking Tracks in the Construction Window” on page 94.

Inserting a clip between two clips

You can drag a clip between existihng clips in the Construction window. When you insert a
clip between two clips, the clips and transitions on all unlocked tracks shift right (ripple)
to make room for the new clip. :

To insert a clip between two clips in the Construction window: '

Drag a clip from the Project, Clip, or Construction window to the joint between two clips.
{(From the Project window, you can select multiple clips to insert.) Thejoint appears high-
lighted when the clip is positioned correctly. When vou release the mouse button, the clip
is inserted, and all clips and transitions on unlocked tracks shift to the right to make room
for the new clip.

= . Construction Window

bic :

5| 0000200  ooo00s00 oooosos | MMM
i i AN : D ow
ANk S vy
! i I-‘:._ 1 ' |

v T

|

Before msert

. Construction Window
= 00002 G0 ' 0 00 0400 S 0000500 JEI
. : i} 1 . H
FWLIE D EiET
! i ‘ ] : B, !
v T
I

Alter miser!

91



Inserting or overlaying clips using the edit line

You can insert a clip onto-track A by splitting clips at the edit point in the timeline. You
can insert a clip in onc of two ways: by shifting the contents of all unlocked tracks to the
right of the split to make room for the.new clip, or by overlaying the new clip on the
existing material to the right of the edit point and by the full length of the clip between the
in and out points. When you overlay a clip, depending on the material to the right of the
edit point, you may replace frames from more than one clip;. Wherever the new clip ends,
a new cut point appears.

To insert or overlay a clip using the edit line:

1 Click in the dark gray area above the time ruler to move the edit line to the point in the
Construction window where you want to insert or overlay a clip.
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The Controller window appears, and the frame under the edit line appears in the Preview
window. '

2 To move the edit line to the exact location for the split, drag the playback head in the
Construction window, or use the Controller window to precisely position the edit line. For

information on using the Controller window to position the playback head, see “Using the
Controller™ on page 120,

3 Sclect the clip vou want to insert or overlay from the Project, Librarv, or Sequence
window, or open the clip in a Clip window using one of the methods described in
“Opening a Clip in a Clip Window™ on page 69.
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4 To insert the clip on track A and shift the contents of other tracks, choose Copy to
Construction > Insert at Edit Line from the Edit menu. The clips and transitions on all
unlocked tracks split at the edit point and shift to the right to make room for the inserted
clip. The inserted clip and the new clips created by the split arc also added to the Project
window.
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5 To overlay the clip on track A, replacing the frames to the right of the split, make the'Clip
window active and choose Copy to Construction > Overlay at Edit Line from the Edit
menu. Only the <lip on track A 1s split at the edit point, and the mserted clip replaces
frames to the right of the split. The inserted clip and the new clips created by the sp‘lil are
also added to the Project window.
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Inserting clips to fill the work area

You can insert a clip by setting the work arca bar to a specific location and size and then

replacing the frames under the work arca bar with the same number of trames from the

new clip. The clips on track A are split at the beginning and end of the work arca, and the
new chip fills the space between.
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To insert a clip over frames in the work area:

1 Position the work area bar over the location where you want to insert the clip. For
information on positioning the work area bar, see “Compiling Effects and Transitions”
on page 121.

2 Select the clip you want to insert from the Project, Library, or Sequence window, or open
the clip in a Clip window using one of the methods described in “Opening a Clip in a Clip
Window” on page 69.

3 Choose Copy to Construction > Replace Work Area from the Edit menu. The inserted
clip replaces all frames under the work area bar. The inserted clip and the new clips created
by the split arc also added to the Project window.

LOCKING TRACKS IN THE CONSTRUCTION WINDOW

During some editing procedures, you can lock tracks in the Construction window to
prevent clip movement on other tracks from affecting the clips or transitions on the locked
track. Track locking is particularly useful, for example, if you want to insert a video clip in
your movie without affecting clips on an audio track. Conversely, you may want to edit an
audio clip without affecting clips on a video track. This type of editing is often referred to
as “L” editing.

A locked track is marked by orange and yellow bars across the label.

To lock or unlock a track, usc one of the following methods:

. Hold down the Alt key and click the track label located to the right of the tmcl\.



+ Choose Lock/Unlock Tracks from the Project menu, and click the track name in the
Track Locking dialog box (locked tracks are indicated by a padlock icon).

Construction Window
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SETTING THE FORWARD OR BACKWARD SPEED OF CLIPS

You change a clip’s speed by applyinga rate factor or setting a new duration for the clip in
the Clip Speed dialog box. The default clip speed is 100 percent for both movie and audio
clips. You can set a speed from between —10,000 percent and 10,000 percent. A negative
percentage causes the clip to play backwards. When you change a clip’s speed, the Project
and Info windows reflect the new setting.

Changing the clip speed cffectively reduces or multiplies the number of frames in the orig-
inal clip; this affects the quality of motion in movie clips and the quality of sound in audio
clips, as well as the clip’s duration. For example, setting a movie clip’s speed to 50 percent
(or doubling its duration) creates a slow-motion effect by doubling the number of frames
and extending the clip’s onginal duration; setting its speed to 200 percent (or halving its

duration) doubles the speed of the clip, creating a high-speed effect and halving the clip's

original duration.

Note: I you are working seith 60 ficlds-per-sccond {fps) clips, and vou slow down the clip
speed, make sure that Deinterlace When Speed is Below 10096 1s selected in the Field Options
dialog box, Stnifariy, if vou are workme witl 60-fps clips, and you are reversing the dlij,



direction, make sure that Reverse Field Dominance is selected in the Field Options dialog box.
Setting these field options eliminates possible jerky motion. For more information on working

To set the speed for a movie or audio clip:
1 Select the movie or audio clip from the Project window or the Construction window.

2 Choose Speed from the Clip menu.

3 Enter a rate value from 10,000 percent to 10,000 percent, or enter a new duration In
the SMPTE timecode format.

4 Click OK.

The movie or audio clip is set to the new speed, and the speed value appears next to the
clip type in the Project window. If you selected multiple clips, the Clip Speed dialog box
reappears for each clip.
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CREATING FREEZE-FRAMES FROM VIDEO CLIPS

You can freeze the specific frame i a clip that vou want to hold for the duration of the clip.
Freczing a frame creates the same effect as a still image. You can freeze the clip’s in point,
out point, or marker 0.

To create a freeze-frame:

1 Set the in or out point on the frame on which vou want to {reeze. Alternately, place
marker O at the frame, For information on setting in and out points, sce “Trimming Clips”
3

on page 76. For information on setting place markers, see “Setting Place Markers in Clips’
on page 74.

2 Sclect the clip in the Construction window, and choose Frame Hold from the Clip |
menu. The Frame Hold dialog box appears.

3 Choose In Point, Out Point, or Marker 0 from the pop-up menu,
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4 If you are working with 60-fps video, select Deinterlace to remove any jittering that
freezing a frame could cause. For information on working with fields, sce “Full-Ficld
Processing of Clips” on page 208.

5 Click OK.

BLENDING FRAMES

When the frame rate of a movie is slower than the frame rate at which a clip was captured,
Adobe Premiere reduces the number of frames that it shows when the clip is played. For
example, if a clip was captured at 30 fps but the movie is being played at 10 fps, Adobe
Premicre shows every third frame to achieve a 10 fps rate, which causes the clip to be jerky.

You can blend frames so that the clip plays more smoothly. When you blend frames, Adobe
Premiere interpolates the data in the samipled frames (o smooth the transition between
them rather than just “jumping” from one sampled frame to the next.

Even if the source clip and the movie have the same frame rate, vou can create special
effects by setting an alternate frame rate for the clip and blending frames. For example, if
vour source clip was captured at 30 fps but you set the clip’s rate to 10 fps, Adobe Premi-re
shows cvery third frame to create a halting effect (similar to using the Posterize Time
filter). You can then usc the Frame Blending option to blur the frames.

To biend frames:

1 Select the clip in the Construction window.
2 Choose Frame Hold from the Clip menu. The Frame Hold dialog appears.

3 To set an alternate frame rate for the chip, select Alternate Rate and type a frame rate in
the text box. Adobe Premiere displayvs a new frame at the interval vou specify, which effec-
tively dowers the frame rate of the clip.

4 Sclect the Frame Blending option.

5 Click OK.

SEPARATING AND REJOINING LINKED CLIPS

At times, you may want o separate the linked audio and video portions of a clip in the
Construction window so that the audio can lead the video, or vice versa. You can separate
linked clips by breaking the link completely or by temporarily releasing the link and repo-
sitioning a portion of the clip. ' '



There are two possible types of links between audio clips and video clips in Adebe

Premiere: hard links and soft links. When the linked audio and video clips originate from
the same movie file, they are hard linked, and only one clip appears in the Project window.
A hard link is established before the clip is imported into an Adobe Premiere project. After
a hard link is broken, two separate clips are created. A hard link cannot be reestablished.

A soft link is a link made in the Construction window. You can create a soft link between
any audio clip and any video clip in the Construction window (provided that the clips are
not already part of a hard link). Soft linking provides a way to rejoin clips that were once
hard linked. A soft link behaves just like a hard link, but the linked clips remain as separate
entities in the Project window.

To create a soft link between an audio clip and a video clip:

1 Select an audio or video clip in the Construction window.

2 Choose the soft link tool from the extended tools pop-up menu in the lower-left corner
of the Construction window.
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3 Click the clip that you want to link. If the clip is already part of a hard Eink, vou cannot
mclude it in a softlink. If the dip isalready part of another soft tink, the new soft link will
replace the old soft link.

To temporarily release a link for positioning:

1 Select the link override tool from the extended tools pop-up menu in the lower-left
corner of the Construction window.

e » [ B O[]

2 Select the video or audio portion of the linked clip and drag it to the desired location.

The selected portion will move independently of the linked portion. The link is reestab-
lished when you release the kevs and the mouse button. Small, red triangles appear on the
left edge of the video and audio portions of the linked clip to indicate that the video and

7



audio are now out of sync. Click on either of the triangles to see by how many frames the
video and audio are out of sync. To resynchronize the video and audio, drag to select the
displayed amount.

Note: Links arc also temporarily released when you cut the video or audio portion of a linkce
clip from the Construction window. The link is reestablished when the cut portion is pasted

from the Clipboard back into the Construction window. For information on pasting clips i
the Construction window, see “Pasting Clips or Clip Attributes in the Construction Window’
on page §6.

To break a hard or a soft link:

1 Select the clip in the Construction window.
2 Choose Break Link from the Edit menu.

The audio and video portions become separate clips, allowing you to arrange them indi-
vidually in the Construction window. An unnumbered marker is assigned to the midpoini
of the newly independent audio and video clips. You can synchronize audio and video
clips by aligning the markers in the Construction window. For more information on
aligning clips, sec “Setting Place Markers for Clip Alignment” on page 72.

MIXING AUDIO CLIPS
You can have up to 99 audio tracks playing simultancously in an Adobe Premiere movie.
Layering the audio clips on these tracks is simifar to sound mixing in audio and tefevision

production.

The thumbnails for audio clips show images of audio waveforms. Lach audio track has an
Audio Fade control that lets you adjust the volume, or levels, of the clip. By default, the
Audio Fade controt is initially set to mid-volume, which 1s equivaltent to 0 decibels on the
meter of a tape recorder.

You can also adjust the gain of the entire audio clip while leaving intact any level adjust-

ments that have been made to the clip.



To adjust the levels of an audio clip:

1 Position the pointer on the middle line in the Audio Fade contro] section at the bottom
of an audio track in the Construction window. The pointer changes to the finger pointer.
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2 Click to create a handle (a black dot). You can create as many handles as needed.
3 To delete a handle, drag it out of the Audio Fade control area.

a Drag the handles up or down to define when the audio clip fades in or out.
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A line appears between the handles, indicating whether the audio clip is fading in or out:
an ascending hine shows audio fading m: a descending line shows audio fading out. The
Info window is updated as vou adjust the Audio Fade control.

5 To adjust a segment between two handles uniformly, select the fade adjustment tool in

the extended tools pop-up menu in the lower-right corner of the Construction window,
and drag the segment up or down.
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6 To make a cut in the Audio Fade control, select the fade scissors tool in the extendeu
tools pop-up menu in the lower-left corner of the Construction window, and click in the
Audio Fade control. Doing so creates two handles next to each other. These handles are
useful for making adjustments that sharply increase or decrease the volume for the clip
at a point.

To adjust the gain of an audio clip:

1 Select the audio clip in the Construction window.

2 Choose Gain from the Clip menu.

3 Enter a value from 1 percent to 200 percent.

Previous adjustments made to the Audio Fade ¢ontrol do not change.

Note: You can increasc the gain if vour original recording was recorded too softly. Increasing
the gain of a well-recorded audio clip, however, may cause distortion that is 1ot noticeable
through your computer’s speakers but is noticeable on the playback computer or on videotape.
For the best audio results, you should adjust the levels of the recording before digitizing it

WORKING WITH VIRTUAL CLIPS

Adobe Premiere allows you to treat any segment of tracks along the time ruler as an inde- -
pendent clip, called a virtual clip. A virtual clip is a link to all clips in a sclected segment of
the Construction window. With virtual clips vou can do such things as mix the A and B
video sources with a transition and then apply motion settings to the mix, or use the mix

as a source in another transition. Any changes vou make to the source clips of a virtual clip
affect the virtual clip.

Creating a virtual clip 1s similar to creating an independent block of clips. Once you create
avirtual clip, it is treated ke an ordinary clip. It can be placed on anv video or audio track
in the Construction window, and it can be moved, copied, and pasted like any other clip.
You can also apply motion settings and filters to a virtual clip.

A virtual clip can be used as a source ¢lip in another virtual clip. Adobe Premiere allows
an original clip 1o be used in up 1o 16 levels of virtual clips. The default depth setting 1s
cight levels. Processing virtual clips with many levels requires a great deal of processing
time and memory., [f you are running out of memory when you compile virtual clips
(vou'li see orange and black bars in the Preview window or Clip window), you should limit
the maximum depth of virtual clips. You can change the maximum depth by choosing

Preferences = Virtual Clips from the File menu and sclecting a new depth,



Adobe Premiere uses a feature called safe layers that affects the way the track selector works
when virtual clips are included on a track. To preserve virtual clips as they were originally
created, the track selector includes all tracks that contain source clips for the virtual clips
on the selected track. When the selected track is moved in the Construction window, all
other tracks associated with the virtual clips are moved accordingly. In this way, the virtual
clips are preserved. Safe layers is the default mode for working with tracks. The option can
be turned off by deselecting the Maintain Virtual Clip Source Areas option in the General
Preferences dialog box. ’

For illustrated examples of how to use virtual clips, see “Using Virtual Clips to Nest Tran-
sitions” on page 264 and “Creating a 360-Degree Presentation” on page 266.

Creating virtual clips

For creating virtual clips, it is recommended that you designate an area of your Construc-
tion window that is outside the time ruler of vour actual movie, preferably before the
beginning of the movie. This will minimize confusion over safe layers and ensure that you
don’t inadvertently make changes to the source clips of vour virtual clips as you edit
your movie.

e

To create a virtual clip:

k4

1 Select the block select tool by clicking its icon in the Construction window or by
pressing B on the kevboard.

2 Drag to create ablock that encompasses all tracks across the desired’segment of «
the time ruler. ,

3 Move the block select tool anvwhere inside the block. The pointer turns into the virtual
clip pointer.
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4 Click inside the block and drag to the desired location in the Construction window.
A valid location for the clip is indicated by a solid black box the size of the clip.

5 Place the virtual clip at the desired location by releasing the mouse button.
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Note: You can create a virtual clip of ondy the video tracks or the audio tracks by holdnig down
the Alt and Shift keys while clicking inside either the video or the audio portion of the block
sclection. . : -

To determine the origin of a virtual clip:

Select the virtual ciip in the Construction window and choose Find Clip from the Clip
menu, or double-click the virtual chip in the Construction window. A block arca showing
the boundaries of the original selection appears in the Construction window.

Viewing virtual clips

You can view a virtual chip in the Construction window by name or by icon. The name
view includes the starting and ending poinis of the virtual clip’s origin in the Construction
window. It icon view, the thumbnails show a compiled version of the clip. These may take
considerable time to generate, especially if there are virtual clips within virtual clips. For
faster redisplaving of the Construction window, the default view of virtual clips is set to
viewing by name.

To display virtual clip thumbnails in the Construction window:
1 Choosc Preferences = Virtual Clips from the File menu. The Virtual Clip Preferences

diatog box appears.

2 Desclect the option for viewing virtual clips by name onlv.



Applying filters to virtual clips _
It can take considerable time for Adobe Premiere to preview, compile, or even generate
icons for virtual clips if they include the use of many filtered clips.

To set options for applying filters to virtual clips:
1 Choose Preferences > Virtual Clips from the File menu. The Virtual Clip Preferences
dialog box appears.

2 Choose one of the following options for controlling how video filters are applied to
virtual clips:

» Never leaves out any of the source clip’s filters when compiling virtual clips.
+ Always includes all filters when compiling both the thumbnails and the final movie.

« Larger than Icons applies filters only when the final movie is compiled. This option
improves performance when thumbnails are being generated in the Construction
window.

CREATING BACKGROUND COLOR MATTES

Adobe Premiere lets you create a full-frame matte of solid color that vou can use as you
would a clip. This feature 1s useful, for example, if you want to superimpose titles over a
solid-colored background. It is also uscful when vou want to fade to black in vour movie.

To add a background matte:

1 Choose Add Color Matte from the Project menu. The color picker appears.

2 Select a color for the matte using the color picker, and click OK. The Color Matte dialog
box appears. For information on using the color picker, sce “Using the Premiere Color
Picker"on page 141.

3 Lnter a name and duration for the new matte, and click OK. The matte appears as a
Background Matte clip in the Project window, listed alphabetically under its assigned

Ianie.

4 Drag the matte {rom the Project window to a video track in the Construction window.
You can lengthen the matte’s plaving time by dragging either edge of the matie. If vou want
to reuse the matte later, use the Library feature to store the matte.

EDITING CLIPS IN OTHER APPLICATIONS

This section discusses how to export clips and edit them in other graphics applications.
For example, vou can export a clip to Adobe Photoshop, modify the dip, and then reopen
the file in Adobe Premiere.



Exporting clips for editing in other applications

You can export a frame of a clip as abitmapped file and modify the file in an image-editing
application, such as Adobe Photoshop. You can export an audio clip as a waveform file and
modify it in a sound-cditing application, such as Turtle Beach’s Wave Tools™ for Windows
or Microsoft Windows WaveEdit,

You can use the Make Movic command to compile a movie clip as a Filmstrip format file
or as a sequence of numbered bitmapped, TIFF, or Targa files for editing in Adobe Photo-
shop. In this manner, vou can create ilmstrips or numbered sequences from all or part of
the Construction window. You can aiso compile a movie clip as an FLC/FLI format file for
editing in an animation program, such as Autodesk~ Animator Pro. For more information
on using the Make Movie command, see “Compiling a Movie” on page 203.

To export a frame as a bitmapped file:
1 From the Clip window, select the single frame’you want to save as a bitmapped image.

2 Choosc Export > Frame as Bitmap from the File menuw. The Export Frame dialog box

appears.

Al

3 Type a name for the file and click OK,

To export a clip as an animation file:
1 From the Clip window, select only the frames vou want to include in the animation file
by setting the in and out points in the clip.

2 Choose Export > FLC/FLI from the File menu. The FLC/FLI File Export dialog box
appears.

3 Choose a frame rate between | fps and 30 fps from the Rate drop-down list at the
bottom of the dialog box.

a Specity the image dimensions {or the animation file. To keep the clip's aspect ratio, sclecl
the Keep Aspect option.

5 Type a name for the file, and click OK.



Exporting clips for editing in other applications

You can export a frame of a clip as a bitmapped file and modify the file in an image-editing
application, such as Adobe Photoshop. You can export an audio clip as a waveform file and
modify it in a sound-editing application, such as Turtle Beach’s Wave Tools® for Windows
or Microsoft Windows WavcEdit.

You can use the Make Movic command to compile a movie clip as a Filmstrip format file
or as a sequence of numbered bitmapped, TIFF or Targa files for editing in Adobe Photo-
shop. In this manner, you can create filmstrips or numbered sequences from all or part of
the Construction window. You can also compile a movie clip as an FLC/FLI format file for
editing in an animation program, such as Autodesk: Animator Pro. For morc information
on using the Make Movie command, see “Compiling a Movie” on page 203.

To export a framc as a bitmapped file:

1 From the Clip window, select the single frame you want to save as a bitmapped image.

2 Choosc Export » Frame as Bitmap from the File menu. The Export Frame dialog box

appears.

1

3 Tvpe a name for the file and click OK.

To export a clip as an animation file:
1 From the Clip window, sctect onty the frames vou want to include in the animation file

by setting the in and out points in the clip.

2 Choosc Export > FLC/FLI from the File menu. The FLC/FLI File Export dialog box
appears.

3 Choosc a frame rate between 1 {ps and 30 {ps from the Rate drop-down hist at the

bottom of the dialog box.

4 Specify the image dimensions for the animation file. To keep the clip’s aspect ratio, select

the Keep Aspect option.

s Typea name for the file, and click OK.
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To export an audio clip to a waveform file:
1 Open the audio clip you want to export to a waveform file.

2 Choose Export > Waveform File from the File menu. The Export-Waveform File dialog
box appears.

3 Choose the desired options for audio rate and audio format, and click OK.

Modifying filmstrips in Adobe Photoshop

You can open a Filmstrip format file in Adobe Photoshop for editing. The filmstrip

is a single file that contains all of the frames of the original movie clip. If your original
clip was recorded with its timecode and a reel name, this information will be preserved in
the filmstrip.

After saving the edited filmstrip in Adobe Photoshop, vou can use the filmstrip asa clip in
any Adobe Premicre project. You can also use Adobe Premiere to create a Video for
Windows or QuickTime movie of the edited filmstrip.

To modify a filmstrip in Adobe Photoshop:

1 Open Adobe Photoshop, and choose Open from the File menu.

The filmstrip opens as a series of frames in a columin, with each frame labeled by number
and timecode. The number of frames displaved depends on the duration of the clip and
the frame rate you selected when vou created the filmstrip.

1



2 Make the desired modifications to the filmstrip.
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When editing a filmstrip in Adobe Photoshop, use the following guidelines for best results:
« Channels 1 through 4 (RGB and alpha} can be freely edited.
» Do not resize or crop the filmstrip.

« Drawing on the grav lines dividing the frames of the filmstrip does not affect the file’s
structure,

3 Asdesired, cut, copy, move, and paste selections using the Adobe Photoshop editing
features. To align selections from frame to frame, use the arrow keys and the Shift, Alt, and
Ctrl keys in conjunction with Adobe Photoshop’s normal keystroke operations as follows:

« To cutasclection and move itto the same position within an adjacent frame, hold down
the Shift key and press the Up Arrow or Down Arrow keys.

« To copy a sclection and move it to the same position within an adjacent frame, hold
down the Alt+Shift kevs and press the Up Arrow or Down Arrow keys.

+ To move onlyv a selection border to the same position within an adjacent frame, hold
down the Ctrl+Al kevs and press the Up Arrow or Down Arrow keys.



4 View the filmstrip as a simulated movie clip and preview your modifications by holding
down the Shift key and pressing the Page Up or Page Down keys to display the frames in
sequence. For the best results, resize the window to slightly larger than a single filmstrip
frame.

5 Save your modifications using the Save or Save As command, saving the file in the Film-
strip file format.

Note: Only images that were exported from Adobe Premiere in the Filmstrip file format can
be saved or exported in the Filmstrip file format from Adobe Photoshop.

6 Import the filmstrip into an Adobe Premiere project using the Import command
from the File menu, or open the file in a Clip window using the Open command
from the File menu.

To create a Video for Windows or QuickTime movie from a filmstrip:

1 Import the filmstrip into an Adobe Premicere project.
2 Drag the filmstrip clip to a portion of the Construction window.

3 Compile the filmstrip into a Video for Windows or QuickTime movie by using the Make
Movie command. For information on compiling movies, see “Compiling a Movie” on
page 203.

GENERATING AN EDIT DECISION LIST
This section describes how to generate an Edit Decision List (EDL) from the Construction

window for online editing ol source videotape in a post-production studio.

About online and off-line editing

Adobe Premiere can be used for both online and off-line editing of digital video. Tradition-
ally, online editing has meant working with original (source) videotapes to produce a
master tape for broadcast or distribution. This requires the use of high-end video equip-
ment that ts usually found only in high-cost editing suites. With digital video, online
editing is essentially editing for final finished output. If vou are using Adobe Premiere to
create a Video for Windows or QuickTime movie or to output a movie to videotape, then
vou are performing online editing.

Off-hne editing has traditionally meant working with copics of original tapes and low-cost
equipment to make editing decisions. The editing decistons are recorded in an EDL. The
EDL contains a list of all of the clips, transitions, and special effects in the movie. It is used
to assemble a new movie (master) from the source tapes in an online editing suite. Off-

line editing aliows vou to use expensive online editing time more efficiently.



With Adobe Premicre, you have the ability to create machine-readable EDLs from your
digitized source video. Unlike many off-line systems, Adobe Premicre shows you what a
transition effect will look like. Also, you don’t have to watch the off-line edit from begin-
ning to end. Adobe Premiere allows you to preview any part you need to sec. -

Exporting an EDL .

You can export EDLs from Adobe Premiere to many different formats, including the CMX
3400, CMX 3600, Grass Valley, Sony BVE, and any additional third-party plug-in
modules. When you create an EDL in Adobe Premiere, the visual editing decisions you
make in the Construction window are recorded in the EDL in text format. Once you have
exported the editing decisions to any of the EDL formats, you can view and print the EDL
by opening it in Adobe Premiere or in any word processor that supports a monospaced
font (such as Courier), or output the EDL to a format that can be read directly by the
editing system.

Note: If you plan to export your EDL 10 the CMX or Grass Valley forinat, I/lzc'_;'i."c must be

writtent to an appropriately formatted floppy disk. Products such as EDL Access™ (included
with Adobe Prentiere) create CMX-compatible and Grass Valley-compatible file format ..
diskcites on the PC.

If you intend to create videotapes from an EDL, it is important to work closcly with a post-
production housc to achieve the best possible results. In general, Adobe Premicre provides
many special effects that are unavailable on traditional editing systems. Your post-produc-
tion editor can suggest alternate cffects to use before assembling the final movie.

Note: To avoid confusion when working with EDLs, you should use a time basc 0f 29.97 fps in
the Construciion and Clip windows. If you set a time base of 30 fps, Adobe Premiere counts
video frames in truc 1/30ths of a second. Because all NTSC video is 29.97 fps, the timecode
displayed in the Clip window may not match cxactly with the visual timecode that is super-
imposed on the video image (the window dub). When an EDL 1s generated, however, Adobe
Premicre makes the necessary adjustments so that the timecode burned into the source
video maiches the timecode nnthe EDL

To export a project toan EDL:

1 Make sure that all the clips in vour Construction window have been assigned a timecode
(either assigned at the time they were captured or entered by using the Timcecode
command in the Clip menu). If vou do not set the timecade for a clip, Adobe Premiere
assumes a siarting time of 00:00:00:00. For more information on setting the timecode, sce
“Setting the Timecode for Clips™ on page 116.

Mo



2 Choose Export from the File menu and the desired EDL format from the submenu.
The Save EDL dialog box appears.

For most EDLs, you can enter the following options for the recording reel:

» Title for This EDL. Enter the title you want displayed in the header section of the EDL.
« Start Time Code. Enter the time at which you want recording to start on the record recl.

» Frame Rate. Determine the frame rate by the time base set in the Time Base Settings
dialog box. The default frame rate is nondrop-frame timecode; select the Drop Frame
option if you want drop-frame timecode.

« Audio Processing. See “Audio in the EDL” on page 114 for information on the audio
export options.

« Level Notes. Choose an option from the drop-down list to include comments in your
EDL pertaining to audio levels and superimpositions.

« Create B-roll/B-roll in Separate File. Create a transition in an EDL onlv if the clips are
on different video source reels. The Construction window may contain edits across a
single source reel. For example, there maybe a dissolve from a clip on Reel 1 to another
clip from Recl 1. These B-roll options allow you Lo generate a separate list of such
conflicting edits. This list, called a B-roll conform list, is used by the post- p[OdUCthI’]
facility to make an additional source reel of clips used in transitions.

3 Click Wipe-Codes to bring up Adobe Premiere’s Wipe Code Editor, and assign the wipe
patterns to the codes used by vour post-production facility, For morce information, sec
“Transitions, Special Effects, and Superimposed Clips in the EDL” on page 112.

a Click OK to close the Save EDL dialog box.

5 Type a name for the EDL and click OK. The EDL is generated and appears in a text
window.

//



Components of the EDL

While shght differences exist among different EDLs, most contain eight primary columns
and two auxiliary columns.
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Header. At the top of every EDL is the name of the list and the timecode in which the
record was created (drop frame or nondrop frame).

» Event Number. The event number is an identifving counter, beginning at 1. An event
rCpresents a smglc edit. The event number can be important in the re-editing process,
because it calls an mdividual event. Certain events mav use more than once line of the EDL.
Unnumbered lines accompanying events are calied notes or connments.

Source Reel 1. The source reel 1D is the name or number of the videotape containing
the clip.

Edit Mode. The edit mode indicates whether the edits take place on the video track only

(V). the audio track only (A), ora combination of both the video and the audio tracks (B).



» Transition Type. The transition type describes the type of edit: C represents a cut,
W represents a wipe, K represents a key (superimposed), and D represents a dissolve.

» Source In and Source Out. The first two columns of the timecode are the source in and
source out points. They describe the timecode of the first frame and the last frame of the
clip as it appears on the source videotape.

« Record In and Record Out. The last two columns of the timecode represent the time at
which the source clip is to be recorded on the master tape.

Transitions, special effects, and superimposed clips in the EDL

A standard EDL recognizes only the cut, the dissolve, and some wipe transitions. The EDL
modules available in Adobe Premiere attempt to translate the edits from your project to

the standard EDL format. For example, the Adobe Premiere effect named Cross Dissolve is
interpreted as a “dissolve” transition by the standard EDL. Although many of the Adobe

Premiere transitions cannot be adequately described in the EDL, the name of the Adobe

Premiere effect is listed in a comment line in the EDL.

Adobe Premiere’s filters and motion settings are completely ignored in a standard EDL.
Superimposed clips are described as keys. The only transition permitted under a kevisa
Cut; other transitions under keys are removed from the EDL.

Many Adobe Premiere transitions correspond closely to wipe patterns that can be
produced by a video switcher. Transitions that do not correspond to wipe patterns are
Sinterpreted as dissolves, The following list describes how Adobe Premicre transitions are
imterpreted by a standard EDL:

+ The following transitions are interpreted as EDL Dissolves: Additive Dissolve, Channel
Map, Cross Dissolve, Cross Stretch, Cross Zoom, Curtain, Displace, Dither Dissolve, Fold
Up, Funnel, Image Mask, Luminance Map, Non-Additive Dissolve, Paint Splatter,
Random Blocks, Random Invert, Slash Slide, Texturize, and Three-D.,

+ The following transitions are interpreted as EDL BarnDoor Wipes: Band Slide, Band
Wipc, Barn Doors, Doors, Sliding Bands, Spin Away, and Split.

« The following transitions are interpreted as EDL Box Wipes: Iris Cross, Iris Diamond,
[ris Point, Irts Shapes, iris Square, Iris Star, Multi-spin, Spiral Boxes, Swirl, Tumble Away,
Zoom, Zoom Boxes, and Zoom Trails.

« The foltowing transitions are interpreted as EDL Curele Wipes: Clock Wipe, Iris Round,
and Peel Back.

« The following transitions are interpreted as EDL Cross Split Wipes: Center Merge,
Center Peel, and Center Split.



« The following transitions are interpreted as EDL Diagonal Wipes: Page Pecl, Page Turn
and Radial Wipe.

» The following transitions are interpreted as EDL Diagonal Wipes: Blocks, Checker-
board, Wedge Wipe, and Zig-Zag.

+ The following transitions are interpreted as EDL Wipes: Cube Spin, Pinwheel, Push,
Random Wipe, Roll Away, Shide, Sliding boxes, Stretch, Swing In, Swing Out, and Wipe.

+ The following transitions are interpreted as EDL Horizontal Split Wipes: Stretch Over
and Venetian Blind.

« The Inset transition is interpreted as an Inset Wipe.
« The Spin transition is interpreted as an EDL Vertical Split Wipe.

Video switchers interpret wipe patterns as codes. You can map the wipe patterns in the
EDL to the wipe pattern codes used by your post-production facility using Adobe
Premiere’s Wipe Code Editor. Consult with vour post-production facility to,deterniine
which wipe codes are used by therr switchers. You can save EDL wipe code settings and
load them when needed. \

ks
To assign wipe codes: ,
1 Choose Export from the File mcﬁu, and choose the desired EDL format from the
submenu.

2 Ciick Wipe Codes. The EDL Wipe Codes dialog box appears.

D Crazz Lo sobve: 1w:]0(m vt sl solt vnge :

- CTahe oo i — “Honzomtal sol
e . - [woos | 5

DWUUO Vertie 3l wape nom | 'IWUIU T honzotiabiverical’
the izt edge o spild vepe

[wort | B wips out i

w001 Honzonlal vap?

[

the cenler

1]
homy s 10p edas
i
)

[wo02 etz al winee o

the ikt £gqs

Invg el ez hican the

——— Hanzantal vape ¢ |
i woai wam the potio 1 _ I uppet et

WOl 2 E:n:ulalA w-pv:flc-rn
l ] the center
w013

Ciaaenal wie kors . | R l et e Mo 1t
L IHES = v WG4
e uppet et i soper naht
wios | Disannzaoe moa : i WOl Insat wipe Harm e
i ] e gt ot N | et nght
WooG | Dransndt e b o fwol6 Ingetl waps o e
Hee owver qighi H ez fell

"

fwoo7 :[tn:: ‘l:“ it |m HIA
| R e oy e

i Load... Il Save... ! IQelault:j r (114 Ii Cance! {




3 Click the wipe icons to see the wipe transitions animated.

1

a Enter the correct wipe codes for the wipe transitions that are used by your video
switcher.

5 Load or save EDL Wipe Code settings using the Load or Save button at the bottom
of the dialog box.

6 Click OK to apply the wipe codes to the EDL.

Audio in the EDL

Because Adobe Premiere works with Video for Windows and QuickTime movies, it
controls sound in a way that differs significantly from traditional editing systems. Tradi-
tional tape-based editing systems are designed to record from (and to) one or more audio
tracks on the videotape, or onto a separate audio tape recorder.

Adobe Premiere provides up to 99 audio tracks in the Construction window for placement
of audio clips; however, both Video for Windows and QuickTime mix the audio tracks,
creating a single track that can contain more than one channel (such as left and right). In
Adobe Premicre, mixing of audio tracks is controlled by the fade controls that accompany
each audio track. The standard EDL has no way to mix sound, except for the mixing that
occurs when one audio source dissolves into another audio source.

To take advantage of multiple audio tracks on videotape, you can define which audio
tracks from Adobe Premiere are mapped to'the available tracks in the editing svstem.

To map audio tracks in the EDL:

1 Choose Audio Mapping {from the Project menu. The EDL Audio Mapping dialog box
appears.

2 Assign audio track A, audio track B, and the rest of the audio tracks to their EDL
destimation.

3 Click OK.

Adobe Premicere provides three output options for EDLs that affect how audio edits are
added to an EDL. Consult vour post-production house for a recommendation on which
option to use.



Audio Follows Video option

The Audio Follows Video option causes the audio and video to be edited simultancously,
according to the cdits made on the video track: where the video cuts, the linked audio clip
cuts; where the video fades, the linked audio fades; and so on. With this option, the audio
fade controls are ignored and any audio that is not linked to a video clip in the Construc-
tion window is dropped.’

Audio Separately option

The Audio Scparately option interleaves the audio and video tracks as separate edits
within the EDL. For these options, the following rules govern the way that Adobe Premicre
translates sound edits into a format that the EDL can interpret:

« If aclip on track A completely overlaps a clip on track B (it has the same or an carlier in
point and the same or a later out point), only the clip on track A 1s considered.

Note: A fade point of 0t any clip effectively splits the clip at that point so that the clip is
treated as two clips by the EDL. ' "

:

« Ifaclipontrack A and adip on track B overlap, a transition is created in the overlapping
arca so that the starting clip fades in to the ending clip.

- Clips on S tracks are considered only when neither track A nor track B contains clips;

otherwise, they are ignored.

Once this single “track” has been created, the EDL interprets fade points in the

following way:

+ A fade point of 0 in anv nontransition arca creates a fade between 0 at that pointand 100
at the next nearest point specified in the clip, regardless of the actual value that was spec-
ified for the nonzero pont, All other nonzero fade points are ignored.

» Fade pointsinany transition arcas (that is, arcas of clips on tracks A and B that overlap)

arc ignored.

Audio at End option
The Audio at End option places all the sound edits together at the end of the EDL,
tollowing the audio translation rules used with the Audio Separately option.



SETTING THE TIMECODE FOR CLIPS

You can assign the timecode for the starting point of a clip when the clip 1s digitized, or by
using the Timecode command in the Clip menu. If you do not set the timecode for a clip,
Adobe Premiere assumes a starting time of 00:00:00:00. For instructions on assigning the
timecode while capturing video, see “Capturing Timecode™ on page 245. For information
on adjusting the timecode to match a window dub, see “Calibrating Timecode”

on page 245.

To set the timecode for a clip:

1 Select a chip in the Clip, Project, or Construction window.

2 Choosc Timecode from the Clip menu. The Clip Timecode dialog box appears.
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3 Enter the following information for setting the timecode:

« Timecode. Enter the new starting time for the chp in SMPTE format. The current
SMPTE timecode address for the starting timie of the clip is displaved at the top of the
dintog box.

« Frame Rate. Choose the frame rate at which vou want the clip exported. (Frame rates

of 24 fps or 25 fps do not suppaort drop-frame timecode.)

« Format. Choose drop-frame or nondrop-frame timecode. For more information on
timecode, see "SMPTE Timecode™ on page 284.

+ Set Timecode At This option is available only when setting the timecode from the Clip
window. Choose File Beginning to assign the entered timecode address to the first frame
in the source dlip (the default setting). Choose Current Frame to assign the timecode
address to the currently displaved frame in the Clip window.



» Reel Name/Description. Enter the reel name of the source tape on which the clip is
located. Enter a description of the clip, if desired. Note that the number of characters you
can enter in this field may be limited by the selected export module.

« Revert to Original. Clicking this option causes the clip to revert to its original timecode
and name settings. Ifa clip is used more than once in a movie, this option affects all copies

of the chip.

4 Click OK. If you sclected multiple clips, the dialog box reappears for cach clip.
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CHAPTER 4: PREVIEWING A MOVIE

3 his chapter describes how to preview a project and how to sct preview options.
| Previewing is a quick way to play part of a movie or an entire movie without hav-

ing to compile the entire contents of the Construction window into a Video for
Windows or QuickTime movie, which can take a substantial amount of time.

There are two types of previews: compiled and uncompiled. Compiled previews require
processing time, but they give you an accurate preview of transitions and effects. Uncom-
piled previews don’t require processing time but they may not provide adequate detail or
accuracy. Adobe Premiere lets you mix these previewing modes. You can compile selected
effects and transitions and preview both the compiled and uncompiled scctions using the
Controller.

It's important to note that previews can be compiled differently than the futal movie. Pre-
view processing is faster when the frame rate 1s low and the frame size is small. However,
many users choose to process previews using the final movice settings for size andframe
rate. This saves processing time when the final movie is made because Adobe Premicere
uses the previewed segments, saved as Preview files, when it compiles the final movie. For
morce information on previewing options, see “Setting Preview Processing Options” on
page 125,

Previews normally play in the Preview window. You can also use the Print to Video com-
mand to view previews on an NTSC (National Television Standards Committee), PAL
(Phase Alternation Linc), or SECAM {Sequential Coulcur Avec Mémoire) monitor or in
the center of vour computer screen with the remainder of the screen blacked out.

Note: To preview a movic on an NTSC, PAL, or SECAM monitor, vour computer must be able

to produce the appropriate video signal.



USING THE CONTROLLER

The Controller is used in conjunction with the Preview window to display the contents of
the Construction window. The Controller controls the position of the playback head in the
Construction window, which in turn determines the position of the edit line and the frame
displayed in the Preview window.
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Previewing with the Controller does not displav transitions or other effects unless they
have.been previously compiled using the Preview or Snapshot commands. However, the
Controlier functions as a quick previewing tool because vou're not compiling as vou pre-
view. The uncompiled segments are displaved with an X in the center of the frame for the
duration of the effect or transition. For more information on compiling effects and tran-

sitions, see “Compiling Effects and Transitions™ on page 121.

The Controller has the same controls as the Clip window. You can use the Controller to set
markers in the time ruler of the Construction window that correspond to the frame dis-
plaved in the Preview window. You can also go directly to Construction window markers
or SMPTE frames. For information on using markers, see “Setting Place Markers for Clip
Altgnment™ on page 72.

To preview using the Controller:

1 Choose Controller from the Windows menu if the Controlier is not already open.

2 Choose Preview from the Windows menu if the Preview window is not already dis-
played. The Preview window displays the frame of the movie that corresponds to the posi-

L

tion of the plavback head in the Construction window:,

3 Drag the plavback head i the Construction window to scrub through the movie, or use

the Controller to preview specific frames:

« Use the jog control to move the plavback head forward or backward.



« Use the Frame Forward and Frame Backward buttons to preview the contents of the
Construction window frame by frame.

» Press the Play button to play a sequence of frames starting from the playback head.

« Press the Play In/Out button to play the frames under the yellow work area bar. For
information on adjusting the work area, sec “Compiling Effects and Transitions”
on page 121,

a Use the Mark button to set markers in the time ruler of the Construction window. Use
the Goto button to go to a marker in the Construction window.

Note: The Play button i the upper right corner of the Construction window has the same
function as the Play button i the Controller.

Changing the Preview window display

The Control menu in the upper-left corner of the Preview window lets you resize the Pre-
view window, change its resolution, and change the Preview window options. To resize the
Preview window to many popular sizes, Shift+click any portion of the window.

v
To keep the Preview window on top of other windows while previewing or while scrubbing, -
through the Construction window, choose Options from the Preview window Control
menu, and in the Preview Window Settings dialog box, select the In Front When Preview-

N

ing and the In Front When Scrubbing options.

COMPILING EFFECTS AND TRANSITIONS

When building a movie in the Construction window, you should compile effects and tran-
sitions so that they can beaccurately previewed. A compiled movie segiment is one that has
been processed and saved to disk. You designate which effects and transitions you want
compited by adjusting the work arca bar in the Construction window, Adobe Premiere
normally saves compiled eftects and transitions as temporary movice files. These files are
used i subsequent previewing and, depending on vour settings, can be used in the com-
pilation of the final movie. The Construction window displays a thin gray bar above the
timeline to indicate which effects and transitions have been compiled. For more informa-

Hon on previewing modes, see USelecting a Previewing Mode” on page 128.

To compile a preview of the work area:
1 Usc one ol the following techniques to adjust the vellow work area bar so that it extends
across the effects and transitions vou want to compile:

« Drag the red triangle at cither end of the work area bar. You can also Ctrl+click above

the time ruler to sct the end point of the work area bar.
L "



« Choose the in point and out point tools in the Construction window and click above the
time ruler. '

» Click the In and Out buttons in the Project controller to adjust the work area bar
according to the position of the playback head.

« Double-click the work area bar to extend it to the width of the Construction window.

« Alt+click the work area bar to set the work area for a continuous region in the Construc-
tion window. A continuous region is uscful for finding gaps in the movie construction. If
no gaps exist, the work area will extend across the entire movte.
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2 To set options for the processing size, previewing mode, and other previewing parame-
ters, choose Preview Options from the Make mienu. These options are initially set when
vou choose a preset for a project. In most cases vou won't need to change them. The Pre-
view command compiles a preview based on the settings in the Preview Options dialog
* box. For more information on preview options, see “Setting Preview Processing Options”

on page 125.
3 Choose from several options to compile and view a preview of the work area:

+ Choose Preview from the Project menu. or press Return. The work area is compiled and
the preview plays automatically in the Preview window. To interrupt the preview,

press the Esc key.

« Choose Snapshot from the Make menu. The work area is comipiled, and the Controller
comes forward for viewing the preview. With this method, the preview does not plav auto-
matically, but the Controller gives vou more control over viewing than the Preview
command.



Previewing by dragging through the time ruler

You can preview any area of your movie by dragging the pointer through the time ruler.
This s different than scrubbing with the playback head because effects and transitions are
processed as you drag. This type of previewing provides a quick way of checking superim-
positions, motion settings, filters, or specific transitions from one chp to another. How-
ever, you aren't likely to get a good sense of your movie’s pacing because you control the
speed of dragging.

Processing takes place in real tinie as you drag, but the previews are not saved to disk as
temporary files as they are when you use the Snapshot or Preview commands. Thus, you
don’t change any effects or transitions that have been compiled and saved to disk.

Note: By default, processing for this type of preview is based on the settings in the Preview
Option dialog box. You can speed up the processing by reducing the Preview window size or by
reducing the Preview window resolution to 1/4 or 1/2. Use the Preview window Control merii
to change the window size or resolution. If the Preview optious differ from the final ontput
optiots, processing previews will be faster, but compiling the final movie will takc-longer.

1

To preview a movie by dragging in the time ruler:

1 Position the mouse pointer anywhere in the time ruler. The pointer changes into a
down arrow. - ' : - -

™
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2 Drag the arrow along the time ruler. The chips under the arrow play in the Preview win-

dow. You can drag to the left or to the right to make the preview play forward or backward,

PREVIEWING WITH PRINT TO VIDEO

You can use the Print to Video command to preview the contents of the Clip window.,
Using this command s similar to using the Preview command, except that the preview
plays in an NTSC monitor or in the center of the screen instead of in the Preview window.



To play a movie directly from the Clip window:

1 Select the part of the Construction window you want to play by adjusting the yellow
work area bar above the time ruler, and compile the work area.

2 Open the compiled movie in the Clip window.

3 Choose Export/Print to Video from the File menu. The Print to Video dialog box
appears. '

4 Select Print to Video options. (For a description of these options, see “Using Print to
Video” on page 219.) Do not select the Activate Recording Deck option unless you want
to record the preview onto a controllable recording device as it plays on the screen.

5 Click OK.

The preview plays in the center of the screen against a black background. To interrupt the
playing of the preview, press the Esc key.

Note: For best performance when playing a preview directly fron the Clip window, you should
preview in Effects to Disk niode. For more information, see-“Selecting a Previewing Mode” on
page 128.

MAKING A PREVIEW MOVIE )

When a movie contains a number of complex transitions, special effects, filters, or audio
clips requirtng precise synchronization, previewing with the Preview command or by
dragging in the time ruler may take too long or mav not be accurate enough. Alternatively,
vou can make a preview movie by compiling the dips under the work arca bar into a Video
for Windows or QuickTime movie. Uniike normal previews, preview movies are not
linked to the Construction window through the Controller, but can be left on the screen

or saved for later viewing.



Preview movies are built using the options specified in the Project Output Options dialoy
box. To build your preview movie more quickly, set a smaller size and lower frame rate
than for your final movie. A size of 160-by-120 pixels and a frame rate of 15 fps are rec-
ommended. If vou plan to make multiple preview movies for the project, consider creatin:
a preset that you can load before building the previews. You can then reload the originat
preset before building the final movie,

To make a preview movie:

1 Position the work area bar over the clips you want to preview. (See step 1 in the section
“Compiling Effects and Transitions” on page 121.)

2 Choose Make Movie from the Make menu. The Make Movie dialog box appears.
3 Click Output Options. The Project Output Options dialog box appcears.
a Choosc Work Area from the Output drop-down list.

s Select any other output options desired. For more information on output options,
sce “Selecting Project Output Options™ on page 205.°

1

6 Click OK. The Project Output Options dialog box closes and the Make Movie dialog bo
reappears. ~ ’

7 Lnter a name for the preview movie and click OK. .

Adobe Premicre builds and saves the movie, and then opens it in a Clip window. Chick the

Play button to view the preview movic.

SETTING PREVIEW PROCESSING OPTIONS

Preview options affect the wav the preview is processed when you choose the Preview o
Snapshot commands, Choosing a project preset initially sets the preview options. In mos
cases vou won't nead o change them. You can, however, customize or create new Adobe
Premiere presets to include vour preferved preview settings. For more information on

creating or changing presets, see “Loading or Modifving Project Presets” on page 29.

7 o
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To change preview options:

1 Choose Preview Options from the Make menu, or double-click the Preview window.
The Preview Options dialog box appears.
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2 To change the Preview window, set the following options:

+ Preview Window Size. Enter the desired preview image size (in pixels). Adobe Premiere
processes the preview at this size unless vou specifv a different size using the Process At
option in the video portion of the dialog box, as described in step 3. Keep in mind that
cilarging the Preview window may degrade the preview if vou are previewing from RAM
or if your hardware cannot process the larger images fast enough.

Enter a value in either the width or the height field to automatically calculate and vpdate
the other field based on the aspect ratio set in the Project Qutput Options dialog box. For
example, if the 4:3 Aspect Ratio option 1s selected in the Project Output Options dialog
box, a 4 to 3 width-to-height ratio is maintained.

Note: You can also resize the Preview window by choosing a size from the window’s Control
menu, or by dragging any corner of the window. You can antomatically resize the window to
many popular sizes by Stuft+clicking any portion of the Preview window, or by holding down

the Shift key while drageing any corner of the window.



3 To change the video preview options, set the following options (if all options do not
appear, click More Options):

» Rate. Select a rate from 1 fps to 30 fps to specify the speed at which the preview plays.
Many computers are limited to maximum frame rates below 30 fps.

+ Mode. Select a new mode if you want to optimize how the preview is built and stored.
For a discussion of previewing modes, see “Selecting a Previewing Mode” on page 128.

« Typc. Match this setting to the way your video display board processes NTSC or PAL
video if you are previewing in Effects to Disk mode and you intend to output to videotape
at full-frame NTSC or PAL. Otherwise, leave the setting at Full Size Frame. For full-frame
video, many boards process only half the lines in a frame and double the captured lines to
complete the frame. To find out how your board processes video, sce the documentation
that comes with vour board. For general information on video boards, sce “Digitizing
Hardware” on page 227.

» Process AL Click this option o define the processing reselution of the preview, regard-
less of the Preview window size. This option is automatically turned on when you enter
new values for'the horizontal and vertical dimensions. Processing at a smaller size will
build previews faster, but at degraded quality. If you are previewing in Effects to Disk
mode, vou should consider processing your previews at the same size at which you output
vour movic. This saves you processing time when the Print to Video command is selected.
For a discussion of how previews are processed, see “Selecting a Previewing Mode” on page
128.

« Video Filters. Desclect this option to turn off the application of filters (the default
during previewing) to enhance performance.

4 Set the following audio options (if all options do not appear, click More Options):

+ Rate. Enter a samphng rate for the audio clips. You can choosc a rate of 11, 22, or 44
kilohertz (kHz). With higher sampling rates, the sound in the audio track will be cleaner.
CD quality audio is sampled at 440 kFz with 16-Dbit resolution,

» Format. Choose between mono and sterco, and between 8-bit and 16-bit for the audio
processed in the preview. If vour source clips contain 8-bit audio, sctting the Format to 16-
bit audio will only increase the time and disk space required for previewing without
improving the audio,

« Build/Play. Click a button to specify how the audio preview will be built and then played.
For more informiation on previewing maodes, sce the next section, “Sciccting a Previewing
NMode”

« Audio Filters. Desclect this option to turn off the use of audio filters (the default) during

Proviewing, ) g



Selecting a previewing mode

You can specify whether the program builds a preview using available RAM, hard disk
space, or both. Specifying the processing mode lets you optimize previewing for your
hardware setup and for the desired accuracy. The processing mode affects the time
required to build the preview and to compile the finished movie using the Make Movie
command. ‘ ‘

Processing a preview works best when you save the compiled movie segments to vour hard
disk in Effects to Disk mode. This is the best previewing mode for most projects. In fact,
all project Presets shipped with Adobe Premiere set the previewing mode to Lffects to
Disk.

Modes for previewing video

Filters, transitions, and superimpositions (collectively referred to here as effecrs) must be
processed before they can be previewed accurately. You can process the effects while the
movie previews (which requires a lot of RAM), or you can have Adobe Premicre process
the effects and save them to disk before playing back the preview. If vour movie contains
no effects, then vou can have Adobe Premiere cache the edits into RAM and play the pre-
view at the full frame rate of your machine.

In the Preview Options dialog box, select from the following video previewing modes:

« Effects to Disk. Select this mode to have Adobe Premiere process all effects in the work
area and save the information on the hard disk before playing back the preview. In this
mode, the program processes the effects before the movie is plaved back. This {rees up
memory for loading and plaving movie frames that would otherwise be required for
processing during playback, and lets you preview long movies smoothly and accurately.
In Effects to Disk mode, Adobe Premuere creates temporary preview files (Lrinip) for each
cffects segment in the Construction window, such as a transition or a titke overlay, These
files are automatically stored in a directorv with a . file extension, located in the direc-
tory and disk volume that contains vour project.

Adobe Premiere uses the temporary preview files for subsequent previewing. Only those
sections of the Construction window that have changed since the last preview require
reprocessing. The program also uses preview files when compiling the final movie (using
the Make Movie or the Print to Video command) it the image dimensions and compres-
ston settings match those in the Output Options and Preview Options dialog boxes. This
reduces movie compilation time considerably,



Adobe Premiere displays thin gray bars above the time ruler in the Construction window
to indicate which portions of the window have been processed and saved to disk as preview
files. The upper half of the gray bar represents video preview files, while the lower half rep-
resents audio preview fles.

/——" Video preview file indicator
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Changing any variable in a transition, filter, or superimposed clip causes the program to
delete any associated preview files. Such variables include the duration of the transition or
effect, the fade levels, the key type, and the motion settings. If you change the Rate, Type,
or Process At options in the Preview Options dialog box, Adobe Premicre will delete and
reprocess all previously built preview files.

Note: To cusure smooth previews in the Effects to Disk mode, make sure that the dimensions
of vaur original clips match the setting of the Process At option in the Preview Options dialog
box. If the dimensions do not march, Adobe Prenere miust resize the clipsavhile it plays the

o

preview, whiclhmay result i stuttering,

« Effects to RAM. [ this mode, the video clips are foaded into RAM, and then'the effects
are processed in real time as the preview plays. This method is useful if you are previewing
short segments or vou have lots of RANM. It is also useful when you are experimenting with
different transitions. However, Effects to RAM may not give accurate results, as some tran-
sitions and cffects cannot be processed in real time, resulting in dropped {rames in the
previcw.

Processing previews in Etfecis to RAM mode can be especially helpful when working with
clips that have large dimiensions (larger than 640-by-480 pixels). Building filters and tran-
sitions for these clips can take considerable time. To create the best RAM-based previews,
set the Rate option to less than 30 {ps and reduce the size of the Preview window so that
more frames can be loaded into RANL Once the frames are loaded, effects and filters can
be applied to the frames with almost no preview delay.

Play Directly. In this mode, there is no pre-loading of video clips. Effects are processed
as the preview plavs. This method generally provides accurate previews ondy if you have a
very fast computer and plenty of RAM, or if vou don’t have effects in vour movic.,



Modes for previewing audio
In the Preview Options dialog box you can choose from three options for processing audio
previews:

« Build to Disk/Play from Disk. In this mode, all audio is processed, saved to the hard disk,
and then played back from disk. This is the best mode for working with projects that
contain only audio. If your project also contains video, you nced a very fast disk drive with
this option to prevent video from degrading. Video degradation is caused by the disk drive
searching for and playing back two files (audio and video) at the same time.

« Build to Disk/Play from RAM. In this mode, all audio 1s processed and saved to the hard
disk, but instead of being played from the disk, it is moved into a RAM buffer. This option
allows video to preview more smoothiy, but may impose some restrictions based on the
amount of RAM installed in your system. As a general guideline, 1 minute of audio
sampled at 22 kHz (mono) requires 1.3 M of free RAM.

+ Build to RAM/Play from RAM. In this mode, all audio is processed directly in RAM and
then played from RAM. Since nothing is saved to disk, the audio must be reprocessed
when you compile a movie or output a movic to videotape. This option has the same RAM
requirements for playing audio as the preceding option and works best when vou are
previewing only audio mixes.
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CHAPTER 5: USING TRANSITIONS

1 his chapter describes how to create eye-catching transitions between movic or
still-image clips in Adobe Premiere. Each transition is unique and has a variety of
options for controlling the way the image is transformed. The most common

transition between dlips is a cur—an instantancous switch from one clip to another. The

term is borrowed from film editing, where a cut is achieved by splicing two shots together.
To cut between clips in Adobe Premiere, you simply arrange the clips, head to tail, on the
same track in the Construction window. If, however, you want a less abrupt or more clab-
orate transition between clips, you have many options from which to choose,

Adobe Premiere includes more than 70 transitions such as Additive Dissolve, Band Wipe,
Checkerboard, Siide, and Venetian Blinds. In addition, you can ¢create your own custom
transitions, which you can save and use over again. The Transitions window mcludes a
briel description of each transition, and when the window is active, the transition icons

become animated.
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Notc: If you plan to gencrate an Edit Decision List (EDL) far your movie, see “Generating an
Ldit Decision List™ on page 108 for adescription of how transitions in Adobe Preniiere are

miterpreted by the EDL export moduldes.



ADDING TRANSITIONS

When you create a transition between clips, you must place one clip on video track A in
the Construction window and the other on video track B. The transition goes on the T
track, which is located between video tracks A and B. The clips on tracks A and B should
overlap in time so that the transition can be placed in the overlapping area.

oOmQo —«<

You control the direction of the transition—{rom track A to track B, or from track B to
track A— by the position of the clips on the tracks. By default, when two clips start at the
same time, the transition moves from track A to track B; when two clips start at different
times, the transition starts with the clip that plays first (the leftmost clip on the timeline).
You can override the default direction by clicking the transition’s track selector, For infor-
mation on togaling the track sclector, see the next section, “Changing Transition Settings.”

To add a transition to the Construction window:

1 [ the Transitions window 15 not visible, choose Transittions from the Windows menu.

2 Drag the transition vou want to usc from the Transitions window to the T track in the
Construction window.

If clips on video tracks A and B overlap, Adobe Premiere adjusts the transition to fit the
overlapping area. You can shorten or lengthen its playing time just as vou would a clip.

3 To replace a transition with another transition, usc the Copy and the Paste to Fit
commands in the Edit menu. The Paste to Fit command lets vou paste a transition of the
same size into the arca of the previous transition.



CHANGING TRANSITION SETTINGS

Transitions have various settings, all of which can be adjusted using the Transition Settings
dialog box. In addition, you can access the most frequently used settings by clicking
controls in the transition’s thumbnail in the Construction window. These controls include

the Track selector, the Forward/Reverse selector, the Edge selectors (which are optional,

depending on the type of transition), and the Anti-aliasing selector. You may not be able

to see the controls if the thumbnail in the Construction window is too short or too small

To change transition settings:

1 Select the transition and choose Transition Settings from the Clip menu, or double-clicl

the transition in the Construction window. The Transition Settings dialog box appears

with a thumbnail of the transition displayed in the lower-right corner,
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2 To see the starting and ending frames of the transition in the boxes provided, select -

Show Actual Sources.
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3 To change the starting and ending points of the transition, use the Start and End sliders.
Hold down the Shift key to simultaneously lock and move the start and end sliders. For
example, you might use this option to start or end the transition in the middle of the effect.

CJishow Actuat Sources,

4 To adjust the width of the optional border on the transition, drag the Border slider.
The default Border is None.

-§—— Transition border

Border Color
i\i

(iShow Actual Sources.

{ ok} [ cancel |

5 To sclect a border color, click the color swatch and use the color picker 10 select a color.
For more information on using the color picker, sce “Using the Premicere Color Picker” on
page 141.



6 To change the starting position of the Iris Cross, Iris Diamond, Irts Round, Iris Square,
Iris Star, and Zoom transitions, position the pointer on the small, white, repositioning box
in the Start window of the Transition Settings dialog box, and drag to reposition the
starting point.

Start=30% Start=30%

e

i
L Repositioning box

7 To display any custom settings for the transition, click Custom. For example, you use
custom settings to set the number of bands used in'the Band Slide transition. Custom
settings are not available for all transitions.

8 To change the direction of the transition between clips, click the Track sclector on the
left side of the transition’s thumbnail. The direction can be either down {({From track A”
track B) or up {from track B to track A). You can also set this option from the transition .
thumbnail m the Construction window if the thumbnail is large enough.

9 To change the ortentation of the transition, click an Edge sclector on the transition’s
thumbnail. The Edge selectors are smalt triangles bordering the transition icon.
For example, the Barn Doors transition can be oriented vertically or horizontally. Some

transitions do not have Edge selectors because the transition has only onc orientation.

Edge sciector k

10 To make the transition plav forward or backward, click the Forward/Reverse sclector

i the upper-right corner of the transttion’s thumbnail, For example, the Clock Wipe tran-
sition can play clockwise or counterclockwise. You can also set the forward or reverse
direction from the transition’s thumbnail in the Construction window.

11 Toadjust the smoothness of the transitton’s edges, click the Anti-aliasing sclector in t!

fower-right corner of the transition’s thumbnail. Clicking cycles through the valuces Low,
High, and Off.



The diagonal line on the selector becomes progressively more or less jagged to indicate its
value. Anti-aliasing smooths the frames affected by the transition by replacing jagged
edges between the images with dithered patterns. This makes the transition appear less
abrupt. You can also set anti-aliasing from the transition’s thumbnail in the Construction
window.

Anti-aliasing set to Off Anti-aliasing set 1o High

12 Click OK. If you selected multiple transitions, the Transition Settings dialog box
reappears for each transition.

CREATING AN IMAGE MASK TRANSITION _ )
You can use a black-and-white bitmap image as a transition mask in which image A
replaces the black in the mask, and image B replaces the white in the mask. If vou ase a
grayscale image for the mask, pixels containing 50 percent or more gray will be converted
to black, and pixels containing less than 50-percent gray will be converted to white.

For a more versatile mask, use the Track Matte key type to create a matte from the clip on
the next S track; for more information, see “Track Matte” on page 186. For an example of
using the Track Matte kev type to create a moving matte, see “Plaving a movie through a
traveling matte” on page 262.

To add an image mask as a transition:

1 Drag the Image Mask transition from the Transitions window to the T track of the
Construction window. The Image Mask Settings dialog box appears.

2 Click Select Image. The Open dialog box appears.



3 Select the image file you want to use as a transition mask, and click OK. The image you
selected appears in the Image Mask Settings dialog box.

Image Mask Settings

[_iselectimage - {

(1] 4 i ! Cancel I

Bumap nnage . Resule of image
mask on movice chip

a Click OK.

CREATING A GRADIENT WIPE TRANSITION

Adobe Premiere can use any imporiable gravscale image as a gradient wipe. In a gradient
wipe, image B fills the black arca of the gravscale image and then shows through cach level
of grav as the transition progresses until the white area becomes transparent. When you
create & Gradient Wipe transition, you can specify the “softness” of the t]';msilion"s cdges.

The Adobe Premicre program includes sample images that vou can usc as Gradient Wipe
transitions. These samples are ocated m the Adobe Premiere 34_party directory. You can

also create vour own Gradient Wipe images in the Adobe Photoshop program.

To create a Gradient Wipe transition:

1 Drag the Gradient Wipe transition from the Transitions window to the T track of the
Construction window. The Gradient Wipe Settings dialog box appears.

2 Chick Select Image, and use the Open dialog box ta select the file you want to use in the
wipe. The image vou select appears in the Gradient Wipe Setting dialog box.

| Select Image... ]
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3 Adjust the softness of the transition’s edges by dragging the Softness slider. As you drag
the slider to the right, image A increasingly shows through image B.

4 Click OK.

Resulr of Gradien Wipe rransition mask on movie chip

CREATING CUSTOM TRANSITIONS

[n addition to the manv transitions included with Adobe Premiere, vou can apply vour
own custom transitions using the Transition Factory. You determine how you want the
transition to affect the channels (alpha, red, green, and blue) of cach pixel in the first image
and the second image by specifving arithmetic expressions.

The transitions vou create can also include Settings dialog boxes. The Settings dialog box
provides up to cight sliders for adjusting the transition’s effect. When vou design a trarisi-
tion, you include userzsupplicd slider information in the expression. You also determine

the number of sliders and whether they will appear in the Settings diaiog box individually
or in pairs. )

When vou create a'transition, vou can save its‘expressions in a text file. Doing so lets vou
use the Transition Factory to edit the transition later. You can also add vour custom tran-
sition as a built-in transition to Adobe Premiere so that it appears in the Transition
window.

The next two procedures explain how to use the Transition Factory to apply and save
custom transitions for use in Adobe Premiere. For a complete discussion of using arith-
melic expressions to achieve an effect, see Appendix B, “Expressions for Creating Transi-
tions and Filters.” The expressions deseribed in Appendix B are used by both the Transi-
tion Factory and the Filter Factory,



To create a custom transition:

1 Drag the Transition Factory transition from the Transition window to the T track of the
Construction window. The Transition Factory Settings dialog box appears.
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2 Specify the expressions as follows:

o To specify an expression in the alpha channel, select Single Expression and type the
expression in the A field. The evaluation of the alpha channel expression will be applied to
each of the other three channels: R, G, and B. When the same value is applied to cach
channel of the pixels in an image, the image will be a gravscale image.

» To specity separate expressions for the R, G, and B channels, make sure that the Single
Expression option is desclected and type the expressions in the R, G, and B ficlds. Even i
vou specifv the same expression in all three channels, their evaluations will probably be
different.

As you tvpe an expression, a small vellow caution sign appears. It will remain visible until
vou have typed a legal expression. If the caution sign does not disappear, it mcans that
there1s an error in the expression. To see which part of the expression is in error, click the

caution sign to select the incorrect portion,

3 1f the expressions include user-supplicd shider information, drag the appropriate Map
shiders to preview the effects. The Map O sliders correspond to shiders 0 and |5 the Map |
sliders correspond to sliders 2 and 3; and so on. Formlormation on including uscr-
supphied slider information in expressions, see “Providing User-Controlled Sliders”

on page 293.

4 When vou have correctly set up the transition, click Save to save the expressions in a text
fiie. Saving the expression allows vou to load and edit the transition in the future. You
should give the text file the same name that vou plan to give the transition, but saver

dircctory other than the Adobe Premicre plugins directory.

5 If you want to usc this one instance of the transition only, click OK to apply the transi

ton. If vou want to use the transition more than once, see the next procedure.
—



To save a custom transition for additional use:

1 Follow steps 1 through 4 of the previous procedure, “To create a custom transition.”
2 Click Build. The Build Custom Transition dialog box appears.
3 Specify a unique module name with § characters or less in the DLL Module Name field.

4 Specify a name for the transition in the Title field. The title will appear in the Transition
window after you restart Adobe Premiere.

5 Use the Author field to include credits or copyright information in the transition’s
Settings dialog box; delete any information you do not want.

6 Usc the Description field to include a description of the transition. The description will
appear in the Transition window after vou restart Adobe Premiere.

7 If the transition’s expressions include user-supplied slider information, sclect the appro-
priate number of Slider or Map options and specify labels for the sliders in the corre-
sponding text boxes. The labels will appear with the sliders in the transition’s Settings
dialog box.

To display the sliders individually in the Settings dialog box, use the Slider options. To
display the sliders in pairs, use the Map options. Whether you should use individual or
paired sliders depends on the type of transition you are creating.

8 Click OK. The custom transition module is saved in the Adobe Premiere pliigins direc-
tory'with the module name you specified and the .pran file extension. -

9 To make the transition avatlable to users, restart the Adobe Premicere program.

To edit a custom transition:

1 Drag the Transition Factory transition from the Transition window to the T track of the
Construction window. The Transition Factory Settings dialog box appears.

2 Click Load. Use the Open dialog box to load the text file contaiming the transition’s
expressions. You must have saved the expressions in @ text file when vou created the tran-
sition to be able to edit i1,

3 Follow the steps in the previous two procedures to edit and rebuild the transition.



USING THE PREMIERE COLOR PICKER

The Premiere color picker appears when you select a color for a transition’s border, for a
superimposition key, for titles and graphics, and for some filters. The Premiere color
picker lets you visually select colors from the range of colors that can be displaved in a 24-
bit color space. You can choose from the colors displaved in the Color Picker dialog box or
vou can cnter RGB color values.

To select a color using the Premiere color picker:

1 Select a color using one of the following methods:

« In the Premiere Color Picker dialog box, move the cursor {(shaped as a circle) to the
desired colorat any point on the sereen, and click to select the color. Select a shade of gray
by clicking the continuous gray scale located along the left edge of the window.

« Specify a color by entering the RGB components of the color in the Red, Green, and Blue
text boxes. Enter a number between 0 and 255 for cach component.

Red.
[iteen: |224

Biue, |224

JE Cancel l

The sclected color appears in the upper-right corner of the Color Picker dhalog box, below
a previously selected color. i the color vou have chosen falls ouiside the NTSC color space,
awarning sign will appear next to the swatch along with a smaller swatch that contains the
NTSC-safe approximation of the selected color, Click the small swatch to substitute the
NTSC-safe color for the chosen color

2 Click OK, or press Return to apply the color.
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CHAPTER 6: UsING FILTERS AND
MoTION SETTINGS

%3: 7 dobe Premjere includes a variety of filters that let you distort, blur, sharpen,
f A :} smooth, texture, and color images. There are also a number of special-purpose
:‘_ ret _5"1

el

filters, such as the Image Pan filter for panning and zooming in an image that i
larger than the Ouiput frame size, and the Vertical and Horizontal Flip filters for flipping
the image along either axis. Audio filters include the Echo filter, which produces an echo
effect, and the Fill Left and Fill Right filters, which affect the spatial quality of the sound.
In addition, vou can apply your own custom filters, which vou can save and usc over again

Adobe Premiere aiso lets vou create motion effects in movic and still-image clips that ar
similar to those achicved using an animation camera, such as zooming into an arca of
the clip.

APPLYING FILTERS \
This section describes how to apply filters and filter settings to clips, and how to deter 1«
quickly which filters and filter settings have been applied to a clip. For examples of how

filters affect clips, see “Effects of Various Filters” on page 163.

Adobe Premiere provides more than 70 movie and still-image filters and 5 audio filters,
which are described in “Movie and Still-Image Filters” on page 147 and "Audio Filters” on
page 163. In addition, Adobe Prenuere works with third-party filters in the standard
Adobe Premiere and Adobe Photoshop formats. Some filters can be applied to a clip ove
time. For example, vou can apply brightness that gets progressively brighter as the clip

plavs.

Note: If you Lave combmed the plugins directories front Adobe Premicre and Adobe Photo-
shop, some of the Adobe Photoshop fiiters, thougly accessible, are not appropriate for wse in

Adobe Premiere.

Applying filters to a clip
You can applva filter to more than one chip at a time, and vou canr apply more than onc

filter toa clip.

To apply a filter to a clip:

1 Select the clip in the Construction window. To apply a filter to more than one clip,  .c
the range select tool to sclect the ¢hips. You could also select one clip and use the Paste
Custom command later to apply the filter to a number of clips tn sequence.



2 Choose Filters from the Clip menu. The Filters dialog box appears.
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If you have selected a movie or still-image clip, the Filters dialog box displays only those
filters that can be applicd to movie or still-image clips; if vou have selected an audio clip,
the Filters dialog box displays only the audio filters.

3 Select the filter fro_m the Availabic list and click Add, or double-click the filter in the
Available list.

Note: You can also apply a filter to a clip by positiontug the pointer over the clip and clicking
the right mousc button to access the Construction window pop-up menu. Click the left mouse
button on Filters to open the Filters dialog box. s

a 1f the filter has settings, a Settings dialog box appears. Adjust the settings as desired, and
click OK. You can change a filter’s settings at any timie by double-clicking the filter in the
Current list.

Brightness and Contrast Settings . -

Min Max
== - ——— =
Brightness = 0
= ——— W ———————|

Contrast = 0
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s To apply additional filters 1o the chip, repeat steps 3 and 4. You can also apply the same.

filter to a clip several times to intensify (double, triple, ete.) the effect of the filter on
the clip.



Adobe Premiere applies filters in the order in which they appear in the Current list in the
Filters dialog box; if you want the filters applied in a different order, rearrange the filters
in the Current list by dragging them up or down.

6 To remove a filter from the Current list, sclect the filter and click Remove or press Delete
7 Click OK to apply the filters.

" In the Construction window, clips with filters applied to them are displaved with a bluc
border at the top.

Note: A filter is applied to an entive cip at a time. If you want to apply a filter to only part o;
a clip, you must split the clip using the razor tool. For more information on prrt!m(j dzps 1
the Construction window, see “Splitiing Clips” on page 89.

Changing filters over time
You can apply anv filter that lets you specify settings to clips over time. For example, vou
can apply the Camera Blur filter v such a way that the clip is progressively distorted as it

plavs. Anv Adobe Photoshop hlter that has settings, such as the Tiles filter, can also be

applicd over time.
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To apply a filter to a clip over time:

Follow the basic procedure described in the previous section, “Applving filters to a clip,
to apply the filter. When the Settings dialog box first appears, click OK to return to -
the Filters dialog box. The options in the Settings arca of the Filters dialog box become
available.



2 Click Start. The filter’s Settings dialog box reappears.

-. Camera.Blur Settings - |

3 Adjust the settings as desired for the beginning of the clip, and click OK.

4 Click End in the Filters dialog box. The Settings dialog box appears again.

~ -.Camera Blur Settlngs=

3 ‘Adjust the settings as desired for ihe end of the clip, and click OK. The Vary option in
the Filters dialog box is now selected to indicate that vou have varied the Blter over time.

6 To exchange the Start and End settings, click Swap.

7 To cancel the time effect and use the Start settings for the entire clip, deselect the Vary
option.

Determining which filters have been applied to a clip

In the Construction window, clips that have filters applied to them appear with a biue
border at the top. You can quickly view a list of the applied filters for a selected clip and
then change filter settings.

To determine which filters and filter options have been applied to a clip:
1 While pressing the Alt keyv, move the pointer over a ¢lip in the Construction window.
The pointer changes to an icon of a nuniature menu.,



2 Hold down the left mouse button to display a pop-up menu of filters that have been
applied to the clip.
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3 To view or change filter settings set for a dip, select the filter name from the pop-up
menu. You can also apply additional hlters by choosing Filters from the pop-up menu.

MOVIE AND STILL-IMAGE FILTERS
Adobe Premiere inciudes the following flters that can be applied to movie and still-image
clips. For samples of manv of these filters, see “Effects of Various Filters™ on page 163.

\
Anti-alias
The Anti-alias filter smooths an entire image by averaging the colors in areas of high
contrast. Averaging colors adds intermediate shades that make transitions between dark

and light arcas appear more gradual.

Backwards (Video)
The Backwards (Video) filter plavs a clip from the dast frame to the fivst frame. Analternate
wav 1o plav a clip backwards is to seta negative speed {or the chip. For information on

setting chp speed, see "Setting the Forward or Backward Speed of a Clip™ on page 95.

Bend

The Bend filter bends an image by stretching it horizontally and vertically. You can select
a sine, circle, triangle, or square for the wave tvpe, and adjust the intensity, rate, and width
of the wave shape using the sliders in the filter’s dialog box. You can also indicate the direc-
tion in which the wave should move. Choose Left, Right, In, or Qut for the horizontal

direction. Choose Up, Down, Iz, or Qut for the vertical direction.

Black & White
The Black & White filter reduces all colors 1o shades of gray.



Blur and Blur More _ ,

These filters eliminate noise in the parts of the image where significant color transitions
occur. The Blur filter has a subtle effect, suitable for high-resolution images. The Blur
More filter produces an effect three to four times stronger than the Blur filter and is more
suitable for lower-resolution images.

Brightness & Contrast

The Brightness & Contrast filter adjusts the brightness and contrast of the image. As vou
drag the sliders in the filter’s dialog box, the preview of the image changes to reflect vour
adjustments.

Camera Blur

The Camera Blur filter simulates an unfocused camera lens by creating an extreme blur
effect. By applying the effect to cither the starting or ending {rame of a clip, vou can simu-
late the image going in or out of focus.

Clip

The Clip filter trims rows of pixels off the edges of a clip. This can be usefu! for trimming
away noise and pixel skew that may result from overscanning during digitizing, Usé the
slider controls to crop each edge of the image separatcly. You have the option of clipping
In pixels or image percentage. '

If you want Adobe Premicere to automatically resize the trimmed clip to its original dimen-
stons, use the Crop filter (described on page 151) instead of the Clip filter. i

Color Balance

The Color Balance filter changes colors in the image by adjusting the RGB levels. Drag the
sliders in the filter’s dialog box to make a color more or less prominent. As you drag the
sliders, the preview of the image in the dialog box changes to reflect vour adjustments.

Color Offset
The Color Offset filter shifts the ved, green, or blue channel of vour image in one direction
without moving the other two channels.

Note: When creating a movie to be viewed through 3D glasses (one red lens and one bluc lens),
shifting the red channel to the left makes the image drop back, while shifting the red channel
to the right brimges the image forward. Small shifts arc usually sufficient for considerable three-
dimensional effects.



Color Pass
The Color Pass filter changes all colors in an image, with the exception of a single color,
to black and white.

To specify the Color Pass settings:

1 In the Color Pass Settings dialog box, select the color that won't be converted to black or
white bv clicking the color in the Clip Sample box, or by clicking the color swatch to
display the color picker and select a color. (For a description of the color picker, sec “Using
the Premiere Color Picker” on page 141.)

2 Drag the Similarity slider to select colors similar to the swatch color. Click Reverse to
change only the selected color to black and white.
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3 Click OK to apply the filter setuings.

Color Replace

The Color Replace filier replaces all occurrences of a selected color with a new color.

To specify the Color Replace settings:

1 In the Color Replace Seitings dizlog box, sefect the color to be replaced by clicking the
color in the Clip Sample box or by chicking the Target Color swatch to display the color
picker and select a color. (Far a description of the color picker, see “Using the Premiere
Color Picker” on page 141.)

2 Sclect the replacement color by clicking the Replace Color swatch to display the color
picker and select a color.



3 Drag the Similarity slider to select colors similar to the selected target color. Click Solid

Colors to create an opaque replacement color.

Output Sample
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4 Click OK toAappl‘v the fhlter settings.

Convolution Kerne!

The Convolution Kernel filter changes the brightness values of each pixel in the image
according to a predefined mathematical operation known as a convolution. The Convolu-
tion Kernel Settings dialog box displays a grid that represents a pattern of pixel brightness
multipliers; the source pixel is evaluated in the center of the grid.

To specify the Convolution Kernel settings:

1 Choose Filters from the Clip menu, setect Convolution Kernel from the Available list,
and click OK. The Convolution Kernel Settings dialog box appears.
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2 Click the center text box, which represents the pixel being evaluated. Enter the value by
which to multiply that pixel’s brichiness value. Values can range from +999 to =999,

3 Click a text box representing an adjacent pixed to which you want to assign a weighted
value. Enter the vaive by which vou want the adjacent pixel multiplied. For example, if you
want the brighiness value of the pixel to the right of the current pixel multiplied by 2, enter
2 1n the text box to the right of the center box.



4 Repeat step 3 for all pixels you want to include in the operation. You don’t have to enter
values in all of the text boxes.

5 In the Scale text box, enter the value by which to divide the sum of the brightness values
of the pixels included in the calculation.

6 In the Offset text box, enter the value to be added to the result of the s¢ale calculation.
7 Click OK. The filter is applicd to cach pixel in the image, one at a time.

Crop

The Crop filter trims rows of pixels from the cdges of a clip and automatically resizes the
trimmied clip to its original dimensions. This can be uscful for trimming away noisc and
pixel skew that may result from overscanning during digitizing. Use the slider controls to
crop each edge of the image separately. You have the option of cropping in pixels or image
_bercentage.

If you don't want Adobe Premiere to automatically resize the trimmmed clip to its original
dimensions, use the Clip filter {deseribed on page 148) tnstead of the Crop filter.

.
Crystallize

The Crystallize {ilter creates a distorted mosaic pattern by clumping adjacent pixels into a
solid color in a polygon shape, or cell. In the filter’s dialog box, vou can set the cell size from
3 pixels to 999 pixels.

Emboss
The Emboss filter makes an image appear raised or stamped by suppressing the color and
tracing the edges with black.



Extract .
The Extract filter extracts a grayscale mask from a video clip. The Extract Scttings dialog
box displays a histogram and a preview of the grayscale mask.

To extract a grayscale mask from a video clip using the Extract filter:

1 In The Extract Settings dialog box, drag the slider controls directly below the histogram
to specify the gray levels of the source image that will be translated to white. All other areas
will become black.

. - Extract Settlngs * -, =" -
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2 Adjust the intermediate shades of gray using the softness control.
3 'To invert the effect, click the avert button. - . ~

The display at the bottom of the dialog box shows the mapping function that is being
applied to the image to generate the mask.

Field Interpolation

The Field Interpolation filter recreates a missing field (usually the odd or even scan lines
that have been dropped during image capture) by using line averages. This filter can be
useful for full-screen output where a missing field is likely to be noticeable.

Filter Factory

The Filter Factory filter lets vou create vour own filters for use by Adobe Premiere. For
information on using the Fitter Factory, see "Creating Custom Filters™ on page 163.
Find Edges

The Find Edges filter outhines the edges of a color image with colored lines and outlines

the edges of a gravscale image with white lines.



Gamma Correction

The Gamma Correction filter lightens or darkens an image without substantially changing
the shadows and highlights. Tt does this by changing the brightness levels of the midtones
(the middle-gray levels) while leaving the black and white areas unaffected. The default
gamma setting is 1.0. In the filter’s dialog box, you can adjust the gamma from 0.1 to 2.9.

Gaussian Blur

"The Gaussian Blur filter blurs an image by a large amount; the effect is similar to that of
choosing the Blur or Blur More filters several times. {Gaussian refers to the bell-shaped
curve that 1s generated by mapping the color values of the affected pixels.) This filter
improves the quality of images with sharp edges and can produce a hazy eftect.

Gaussian Sharpen
The Gaussian Sharpen filter sharpens an image by a large amount; the effect is similar to
that of choosing the Sharpen or Sharpen More filter several times.

Ghosting
The Ghosting filter overlays previous frames of a clip with other transparent frames to
create a ghost-like effect.

Horizontal Flip _
The Horizontal Flip filter reverses the image from left to right; the clip still plays in a
forward direction.

Horizontal Hold
The Horizontal Hold filter slants the ¢lip from a vertical to a horizontal ortentation; the
cltect1s similar to adjusiing the horizontal hold on a teievision set. Drag the slider to

increase the clip's shant.

Hue & Saturation
The Hue and Saturation fHiter adjusts the hue, saturation, and lightness of the image. Drag
the sliders to maximize or mimmize cach color component. As vou drag the shiders, the

preview of the image in the dialog box changes to reflect vour adjustments.



Image Pan

The Image Pan filter pans across images larger than the output frame size. You can easily
create rolling credits, or simulate the pan and zoom movements of a camera. You can also
use the Image Pan filter to scale an image up or down to match the output frame size.

To pan across an image using the Image Pan filter:

1 In the Image Pan Scttings dialog box, set cropping rectangles to define the starting and
ending frames of the clip. The size and location of ecach cropping rectangle are shown
above the starting and ending frames of the clip. Adobe Premiere then interpolates the
motion between thesc frames.

2 Adjust the size of the cropping rectangles by clicking the corners and dragging.
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3 Adjust the location of a cropping rectangle by clicking inside it and dragging.
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4 Click OK when vou have finished making adjustments.

You can produce a zoom effect by varving the size of the cropping rectangle in the starting
and ending frames of the clip. You can produce a pan effect by placing the cropping rect-
angles at ditterent jocations in the starting and ending frames. 1 the source clip is large
cnough, vou can set the size of the cropping rectangles to match the output frame size

without causing the program to interpolate data (which can cause image degradation).

I vou apply the Image Pan filier without adjusting the cropping rectangies, the full frames
of the clip will be scaled to the output frame size of the movie. If the source clip has a frame
size that 1s smaller than the output frame size, Adobe Premicre will use interpolation to

cleanly scaie the clip. Doing so provides better scaling than QuickTime can when it adjusts
the size during the Make AMovie process. Using the Image Pan filter this way is equivalent

to using the Resize tilier.

Invert

The Invert filter changes cach color o its opposiie on the color wheel,

Q



Lens Flare

The Lens Flare filter simulates the refraction caused by shining a bright light into the
camera lens. Specify a value (or use the slider) to indicate the percentage of brightness.
Values can range from 10 percent to 300 percént. Select a lens type, and click anywhere
inside the image thumbnail to specify a location for the center of the flare.

Levels
The Levels filter manipulates an image’s brightness and contrast, and combines the func-
tions of the Color Balance, Gamma Correction, Brightness & Contrast, and Invert filters.

You adjust the Levels setting using a histogram in the Levels dialog box. The x-axis of the
histogram represents brightness values from darkest (0) at the far left to brightkest (255) at
the far right; the y-axis represents the total number of pixels with that value. The darkest
pixels appear to the left: the brightest pixels appear to the right.

To adjust the brightness and contrast using the Levels filter:

1 In the Levels dialog box, enter values in the Input Levels text boxes, or drag the slider
controls directly below the histogram to increase (or decrease) the contrast.

Input Levels |0 | I'I.l]ﬂ J l255|
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« To increase the shadows, drag the black triangle to the right. To decrease the shadows,
drag the rectangle to the left.

« To increase the highlights, drag the white triangle to the left. To decrease the highiights,
drag the triangle to the right.

« To adjust the midiones, drag the grav triangle,



2 Enter values in the Output Levels text boxes, or drag the slider controls at the bottom of
the dialog box to reduce the contrast in the image.

+ To eliminate the darkest values in the image, drag the black triangle to the right.
« To eliminate the brightest values in the image, drag the white triangle to the left.

3 Click OK when you have finished making changes.

Mirror

The Mirror filter reflects once side of the image onto the other side, as though a mirror were
placed along the vertcal or horizontal axis of the clip. You can choose a horizontal or
vertical mirror, and you can choose to reflect the left, right, top, or bottom of the image.

Pinch
The Pinch filter distorts an image by stretching the image toward the center from the
edges. The filter’s diatog box contains an option for setting the percentage of pinching.

Pointilfize

The Pointillize filter breaks up the color in an image.into randomly placed dots (like a
pointillist painting) and uses a black background as a canvas area between the dots. In
Pomtillize dialog box, you can set the cell size from 3 pixels to 999 pixels to specify the size
ot the dots. ‘

Polar Coordinates

The Polar Coordmates filter converts a clip from its rectangular to polar coordinates and
vice versa. This filter can create a evlinder anamorphosis, a type of art popular in the 18th
century in which the distorted image is difficult 1o recognize unless viewed in the reflec-
tion of a mirrored cvlinder.

Posterize

The Posterize filter converts the color spectrum into a mited number of colors and maps
pixels in the image to the color that is the closest match. You can use this filter to create
large, flat arcas in an image. As vou drag the shider in the filter’s dialog box, the small

preview image changes to reflect vour adjustments.

Posterize Time
The Posterize Time filter displavs a new frame at the interval you set in the filter’s dialog
box to create o haltmg effect as the clip plays, effectively lowering the frame rate.



Radial Blur

The Radial Blur filter produces a soft blur by simulating the effect of a zooming or rotating
camera. Select the Spin blur method to blur along concentric circular lines, as if rotating
the camera. Select the Zoom blur method to blur along radial lines. You can drag the dot
in the Blur Center box to change the origin of the blurring. You can also set the Amount
of the blur from 1 to 1000. With the Spin blur method, this value reflects the degree of
rotation; with the Zoom blur method, this.value reflects the intensity of the blur.

Replicate

The Replicate filter divides the screen into tiles and displays the whole image in each tile.
You can set the number of tiles by dragging the slider in the Replicate Settings dialog box.
Hold down the Shift key and drag to adjust both sliders to the same setting.

Resize

The Resize filter resizes the image to the output frame size using interpolated scaling. This
provides better scaling than Video for Windows or QuickTime can achieve when 1t adjusts
the size during the Make Movic process.

Ripple

The Ripple filter produces an undulating pattern on an image. like ripples on the surface
of a pond. You can select a sine, circle, triangle, or square for the wave type, and adjust the
intensity, rate, and width of the wave shape using the sliders in the filter’s dialog box. You
can also indicate the dircction in which the ripple. should move: Left, Right, In, or Qut for
the horizontal direction and Up, Down, In, or Out for the vertical direction,

Roll
The Roll filter rolls an image to the left or to the right, or up or down, as if the image were
on a cvlinder.

Sharpen and Sharpen More
The Sharpen and Sharpen More filters improve the clarity of an image by increasing the
contrast in adjacent pixels.

Sharpen Edges
The Sharpen Edges filter finds the areas in the image where significant color changes occur
and sharpens them.

Shear
The Shear filter distorts an image along a curve. Drag the band in the middle of the dialog

box to form a curve that indicates how vou want the image distorted. You can adjust any

point along the curve. Sclect how to treat arcas of the image left undefined by the shear:



« Wrap Around wraps the image to fill the undefined space so that the area is filled with
content from the opposite side of the image.

« Repeat Edge Pixels extends the colors of the pixels along the edge of the image in the
direction specified. This creates a banding effect if the cdge pixels are different.

Solarize
The Solarize filter creates a blend between a negative and positive image, creating a “halo”
effect. This effect 1s analogous to briefly exposing a print to hight during developing,

Spherize

The Spherize filter wraps an image around a spherical shape, and 1s useful for giving
objects and text a three-dimensional effect. You can sct the intensity (amount) from —100
to 100. You can also sclect the direction in which the cffect is applied: Horizontal Only,
Vertical Only, or Normal (in all directions).

Tiles

The Tiles filter breaks up an image into a series of tites. In the filter’s dialog box, you specify
the number of vertical tiles vou want, the maximum distance you want a tile to be offset
from its original position, and how vou want to fill the arca between tiles. You can fill
arca with white {the background color), with black (the foreground color), with an inverse

image, or with the unalicred 1mage.

o

Tint

The Tint Alter applies a tint to an image. To sclect the tint color, click the color swatch in
the Tint Settings dialog box to display the color picker. Set the level of the tint (from 1 to
100 percent) in the filter's dialog box. (For more information on the color picker see
“Using the Premiere Color Picker™ on page 141.)

Twirl

The Twirl filter rotates an image around s center. The image 1s rotated more sharply in
its center than at the edges. In the filier's dialog box, vou enter the twirl angle, ranging
from =999 1o +999.

Vertical Flip

The Vertical Fiip filter flips an image upside down.

Vertical Hold
The Vertical Hold Glter serolls the chip upwards the effectis similar to adjusting the vers "l

hold on a television set.



Video Noise

The Video Noise filter adds a small amount of video noise to a clip. This can be useful
when you want to visually blend a clean still image or graphic with a video clip that
has noise.

Wave
The Wave filter distorts an image to make it wave-shaped.

To specify the Wave settings:

1 Choose Filters from the Clip menu, select Wave from the Available list, and click OK.
The Wave dialog box appears.

Number of Generalors: Type:
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2 Specity the number of wave generators, from 1 to 100.

3 Specify the wavelength and amplitude for the gencrators. The wavelengtin is the distance
fromy one wave crest to the next, specificd by a value from 1 to 9999 in the Minimum and
Maximum Wavelength fields. The amplitude s the hieight of the wave, specified by a value
from 1 to 9999 in the Minimum and Maximum Amplitede fields.

a Sclect Randomize if vou want Adobe Premiere to randomly select a value that falls
between the minimum and maximum wavelength and amplitude values; otherwise, the
waves are of a uniform amplitude and frequency.

5 Set the horizontal and vertical scale from 1 percent to 100 percent. These parameters
control the magnitude of the distortion, both horizontally and vertically. Sctting them to
0 gives vou an undistorted smage.

6 Sclect the type of shape vou want the waves to have: Sine (rolling), Triangle (pointed
crests), or Square (square crests).



7 Set the Undefined Areas option to select how portions of the image pulled into the selec-
tion from the edges are treated. The Wrap Around option wraps the image to fill the space;
the Repeat Edge Pixels option extends the colors of the pixels along the edge of the image.

8 Click OK.

Wind

The Wind filter distorts an image to make it look as though wind werc blowing pixcels off
the surface of the image. You can select the amount of distortion by sclecting the Wind,
Blast, or Stagger option. You can also change the direction of the “wind” to blow from the
left or the right.

Zig Zag

The Zig Zag filier distorts an image radially. The Amount field represents the magnitude
of distortion; enter a value from 0 to 999. The Ridges ficld represents the number of direc-
tion reversals of the zigzag from the center of the clip to its edge; enter a value from 1 to
999. Select an option to displace the pixels in the image: the Pond Ripples option displaces
pixels to the upper left or lower right; the Out From Center option displaces pixelg toward
or away from the center of the imugé; the Around Center option rotates pixels around th
center of the image.



EFFECTS OF VARIOUS FILTERS
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AUDIO FILTERS

Audio filters control sclected frequencies and alter the overall sound of your audio clips.
Adobe Premiere includes five audio filters:

« The Backwards audio filter plays sound backwards. This filter overrides any flter
preceding it in the Filters dialog box. An alternate way to play a clip backwards is to sct a
negative speed for the clip. For information on setting clip speed, see “Setting the Forward
or Backward Speed of a Clip” on page 95.

« The Fill Left and Fill Right filters allow vou to isolate the audio track to one channel
or another.

» The Echo filter creates an echo effect. The Echo Settings dialog box contains options for
setting the delay and the intensity of the echo. The Delay option lets vou control the length
of time between the beginning of the original sound and the beginning ot its echo.

» The Pan filter creates the effect of sound moving from left to right or right to left. The
Pan Scttings dialog box contains a shider to adjust the “location” of the sound.

CREATING CUSTOM FILTERS

In addition to the many filters inctuded with Adobe Premiere, you can create your own
filters using the Filter Factory, You determine how vou want the filfer o affect the channels
(alpha, red, green, and blue) of cach pixel in the first image and the second image by spec-

ifving arithmetic expressions.

The filters vou create can also include a Setting dialog boxes. The Scttings dialog box
provides up to cight sliders for adjusiing the filter’s effect. When vou design a filter, you
mclude user-supplied slider information in the expression. You also determine the
number of sliders and whether they appear in the Settings dialog box individually orin

pAIrs.

When vou create a filter, you can save its expressions in a text file. Doing so lets you use the
Filter Factory to edit the filter fater.

The next two procedures explain how to use the Filter Factory to apply and save filters for
use in Adobe Premicre. For a complete discussion of using arithmetic expressions to
achieve an eltect, see Appendix B " Expressions for Creating Transitions and Filters.” The
expressions described in Appendix B arc used by both the Filter Factory and the Transition
Factory.



To create a custom filter:

1 In the Construction window, select the clip to which you will apply the filter.
2 Choose Filters from the Clip menu. The Filters dialog box appears.

3 Select Filter Factory from the Available list and click Add. The Filter Factory Settings
dialog box appears.

a Spccify the expressions as follows:

« To specify an expression in the alpha channel, select Single Expression and type the
expression in the A field. The evaluation of the alpha channel expression will be applied to
cach of the other three channels: R, G, and B. When the same value is applied to each
channel of the pixels in an image, the image will be a grayscale image.

» To specify separate expressions for the R, G, and B channels, make sure the Single
Expression option is desclected and type the expressions in the R, G, and B ficlds. Even if
vou specify the sameexpression in alf three channels, their evaluations will probably be
different.

As you type an expression, a small vellow caution sign appears. It will remain visible until
vou have typed a legal expression. If the caution sign does not disappear, it means that
there is an error in the expression. To see which part of the expression is in error, click the
caution sign to select the incorrect portion.

5 If.the expressions include user-supplied shider information, drag the'appropriate’ Map
sliders to preview the effects. The Map 0 sliders correspond to sliders 0 and 15 the Map 1
sliders correspond to shiders 2 and 3; and so on. For information on mciuding user-
supplied shder information 1n expressions, see “Providing User-Controlled Sliders™

on page 293.

6 When you have correctly set up the filter, click Save to save the expressions in a text file.
Saving the expression allows vou to load and edit the filter in the future. The text file

should have the same name as the filter. but save the text file in a diregtory other than the
Adobe Premuere plugings directory.

7 I you want to usc this one instance of the filter only, click OK 1o apply the filter. If you
want to use the filter more than once, use the next procedure, “To save a custom filter for
additional use”

To save a custom filter for additional use:

1 Follow steps 1 through 6 of the previous procedure, “To create a custom filter”

2 Click Buwild. The Build Custom Filter dialog box appears.



3 Name the filter using the Title field. The name will appear in the Available list of the
Filters dialog box and in the title of the filter’s Settings dialog box, if there is one.

4 Usc the Author field 10 include credits or copyright information in the filter’s Settings
dialog box. Delete any information you do not want.

5 If the filter’s expressions include user-supplied slider information, select the appropriate
number of Slider or Map options and specify labels for the sliders in the corresponding
text boxes. The labels will appear with the sliders in the filter’s Settings dialog box.

To display the sliders individually in the Settings dialog box, use the Slider options. To
display the sliders in pairs, use the Map options. Whether you should use individual or

-

paired sliders depends on the type of filter you are creating,.

6 Chck OK. A standard Save dialog box appears.

7 Save the filter in the Adobe Premiere plugins directory.

8 To make the fiter available to users, restart the Adobe Premierce program.

'

To edit a custom filter:

1 In the Construction window, select the clip to which vou want to apply the filter.
2 Choose Filters from the Clip menu. The Filters dialog box appears.

3 Sclect Filter Factory from the Available list and click Add. The Filter Factory Settings
dialog box appears.

4 Chck Load. Use the Open dialog box to load the text file containing the filter’s expres-
stons. You must have saved the expressions in a text file when vou created the filter to be
able to edit it

5 Follow the steps in the previous two procedures to edit and rebunld the filter.

O



CREATING MOTION

Adobe Premiere lets you define a path along which a clip can move in the movie frame.
You can define a motion path for any movie or still-tmage clip. You begin by creating
points on a motion path; then you can choose from several motion options for each point
on the path. ‘

Note: Adobe Premiere uses subpixel motion. This positions an image i1 increments of
1/256 pixels, resulting in extremely smootl motion and rotation.

To define a motion path for a clip:

1 Select a clip in the Construction window.

2 Choose Motion from the Clip menu or from the Construction window pop-up menu.
The Motion Settings dialog box appears.

In the top left corner of the dialog box, a sample of the selected clip appears as it moves
along the default motion path. The default path has only Start and Finish points.
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3 Set points on the motion path using one of the following methods:

» Move the Start and Finish points.

« Position the pointer anywhere on the motion path. The pointer turns into a pointing _
finger. Click to add a point to the path, and drag to adjust its position on the path. When
you release the mouse, the point is selected and you can add options to the selected point.

« Click above the timeline.

Adjusting points on the motion path .
Once vou have created cach of the peints on the motion path, you can sciect and adju
cach point’s position.

To select a point on the motion path, use one of the following methods:
« Click a pomnt with the inger pomter.

» Press the Tab kev to select successive points from the Start to Finish positions along the
motion path. Hold down the Shift kev and press Tab to move from point to point in the

oppesite direction.

Note: If a text entry box is active tin the Motion Settings dialog box, pressing Tab will highlight
successive text boxes rather than sclect successive motion points.

To adjust the positioning of a point on the motion path:

1 Select the point.

2 Usc one of the following methods to adjust the point’s position:

e Press an arrow kev to move the selected point 1 pixel at a time in the direction

of the arrow,

« Hold down the Shift kev and press an arrow key to move the point in 5-pixel increments.

« Lnter coordinates for the point’s position i the Info field below the timeline.



To center the image frame at a point on the motion path:

1 Select the point.

2 Enter the coordinates (0, 0) for the point’s position in the Info field below the timeline,
or click the Center button to let Adobe Premiere enter these coordinates.

To copy the motion settings from one point to another point:

1 Select the point from which you want to copy the settings.
2 Press Ctrl+C.

3 Select the point you want to paste scttings to, and press Ctrl+V.

To delete a point:
Select the point, and press Delete.

Observing the effects of motion
- The motion settings are applied to the sample in the upper-left corner of the Motion
Settings dialog box, letting vou see the settings” effects immediately.

You can also preview the motion settings by dragging through the gray bar below the time-
line. To observe the effects for specific points along the motion path, click the Pause button
next to the motion thumbnail and click a point on the grav bar below the timeline. You
can also use the spacebar to start and pause the preview. Click Show All to see the other
video tracks in vour movic included in the previcw.



Changing the speed of motion

Points that have been added to the motion path are represented on the timeline below the

path. The length of the timeline represents the duration of the clip. The relative speed of

motion between path points is determined by the distance between points along the time-
line. Adjust the speed by dragging points closer together or farther apart along the time-

linc.
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The time indicator next to the timeline displays the time setting for the selected point in

one of two wavs:

« If vou set the blue time indicatortoggle so that the two arrows touch, the time shown is

where the poimnt occurs, measured from the beginning of the clip.

« If vou set the toggle so that the two arrows are separated, the time shown is where the
point occurs, measured from the beginning of the project in the Construction window.

Specifying motion options
This section describes how to use the Motion Settings dialog box to specify movement
options along a clip’s motion path. An image can be rotated, distorted, and zoomed in or

out along the path.

Adobe Premiere distributes the effects of movement options between successive points on
the motion path. For example, suppose vou have a motion path with successive points A,
B, and C. Pomt A has a rotation setuing of 0 degrees; point B has a rotation setting of 90

degrees; and point C has a rotation setting of 0 degrees. The clip 1s oriented at 0 degrees at
pomt A, The clip rotates 90 degrees clockwise as it moves between points A and B; then it
rotates 90 degrees counterclockwise as it moves between points Band C to return to its

degree orieniation.



To set movement options for a point on a path:

1

1 In the Motion Settings dialog box, click to select a point where it falls on the timeline or
along the motion path.

2 Choose from the following options:

+ Rotation. Determines the angle of rotation for a clip at a specific point. The angle can
range from —1440 degrees to 1440 degrees, resulting in up to eight full rotations of the clip.
The clip begins to rotate as it moves from the preceding point on the motion path toward
the selected point on the motion path. Use the tractor tread slider control, or type in an
angle for the rotation,
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Zoom. Increases or decreases the size of a clip at a specific point on the motion path.
Adjust the zoom level using the tractor tread slider control or by typing in a value between
0 percent and 500 percent.

Prelay. Causes o clip 1o pause for an amount of time on the motion path. To set a delay,
use the tractor tread shider. A blue bar appears on the imeline, indicating the length of the

delay. A percentage value for the delav (relative to the total clip duration) appears next 1o
the slider.



« Motion. Achieves smooth motion when zooming by speeding up or slowing down
movement where necessary. If the clip’s motion is zooming from small to large, select
Accelerate. If the clip’s motion is zooming from large to small, select Decelerate,

« Distortion. Distorts the image at a point along the motion path. Drag the four corners

of the thumbnail image in the distortion box to define the distortion.
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To spin a distorted image avound a cenier point, hold down the Alt key and position the

pointer on a corner point: then drag to spin the image around a center point.

Distot ion

To move all fouy corner points at once, postion the pointer in the center of the image.

\[ Distortion i s Lo tion

i
i
|
|
!

« Reset. Removes the distortion, delav, rotation, and zoom scttings for a selected poimt.
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3 Set the following motion options that apply to all points on the path

« Fill Color. Speciftes a background color for the moving clip. To select a background
color, click the desired color on the thumbnatl in the Fill Color box (the pointer turns into
the eyedropper tool when it is on the thumbnail), or click the color swatch above the
thumbnail to access the color picker and choose a color

Fill Color

« Smooth Motion. Smooths the path along which the clip travels. This option smooths
sharp changes in direction, rotation, and distortion. You can control the smoothness of the
path by choosing an option from the drop-down hist. The Smooth Motion option provides
the smallest amount of smoothing; the Averaging-High option provides the greatest
amount of smoothing.

« Alpha: Use Clip’s. Superimposes a clip using its existing alpha channel. This 1s the
normal setting for titles or graphics created in another application that has alpha channels,
such as Adobe Photoshop. This option will only affect clips that have beenassigned an
z\lplm Kev Type i the Transparency Settings dialog box.

» Alpha: Create New. Creates an opaque fill for clips that do not have an existing alpha
channel. With this option selected, an alpha channcl is created in the shape of the clip as
it moves, This option only affects clips that have been assigned an alpha kev tvpe in the
Transparency Settings dialog box.

Note: Cheosing the Create New option for an image containing an alpha channel overwrites

the original ulpha channelwehen the nnage is superimposed.

« Show AllL Displays the image along the motion path as it would be composited in the
Construction window, including transitions, filters, and transparency settings. Note that
the motion thumbnail will not play as smoothly with this option sclected.



« Show Outlines. Displays an outline of each frame along the motion path.

« Show Path. Shows the motion path s more detail. All points between the key frames
(represented as small squares) are shown as dots along the motion path. Sclecting this
option makes it casier for vou to check the motion path, especially at points where the

motion accelerates or decelerates.

Saving, loading, and deleting motion settings

You can usc the Save and Load buttons in the Motion Settings dialog box to save the
motion settings you create for a clip for later use with other clips. Motion scttings a
appiied to entire clips; they cannot be applied to a limited number of {rames of a clip.

To remove all motion settings applicd to a clip, click Remove in the Motion Settings
dialog box.

Note: Adobe Premicre inichides a scrof niotion patli settings, wlich are contained in the

moton sitbdirectory i thie Adobe Premiere directory:

R
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CHAPTER 7: CREATING SUPERIMPOSITIONS
AND TITLES

for a movie. The Title window lets you create clips with type. Title clips can be
superimposed 1o create titles and credits that play over other clhips.

SUPERIMPOSING CLIPS

The process of superimposition, called keying in television production and matting in film
vroduction, incorporates various methods of playing a clip over ancther chip. You make
areas of the top clip, calied the superimposed clip, transparent to allow the bottom clip (or
background clip) to show through. Adobe Premiere creates transparency n the superim-
posed clip in a variety of wavs, from blocking out portions of the clip (creating a matte) to

specifving ranges of color to be transparent.

Clips that you want supertmposed can go on any of the superimposc (S) tracks in th
Construction window. Clips that vou want playing underneath go on tracks A or B,
aligned with the clips on the S track. Adobe Premicre constructs superimpositions by first
assembling the clips on tracks A and B, including any effects on the transitions (T) track,
and then superimposing the chps on the § tracks onto the assembled clips. Clips on the S
tracks are superimposed m numerical order as they appear in the Construction window.

Thus, clips on higher numbered S tracks are plaved over clips on lower numbered S tracks.

Once vou place a clip on an S track, vou can specify the parts of the clip that you want to

make transparent using the Transparency Settings dialog box.

A



To superimpose a clip:

1 Drag the clip from the Project windosw to an S track in the Construction window.
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2 Select the clip on the S track.

3 Choose Transparency from the Clip menu. The Transparency Settings dialog box
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The first frame of the clip appears in the Sample box in the upper-right corner of the dialog.
box. For some key tvpes the frame will also appear in the color swatch.

Note: Because the effects of any filicrs applicd 1o a chip are displayed in the Transparency

CSertings dialog box, filters can slow the display of the dialog box considerably. If possible, select
transparency scttings before applying filters to a superimposed clip.,



4 Choose a key type from the Key Type drop-down list. For an explanation of key ty
see “Selecting a Key Type for a Clip” on page 179.

5 Choose one of three options for the way the background appears in the Sample box:

« Set the background to black or white by clicking the black-and-white icon below the
Sample box (continue clicking to toggle between white and black).

+ Set the background to checkerboard by clicking the checkerboard icon (click again to
reverse the pattern).

« To sce the actual background image in the sample imagg, click the page peel icon.

Sample
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6 Specify the arcas of the clip to be transparent by adjusting the settings for the selected
kev type. For a description of the scttings, sce “Making Kev Type Adjustments” on
page 186.

For increased control mn adjusting transparency settings, use the zoom and hand tools
located below the Sample box:

+ To zoom in on the sample image, select the zoom tool and click the image.
+ To zoom out, Alt+click the image with the zoom tool.

« To reposition a close-up view of the image in the Sample box, use the hand tool.
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« To show the sample image at actual size, double-click the zoom tool icon. The plus or
minus sign in the zoom tool appears as an outline when the image is being viewed at
true size.

« To fit the sample image in the Sample box, double-click the hand tool icon.

When vou have selected the zoom tool, holding down the spacebar selects the hand tool.
Likewise, you can select the zoom tool while the hand tool is selected by holding down the
Ctrl kev {to zoom in) or the Alt key {10 zoom out). '

If the clip is a movie clip, usc the slider under the Sample box to scroll through the clip and
see the efiect of the transparency settings on cach frame.

7 Click OK to apply the transparency settings.

Creating a garbage matte

With all key types, Adobe Premiere allows you to create a garbage mattce, which blocks out
arcas of the clip to be transparent. The underlying clip shows through the blocked

out areas.

To create a garbage matte:
1. Select the clip for which vou want to create the garbage matte, and choose Transparency
from the Chip menu. The Transparency Scttings dialog box appears. '
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2 Create the shape for the garbage matte by dragging the handles in the corners of the clip
in the Sample box,
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3 To make the areas outside the garbage matte transparent, select the Reverse Key option.

4 Ciick OK.

Movie crapped by
garbage maric

Note: Garbage mattes do not move with clips that have motion settings applicd to them.
For moving masks, the Track Matte key type 1s reconnmended.

Selecting a key type for a clip

Adobe Premiere provides 15 key (superimpose) options that can be applied to a clip on an
S track. The kev type determines what part of the image is “keved out,” that is, what part
of the image is made transparent. Although all kev types are described in this section, tl
cftects of several kev types are best displayed in color and are illustrated in Chapter 10,
“Tips and Techniques.” -

None

The default key type is None. At this setting, no part of the superimposed image 1s keyed
out. However, vou can set the opacity of the superimposed image by adjusting the Fade
control beneath the clip on the S track. You can also use the None key type for creating
garbage mattes. For more information on the Fade control, see “Adjusting the Intensity of
a Superimposed Chip™ on page 187.

[

Chroma

The Chroma kev type allows vou to selecta color ora range of colors in the clip to be trans-
parcnt. Use the evedropper tool to select a color from the image, or click the color swatch
to select from thecolor picker. Use the Similarity shider to select the range of similar colors
to be keved out. For more information on choosing a color, see “Selecting a Color to be
Transparent”™ on page 187, For an example ol using the Chromia key tvpe, see “Superim-

posing Figures Against a Background™ on page 250.
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RGB Difference

Like the Chroma key type, the RGB Difference key type lets you select a color or a range

of colors that will become transparent in the clip. The difference between the Chroma and
RGB Difference key types is that the Chroma key type lets you adjust the color and the gray

values of the superimposed pixels independently, while the RGB Difference key type

adjusts these components together. Use the eyedropper tool to select a color from the

image or click the color swatch to sclect from the color picker. Use the Similarity slider to

select a range of similar colors. For more information on choosing a color, see “Selecting

a Color to be Transparent” on page 187.

Matte - -+ -+ - Color

Choose,,

Lo

NN DT - g Dy
s~ 2 Transparency Setings 7

“- - - Matte - - we- - e Color o- -, e - - Bample oo o ]
o

- . e
Chonse |, l : - . F SN
I AT

 Similarity =16 T

I Heverse Ky
=t — Hoeverse Ry

W - 1 Drop Shadow

Adhustone the Sivnilarine shider do sclect a range of colurs

/5‘:‘



Luminance

The Luminance key type lets you key out the image’s gray values, while retaining its color
values. Use the Threshold and Cutoff sliders to adjust the shadows and definition of detail
in the image. For an example of using the Luminance key type, see “Adding Texture to
Movies” on page 255.

Alpha Channel

An alpha chiannel is an invisible grayscale channel assigned to an image, often used for
creating masks that isolate part of the image. The Alpha Channel key type lets you super-
impose an image by keving out the black areas of an image’s alpha channel and making the
white areas of the alpha channel opaque. You can select the Reverse Key option to reverse
(invert) the alpha channel.

The Alpha Channel key tvpe does not create an alpha channel in an image..When you

create titles, Adobe Premicre automatically creates an alpha channcl. You must create the

alpha channel in other applications with that capability, such as Adobe Photoshop. Sce

your application’s user documentation for an explanation of how it creates alpha channels.
\

If vour image has a srrarght alpha channel, use the Alpha Channel key type. If your imag
contains a prendriplied alpha channcl, use either the White Alpha Matte or Black Alpha
Matle key types because the Alpha Channel kev type can cause a white or black halo
around the rmage. (You can tell the difference between straight and premultiplied alpha
channet images because a straight image may have some blockiness while a premultiphied
image will not.} An alpha channel superimposition created on a black or white back-
around (for example, titles on a white background) works best when using the Black
Alpha Matte or White Alpha Matte kev type. An Adobe Premicre title has a premultiplied
alpha channel.



The following illustration shows an Adobe Photoshop still image with a gradation (blend)
in the alpha channel. The gradation in the alpha channel causes the image of the clouds to
fade as the gradation darkens. The area where the alpha channel is solid black is trans-
parent. The area becomes less transparent as the gradation blends to 50-percent gray, and
it becomes opaque where the gradation is either less than or equal to 50-percent gray or
all white.

Sl image with gradation m Gradation in alpha charnel
the alpha channel
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Black Alpha Matte

Choose the Black Alpha Matte key type to superimpose an image that contains an alpha
channel and that has been created on a black background. (Note that Adobe Premiere
automatically creates alpha channels for titles.) The Black Alpha Matte key type eliminates
the remnants (halo) of black around the edges of the foreground image. If the Black Alpha
Matte key type does not produce satisfactory results, try the Alpha Channel key type.
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White Alpha Matte

Choose the Whiie Alpha Matte key tvpe to superimpase an image that contains an alpha
channel and that has been created on a white background. (Note that Adobe Premiere
automatically creates alpha channcls for tides.) The White Alpha Matte key type elimi-

nates the remnants Chalo) of white around the edges of the foreground image. This type

Fig



of matte is useful for superimposing titles that have been created on a white background.
If the White Alpha Matte key type does not produce satisfactory results, try the Alpha
Channel key type.
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Image Matte

The Image Matte key type lets vou play the movie through a still image placed on top of
the clip on the S track. Once vou have chosen the image, itis displayed in the Matte
sample box and in the Sample box (combined with the superimposed clip) to show how
the key type affects the superimposed clip. To select an image for the matte, click the
Choose button in the Matte sampie box and use the Open diatog box to open the file you

want to use,
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Difference Matte

The Difference Matte key type keys out the identical areas of two clips and retains the
difference. For example, if two frames contain identical backgrounds but one of the frames_
contains an image in the center of the frame, only the image in the center of the frame 1s
retained. To select an image for the difference matte, click Choose in the Matte sample box

and use the Open dialog box to open the clip you want to use.
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Blue Screen and Green Screen

The Blue Sereen and Green Screen key types are used on images with true chroma blue
and true chroma green backgrounds. After choosing the desired kev tvpe, drag the Cutoff
slider to the right until the contrast in the foreground image stabilizes; then drag the
Threshold slider to the fett unail the blue or green background is transparent. To adjust the
tightness of the key, drag the Cutott and Threshold sliders an equal distance to the left, If

the background is biceding through, move the Cutoff slider to the right.
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Chroma blue is a solid blue containing little or no red or green and corresponds appfoxi-
mately to PANTONE® 2735. Chroma green is a solid green containing little or no red or
blue and corresponds approximately to PANTONE 354.

Multiply

The Multiply key type keys out the areas of the superimposed image that are lighter than
the underlying image. Use the Cutoff slider to control the opacity of the resulting super-
imposed image. For an example of using the Multiply key type, see “Creating a 360-Degree
Presentation” on page 266.

Screen

The Screen key type lightens the areas of the underlying image that are lighter than the
superimposed image. Use the Cutoff slider to control the brightness of the underlying
image.

Track Matte _

The Track Matte kev type uses the clip on the next S track of the Construction window as
a matte. A track matte can be created from a moving or still image. A track matte created
from moving images is called a traveling matte. For an example of using the Track Matte
kev type, see “Playing a Movie Through a Traveling Matte™ on page 262.

Not Red

The Not Red key type is designed for use with images that have green or blue backgrounds.
It is similar to the Blue Screen and Green Screen kev types, but its Blend shider iets you
create semitransparent objects and helps reduce fringing around the edges of nontrans-
parent objects. It works especially well with green backgrounds.

Making key type adjustments

Once you have selected a key type for the dip, vou can adjust the effect of the key and select
other options associated with that key type in the Transparency Settings dialog box.
Controls and options are grayed out if thev are not avaitable for the selected key type.

« The Similarity slider lets you select a range of colors to be transparent. To select a range
of colors similar to the one in the color swatch, drag the Similarity slider between None
and High; the higher the Similarity setting, the broader the range of colors in the selection.
+ The Blend shider smooths sharp transitions in color by creating a gradual change in
opacity in the pixels between the two colors,

+ The Threshold shider ets vou adiust the amount of shadow in a superimposed clip.

» The Cutoff slider lets vou adjust the shadow detail with the luminance and chroma keys.



« The Reverse Key option allows you to reverse the transparent area (for example, from
the area inside a matte to the area outside a matte).

+ The Drop Shadow option applies a 50-percent gray shadow slightly below and to the
right of the transparent portion of the clip.

+ The Mask Only option creates a black-and-white or grayscale mask from the trans-
parent portion of the clip. This option is useful when you want to export a chip to the
Adobe Photoshop program for retouching with its paint tools or when you want to sepa-
rate the key channel from the image channel.

» The Smoothing option creates soft edges where color transitions occur throughout the
superimposcd clip. Choosc from Nong, Low, and High.

Selecting a color to be transparent .

The Chroma, RGB Difference, and Difference Matte key types define 2 color or range of
colors as transparent based on the color you select in the color swatch in the Transparency
Settings dialog box. Use one of the following methods to select a color:

» To select a color from the clip, use the slider in the Sample box to scroll thmugh\ the cl’
until vou sce the color you want. Position the cursor over the desired color in the frame
shown in the color swatch (the cursor changes to an eyedropper), anid click the color. The
selected color appears in the swatch above the color swatch.

« To sclect a color using the color picker, click the color swatch. The color picker appears.
Select the color vou want, and click OK. For instructions on using the color picker, see
“Using the Premiere Color Picker™ on page 141

Adjusting the intensity of a superimposed clip

The Fade control at the bottom of the § track lets vou adjust the intensity of a superim-
posed clip. Fading i makes the superimposed image more visible, while fading out makes
the image less visible. You can also adjust the gain of the entire superintposed clip without

changing any of the level adjustments vou have made to the ¢hip.

To adjust the fading:

1 Position the pointer over the top line in the Fade control panel at the bottom of the dip
on the S track. The pointer changes 1o a pornting finger.

2 Click to create a handle (a black dot), and drag the handle up or down to adjust the
fading; create as many handles as needed. When the handle is at the top of the Fade contr
panci, the superimposed image is fuliv visible; when the handle is at the bottom of the
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panel, the superimposed image is invisible. The Info window displays the Fade Level of a
selected handle as a percent opaque (100 percent = opaque). To delete a handle, drag it out

of the S track.
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“The End" chp fading in over “Final Bow” clip

The line between two handies indicates the direction, length, and speed of the fade. The

steeper the angle, the more sudden the change in intensity.

3 Adjust the opacity between two points by choosing the fade adjustment tool from the

extended tools pop-up menu in the lower left corner of the Construction window and
dragging the line segment up or down. When using the selection tool, you can also choose

the fade adjustment tool by holding down the Shift key. The opacity of the superimposed”
clip can be set to a constant value by adjusting the Fade control in this-manner before

creating handles.

4 To make a cut in the

pop-up menu in the lower left corner of the Construction window and click the Fade

control. Doing so creates two handles right next to cach other. This is useful for making

Fade control, choose the fade scissors tool from the extended tools

adjustments that sharply increase or decrease the length and speed of the fade at a point.

Construction Window
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To adjust the gain of a superimposed clip:

1 Select the clip in the Construction window.

2 Choose Gain from the Clip menu. The Level Control Gain dialog box appears.
3 Enter a valuc from 1 percent to 100 percent.

4 Click OK.

Previous adjustments made to the Fade control do not change.

Adding a background matte

Adobe Premiere lets you create a full-frame matte of a solid color that can be used like a
clip. This feature is useful, for example, if you want to superimpose moving titles

over a sohd-coiored background. (For instructions on creating a background matte,

sec “Creating Background Color Mattes™ on page 104.)

CREATING TITLES

You create type and graphics in Adobe Premiere’s Title window. Title clips can contain
type, straight lines, and various gcometric shapes. You can superimposc title clipsto«  te
titles and credits that play over other clips. Adobe Premiere automatically assigns anti-
aliased alpha channels to type and graphics generated m the Title window.

When the Title window 1s active, the Title menu appears in the menu bar. The Title menu
contains options related to type and objects drawn in the Title window. You can set addi-
tional options for the Tutle window by choosing Title Window Options from the Windows

menu or by clicking the right mouse button on the Title window title bar.

While creating graphics in the Title window, vou have the option of viewing a frame from
amovie or still image as a background. You can then use the background to position titles

or select colors using the evedropper 1o0l,



To create a title:

1 Choose New > Title from the File menu. The Title window appears, and the Title m
appears in the menu bar.
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2 Use the type and object tools to create the type and drawings you want in the titles.
information on using these tools, see “Creating Type and Objects in the Title Window'
page 195,

3 Choose Save from the File menu to save the clip.

4 Hold down the Ctrl key and drag the clip from the Title window directly into the
Construction window. Alternatively, vou can import saved title clips into a project by
using the Import command in the File menu.

Using the Title window toolbox
The Title window toolbox contains tools and controls for creating and editing type as

objects. To use a tool for a single operation, click the tool in the toolbox; to use a tool
more than one operation, double-click the tool.
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Title Window Toolbox

Selection tool

" This tool selects an object or a block of text. Use

the Shift key in conjunction with the selection
tool to select multiple objects. The selection tool
turns into a resize pointer when positioned over
a point on a sefected object.

Eyedropper tool

This tool changes settings in the Title window
based on the attributes of an object or of a
selected coior in the background. Chick any object
or shadow fo assign its color, transparency, and
gradient filf attributes to the object color swatch
Option-click any object or shadow to assign Its
attributes to the shadow color swatch. Click a
pixel anywhere on the background to select a
color from the background image.

Type tool

This tool creates type and lets you edit text.

Line tool

This tool draws straight line segments.

Rectangle tool

This tool draws rectangular shapes Click the
filled {right) side of the rectangle tool to draw a
filled rectangle. Ciick the left side of the rectangle
to draw a {ramed rectangle.
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Polygon tool

This tool draws polygons. Click the filled {right}
side of the polygon tool to draw a filfed potygon.
Click the left side of the polygon tool to draw a
framed polygon. Draw the polygon one side at a
time, clicking to define the end points of each
straight line segment. To complete the polygon,
position the cursor over the first point and click
when a small circle appears next to the cursor.
You can also double-click at any point to com-
piete the polygon.

Rounded rectangle tool .

" This too! draws rectangles with rounded corners.

Click the filled {right} side of the rounded rectan-
gle tool to draw a filied rounded rectangle, Click
the left side of the rounded rectangle to draw a
framed rounded rectangle.

Oval tool

This tool draws oval shapes. Click the filled (nght)
side of the oval tool to draw a filied oval. Click the
ieft side of the oval tool to draw a framed oval.

Draft mode check box

This check box is selected if you want to work
without previewing color and opacity gradients,
which enables faster redrawing of type and
objects in the Title window. This option does not
affect the qualrty of the actual title ¢ltp. This
oplion can also be selected or deselected using
the accent () key
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Kerning tools

These tools (visible only in type edit mode) let you add or remove space between two characters
or between multiple characters in a selected type block. Ctrl-click the kerning tools to remove any
previously applied kerning.

Line weight slider

This slider {not visible when you are editing type or filled objects) lets you adjust the line weight
of a framed object.

Color swatches

The object color swatch {upper left square} displays the coler of the currently selected cbject; the
shadow color swatch {lower right square) displays the color of the selected object’s shadow.

Shadow offset control

This control lets you position a shadow in relation to its abject. The shape of the control reflects
the type of object selected. To remove 2 shadow, drag it out of the control area.

Gradient controls

These controls let you create color and opacity gradients across objects and shadows. The start-
ing and ending colors of a gradient are represented by the small cotor swatches. Opacity setungs
for the starting and ending ponts are posted above the respective color swatches: A prévEew of
the gradient appears in the box below the color swatches,

Opacity sliders
These sliders pop up when you click the small black arrows above the start and end color

swaiches. They control the opacity for the starting and ending points of the gradient and the
uniform opacity of a solid fill.



Setting up the title area

Options for setting up the drawing area of the Title window include setting the drawing
size, selecting a background color, using NTSC-safe colors, and identifying the perimeter
area of the Title window that may not show up on a television screen.

As a guide for positioning titles and graphics, you can view a frame from a movie clip in
the Title window. The frame does not become part of the title clip; it is used as a posi-
tioning guide only. You can, however, use the evedropper tool to lift colors from the
displayed frame.

To use a clip frame for title positioning:

1 Set marker 0 to the frame of the clip you want displayed in the Title window. If no
marker 0 is sct, the in-point frame is displayed. For information on setting markers in
clips, see “Setting Place Markers for Clip Alignment” on page 72.
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2 Dragthe clip from the Clip or Project window into the Title window. The marked frame
is displaved in the Title window.

|

3 Remove the frame from the Title window by choosing Remove Background Clip from
the Title menu. '

Note: You can change the frame displayed in the Title window by setting a new marker 0 for
tite clip. The newly marked frame will automatically appear in the Title window.



To select options for the drawing area:
1 Make sure that the Title window is the active window.

2 Choose Title Window Options from the Windows menu or click the right mouse b
on the Title window title bar. The Title Display Options dialog box appears.

3 Enter the following settings and options:

« Drawing Size. Set the size of the drawing area from 60-by-45 pixels to 2000-by-20
pixels. In general, the size of the drawing area should be the same-as the output size »
the Output Options dialog box. However, this is not critical, as Adobe Premiere will :
the title to match the output frame size. Note that if the 4:3 Aspect Ratio option is sele.
you enter just the width or height; the program updates the other dimension to man
a 4-to-3 width-to-height ratio.

« Background. Select a background color for the title clip by clicking the color swat.
display the color picker. (For information on selecting colors, see “Using the Premie
Color Picker” on page 141.) You can also choose to make the background color opaqt
transparent. The default background is transparent; the background will be keyed o
you apply the Alpha Channel key type. Choose Opaque from the Background settin:
make the background opaque.

Note: When the Title window is active, you can set the background color to black or white
the keyboard by pressing B for black or W for wiite.

« Safe Title Area. Because a picture tube on a television screen is generally over-scan
images may be partially truncated or lost when output to videotape. You can use the S
Safe Titles option to see the area in which titles and objects are protected from partia
truncation.

: —it— Motion safe

--} -- Titke safe

+ NTSC Safe Colors. Select this option to restrict colors in the Title window to NTSC- -
colors. NTSC-safe colors are those acceptable for television reproduction, preventing
oversaturated colors from bleeding across television scan lines.



Creating type and objects in the Title window

This section describes how to create type, rectangles, ovals, polygons, and straight line
segments in the Title window. It also describes how to create color and opacity gradients
- across type and graphic objects.

In Adobe Premiere, a geometric object is either framed or filled, but not both. You can,
however, create the iltusion of a framed and filled object by creating two separatc objects

and having the program align them for you.

The Title window enables you to create type. You can modify type using commands from
the menus or tools from the toolbox. Type is treated as a filled object and cannot be
converted to a framed object. You can animate type by applying motion settings to a title
clip in the Construction window. For more information, see “Creating Motion” on

page 166.

To create framed and filled objects:

1 Create a framed or filled object using a drawing tool in the toolbox. Chick a point in the
Title window and drag to create a framed or filled object. Hold down the Shift key as you
drag to constrain an oval to a circle, a rectangle to a square, or a line to an increment of

45 degrees.
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2 Click an object to select it, then use the swatches and tools in the toolbox to adjust
the color, opacity, or shadow. For information on using these tools, sce procedures later

in this section.

3 Adjust the line width of a framed object using the Line Weight slider in the toolbox.
Drag the slider to choose a line weight for an object between 1 pixel and 16 pixels.

tle: Circus.pt {1]. - Hd|

- Line weight slider



4 To create a framed version of a filled object, select the object and choose Create Fram.
Object from the Title menu; to create a filled version of a framed object, choose Creatc
Filled Object from the Title menu. Adobe Premiere makes a copy of the object, converts
to a filled or framed object, and aligns it with the selected object.

5 To convert a framed or filled object, choose Convert to Framed or Convert to Filled fro
the Title menu.

6 To resize a selected object, position the pointer tool over a point on the object and dr:

7 To resize selected type, hold down the Ctrl key, position the pointer over a corner poi
of the selection area, and drag. To resize type to a particular point size, use the Title me
commands as described in the procedure “To adjust type attributes” on page 197.)

To smooth a polygon object:

Click an object that was created with the polygon tool, and choose Smooth Polygon fro
the Title menu.
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To create type:
1 Select the type tool.

2 Click in the Title window where you want the type to begin, and type the desired tex,
You can edit type in the text entry box by selecting the type with the cursor, and then usi
standard cut and paste operations.

3 Click outside the text entry box when you have finished typing.

Any color, transparency, or gradient settings in the toolbox are applied to the type.

By default, newly created tvpe has no shadow.
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To adjust type attributes:
1 Select the type tool, then drag to select the type you want to adjust.

2 Choose Font from the Title menu. In the Font dialog box, change the font.

3 Use the Title menu commands to change the type style, justification, and shadow. The
Title menu commands provide a variety of type styles and shadows, including an Emboss
type stvle.

a To change the type size, choosc Size from the Title menu and sclect a point size.

You can hold down the Ctrl key and press the Greater Than (>) or Less Than (<) key to
increase or decreasc the point size in I-point mncrements. You can also stretch and shrink
type to change its size and aspect ratio; for more information, sce the next procedure, “To
stretch or shrink type.”

£ RINGS; .

5 To kern the type, click to position the cursor between two characters or drag to select all
of the characters vou want included for adjustment; then choose one of the following
options:

o Click the left kerning tool to reduce spacing between characters; click the right kerning
tool to increase spacing between characters.

« Hold down the Ctrl kev and use the Left and Right Arrow keys to decrease and increase

the space between characters.

+ To reset the kerning, hold down the Ctrl kev and click cither kerning tool.
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6 To change the leading, hold down the Ctrl key and use the Up and Down Arrow keys to
increase or decrease the feading in T-pixel increments, ‘



Note: The selected font, type size, and type justification are applied to all type in a text block.
To mix fonts, type sizes, and type justifications, you must create more than one text block.

To stretch or shrink type:
1 Using the selection tool, select the type you want to stretch or shrink.

2 Hold down the Ctrl key and position the pointer over a corner point of the sclected type.
The selection tool turns into a type resize pointer.

3 Drag to stretch or shrink the selected type arbitrarily. Dragging the type also changes its
aspect ratio.

To center type or objects in the drawing area:

1 Using the selection tool, select the type or object you want to center. If multiple text
blocks or objects are selected, they are centered as a group.

2 To center type or objects within the drawing area, choose either Center Vertically or
Center Horizontally from the Title menu.

3 To center type or objects horizontally in the lower third of the drawing area, choose
Position in Lower Third from the Title menu.

‘To create a shadow for type or for an object:

1 Select the type or object for which you want to create a shadow.

2 Drag the Shadow Offset control in the toolbox to determine thé position of the shadow.
Hold down the Shift key to constrain the angle of the offset to 45-degree increments. The
offset coordinates, given in pixels, are displaved above the control.

3 Click the shadow color swatch in the toolbox to select a color for the shadow.

No shaduw
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& With the shadow color swatch selected, use the pop-up opacity shiders to adjust the
transparency of the shadow. |

Opacity

RINGS

— Use middle Gpacity slider

5 Choose Shadow from the Title menu to sclect the Single, Solid, or Soft option for the
shadow. You can aiso select the next shadow style by Alt+clicking the Shadow Offset
control.
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6 To remove the shadow for a sclected object, drag the shadow control into the center or
outside of the control box.

To create a gradient fill across an object or shadow:

1 Select the object vou want to fill in the Title window.

2 Click the object color swatch if vou want to create a gradient fill for the object; click the
shadow color swatch if vou want to create a gradient fill for the shadow. Click the curved
arrow between the swatches to exchange the object and shadow gradients.

- Object color swatch

- Shadow ¢olor swatch




3 Select a starting color by clicking the left color swatch in the gradient controls to display
the color picker. (For instructions on using the color picker see “Using the Premiere Color -
Picker” on page 141.) Select an ending color by clicking the right swatch in the gradient
controls. A preview of the gradient appears in the box below the color swatches.

€100+ 100M
l—- Left color L Right color
swatch swatch

Note: You can create a full-spectrim blend by setting the gradient starting and ending colors
to the same color. To do so, drag a color from cither gradient swatch to any of the other color
swatches in the toolbox.

" 4 Change the opacity of the starting or ending point by clicking the small black arrow
above the respective color swatch and dragging the opacity slider to the desired setting.
-Opacity setiings for the starting and ending points appear above the respectivescolor
swatches. Opacity can vary between O percent (clear} and 100 percent.

4100 = 100[Opaciiy
I

4100« 100
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5 Seta common opacity for the starting and ending points of the gradient (remove the
gradient) by clicking the small black triangle between the swatches and adjusting the slider
control.

6 Change the direction of the gradient (in 45-degree increments) by clicking one of the
cight small arrows around the preview box. The gradient starts from the location of the
selected arrow.
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Selecting and moving objects in the Title window

You can select and move an object in the Title window by dragging it or by using the
Tab and arrow keys on the keyboard. You can also select multiple objects and move them
as a group.

To select and move objects:

1 Select objects using one of the following methods:

+ To select a single object, click with the selection tool.

To select multiple objects, Shift+click with the selection tool.

To select all objects in the Title window, choose Select All from the Edit menu.

To sclect objects in front-to-back order, press the Tab key. To select objects in the oppo-
site order, hold down the Shift key and press the Tab key.

2 Dragthe object to the desired location. Press the arrow keys to move the object in 1-pixel
increments in the arrow direction. Hold down the Shift key and press the arrow keys to
move the object in 5-pixel increments in the arrow direction.

!

3 To center a selected object in the drawing area, choose Center Horizontally or Centet
Vertically from the Title menu.

4 To center a selected object horizontally in the lower third of the drawing arca, choose
Position in Lower Third from the Title window.

Changing the order of layered objects
By default, multiple objects in the Title window are layered in the order inwhich they were
created. You can change the order of lavered objects by selecting an object and choosing

Send to Back or Bring to Front irom the Titte menu.
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CHAPTER 8: COMPILING AND
VIDEOTAPING MOVIES

hen you have finished assembling and editing your clips in the Construction

& window, you can play your movie on your computer monitor or NTSC screen,
=

2 compile your movie into a self-contained Video for Windows or QuickTime
movie, or output the movie to videotape.

This chapter provides information that will help you make movies of the highest quality.
It explains how to compile your clips into a Video for Windows or QuickTime movic and
how to use the Print to Video command to play movies and record them to videotape. It
also explains how to create 2 movie by linking shorter movies together.

COMPILING A MOVIE .

Clips in the Construction window do not become a self-contained Video for Windows or
QuickTime movie until vou compile them into a Video for Windows or QuickTime file
using the Make Movie command.

After a movte is compiled, vou can play it on your computer screen er import it into other
applications that support Video for Windows or QuickTime. The quality of vour finished
movie depends on a number of factors, such as the type of image comipression you use, the
frame rate at which vou output the movie, and the speed of the computer system used to
play the movie. '

It vou used the Miniatures command or Batch Capture window to create a set of smaller
clips to work with while constructing your movie, vou must replace the smaller clips with
the ortgimal clips before compiling the movie. For information on this procedure, see

“Making Miniatures to Improve Performance” on page 41.

Before compiling vour movie, make sure that vou have enough disk space to store it. A

Video for Windows or QuickTime movie can be an extremely large file.



To compile a movie:

1 Make sure that you have enough free disk space to store the movie. If you run out of disk
space as the movie compiles, you will receive an alert and will have the chance to make
more disk space available or save all of the movie that has been compiled.

2 Choose Make > Make Movie from the Project menu. The Make Movie dialog box
appears. .

File Name: Ditectories:
Im ] c:\premiere\moject
- Cancel -
SRS :
= project
+
Drives: .
+ | c: IEI
Make: Work Area as AVl Movie
Video 160 %120 & 14Ips
Compression: "Micrasoll Video 1' @& 75X
Audio. 22Khz - 8 bit - Mono
| Qutput Options... J | Compressian,.. I

The current settings for output options and movie compression are displayed in the lower
half of the dialog box.

3 To change the output options, click Output Options. The Project Qutput Options dialog
box appears. (Qutput options are mitially set in the project presets. The ()pli()l.l.\‘ are
described in "Selecting Project Output Options™ on page 205.) Adjust the output options
as desired, and click OK. The Make Movie dialog box reappears.

4 To change the compression settings, click Compression. The Compression Settings
dialog box appears. Compression options are described in “Selecting Compression
Options” on page 214,

5 Type a name for vour movic, and click OK. A progress bar appears as the movie
compitles.

To stop the compilation process, press the Esc key. Adobe Premiere saves as much of the
movie as has been constructed.



When compiling a movie, Adobe Premiere issues a warning if the available disk space
drops below the Low Disk Space Warning Level set in the General Preferences dialog box.
The warning lets you switch to the File Manager to make more space available, or to stop
the process and save the portion of the movie that has been compiled so far. If you ignore
the warning, vou can continue compiling, but you risk running out of disk space.

If you select the Beep When Finished or the Open Finished Movie options in the Project
Qutput Oplioﬁs dialog box, the program beeps or opens the movic in a Clip window when
it finishes compiling and saving the movic. Play the open movie using the controls in the
Clip window or by using the Print to Video command. For more information on the Print
to Video command, sec “Using Print to Video™ on page 219.

SELECTING PROJECT OUTPUT OPTIONS

The Project Output Options dialog box lets you specify how the movic is compiled. You
use these options to specify the output file type, which part of the Construction window
to compile, the image size, and the audio sampling rate.

Output options are initially set by the project preset, which you choose when vou'create
the project. You probably won't need to change the project output options unless the
intended usc of the movie has changed. For more information on cheosing a presct, see
“Selecting a Project Preset” on page 28. |

To set project output options:

1 Choose Output Options from the Make menu, or click Qutput Options in the Make
Movie dialog box. The Project Output Options dialog box appears.

Dulput. Eka Arta [%i a5 [AVI Movie I hd

poem e s Pl Video - - - - R (J Audio G e e

. Rate |22 kHz I_EI
Size 160 ih [120 |v 4 3 Aspec ‘

L= D hee \ Format l[l Bit - Mone {5]

. , i

+ Lype [iuil Size Frame ]' . Type [Uncnmnresmd Ii]

‘ : 'ntelleave [I Second [EI
O Beep when binished ,

1 Upen Fimshed Movie [ 0K ' l Cancet ]

2 From the Output drop-down list, select which part of the Construction window to
comptle: Entire Project to compile evervihing in the Construction window, or Work Area
to compile only the segment under the vellow work arca bar.



3 Select the output file type from the drop-down list in the upper-right corer of the
dialog box. For more information, see the next section, “Selecting the Output File Type.”

a4 Specify video output options in the left side of the dialog box. For more information,
see “Selecting Output Options for Video” on page 207.

5 Specify audio output options in the right side of the dialog box. For more information,

see “Selecting Output Options for Audio” on page 209.
6 Click OK.

Selecting the output file type

You can choose from seven output file types in the Qutput As list.

AVI Movie
The AVI Movie option generates a movie file in the Microsoft Video for Windows .avi file
format, which is compatible with any software that supports this format.

QuickTime Movie
The QuickTime Movie option generates a movie filc in the QuickTime for Windows .mov
file format, which is compatible with any software that supports this format.

Filmstrip File

The Filmstrip File option generates a Filmistrip format file that can be opened and modi-
fied in Adobe Photoshop. The file vou open in Adobe Photoshop is.a single file containing
all the frames of the movie. Filmstrip files are uncompressed and may require large
amounts of disk space. For more information on Filmstrip files, see *Moditying Filmstrips
in Adobe Photoshop™ on page 106.

Autodesk FLC/FLI

The Autodesk FLC/FLI option generates an Autodesk Animator (fle or .fIi} file. The
Animator file is a single file containing all the frames of the movie, which can be opened
in any animation application that supports this file format.

Bitmap Sequence

The Bitmap Sequence option generates a series of bitmapped (.bmp) files, one for each
frame of the final movie. The files are numbered sequentially beginning with the number
01, which is appended to the hlename {for example, file01.bmnp, filc02.bmp, and so on).
Numbered bitmapped files can be imported into other applications that may be unable to
accept Video for Windows or QuickTime movies.

Ly



Targa Sequence

The Targa Sequence option generates a series of Targa (.tga) files, one for each frame of the
final movie. The files are numbered scquentially, beginning with the number 01, which is
appended to the filename (for example, file0l.tga, file02.1ga, and so on).

TIFF Sequence

The TIFF Sequence option generates a series of TIFF (.tif) files, one for cach frame of the
final movie. The files are numbered sequentially beginning with the number 01, which is
appended to the filename (for example, file01.tif, file02.tif, and so on).

Selecting output options for video
The Project Output Options dialog box lets vou specify the dimensions of the movie
frames when output and how the ficlds are captured.

Size

The Size fields determine the height and width (in pixels) of the movie frames when
output. If the 4:3 Aspect Ratio option is selected, you enter only the height or width and
the other field is updated automatically. Note that larger images usually result in reduced
playback rates if you don't have a board with hardware compression. With larger image.
you may not-achieve normal plaving speed when playing the movie.on vour computer or
recording it on videotape. Increasing output size also increases the file size of the final
movie. The aspect ratio of the Preview window is automatically determined by the propor-
tions of the video output frame.

4:3 Aspect Ratio

By default, the dimensions of the movie frames are constrained to the standard analog
video width-to-height ratio, or aspect ratio, of 4 to 3 (width = 4; height = 3). If your orig-
inal clips were captured from analog video, changing the 4:3 aspect ratio will distort the
image; or if the movie is later plaved on analog video, changing this ratio will cause the
analog video image to be distorted.

Type

This setting should match the way vour video display board processes NTSC or PAL vidco.
Leave this setting at Full Size Frame if vour board does not process the separate fields in an
NTSC video frame. I your board processes full-frame, 60-ficld video, select the proper
field dominance for the board, cither Ficld 1 or Field 2. For more information about field
I and field 2 dominance, see the next section, “Full Field Processing of Clips.”

If your clips were captured with different capture boards, vour project may contain some
chips with ficld 1 dominance and some with field 2 dominance.



Full-field brocessing of clips

Field processing is an issue when you're working with full-frame (640-by-480 pixcls),
60-field NTSC or 50-field PAL video. You should specify how Premiere processes the fields
for a specific clip when you're changing the speed of a clip, export1n0 a filmstrip, or
freezing on a video frame.

Each frame of NTSC video contains two fields, one containing odd scan lines and the
other containing even scan lines. Most NTSC vidco is field I dominant. This means that
the odd field precedes the even field in the designation of the video frame. If the ficlds arc
reversed, motion can appear jerky. Some video capture boards can capture with field 1 or
field 2 dominance. Others assume field 1 dominance.

To set field processing options for a clip:

1 Select the clip in the Construction window.
2 Choose Field Options from the Clip menu.

3 Set options for field processing as described in the following sections, and then click OK.

Reverse Field Dominance option
This option reverses the field dominance of a clip so that it matches the field dominance
" used by your.video board, and is useful if your clips weren't all digitized by the same

capture board. All clips in a movie should have the same field dominance.

None option

This option turns off interlacing.

Interlace Consecutive Frames option

This option converts consecutive frames into interlaced fields of video. Many animation
applications don't consider video fields. For smooth animations, use this setting to convert
60 fps animations into 3¢ fps animations with two fields per video frame.

Always Deinterlace option

This option converts the interlaced fields into frames of video with no discernible fields.
The video frames are generated from an average of the field data, resulting in no inter-
lacing or time offset. You should select this option if you are working with a {reeze framc.

N



Flicker Removal option

This option eliminates the flickering of thin horizontal lines. When this option is not
selected, a horizontal line of 1 pixel appears in only one of the two video fields, which
results in flickering during playback. Selecting this option blends cach line with a
percentage of the lines above and below it so thata 1-pixel high linc appears in both video

fields.

Deinterlace Fields When Speed is Below 100% option
This option converts the interlaced fields into frames of video with no discernible ficlds
when the speed of a clip is reduced. This option is selected by default.

Selecting output options for audio

The Project Output Options dialog box includes the three options for the audio portion
of the movie:

Rate option

This option determines the sampling rate for the audio clips. The highest frequency that
vou can achieve in the final audio output is equal to half of the sampling rate; for examp/~
a 44 kHz sample rate is capable of producing a 22 kHz frequency. Compact disc (CD)
audio is sampled at a 44 kHz rate. ‘

The Format option
This option scts the audio output to 8-bit or 16-bit mono or sterco resolution format.

The Type option .

This option fets vou choose whether to compress the audio. Choose None to leave audio
uncompressed. Choose IMA ADPCM or MS-ADPCM to compress audio using a 4:1 loss-
less compression scheme. Compressing audio allows vou to have higher-quality audio
without reducing the movie's frame rate. Most sound cards can uncompress audio while
plaving a movie. If your sound card supplics additional audio compressors, they will
appear in the Tvpe drop-down list.

The Interleave option

You can set the amount of audio to be stored in the movie between blocks of video, called
interlcaving audio and video. You can specify amounts in frames, seconds, or minutes. In
most cases, the default amount (1 second) works best, but if vou notice delays in your
movie and choppy audio, vou may want to experiment with different amounts. For
movies that will be plaved from CID-ROM, choose T frame. .



Note: For the smoothest playback, you can load all of the audio into RAM first, which allows
the video frames to be retrieved from the hard disk without interruption. To load all the audio
into RAM first, choose a value for the Interleave field that is longer than the duration of

the entire movie. For this method to work properly, you must have enough RAM avatlable
to load the entire audio portion of the movie and the audio portion must be five minutes or
less in duration.

DIGITAL VIDEO COMPRESSION

Compression is the process of removing or restructuring data to decrease the size of a file.
Digital video files are very large, requiring high data transfer rates for capture and play-
back. As you compile a Video for Windows or QuickTime file, you compress the data to
reduce the file size and facilitate the playback of the movie. Data decompression takes
place as the movie plays back. Compression and decompression are critical if the movie is
to play off a CD-ROM drive or play at {ull size from a hard drive.

Several compression/decompression algorithms (codecs) are available for compressing
Video for Windows and QuickTime movies. Codecs can be software-based or hardware-
based. Hardware compression is significantly faster and more effective than software
compression. The codec you choose affects the visual quality of the movie and the speed
with which it plays on vour computer monitor or NTSC screen. In general, full-frame, 24-
bit video images can only be playved back in real ime (that is, at normal plaving speed)

_using hardware compression and decompression. Video for CD-ROM is normally
compressed with software codecs because it allows anyone with a CD-ROM plaver to view
movies without specialized hardware.

You can compress Video for Windows movies in Adobe Premiere using any of the software
codecs that come with Video for Windows. You can also add third-party codecs to your
system to give you a variety of compression formats from which to choose. Some codecs
are optimized for image quality compression, while others are optimized for speed. For
more information, see “Video for Windows Software Compressors”™ on page 212.

You can compress QuickTime movies in Adobe Premiere using any of the QuickTime soft-
ware codecs that come with Adobe Premiere. For more information, see “QuickTime Soft-
ware Compressors™ on page 213, '

Several third-party video boards offer hardware compression based on the Motion JPEG
(Joint Photographic Experts Group) format. Motion JPEG allows display of full-frame
images at 30 frames per second, and with some boards, 60 ficlds per second. For more |
information on third-partv hardware, see the readmic file shipped with Adobe Premiere.



Outputting full-screen images

You can output full-screen images (640-by-480 pixels) to your computer screen or to
videotape in real time (at the normal playing speed of 30 fps), only if your playback system
has hardware compression. You can record full-screen images to videotape in nonreal time
(below normal playing speed) using software compression if you have a controllable tape
deck. You can output half-screen images (320-by-240 pixels) at full frame (640-by-480
pixels) to your computer screen or to videotape using the Zoom Screen feature of the Print
to Video command, with either hardware or software compression. For more information
on printing to video, see “Using Print to Video” on page 219. For more information on
outputting to videotape, see “Outputting a Movic to Videotape” on page 222.

Note: You can have Adobe Premiere gencrate an Edit Decision List (EDL) for creating a video-
tape using traditional post-production techniques. The EDL contains a list of all of the clips,
transitions, and special ffects in the movie, and is used to assemble a new movie (imaster)
from the original (source) tapes. For more information o1 EDLs, sec “Generating an Edit
Decision List” on page 108.

\

Achieving the highest possible playback rate
The playback rate of vour movie determines how smooth and natural-looking the me¢ .
appcars. At'playback rates below 15 fps, you notice the frames that'make up a movic; the
lower the plavback rate, the more distinct cach frame becomes, until the illusion of contin-
uous motion is lost completely. Higher plavback rates give the iltusion of continuous
motion; the individual frames arc undetectable. For best results, you want the highest
passible plavback rate (up to 30 frames/60 ficlds per second).

The highest plavback rates are achieved with fast hard drives and video boards capable of
processing data to the screen very quickly. Hardware compression {such as Motion JPEG
compression) yiclds the best results. In many cases, however, the playback computer

will not be able to display 30 fps, especially if your movie is distributed on CD-ROM.
For more information about plavback on CD-ROM, see “Making Movies for Playback
on CD-ROM” on page 218.

Data compression schemes

Codecs use several schemies for removing or restructuring data to decrease the size of a file.
Lossless compression schemes preserve the original data, ensuring that the image is the
same after compression and decompression. Most lossless schemes use run-length
encoding, a process that discards continuous regions of duplicate colors. This techniq
works verv well for images that are generated clectronically where colored areas are often



composed of solid colors. In general, however, lossless compression is not very effective
with digitized video and scanned photographs because.colors in these images are usually
represented by high dithering and diffusion and contain few areas of continuous color.

Lossy compression schemes, on the other hand, attempt to remove picture information
that viewers are not likely to notice. Lossy compressors do not preserve original data;
image information is lost and cannot be recovered. The amount of data that is lost -
depends on the degree of compression, controlled by the image quality setting in the
Compression Settings dialog box. A high Quality setting for a movie results in much less
information being lost than with a low Quality setting. In addition, many lossy compres-
sors result in additive loss—as the images are recompressed, even more data is lost. Addi-
tive loss varies with the compressor; the QuickTime Video codec, for example, has been
designed to have little additive loss when recompressing.

Spatial compression compresses the data in each frame of a clip, while temporal compression
compresses the data by comparing frames over time. Common side-effects of spatial
compression include blurring, blockiness (small blocks of constant color instead of the
random dithering found in the original content), streaking (lines ofconstant color) and
contouring (regions of constant color).

Frame differencing is a type of temporal compression that minimizes the amount of data
required to represent each frame in a clip by storing data for only the frames that contain
changes. This type of compression works well when a movie contains a small amount of
movement and thus contains a fair amotint of duplication from one frame to the'next.
Frame differencing schemes store the data from certain key frames and discard other data.
A common side-effect of frame differencing is blockiness in the video images.

Video for Windows software compressors

-The following software codecs are shipped with Video for Windows and appear in the
Compressor drop-down ist in the Compression Settings dialog box. Additional third-
party codecs, such as Motion JPEG, appear il vou arc using a video capture board that has
hlll'(I\\'l] e C()H'IP rcslsi()n. J

Microsoft Video 1 codec

Use the Video 1 option for comp'rcssing analog video. The Video 1 compressor is a lossy,
spatial compressor that supports pixel depths of § or 16 bits.

Microsoft RLE codec

Use the RLE option for compressing animation and computer-synthesized images. The
RLE compressor is a spatial 8-bit compressor that uses run-length encoding techniques.



Cinepak codec

Use the Cinepak codec when compressing 24-bit video for playback from CD-ROM discs.
This codec attains higher compression ratios, better image quality, and faster playback
speeds than the Microsoft Video 1 codec. It 1s available on both Windows and Macintosh
computers. For best results, use the Cinepak codec on raw source data that has not been
previously compressed with a highly lossy compressor. Cinepak is a highlv asymmetric
codec, which means that decompression is much faster than compression. You can sct the
_data rate for playback (see “Selecting Compression Options™ on page 214).

intel Indeo Video R3.2 codec

Use the Indeo Video option when compressing 24-bit video for playback from CD-ROM
discs. This codec attains higher compression ratios, better image quality, and faster play-
back speeds than the Microsoft Video 1 codec. It is available on both Windows and Macin-
tosh computers. For best results, use the Indco Video codec on raw source data that has
not been previously compressed with a highly lossy compressor. When used with a data
rate for playback, this codec produces movies that are comparable in quality to those
compressed with the Cinepak codec. For more information on sctting the data rate, see
“Sclecting Compression Options” on page 214.

Intel Indeo Video Raw codec

Use the Intel Indeo Video Raw option for capturing uncompressed video. 'l'his.opti(m
provides excellent image quality, because no compression is applied. Captured video files
are smaller than those captured with the None option.

None option

Use the None option for real-time acquisition of analog video. This option provides excel-
fent image quality, because no compression s applied. Data can be compressed later or
recomputed tor plavback from CD-ROM. The disadvantage of using the None compres-
sion option is that large amounts of disk space are required, and the video cannot be
played back.

QuickTime software compressors

The following QuickTime for Windows codecs are shipped with Adobe Premiere and
appear in the Compressor drop-down list in the Compression Scttings dialog box (for
more information, sce “Selecting Compression Options” on page 214). Choose a codec
based on the type of original images vou have and vour desired results. If your video board
provides hardware compression, refer to the video board documentation for recomr -

dations about which codec to choose.



Cinepak codec

Use the Cinepak codec when compressing 24-bit video for playback from CD-ROM discs
This codec attains higher compression ratios, better image quality, and faster playback
speeds than the Video codec. It is available on both Windows and Macintosh computers.
For best results, use the Cinepak codec on raw source data that has not been previously
compressed with a highly lossy compressor. With Cinepak, decompression is much faste
than compression. You can set the data rate for playback (see “Selecting Compression

. Options” on page 214).

Intel Indeo Video R3.2 codec

Use the Indeo Video option when compressing 24-bit video for playback from CD-ROM
discs. This codec attains higher compression ratios, better image quality, and faster play-
back speeds than the Video codec. It is available on both Windows and Macintosh
computers. For best results, use the Indeo Video codec on raw source data that has not
been previously compressed with a highly lossy compressor. When used with a data rate -
for playback, this codec produces movies that are comparable in quality to those
compressed with the Cinepak codec. For more information on setting the data rate, see
“Selecting Compression Options” on page 214. y

Video codec
Use the Video codec for the capture and compression of analog video, high-quality play-
back from hard disk, and moderate quality playback from CD-ROM. This codec supports
both spatial and temporal compression of 16-bit'video and can play back at rates of 10 {p:
or more. Data can be recompressed or recompited later for higher compression ratios. The
Video codec allows recompression with mintmal or no quality degradation.

None option

Use the None option for real-time acquisition of analog video. This option provides excel
fent image quality because no compression is applied. Data can be compressed later or
recomputed for playback from CD-ROM. The disadvantage of using the None compres-
sion option is that large amounts of disk space are required.

SELECTING COMPRESSION OPTIONS

Compression options are initially set by the project preset, which you choose when you
create the project. You probably won't need to change the compression options unless the
intended use of the movie has changed. For more information on choosing a preset,

see “Selecting a Project Preset™ on page 28.
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To change compression settings:

1 Choose Compression from the Make menu, or click Compression in the Make Movie
dialog box. The Compression Settings dialog box appears.

Compression Settings
Compression Type: [RATGERRR
 Compressor
Method: IMacmmfl Video 1 Lt_l ' Configure.. I
Depth: IThou:ands EE] 1:“_E5Iel‘fé.j;“.“l
B lit s |
Quality .y ample
P ===
Low High
 Options
Frames per second: [15 E
O Keyframe every |15 frames Ratio = ~27%
E{] Optimize stulls
[ Data Rate
1
[ Limit Data Rate to K/sec [ CD-ROM -
O Recompress [Alway: |+

2 To see how the compression settings will affect your compiled movie, copy a clip from
vour project to the Chipboard. A frame from the clip appears in the Compression Settings
sample box. The frame display is a snapshot preview of the compiled movie.

3 Sclect which codec to use in compiling your movie. If your board provides hardware
compression, sclect the proper Motion JPEG codec. Otherwise, select a software codec.
For more information, see “Video for Windows Software Compressors™ on page 212 and
“QuickTime Software Compressors™ on page 213.

a 1f your compressor allows you to set compression quality options, click Configure and
set those options.

5 Sclect a pixel depth for the movie from the Depth drop-down list. The pixel depth deter-
minces the number of colors that can appear in the images. Smaller depths can reduce the
file size but mayv degrade the image quality. Some codecs, such as the Cinepak codec, have
a fixed pixel depth that cannot be changed.
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6 If you are limiting a movie to 256 colors, click Palette and select a movie palette. Select
the Calculate a New Palette option to have Adobe Premiere calculate a palette for each
movie. Select the Load Palette Now option to load a palette you have previously created.

7 Use the Quality slider to set the spatial compression quality. The lower the Quality
setting, the more the movie is compressed and the smaller the file size. A high Quality
setting results in less information being lost than with a low Quality setting. To preview
the effect of spatial compression on your movie, place a sample image in the box above the
Quality slider, as described in Step 2. For more information on spatial compression, see
“Data Compression Schemes” on page 211.

8 Set the compression options, as described in the following sections.

9 Click OK when you have finished specifying the compression.

Frames per Second option

This option specifies the maximum plavback rate of the movie in frames per second (fps).
Choose a rate from 1 fps 10 30 fps from the drop-down list (30 fps is the maximum rate
for playback on a PC). In general, higher rates vield better results, with smoother, more
natural-looking motion. However, vou should select a rate that matches the maximum
_playback rate of the computer svstem on which vou intend to run the finished movie,
Selecting a rate that cannot be achieved by the plavback svstem will result in dropped
frames and possible flutter when vou play vour movie. The maximum rate of the playback -
system depends on the speed of its components: the CPU, the hard drive, and:the display
card. For more information on playback rates, see “Achicving the Highest Possible Play-

back Rate™ on page 211.

Note: Sctting the playback rate higher than the rate of the original clips will replicate frames;
it does not increase the rate of the original clips.

Key Frame option

This option is available if vou have selected a codec that uses frame ditferencing, which is
a type of temporal compression. (For more information on frame ditferencing, see “Data
Compression Schemes™ on page 211.} A key frame is the baseline frame against which
other frames are compared for differences. The key frames are saved in their entirety, while
intervening frames, called delta frames, are compressed based on their differences from the
key frames. The Kev Frame option specifies the rate at which the movie is sampled for key
frames. Using the Kev Frame option allows for greater compression and increased play-
back speed, but can delay access of individual frames in a movic.
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As a general rule, you should set the Key Frame option to the recommended rate for the
codec, which will automatically appear in the Key Frame text box. Otherwise, set the Key
Frame option to one key frame per second. For example, if the playback rate of your movie
is 10 fps, you should set the Key Frame option to 10 so that the movie is sampled for a key
frame every 10 frames. If you do not select the Key Frame option, the compressor treats
every frame as a key frame.

Optimize Stills option
This option, which is selected by default, optimizes still images that extend more than one
frame. When this option is sclected, only the first frame of the still image is compressed.

Data Rate option _

This option is available you are using certain compressors, such as Cinepak and Indeo, for
CD-ROM playback. For playback on a single-speed CD-ROM drive, set the data rate limit
in the range of 90K to 100K per second. For playback on a double-speed CD-ROM drive,
set the rate as high as 150K to 200K per second. For playback on a triple-speed CD-ROM
drive, set the rate as high as 300K per second. Adobe Premiere automatically adjusts the
spatial and temporal quality of the movie to achieve the data rate you specify. To'exami- -
the data rate of a Video for Windows clip or movie, choose Tools > Movie Analysis fro,.
the File menu to see a graph of the data rate over time.

CD-ROM option
This option pads frames to evenly fill the 2K blocks, or sectors, on a CD. Many CD-ROM
drives play unevenly if a movie does not maintain an even data rate.

Recompress option

This option is available when you are using certain codecs, such as Cinepak and Indeo. You
can usce this option to control when compression is applied. Select Always to always recom-
press all clips. Select Mamntain Data Rate and provide a tolerance to allow some spikes in
the data rate. Video clips often have small spikes in the data rate, particularly at the begin-
ning of the clip, that do not degrade the performance. Using the Maimtain Data Rate
option allows those spikes to remain.

When Adobe Premicere compiles a movie or builds a preview, all of the clips are processed
using the same compression, frame rate, and other output settings. If you are using clips
that have already been compressed and that already have the same output settings as the
final movie, vou generally want to avoid recompressing those clips. For example, you may
be using source ¢hips from a CD-ROM or chips that were captured using the samie cod
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and output settings as vour {inal movie. You want to avoid recompression because it
degrades the image quality of the clip and because it can take a long time, particularly if
you are using the Cinepak or Indeo codecs.

By default, Adobe Premiere will not recompress a clip if the project’'s compression options
and output options are set to the same values as those of the source clip and if no special
effects have been applied to the clips. To prevent recompression, the project and the source
clip must have the same settings for all of the following:

frame size

» frame rate
» key frame rate

+ codec

color depth

New matertal, such as effects, will be always recompressed, as will any clips whose settings
are not the same as the project output and preview settings. To control recompression, vou
can use the Limit Data Rate and the Recompress options.

MAKING MOVIES FOR PLAYBACK ON CD-ROM
CD-ROM drives process data relatively slowly
depending on the speed of the drive. At this limited transfer rate, data compression is crit-

in the range of 90K to 250K per second,

‘ical. The quality of your final movies depends on the way you capture the video and
_process the digitized clips.

Current data transfer rates for CD-ROM effectively limit the movie size to 320-by-240
pixels. Higher frame rates are achieved with a size of 240-by-180 pixels. You should
capture at 30 fps (or at the highest rate possible) using the inal movie frame size. If vour
hardware allows, you can capture at larger sizes and resize the movie in Premiere, but
improvements in the final image quality may be imperceptible, and working with larger
images substantially increases compiling time and the amount of disk space required to
store the data.

Always start with the cleanest analog video source available when you capture movies, as
video noise increases the amount of data that must be compressed. When capturing, use
hardware compression if it is available, and keep your digitized clips at the highest possible
quality until you are ready to compile your final movie. After building your movie in
Adobe Premiere, compile it using the Cinepak or Indeo compressor. These compressors



allow you to limit the data rate for the movie. In addition, because these software compres-
sors are available on both the Macintosh and the PC, movies compressed using these
codecs can be played back on both platforms.

For best results when making movies for playback on a CD-ROM, use the following
settings in the Compression Settings and Project Output Options dialog boxes. (Some of
these settings are used automatically if you have selected the project preset for CD-ROM
mastering.)

» Qutput As: Video for Windows (.avi) or QuickTime Movie

» Size: 240-by-180 pixels

« Rate: 15 fps

Audio Rate: 11 kHz sound rate

Compressor: Cinepak or Indeo

Key Frame: selected and set to the automatically recommended key frame rate

Quaitty (Temporal): Normal ‘

Recompression: Compress if the data rate exceeds the requested rate

Interleave: 1 fps

Data Rate: 90K/second for single-speed drives; 150K/second to 200K/second for
double-speed drives; 300K /second for triple-speed drives

o CD-ROM: selected

USING PRINT TO VIDEO

Adobe Premiere's Print to Video feature lets you export a movie from the Chip window to
your computer screen or video monitor while blacking out all other windows. The Print
to Video command is uscful for viewing compiled movies and for recording movies onto
videotape in real time as they play on your screen. Print to Video lets you perform hard-
ware zooming as you play a clip, so that vou can view a quarter-screen movie at full-screen
size. For information on making videotapes, see “Outputting a Movie to Videotape” on
page 222,

To play a movie centered on a blank screen:
1 Choose Open from the File menu. The Open dialog box appears.

2 Select the movie you want to play from the fle list, and click QK. The movie appea. .o
a Clip window.



3 Choose Export > Print to Video from the File menu. The Print to Video dialog
box appears.

= Print To Video * - l
Color bars tor Seconds
Blank Screen fot D Seconds

] Full Seieen

(] Zoom by 2

[ Loop Playback

O Activate: recording deck

I 0K I r Cance! - | \

a 1n the Color Bars text box, set the duration for displaying color bars at the beginning ol
the movie. The default setting is 0 seconds.

5 In the Blank Screen text box, set the duration of the blank screen displaved at the begin
ning and end of the movie. The default setting is 1 second. This setting works well if you
are using Print to Video to view the movie. For recording on videotape, you should set the
duration of the blank screen to about 15 seconds. v

6 Asan option, sclect Full Screen to play the movie at the full size of the screen.

7 Asan option, select Zoom by 2 to magnify the frame size of the movie by a factor of two.
This is an effective way of enlarging quarter-screen movies (320-by-240 pixels) to full size
(640-by-480 pixels). The speed with which you can zoom with software is determined by
the hardware vou have. ‘

Note: Becausc every pixel s mapped to four screen pixels when the movie is magnifted,
zooming may cause noticeable pixelization or blockiness in the image. If the movie is output
to tape, encoding will reduce some of tins blockiness.

8 Asan option, select Loop Plavback to play the movie as a continuous loop. Press the Esc
key to cancel continuous plavback.

9 As an option, select Activate Recording Deck if you are recording to a controllable
device. The movie will be recorded to the tape deck that vou have selected in the Device
Control dialog box under the Preferences menu. This option is graved out if no such
device 1s selected. (For a description of these options, see “Outputting a Movie to Video-
tape” on page 222.) Do not select the Activate Recording Deck option unless vou want to
record the movie onto a controliable device as 1t plavs on vour screen,



10 Click OK. The movie plays at full screen or in the center of the screen against a black
background, depending on the frame size. To interrupt the playing of the movie, press the
Esc key.

LINKING MOVIES

You can link a series of short movies using the Sequence window. The Sequence window
is simpler to use than the Construction window and is good for storyboarding or
producing quick results with existing clips. When you compile a movic using the Sequence
window, additional compression is not applied.

You can use the Print to Video command when the Sequence window is active to output
the contents of the window directly to your computer screen or to videotape,

To make a linked movie using the Sequence window:

1 Choose New > Sequence from the File menu. The Sequence window opens.

2 Use the Import command in the File menu to import the movies you want in the
composite movie. You can also drag movies from a Clip window or the Project window
into the Sequence window.

The thumbnails of the movies vou selected appear in the Scquence window. The area

under the title bar of the Sequence window displays the number of movies in the window
and the total duration of the combined movies.

'='| Sequence: Nonamed.psg [~
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3 To change the order in which the movies are linked, drag the thumbnails to rearrange
them in the Sequence window. Press the Shift kev 1o select and move more than one

thumbnail at a time.
4 Choose Make Movie from the Make menu. The Make Movie dialog box appears.
5 Tvpe a name {or the movie, and click OK.

Adobe Premiere begins creating the linked movie. To stop the compilation, press the
Esc kev.
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To display a sequence using Print to Video:
1 With the Sequence window active, choose Export > Print to Video from the File men

2 Choose options from the Print to Video dialog box. For a description of these option
see “Using Print to Video™ on page 219.

3 Click OK.

Movie, audio, and still-image clips play in the center of your screen, in the order that the
appear in the Sequence window.

To save a Sequence window:

1 With the Sequence window active, choose Save from the File menu. The Save File dialc
box appears.

2 Type a name for the Sequence file, and click OK.

Note that the Sequence file contains only a reference to the movies used to build the
composite movic; therefore, the file size is very small.

OUTPUTTING A MOVIE TO VIDEOTAPE

You can record an Adobe Premicre movic or niovie sequence to videotape u"éing the Prin
to Video command. You need a scan converter and an NTSC or PAL encoder to convert
the RGB signal to an NTSC or PAL signal. You can use external devices or the converter
and encoder that are built-in on some video boards. You need:only one tape deck for
recording a movie; time base correctors, switchers, effects generators, and other special
cquipment are not needed. After the movie 1s output to videotape, vou can play the tap.
on any television or analog video monitor equipped with a videotape deck.

You can record Adobe Premiere movies after they have been compiled. You can use the
Print to Video command to view the movie on your computer monitor before activatin
vour recording deck. This provides you with a preview of what the movie should look lik
on videotape. For more information, see “Using Print to Video” on page 219.

You can videotape the movie in real time as it plays on vour screen, or in nonreal time i1
vou have a controllable frame-accurate recording deck. To achicve acceptable results will
real-time recording you need a computer and video display board that is capable of
producing an acceptable output rate. If vour movie skips frames when it plays on your
monitor, those frames will be lost tn real-time recording. .

Nonreal-time recording means recording at a speed other than the movie's normal plavin.
speed. The advantage of nonreal-time recording is that vou are assured of capturing ever
frame of vour movie on videotape. However, vou need a controllable recording deck an



a machine controller, such as an ARTI or V-LAN controller. In addition, you need a
third-party software program that allows nonreal-time frame grabbing and printing
to videotape.

Before outputting to video, you should use the Print to Video command to view at lcast a
portion of the movie on your monitor before you activate your recording deck. {(For more
information, see “Using Print to Video” on page 219.) If you will be recording in real time,
this provides you with a preview of what the movie should look like on videotape.

Note: You can have Adobe Premiere generate an Edit Decision List (EDL) for creating a video-
tape using traditional post-production techniques. The EDL contains a list of all of the clips,
transitions, and special effects in the movie, and is used to asscmble a new movie (master)
from the original (source) tapes. For more information on EDLs, see “Gencerating an Edit
Decision List” on page 108. ‘

To output a movie to videotape:
1 Make surc that your computer is capable of producing NTSC-compatible signals. {(For
more information, sce the next section, “Producing NTSC-Compatible Signals.”™)

2 Make sure that vou have a cable connection from the NTSC encoder (or from youry o
board if the board has a built-in encoder) to your tape deck. If you have an NTSC monitor,
you should have a cable connecting the encoder output to the monitor input and another
cable connecting the NTSC monitor output to the tape deck input.

3 Select onc of the following sources for the movie you want to record:
« The Clip window, for compiled movies
« The Sequence window, for linked movies

4 It vou have a controllable device and want Adobe Premiere to start and stop the
tape automatically, select Preferences > Device Control from the File menu and choose
the controllable device vou are using from the drop-down list in the Device Control
dialog box.

5 Choose Lxport » Print to Video from the File menu. The Print to Video dialog box
appears.

Note: Sonie video board manufacturers supply enhanced export modules for Adobe Prenticre.
These export modules support features unique to the board. Like Adobe Premicre's bualt-in
Prini to Video module, these third-party export modules are implemented by choosing -
command in the Export menw. Refer to the documentation that conies with your videe
for morc mformation.



6 Select Print to Video options. For a description of these options, see “Using Print to
Video” on page 219. ~

7 Click OK.

8 If you are recording in real time without a controllable deck, press Record on your tape
deck. A Blank Screen setting of 15 seconds in the Print to Video dialog box should allow
you enough time to activate the deck and get it up to speed before the movie starts playing.

The movie begins recording to the videotape on the tape deck. If you are using a control-
lable deck, the deck stops after the movie has been recorded. If you are not using a control-
lable deck, you must manually stop the deck.

-

Producing NTSC-compatible signals
To videotape an Adobe Premiere movie, your hardware must be set up to produce NTSC
scan rates and encode the video signal for NTSC display. The ability of vour computer to
perform these two tasks depends on the capabilities of your computer and your video

board. Some video boards have both capabilities and provide an NTSC output signal. See
the documentation that comes with vour computer and your video board {or information
on their capabilities. '

‘NTSC-compatible scan rates

&

Before your computer can output a movie to videotape, the scan rate of the video board
must be set to NTSC-compatibie rates. NTSC video is scanned at 29.97 Hz. Computer
video boards scan at many different rates, including NTSC rates, depending on which
monitors they are driving. If vour board is not capable of NTSC-scan rates, vou will need
4 scan converter 1o output your movie 1o tape.

Encoders

NTSC television signals and computer signals differ in how they are sent to the screen.
If your video board is capable of outputting NTSC-composite signais (or if vou already
have a scan converter}, vou can output a movie directly to tape; if vour video board is
capable of outputting only NTSC-RGB signals, you will need an encoder. Many encoders
that plug directly into the video board of your computer are available from third-party

dealers, who also provide cabling for the monttor and jacks for connecting the computer
toa VCR or TV,

-PLAYING ADOBE PREMIERE MOVIES IN OTHER APPLICATIONS
In Adobe Premiere for the Macintosh, vou can open a QuickTime movice that was created
m the Windows version of the program and usc it just like anv other imported clip. You
can also play Adobe Premicre movies in any Windows application that supports the Object
Linking and Embedding (OLE) standard.
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Using movies in Adobe Premiere for the Macintosh

You can import movies that were created in Adobe Premiere for Windows into the Macin-
tosh version of the program, and you can import Macintosh versions of Adobe Premicre
movies (from version 3.0 or higher) into the Windows version. A movic imported from a
different platform is treated as a single clip. You can't edit the movie's individual parts
unless you use the razor tool to split the movie into separate chips.

To use a Windows movie in the Macintosh version of Adobe Premiere:

1 In Adobe Premiere for Windows, compile the movie in the QuickTime format.

2 Open the file in Adobe Premiere for the Macintosh and answer Yes when the program
asks whether you want to reformat the file in the QuickTime format. .

3 Import the movie in the Project window just as you would any other clip.

To use a Macintosh movie in the Windows version of Adobe Premicre:

1 In Adobe Premiere for the Macintosh, use Export > Flattened Movic to create a flattened
QuickTime movie. Don't use any compression unless you have the same compression
codecs on both systems. Be surc to use the Windows fle-naming convention (8-chare v
prefix, 3-character extension), and use the .nov file extension.

2 In Adobe Premiere for Windows, import the movie in the Project window just as you
would any other clip. '

Transferring Adobe Premiere movies to OLE applications
You can use Adobe Premiere Video for Windows movies in applications that support the
OLE standard by using the Video for Windows Media Plaver to copy and paste the movie.
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CHAPTER 9: CAPTURING VIDEO

= his chapter describes how to record video images and sound directly to your

% computer by digitizing, or capturing, the analog video and audio signals. The
B2 Chapter begins with a discussion of hardware requirements and considerations
for producing the highest quality video and audio possible. The remainder of the chapter
explains how to capture video and audio using Adobe Premiere’s Movie Capture, Audio
Capture, and Batch Capture commands.

DIGITIZING HARDWARE REQUIREMENTS

To record video, vou need a video source (such as a VCR, camcorder, or laserdisc) and a
video digitizing board (also called a video capture board or digitizer card). For recording
sound, you need an audio capture board and the appropriate device drivers. Some video
capture boards offer audio digitizing capabilitics as well.

Video digitizing boards differ widely in their functions and capabilities. Many function as
graphics display boards and video output boards. To digitize video using Adobe Premic
the board must be compatible with Video for Windows. Your system must have the apps .. -
priate Video for Windows drivers installed on it.

If you have a controllable video playback device, you can capture video clips automatically
by making reference to their timecode. To do this, you need a device controller such as
the ARTI or the Videomiedia V-LAN to control the source remotely using Adobe Premiere.
Adobe Premiere also supports the control of any device with an MCI (Media Control
Interface) device driver. With a controliable device, clips can also be viewed and logged
with reference to their timecode and then bateh digitized.

The connections between hardware components vary according to the equipment you
use. You need to connect the video out ports of your video source to your video capture
board, usually through a port in the back of vour computer. If your digitizing board also
supports audio, vour audio source (normally theaudio out port of vour video source)
must aiso be connected to the digitizing board, Refer to the documentation for your

computer and vour digitizing boards for the proper hardware setup and configuration.
rl ~ “ ‘!_j



GUIDELINES FOR CAPTURING VIDEO

Digital recording of full-frame, full-motion video requires a fast computer and lots of dis
storage space. The size of the image frame, the number of colors, and the frame rate all
affect how much data must be captured, and thus how quickly and how well video can b.
recorded. (For more information on memery requirements for capturing video, see
“Digitizing Video” on page 285.)

As quality increases, so does the amount of data required to represent the video. Recent
advances in processing power and memory have enabled desktop computer systems to
process data effectively encugh to capture, store, and play back digital video. But limita-
tions remain. This section discusses how to maximize computer resources to decrease the
amount of data nceded while capturing video at the highest quality possible.

Strategies for reducing the amount of data needed to capture video

You must make some tradeoffs when trying to reduce the amount of data needed when
capturing video. There are three main strategies for reducing the data, cach of which
compromises the quality of the captured video:

» Compressing the video data
« Reducing the image dimensions of the captured video
+ Reducing the frame rate of the captured video

You cancompress video data using both hardware compression and software compres-
sion. Several software compressors are avaitable in Adobe Premicere. For more informa-
tion, sce "Digital Video Compression” on page 210. '

If vou can compromise the quality or the image dimensions, vou'll be able to do a lot more
with less. For example, you can capture at less than full frame and 30 fps when digitizing
video for use on CD-ROMs because CD-ROM players have limited playback capabilities.
For more information, see *Selecting Recording Options™ on page 235,

If you need 1o capture full-frame video at 30 fps, vou'll need specialey hardware and a lot
of data storage capacity. Capturing full-frame video at 30 fps requires some type of hard-
ware compression through the digitizing board.



Capturing the highest quality video
Capturing the highest quality video depends on the quality of the source video and on
hardware factors.

Because the quality of the captured video will never exceed the quality of your source
video, you should use the highest quality source possible. Currently, the highest quality
video formats are the D1, D2, and D3 formats, followed by the Beta and 3/4-inch formats
(used in the broadcast industry). Other more widely available formats are, in order of
quality, laserdisc, Hi 8, Super VHS, 8mm, and VHS. If your video capture board supports
both Composite and S-Video input, you should usc S-Video if possible because S-Video
is a higher-quality signal.

The following hardware factors affect the maximum frame rate and image size that can be
achieved during capture and playback:

» Speed and compression capabilitics of the video capture board

Speed of the computer’s hard drive

Speed of the computer’s central processing unit (CPU)
+ Data processing foad on the CPU

« Speed of the computer’s data bus (the interface between the digitizing board and the
CPU and hard drive)

+ Available RAM, if vou arc capturing to memory

Video capture board speed and compression

The faster vour video board, the faster the video frames can be drawn on-screen. To
capture full-frame video at 30 fps, most boards capture only one of two fields (half the
screen lines) in cach frame and replicate the data to complete the frame. This compro-
miscs image quality, For capturing quarter-screen or smaller images, this compromise is
not usually nccessary.

[n general, hardware compression on the capture board greatly increases movie capture
performance. Video boards that have Motion JPEG compression can usually capture full-
motion video very effectively. You will need to experiment with your computer and video
digitizing board to determine what settings in Adobe Premiere produce the best results.

Hard drive speed

The faster vour hard drive, the faster the computer can read and write data to and from
the hard disk. For 30 fps capture, it 1s recommended that your hard disk have an average
access time of 10 milliseconds (ms) orless, and a data transfer rate of 3 megabytes (MB)
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per second or more. (This data transfer rate is currently available with 5400 rpm drives.
As a general rule of thumb, the video data transfer rate will be about half the data transfer

rate of the drive. You may achieve higher transfer rates with special SCSI connections, such
as disk arrays, SCSI IT or fast SCSI.}

CPU speed

The faster your CPU, the faster your computer will be able to process the data necessary to -
capture and play back digital video. Currently, the fastest processors are the Inte! Pentium
and the Intel 486 DX2 66 and 486 DX4 100.

CPU data processing load

During capture, make sure that you have as much of the CPU dedicated to the process as
possible. This means turning off all unnecessary applications and minimizing all open
windows except the Movie Capture window. You should also limit the size of the disk
cache and make sure that the virtual memory allocation is no larger than twice the amount
of installed RAM.

Data bus speed

The computer’s data bus controls the rate of data transfer from the capture device to the
CPU. Currently, the fastest bus standards are the VESA Local Bus (VL-Bus), and the
¢merging PCI standard, which is available on many Pentium computers with an Intel
motherboard. The VL-Bus is a 32-bit bus. The newer VL-Bus 2.0 and the PCI bus are 32-
o 64-bit buses.

Capturing directly to memory

On many computers, the best video capture method is directhy to memory, or RAM.
Capturing to RAM is faster than capturing to a hard drive, and is recommended when you
have enough free memory to store the movie being captured. However, the movie’s size is
limited to the amount of free memory. The amount of memory you need depends on the
image size, frame rate, compression method, and length of the captured video. Experi-
ment with a clip to determine whether vou have enough memory.,

Use these guidelines when capturing video to memory:

« Free up as much memory as possible by closing other applications and turning off
unnecessary utilities. The more memory vou have available, the fonger the movie you
can capture.

« If vou have a fast video board with hardware compression, you can perform compres-
ston as the movie is being captured. This allows vou to record longer ¢lips to memory.

1t



If you do not have enough free memory to capture to memory, you must capture video to
a hard disk. Use these guidelines when capturing to a hard disk:

+ Use a high-speed hard disk and drive controller; the disk’s speed is measured by the
disk’s sustained data transfer rate. If you have several hard disks, capture to your fastest
hard disk. |

» Use a dedicated hard disk or create a scparate partition on your hard disk for capturing
video.

« Create a preallocated capture file so that video data can be recorded in contiguous clus-
ters on the hard disk. This reducces disk drive activity during capture and reduces the
chances of dropped frames. After capturing video data to a capture file, you must move
the file to a new location. The next time you capture data, it will be written to the same
capture file on the hard disk. For more information, sec “Setting Up the Capture File” on
page 233.

+ Do not record to a fragmented hard disk, because it can reduce the frame rate at which
movies arc captured. Use a defragmenting utility, such as Norton Utilitics, to optimize and
defragment the hard disk as often as necessary to keep it efficient.

« 1f vou have more than one hard disk, use the Scratch Disks Preferences to select the disk
to which vou want to record. To do this, choose Preferences > Scratch Disks from the File
menu; then sciect the disk name from the list of available names in the dialog box.

Capturing without software compression

The compression process itself requires time. Thus, with smaller movies (160-by-120
pixels), you can achicve higher frame rates by capturing the movie with no compression.
As you increase the size of the movie, however, capturing without compression decreases
the frame rate because the capruring is limited by the data transfer rate of the bus. In
general, vou should use the compression method that is automatically chosen by your
video capture driver.

Capturing full-screen images

You can capture full-screen video (640-by-480 pixels) two ways: in real time using hard-

ware compression, or in nonreal ime using a frame-accurate tape deck or a laser disk that
is controliable by the computer. In general, capturing in real time with hardware compres-

sion provides the fastest and casiest method for capturing full-screen video.

Nonrecal-time capture methods, or step capture methods, grab a single frame of the mo.
at a time, or make multiple passes until they have captured all the needed frames. These
methods require that vou have a frame-accurate tape deck, timecode on your source tape,
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and a third-party device controller that can perform nonreal-time capturing of video data.
Video captured in nonreal-time is generally not of very high quality unless vou use a high-
end deck or a laserdisc. '

You can produce results that are similar to video captured at full-frame by capturing video
at quarter-screen (320-by-240 pixels) and then using the zoom capability of the Print to
Video command during playback or recording to videotape. Capturing at quarter-screen
and then zooming requires substantially less disk space for data storage, improves editing
performance in Adobe Premiere, and generally produces the same results as if you had
captured the video at full-frame. The latter is because most video capture boards can
capture all of the video data at quarter-screen, but only half of the video data at full screen.
For information on hardware zooming with Print to Video, see “Using Print to Video” on
page 219.

You can also improve performance when working with full-screen video in several ways.
You can improve editing performance by creating a set of miniatures {rom the original
clips, and then replacing the mimarures with the original files when you are ready to
output the final movie. (For more information on creating a set of mintatures, see
“Making Miniatures to Improve Performance” on page 41.) If you havé a controllable tape
deck, another effective strategy is to digitize clips at low resolution for editing, and then
redigitize all the clips in the Project window using Batch Capture. (For more information
on batch capturing, see “Batch Capturing with Device Control” on page 241.) '

GUIDELINES FOR CAPTURING AUDIO R

With Adobe Premicere, vou can ¢apture audio in the sound channel of a Video for
Windows file or as a Windows waveform (Lwav) file. For both types of capture, you can
select options that affect the quality of the audio files.

The quality of digitized audio and the size of the audio file depend on the sampling rate
and bit depth of the sample. These parameters determine how well the analog audio signal
1s represented when it is digitized. Audio sampled at 22 kHz and 16-bit resolution is far
superior in quahity to audio sampled at ['1 kHz and 8-bit resolution. CD audio is normally
digiized at 44 kHz and 16-bit resolution. As with video, however, as quality increases, so
does the amount of data required to represent the sample. CD-quality audio may not be
practical for vour video because of the memory requirements.



SETTING UP THE CAPTURE FILE

When Adobe Premiere captures video, it temporarily stores the vidco data in a capture file
on your hard disk until you save the video as an .avi file. If your hard disk is fragmented,
Adobe Premiere may need to seek additional disk space during the capture, which may
result in dropped frames. 7

You can preallocate space on your hard disk for the capture file so that Adobe Premiere
docs not need 10 look for additional spacce as it is capturing data. A preallocated capture
file is created in contiguous blocks on your hard disk. Adobe Premiere simply reuses the
same space for cach capture session, so you do not need to rebuild the capture file. You
must, however, save the captured data to an .avi file when you finish capturing video;
otherwise, your data will be overwritten during the next capture session. '

To usc a preallocated capture file:

1 Choosc Capture File from the Movice Capture menu. The Capture File Options dialog
appears.

2 Select the Use Preallocated File option. The Create Capture File dialog appears.

3 Enter the size of the capture file in megabytes. The dialog box shows the currently a
able amount of space on the scratch disk. The capture file size can be up to 2 MB less than
the available disk space. The capture file is called capfile.aviand is created in the root direc

tory of the hard disk selected in the Scratch Disks Preferences.

4 Click OK.

'SELECTING PREVIEW OPTIONS

Preview options let vou specify how you preview movies before vou capture them. If your
video capture board supports overlay previewing, vou can preview a live video signal on
vour computer monitor. In overlay mode, the source video passes directly to the Capture
window rather than being processed by the board. Overlay previewing requires much less
processing than does standard previewing,

You can specify the frame rate for previews that you play either before or during capture,
Decreasing the frame rate reduces the processing time; increasing the frame rate gives a

more accurate PI’C\’iC\\'.

To use overlay previewing:
Choosc Overlay trom the Movie Capture menu. The checkmark next to Overlay indic s

that this feature is turned on.
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To set the preview rate:
1 Choose Preview Rate from the Movie Capture menu.

2 Select the frame rate when previewing and the frame rate when capturing from the
drop-down lists.

3 Click OK.

CAPTURING WITHOUT A CONTROLLABLE DEVICE

You can capture video to your hard disk in real time by monitoring the signal in the Movie
Capture window and recording the frames that you want. The effectiveness of this method
depends on the speed of your CPU, the capabilities of your video digitizing board, and the
size of the video frames you are capturing. You should close all other applications before
capturing. For more information on capturing video, see “Guidclines for Capturing
Video” on page 228.

Note: If you are using a controliabie device to capture a movie, see “Capturing with Device
Control™ on page 238.

To capture without a controllable device:

1 Choose Capture > Movie Capture from the File menu. The Movie Capture window
appears, and the Movie Capture menu appears i the menu bar.

2 Select recording options using the Recording Options command in the Movie Cipture
menu. For more information on recording options, sce “Selecting Recordmg Options”
on page 235, ’

3 Usc the Video Source command in the Movie Capture menu to select a video source
and set video source options specific to your system configuration. The dialog box that
appears depends on the video driver you have installed; it usually allows vou to choose the
type of video stgnal, such as NTSC or PAL. Sce vour capture board documentation for
more information.

4 Usc the Audio Recording Options command in the Movie Capture menu to select audio
options specific to vour svstem configuration. For more information on audio options, see
“Capturing Audio” on page 237,

5 Press the Play button on the tape deck to start the tape. If you are recording images, the
tape begins to preview in the sample area of the Movie Capture window,

e



6 Click the Record button to start the recording. You should start the recording 1/2 second
to 1 second before the first frame you want in your clip, to ensure that the video capture
board is digitizing at full speed.

- - Movie Capture « A - |
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The pointer disappears during recording. To stop recording, click the mousce button
or press the Esc key. When the recording has finished, the clip appears in an untitled
Clip window.

7 Use the Save comimand to save the clip.

SELECTING RECORDING OPTIONS

The Recording Options dialog box lets vou determine how Adobe Premicre captures

A}

video. The video options that are available depend on the video capture driver that is
installed on vour svstem.

To set recording options:

1 Choose Capture > Movie Capture or Capture > Batch Capture from the File menu. The
Movie Capture or Batch Capture menu appears in the menu bar.

2 Choose Recording Options from the Movie Capture menu. The Recording Options

dialog box appears.
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3 Sclect the frame rate for the captured movie from the Rate drop-down list.
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4 Click Video Format and set the video format options. The dialog box that appears
depends on your installed video capture driver. Generally, the dialog box includes options
to set the image size in pixels and the image format. Standard image formats include 8-bit
color, 16-bit color, or 24-bit color and RGB, MPEG, or JPEG format. Keep in mind that
larger image sizes and a higher number of colors increases the size of data for each frame.
In general, the default compression options for a particular video capture board are the
most efficient capture settings. For more information about the options in this dialog box,
see your video capture board documentation.

5 Click Compression to set compression options for your video board. The dialog box
that appears depends on your installed video capture driver. It generally provides controls
to set the compression type and quality for compressing video data after it has been
captured, which you would use if you were capturing without hardware compresston.
Because many boards use hardware compression, these options are usually not available.

6 To sct the maximum number of seconds to capture, select Capture Limit.

7 To capture to memory rather than to disk, select Capture Directly to Memory.
Capturing to memory 1s faster, but it requires a great deal of memory.

8 To have Adobe Premiere analyze the movie for dropped frames after video capture,
select the Report Dropped Frames option. A warning appears after capturing if any frames
have been dropped. &

9 To ensure that all captured frames have exactly the same duration, select the Conform
Movic To option and select a frame rate from the drop-down list. This is a built-in time
base corrector. All video tape decks have a potential for frame rate crrors. For precise
editing, it is important that all frames have the correct duration. If you are capturing at full
speed (30 fps) and vou will be outputting vour movie to videotape, set the conform frame
rate to 29.97. Otherwise, set the conform frame rate to the rate at which you are capturing
video. Adobe Premiere adjusts cach captured frame to match exactly the frame rate that
vou select.

10 If you are using device control, set the following three options if they appear in the
Recording Settings dialog box:

» Pre-Roll Time, Use this option to adjust the pre-roll time that allows the tape deck to get
up to speed before digitizing occurs. The default setting (3 seconds) is usually adequate.

« Timecode Otfset. Use this option to enter an adjustment setting to calibrate the captured
frame rate. For more information, see “Calibrating Timecode™ on page 245,
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« Use Reel Name as File Name in Logging Window. Use this option if you want Adobe
Premiere to use the reel name as the filename in the batch capture log. For information on
batch capturing, see “Batch Capturing with Device Control” on page 241.

11 If you are using a device control driver that supports step capture, set the following
options if they appear in the Recording Settings dialog box:

« Average Frames. Use this option to capture the same frame more than once and then
average the frames to get the final captured frame. Using this option helps correct for the
jittering caused by freezing on a video frame.

« 2x Oversample. Usc this option to capture video at twice the desired image size. Adobe
Premiere then scales the image to the movic’s specified image size.

CAPTURING AUDIO

You can use Adobe Premierc to capture audio as part of a Video for Windows movie or you
can use a third-party audio capture program such as the Microsoft Windows Sound
Recorder to capture audio as a waveform (wvar) file. You can also capture only the audio
portion of a Video for Windows movic to create a waveform file, as described in the
following section. |

To capture audio as part of a Video for Windows file:

1 Choose Capture > Movie Capture from the File menu.

2 Choose Record Audio from the Movie Capture menu. The checkmark indicates that

audio capture is turned on.

3 Choose Audio Recording Options from the Movic Capture menu. The Audio Options

dialog appears.

- Audlo Optlons. ~ - 4
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a Select a format from the Format drop-down fist. You can sclect either 11 kHz, 22 kHz,
or 14 kHz.

5 Sclect a rate from the Rate drop-doewn lisi. You can sctect §-bit or 16-bit resolution in

either mono or sterco.
6 Click OK.
7 Usc the Movie Capture window to begin recording,
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To capture audio using a third-party program:
1 Choose Capture > Audio Capture from the File menu.

2 In the standard Open dialog, locate the capture program you want to use. For example,
to use the Microsoft Sound Recorder, locate the file soundrec.exe in the Windows directory.

3 Click OK
a Use the audio capture program to record an audio file

Adobe Premicre remembers the program you use to record audio. The next time you
choose Capture > Audio Capture, the program is automatically started.

CAPTURING VIDEO OR AUDIO ONLY

You can capture Video for Windows movies without the video or audio portion. To record
the video portion of a movie, choose Record Video from the Movie Capture menu. To
record the audio portion of a movie, choose Record Audio from the Movie Capture menu.

If an option is not selected, the corresponding portion of a movie will not be captured. If

'ou capture only the.audio portion of a movie, 1t is sav s a waveform file.
y pture only tl dio port famo t ed as a waveform file

CAPTURING WITH DEVICE CONTROL _

if’.you have a controllable tape deck that supports timecode, a device controller, and a;:
plug-in module that allows you to control the tape deck through Adobe Premiere, vou can
control the capture of video clips by identifying the timecode address for the starting and
ending (rames {called capturing with device control). You can capture with device control
only if the source videotape was recorded with timecode.

Be sure to calibrate your systeny if you plan to capture timecode with your clips,
especially it vou will redigitize vour clips or if vou plan to create an Edit Decision List
(EDL) from vour project. For more information on calibration, see “Calibrating Time-
code™ on page 245,

Using device control has the following advantages:
« You can control the tape deck from the computer screen instead of switching between
the computer and the tape deck.

» You can sctin points and out points for clips using the Movie Capture or Batch Cdpture
windows and then record between those points automatically.

+ You can automatically advance vour tape deck to the ivame displaved in the In or Qut
field of the Movie Capture window by Alt+ciicking the In or Out button in the Movie
Capture window, or by pressing [ or O on the kevboard.
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+ You can stamp timecode onto the digitized movie if your deck has the capability of
reading timecode. You can also calibrate this timecode if the source video has burned-in
timecode {also called visual timecode, or window dubs).

+ You can capturc movics in slow motion if your deck is capable of variable plaving
speeds, and then increase the frame ratc after the movie has been captured. This lets you
capture movies at higher frame rates.

» You can create EDLs for online editing in a post-production studio.

To record using device control:

1 Choose Preferences > Device Control from the File menu. The Device Control dialog
box appears.

2 Select the device controller you are using from the drop-down list.

Note: If you arc using a VISCA tape deck, you must have a VISCA driver installed on your
systent. The VISCA driver is included with Adobe Premniere 1 the drivers directory. You can
select a VISCA device by choosing MCI VCR in the Device Control dialog box.

!

3 Choose Capture > Movie Capture (or Audio Capture) from the File menu. The Movir
Capture window appears.
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Note that the controls that appear in the dialog box vary slightly according to the capabil-
ities of the recording device.

4 Sclect recording options using the Recording Options command in the Movie Capture
menu. For more information on recording options, see “Selecting Recording Options”
on page 235,

5 Usc the Video Source command in the Movie Capture menu to select a video sourcee,
and sct video source options specihic to your system configuration. The dialog box that
appears depends on vour mstalled video capture driver; the dialog box usually lets you
choose the type of video source, such as NTSC or PAL. Sce your capture board documen-
tation for more information. ‘
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6 Use the Audio Recording Options command in the Movie Capture menu to select audio
options specific to your system configuration. For more information on audio options, see
“Capturing Audio” on page 237.

7 To identify the reel you are using, click the Reel button in the Movie Capture window
and type a name in the Reel Name text box.

8 Use the Jog control, Shuttle control, or control buttons at the bottom of the Movie
Capture window to control the tape deck and locate the frames that you want to digitize.
You can also use these keyboard shortcuts:

« Press P or the spacebar to play or pause the videotape.

Press S to stop the videotape. ' -

Press the right arrow key to advance one frame.

Press the left arrow key to back up one frame.

Press F to fast-forward the videotape.

Press R to rewind the videotape.

The timecode display at the bottom of the window shows the current frame. You can cue
the tape deck to a specific location by clicking the display, typing in the timecode address,
and pressing Return. If vou type a plus (+) or minus (=) sign before the timecode, the deck
will advance or rewind by the specified amount of time. )

9 Identify the frames vou want captured in one of the following ways:

» As the tape plays, click the Inand Out buttons to indicate the starting and ending
frames. The timecode addresses for these frames will be entered automaticaliy into
the In and Out fields.

« As the tape plays, press Shift+1 to set the in point frame or Shift+0O to set the out point
frame.

» Asthe tape plays, press the 1,4, or 7 key i the numeric keypad to set the in point frame.
Press the 3, 6, or 9 key to identily the out point frame. The timecode addresses for these
frames will be entered automatically into the In and Out fields.

« Click the In or Out timecode displavs (or press T or O) and type in the timecode address
for the starting and ending frames. You can cue the tape deck to the frame displayed in the
In or Out hiclds by holding down the Option key and clicking the In or Out button, or by
holding down the Option key and pressing For O on the keyboard.

10 Turn the Auto Record option on.
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11 Click the Record button at the top of the Movie Capture window, or press G on the key-
board. The tape deck searches for the displayed timecode and records the selected images.
When the recording has finished, the tape deck pauses automatically and the clip appears
in an untitled Clip window.

12 Use the Save command in the File menu to save the clip.

BATCH CAPTURING WITH DEVICE CONTROL

This section describes how you can log the timecode information for the in and out points
of several clips vou want digitized, and then have the program capture the clips automat-
ically. This process is called batch capturing.

Batch capturing is especially useful if you want to edit a movic using low-resolution clips
and to redigitize the clips later at higher resolution for outputting your movic. This
approach improves editing performance in Adobe Premicre and usces less space on your
hard disk. For more information on using low-resolution clips, sec “Using Low-Resolu-
tion Clips to Improve Performance”™ on page 42.

Generating a list for batch capturing
Clips are Jogged into a batch list using the Log In/Out feature of the Movie Capture
window.

The Batch Capture window stores a timecode log—a list of clips with their associated
capture parameters. When digitizing a batch list, Adobe Premiere uses the current settings
for recording, compression, video input, and audio iput unless vou have assigned
Settings files (saved using the Save Scttings command) to individual clips in the list.
Assigned settings are loaded automatically when Adobe Premiere digitizes a clip in the
batch ist.

You can create or open multiple Batch Capture windows. Create a new Bateh Capture
window by choosing Capture > Batch Capture from the File menu. Save an active Batch
Capture window by using the Save command in the File menu. Open an existing Batch

Capture window by using the Open command in the File menu.

Note: Timccode logs i the Bateh Capture window can be exported and imported as text files.
Use thie Export to Text File cominand i the Bateh Capture micin to save a timecode log. Use
the Linport from Text File connnand to import a timecode log nito an active Batch Capture

window. Use the Import/Export Settings connmand to rearrange the erder of the columns o

the imported or exported timcecode log.
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To generate a timecode log for batch capturing:
1 Choose Capture > Movie Capture from the File menu. The Movie Capture window
appears, and the Movie Capture menu appears in the menu bar.

2 Select recording, compression, video input, and audio input options (for more informa-
tion, see “Selecting Recording Options” on page 235).

3 To identify the reel you are using, click the Reel button and type a name in the Reel
Name text box. :

If you want Adobe Premiere to automatically name the files in the batch list, click the Use
Reel Name as Filename in Logging Window option in the Recording Settings dialog box.

a For each clip that you want logged, identify the frames that you want to capture by
clicking the In and Qut buttons as the tape plays, or by typing the timecode into the In and
Out fields.

You can use the control buttons at the bottom of the Movie Capture window to control
the tape deck and locate the frames you want to digitize. The imecode display at the
bottom of the window shows the current frame. Click the display to enter the timecode,
and press Enter to cuce the tape deck to that location.

5 Click the Log In/Out button or press Return to enter the clip in the timecode log.

If you do not have a batch list open, Adobe Premiere will create an untitled Batch Captiire
awindow. The timecode log is updated in the Batch Capture window cach time vou click
the Log In/Out button. For cach clip in the hst, a set of capture parameters ts displayed:
reet name, in point, out point, filename, and settings.

6 Usc the Sort button in the Batch Capture window to sort the list alphabetically and
numerically by the reel name and the timecode start times.

To add comments or change batch capture parameters:

1 Double-click a clip in the Batch Capture window. The Clip Caprure Parameters dialog
box appears with the current settings for the clip. This dialog box also appears when you
click Add in the Batch Capture window, allowing you to add a new clip to the list by typing
i the parameters.

2 Enter updated values for the reel name, filenamie, in and out points, frame rate, and
timecode format.

3 Add a comment to a clip bv entering text in the Comment field.

4 Click OK to enter the updated values in the Batch Capture window.
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To assign settings to a clip in the batch list:

1 Select the clip in the Batch Capture window. Shift+click additional clips to apply the
same setting to multiple clips.

2 Choose Attach Settings from the Batch Capture menu. The Attach Scttings dialog box
appears.

3 Locate the file that contains the settings, and click OK. The name of the attached settings
file appears in the batch list. For more information on saving settings, sce “Loading and
Saving Recording Settings” on page 244,

To remove the settings, select the clip and choose Remove Settings from the Batch Capture
menu.

Note: When Adobe Premicere digitizes a clip with attached setrings, those settings become the
current Movie Capture scttings and will be applied to subsequent clips 1 the list that do not
have attached settings.

Capturing clips using a batch list ‘

A small black diamond next to a clip’s reel name indicates that the clip will be captured
when you click the Capture bution in the Batch Capture window. You can toggle the
diamond on and off by clicking to the left of the recl name. After a clip has been captured,
a check mark appears in place of the diamond. A red X indicates that an error occurred
when the clip was being digitized.

You can usc the Handles command in the Batch Capture menu to digitize extra frames
before the in pointand after the out point of cach clip. The in point and out point of cach
chp will not change, but the extra frames will enable you to extend the clip later, if desired.

Note: To open a previously saved Batch Capture window, use the Open connnand in the
Frle menue Bateh capture lists are saved as text files with a .pbl file extension.

To capture clips in the batch list:

1 Make sure that the chips vou want digitized appear with a small diamond next to the reel
name. If no diamond appears, click to the lett of the reel name.

2 Click Capture in the lower right corner of the Batch Capture window, The Select Library
dialog box appears.

3 Locate the library file where the captured chips are to be placed, or ¢lick New to create a

new library.



After you have located the library file, Adobe Premiere prompts you to insert the proper
reel in the tape deck. When you have done so, the tape deck searches for the timecode
addresses indicated and records the selected images. When all clips have been recorded,
the tape deck stops automatically.

The digitized clips appear in the Library window. The clips are stored in the directory that
contains the library. You can drag clips from the Library window to any Project or
Construction window.

Creating a batch list from an existing project
Using batch capture, you can redigitize the clips in an existing project and log the clips
according to their existing in points and out points to create a batch list. -

A batch list lets you casily redigitize the clips when higher resolution files are needed for a
project and minimize file sizes by recapturing only the needed segments from the original
source reel. You can create a trimmed batch list or a manual batch list. For more informa-
tion on using low-resolution clips and redigitizing, see “Using Low-Resolution Clips to
Improve Performance” on page 42.

To generate a trimmed batch list, use the Project Trimmer. All clips are logged according
to their in points and out points. This minimizes the disk space needed because Adobe
Premiere will recapture only the trimmed portion of each clip in the project. For more
information on using the Project Trimmer, see “Trimming Projects” on page 31,

To manually log project clips in a batch list, drag them from the Project window into a
Batch Capture window. They are automatically logged accordimg to their original dura-

tron. Any changes to the in and out points are discarded.

LOADING AND SAVING RECORDING SETTINGS

The recording, compression, video input, and sound input settings for any video or audio
digitizing session can be saved as a . pes file by choosing the Save Settings command from
the Movie Capture menu. You can ioad settings for digitizing at a later time using the Load
Settings command in the Movie Capture menu.

Note: Settings for Record Video or Record Audio will not be saved i the settings file if they
have been turned off in the Movie Captire menu.,



CAPTURING TIMECODE

Timecode provides a means of accurately locating frames and synchronizing picture and
audio elements in video. SMPTE (Society of Motion Picture and Television Engineers)
timecode identifies each video frame with a unique address, in the form Hours: Minutes:
Seconds: Frames. For more information, see “SMPTE Timecode” on page 284.

Capturing timecode with device control ,

To ensure that the timecode is accurately recorded when you use controlled movie
capture, calibrate your device controller (see “Calibrating Timecode™ on page 245), and
turn off other applications that may interrupt vour system {such as e-mail, file sharing,
and special clocks).

During capture, only the in point of the movie needs to be autorecorded, because the
pre-roll of the deck guarantees the frame accuracy. By default, the out point timecode is
greater than the length of vour tape; thus, the entirc tape can be captured without setting
an out point at the end of the tape. You can stop autorecording at any point during capture
by clicking the mouse button.
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Note: Tiiccode capture with controllable devices depends on the capability of your tape de

If your tape deck cannot read the timecode accurately, you may have to calibrate your systemn
or manually assign the timmecode to your movie by marching frames, as described in the
following scction..

Calibrating timecode

When capturing SMPTLE timecode with a controllable device, you should make sure that
your system 1s calibrated. With some device controllers, changes to video and audio input
options can affect the timecode stamping of Video for Windows movies. As a result, the
timecode reading ot the first frame that appears in the Clip window may not correspond
to the timecode on vour videotape. To compensate for these errors, Adobe Premiere
provides a manual calibration feature.

The manual calibration feature, called Timecode Offset, appears in the Recording Options
dialog box when you have a device controlier selected. Timecode Offsct lets you adjust the
capture rate in quarter-frame increments. In most cases, however, errors appear in whole
frame increments. To calibrate by whole trames, enter the numbers in multiples of four. If
the timecode displaved in the Chp window 1s greater than the actual timecode, enter a
positive number in the calibration setting. Otherwise, enter a negative value by typing »

minus sign {~) betore the numeric value.



Even when calibrating timecode manually, it is best to use a video source that has burned-
in timecode. If you do not have a video source with burned-in timecode, you must
compare frames in the Clip window with frames from the video tape. If the frames and the
timecode addresses do not match, change the Timecode Offset value.

STOP-MOTION CAPTURING

Adobe Premiere’s Stop-Motion feature allows you to perform single-frame manual and
time-lapse video captures. This is especially useful for building stop-frame animations,
where you point a camera at a scene and record frames as the scene changes. You can also
use the Stop-Motion feature to capture a frame and save it as a still image.

Note: Any movic frame can be used as a visual guide for positioning during stop-niotion
capturing. The procedure for sctting up a background nnage works the samic way for the Stop
Motion window as it does with the Title window. For more information, see “Setting Up the
Tutle Area” on page 193.

To perform stop-niotion capturing:

1 Choose Capture > Stop Motion from the File menu. The Stop Motion window appears,
and the Stop Motion menu appears in the menu bar.

2 Choosc Capture Options from the Stop Motion menu. The Stop Motion dialog box

appears.
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3 Sct the following recording options:

« Capture Type. Select Time Lapse for automatic, timed recording of single frames. Select
Manual Capture to manually caprure single frames. -

« Minimum Disk Free Space. Set the minmum free space on vour disk to be maintained
during capture. You will be alerted if the free space falls below this value, thus stopping the
capture before vou run out of disk space.

L



« Capture Frames. If you are capturing in time lapse mode, enter the number of frames
you want captured per unit of time.

o Capture Limit. If you want to limit the number of captured frames, select this option
and enter a limit.

4 Start your video sourcé (camera or tape deck).
5 Press the Start button in the Stop Motion window.

« If you have the Time Lapse option selected, Adobe Premicre will capture frames at the
specified rate. Click the Stop button in the Stop Motion window to stop capturing frames.

« If you are capturing manually, press the Step button in the Stop Motion window to
capture a frame. Press a number on the kevpad to'capture a specitied number of contin-
uous frames. Press Delete to remove the last frame captured.

6 Press the Done button in the Stop Motion window when you have finished capturing.
The captured frames appear in an untitled Clip window.

7 Use the Save command to save the clip.

To capture still images:

1 In the Stop"™Motion dialog box, sciect Still Image in the Capture Type drop-down list.

2 Click Video Format and sclect an 8-bit or 24-bit image format. You must save still
images i1 one of these two formats.

3 Start vour video source (camera or tape deck).

a4 When vou've located the frame vou want to capture, click Capture in the Stop Motion
window. The image 1s captured as a bitmap (. binp) Hle and appears i an untitled Chp

window.

5 Usc the Save command to save the image.

e



CAPTURING A PALETTE

If your movie will be played back on an 8-bit color computer, you can capture video using
a color palette that limits the number of colors in the captured movie. Using the Capture
Palette command, you can have Adobe Premiere create a new palette for each movie that
you capture; or you can load a color palette file that you have edited.

To create a palette during movie capture:

1 Choosc Capture > Movie Capture from the File menu.

2 Choose Capture Palette from the Movie Capture window. The Capture Palette dialog
appears.

3 In the Colors text box, type the number of colors to create. Type a number between 2
and 236, or type 256. Although the total number of available colors in a color palette is
256, Windows reserves 20 colors for items on the Windows desktop. To avoid overwriting
those color entries and disrupting the appearance of the Windows desktop when your
movie is played back, you should capture no more than 236 colors.

4 Type the number of frames you want to usc to create the palette in the Frames text box.
5 Click OK.
6 To save the palette, choose Save Palette from the Movie Capture menu.

To use an existing palette:

1 Choose Load Palette from the Movie Capture window.,

¥
2 In the standard Open-dialog, locate the palette file (Lpal) vou want to use. Click OK,
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CHAPTER 10: Tips AND TECHNIQUES

4 his chapter contains a collection of step-by-step procedures for achieving profes-
sional video-editing results using Adobe Premiere. The procedures describe tra-

4 ditional techniques, such as superimposing figures against a background, as well
as less conventional techniques, such as rotoscoping filmstrips.

This chapter assumes that you are familiar with the basic features of Adobe Premierc and
how to use them. For information on a specific feature, sec the appropriate section of this
user guide.
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I Achp of an owl

plays in an inset

while a field scene

plays in the back-

ground,

Creating insets

This procedure shows how to create an
inset for simultaneously playing a separate
clip in the movie frame.

1 Start by dragging the clip you want to
play in the background onto track A and
the clip you want to play in the inset onto
track B.

oMo — <
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2 Drag a transition, such as the Iris Square
(shown here}, Irts Round, or Zoom transi-
tion, onto the T track. (For an example of a
Zoom transition inset, sce steps 22 and 23
of “Creating a 360-Degree Presentation”
on page 271.)

3 Align the left edge of the transition with
the beginning of the clips and the right
edge of the transition with the end of the
clips. Double-click the transition to display
the Transition Settings dialog box, and
select Show Actual Sources.

Iris Squae Scitings

Horge: Color
" 1100 ke
IR

[zs20mvr] 7 Cancal ]

' Show Actusl Sourcer
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a To create the inset rectangle, he™
the Shift key and drag the Startslia. .«
right. Holding down the Shift key cau:
the End slider to move with the Start sl
creating the same size inset rectangles
both the start and end points of the cli
that the size of the inset remains const

Drag to the right until the inset is the
desired size.
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5 To apply a border to_the inset, use th
Border sliderto set the width; then :
color swatch to display the color picke
and select a color for the border.
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6 If you want the inset to play on a
different part of the movie screen, drag the
dot from the middle of the Start preview
window to the desired position.

. Iris Square Seftlngs - - - -

Finish = 60%
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[ Show Actual Sourcer
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7 To reposition the clip within the inset,
select the chip on track B, and choose
Motion from the Clip window to display
the Motion Settings dialog box. Click the
Start (left) point on the motion path, and
apply a delay of 100 percent. This keeps the
clip stationary and lets vou use the Motion
Scttings reposttioning feature without
actually applying motion to the clip.

8 To freeze the motion and preview the
inset, select the Show All option, and click
the Pause button to the right of the preview
window. You'll see the background clip
with a cut-out where the inset will play.
Click the Start point of the motion path
and drag the point into the Visible arca; the
preview window changes to reflect the
repositioning of the clip. To move the Start
point in 1-point increments, sclect the
Start point and press the arrow keys. When
the clip is centered within the inset
window, click OK.

O Show (ullmtt £ Shom Path
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9 Preview the results.
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1 Two skiing

cips clay on a

sphit screen.

Creating a split screen

This procedure shows how to create a split
screen for playing two clips simulta-
neously.

1 Start by dragging two clips into the
Construction window: one to track A and
one to the S1 track.
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2 Sclect the clip on the St track, and
choose Transparency from the Clip menu
to display the Transparency Settings dialog
box. Use the default kev tvpe of None—
vou'll use a garbage matte to create the split
screen. In the Sample window, drag the
handles of the garbage matte to crop half of
the image.
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3 Click the page peeliconto v
garbage matte. Use the slider .o
garbage matte to preview the clip

the matte.
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4 Preview the results,

Experiment with different shapes .

garbage mattes.
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* Aclipof one

‘nsbee player
irals away
izom the screen;
wnen a chp of

another spirals 1n

Customizing transitions

You can usc a transition twice to give the
appearance of a new transition.

1 Start by dragginga clip onto track A and
aligning it with the 0:00:00:00 mark on the
time ruler. Drag the Motion transition
onto the T track, aligning the end of the

transition with the end of the clip. Double-

click the transition to display its dialog box,
and click the Forward/Reverse selector to
select R (reverse). This causes clip A to play
as it spirals away to a black background.

omd— <

2 Copy the Motion transition; then click
the section of the T track 1o the right of the
original, and paste the copy. Drag a second
clip onto track A, afigning it flush Ieft with
the first clip.

S Constructton Window . -
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3 Preview the transition. Notice that the
sccond clip opens at full-screen when

the first clip ends. To make the sccond clip
appear to spiral back in, double-click the
second transition to display its dialog box,
and click the track selector so that it points
up. Select the right edge selector, and
change the Forward/Reverse sclector from
Rtok

[ Voioasctiegs

Start = 0%

L") bhow Aclual bourcer

{Coniom | T

4 Preview the results.

Try this technique with other transitions
that swing in and out such as the Spin,
Swing In, Swing Out, Split, and Wipe
transitions.
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I» As 3 swirnmmes

moves across the
screen, ihe image
outside the § s con-

verted o grayscale.

Applying filters to isolated areas of clips

You can apply a filter to an isolated area
of a clip using the Image Matte key type.

1 Start by dragging a clip onto the SI track
of the Construction window, and then
copy and paste the same clip onto track A.

2 Create a sull image to use as a kev or
“mask.” You can use a letterform or object
created in the Title window, as in this
examples or vou can use an muge created
in Adobe Photashop.

3 Select the clip on the S1 trac® n
choose Transparency from the _ .p
to display the Transparency Setting:
box. Select the Image Matte key typ
Choose, and select the still-image k.
just made. The Sample window pru
the image matte. Select Reverse Ke
invert the effect!

Transparency Scings
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4 Sclect the chip on track A. Choose
from the Clip mienu to displav ¢ %
dialog box and select a filter o apply
chip. This Jxample used the Black &
filter to convert the color image to g
scale. Keep m o mind that if vou use a
that doesn't alier the ¢lip’s color, the
may be subtle,

5 Preview the results.
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I The gray volues

of a clip of running
horses are superim-
posed over a still

image of stone,

Adding texture to movies

The Luminance kev type allows vou to
superimpose movies over textured back-
grounds, so that the superimposed movie
assumes the texture of the background.
This procedure works bestwith mages
with o wide range of gray values because
the Luminance key option keys just the
gray values of an image without keyving

the color.

1 Choosce a clip to play over the back-
ground; the ¢hip should have a wide range
of gray values. Next, choose a textured
background tor the movie, cither a still-

image clip or a movie chip.

2 Drag the texture clip onto track A, and
drag the clip you want to superimposc
onto the S1 track.

00 0000400 ooopaoo 41K
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Note: When using a still-image ¢lip for
texture, you cant save compiling tine by
applying filters or effects to the clip in A
Photoshop. Then import the stilf iage

Adobe Prentiere.

3 Sclect the chip on the S1track. Choo
Transparency from the Clip menu to
display the Transparency Settings dial
box, and select the Luminance key ty
Click the page peel icon to preview the
clfect of the key on the clip on track A
Drag the Threshold and Cutoft sliders
control which gray values are superim
posed and to adjust the brightness of 1]
arav values.
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Preview the results.
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» A figure and its

shadow are superim-

posed over a map

Superimposing figures against a background

Using the Chroma key type, you can isolate
a figure and then superimpose it over a dif-
ferent background.

1 Start by videotaping a figure against a
bright, plain background. The background
should be a color that contrasts with the
figure because the goal 1s to isolate the
figure from the background. This example
uses a uniformly lighted, intense blue
{(called chroma bluc) background. The blue
background works well because skin tones
typically contain no blues. The contrast
between skin tones and background means
that the keying process in Adobe Premiere
won't key out (that is, make transparent)
anything other than the background.

2 Drag the clip of the figurc onto the 81
track, and drag a chip of the background
vou want to use onto track A, You can use
anything for the background clip; this
example (see step 7) used a still-image clip
of a map.
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3 Select the figureclipontheStt. .
choose Transparency from the Clip me
to display the Transparency Settings dia
box. Select the Chroma key type.

b b = — i
e S = - i
ol T — {rle G .

T Smil
:il.u Uillmerc e [T Havorre bee

e {Alphe Lherarl | I T s Sl
piendit A0 e C e o
| i | e W aite -
P Tedsirinre |, e (e T
H (o tr 1m0 5 5wt .
ooty : i
Cuta |1 4 Kute i [ Cancet ™}

4 Specify the color to key out (in this c.
blue); the default masking color is white
the Color section of the Transparency
settings dialog box, use the evedropper
ool and click to sample the blue b %-
ground of the clip. The preview i, ¢
Sample window changes to refiect the
sampled color: the areas that appear wh
will be the arcas through which the clip
track A plavs. Click the page peel icon
preview the clip through the key.
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5 Usce the Similarity shider to adjust the
range of colors that are keyed out. Drag the
sitder to the right untl all of the back-
ground appears white in the Sample box,
You may need to experiment by sampling
ditferent blue pixels trom different arcas of
the Color box, and then readjusting the
Similarity slider to see which scttings give
the best results. Use the Smoothing option
to soften the edges between the figure and
the keved-out background. Chick the zoom
toot, and then click the preview to see the
keying effects. The hand tool lets vou scroll
around the preview.
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6 Usc the Threshold slider to control how
shadows in the clip are keved out; moving
the slider to the nght increases the amount
ot shadow that will be included in the key.

Use the Cutotf shider to control the trans-

parency of the shadows.
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7 Preview the results.
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artifacts plays while
an aud:o chp of a
man talking leads

nis vigeo,

Creating a split edit

A common edit in video is a split edit
where, for example, a clip’s audio leads the
video while another video clip plays on-
screen. Starting the second clip’s audio
before its video produces a more gentle
transition. To create a split edit, you lock
either the audio or video track, and then
edit the unlocked track. This procedure
maintains a synchronized link between the
audio and video clips.

1 Drag & movice clip that has linked audio
onto track A 1n the Construction window.
Drag a second clip that has linked audio

onto track A next to the fivst clip. Lock the
audio track by Alt+clicking the track label
to the right of the track. Locking the track
lets vou edit linked tracks independently.
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Note: You can also perforn tus procedure
{l}‘ /m'king the video track amid 1‘:[1'{!-!13’ the

aeclio troch.

2 To precisely adjust the edit poim
between the two video clips, open the
Trimming window and click the Next E
button to view the {rames on either sidc
the edit point. To perform a rolling edit
(that is, adjust the duration of the adjace
clip as you edit the first clip), move the
pointer between the two frames and dra
left or right to trim the clips. The other
clip’s duration is shortened or lengthenc
«to offset the adjustment.

Editing breaks the Hink between th. Jde
and audio and inserts a soft link. Once
vou've made tire split edit, a red triangle
will appear at the beginning of the clip {i
the audio and video get out of synch.
Resvnchronize the clip by clicking the re
triangle and dragging to select the amoun
that appears in-the pop-up menu.

3 Unlock the audio track that vou locke.
i step 1.
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7 Click OK to set the output options; then
choose Make Movie from the Make menu.

8 Name the file and click OK.

Note: Exported filmstrip files lose any audio.
Be sure to save the source clip with in and out
points if you plan to relink the filmstrip to its
original audio.

9 In Adobe Photoshop 2.5 or higher, open
the filmstrip. The filmstrip opens as a series
of frames in a column, with each frame
labeled with a number and a timecode.

Brostenrv mcEID|
o]

10 Use anv of the Adobe Photoshop

~ painting tools to draw on or paint the
frames. You must repeat the design over
several frames for i to appear when you
play the movie. The number of frames
to paint depends on the frame rate of
your movie.

For example, with a frame rate of 15 fps,
you should paint a design in 15 frames to
have it play for 1 second. If you selected a
Field option in step 6, there will be two
filmstrip frames per source frame.

For editing guidelines, see “Modifying
Filmstrips in Adobe Photoshop”
on page 106.

Adobe Photoshop 2.5 and higher has spe-
cial commands for moving selections pre-
cisely from frame to frame in a filmstrip.

Using any of the Photoshop painting tools,
you can retouch flaws in the original foot-
age, or make random marks from frame to
frame. You can also use the rubber stamp
too! to clone parts of one frame onto
another.




This example shows the lasso tool used to
select background areas. The areas then
were filled with color and patterns.

You can paint over the gray borders
between frames. Do not, however, scale or
crop the filmstrip.

11 When you have finished painting, save
your file in the Filmstrip format.

12 In Adobe Premicre, open the roto-
scoped filmstrip in a Clip window, and
preview the results. If you created the film-
strip with separate fields in step 6, choose
Field Options from the Clip menu, and
select the Interlace Consecutive Frames
option; this instructs the program to inter-
lcave the ficlds back together.

Note: If vou st relink your filmstrip with
the audio, drag the original video and audio
clipouto a track in the Construction window
and cut the video portion. Drag the edited

filmstrip clip outo the empty video track, and.

sclect both the clip and the audio 1o create a

soft fink. .



A chip of clouds

in motion plays in
the background
while a clip of a
cyclist plays within
3 200Ming mask

of squares.

Playing a movie through a traveling matte

This procedure shows how to layer a movie
called a

that plays within a moving mask
traveling matte—on top of a background
movie.

1 Start by dragging the clip that will play
in the background onto track A in the
Construction window. Drag the clip that
will play within the moving mask onto the
S1 track in the Construction window.
Adjust the length of the clips so that they
match.
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2 Next, create the mask i which vou want
nhdip to play. This example used four
simple shapes created with the polvgon
tool in the Title windows save the title when

vou have finished.

You can also import a file from Adobe
Photoshop for vour muask.

Note: When importing files from Adobe
Photoshop, you should use either a black-
and-white file or grayscale file; color files ma
produce unexpected results.

3 To apply the mask to the clip on the Si
track, first make the Construction windoy
active and add another superimpose (S)
track by choosing Add/Delete Tracks fron
the Project menu, and entering 4 in the
Total Video Tracks field. This adds a track
labeled 52 below the ST track. Drag the
mask clip onto the new S2 track, and adjus
its length to mateh the other clips.

OmoD =«
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4 Sclect the movie clip on the ST track;
choose Transparency from the Clip menu
to display the Transparency Settings dialog
box. Choose Track Matte from the Key
Type drop-down list. The Track Matte key
type uses the lightest areas of the clip on the
track below as a mask, and “tracks” any
motion applied to the clip.



Click the page peel icon and drag the slider
below the Sample window to preview the
effect; the movie clip on track A should
appear in the mask, and the movie clip on
the S1 track should appear in the back-
ground behind the mask. Select Reverse
Key to make the movie clip in S1 appear
within the mask.

5 Now apply motion settings-to the mask
to make 1t move by selecting the mask clip
on the S2 track and choosing Motion from
the Clip menu. The Motion Settings dialog
box appears. Select the Show Ali option to
preview the masked chip in motion. Chick
the Pause button to freeze the motion.

6 Move the Start and Finish points of the

motion path, or add points to the path to
create the motion you want.

For example, create a zoom effect by select-
ing the Start point and entering 0 in both
coordinate fields to center the Start point
in the frame; then apply a zoom of 25 per-
cent to the point. '
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7 Next, select the Finish point on the path
and center it in the frame by entering 0 in
both coordinate fields; leave the zoom level
at 100 percent. This makes the masked clip
appear ta zoom in from the center of the
background clip.
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Notc: To seleet successtve ponnts on the

motion patl when they are positioned pre-
crsely on top of cacli other, press the Tal key-
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spons scene makes
the transitien into
another behind

a sportscaster.

Using virtual clips to nest transitions

This example shows how to use the virtual
clip feature to create a transition between
two clips that are playing within an inset. A
virtual clip is a “snapshot” of an area in the
Construction window that is used as a clip
elsewhere in the Construction window.

1 Start by importing three ciips: one to
play as the main movic and two to play in
the inset. Dmg the first clip for the inset
onto track A in the Construction window
and drag the second clip for the inset onto
track B. Arrange the clips so that they
overlap by at least one second.
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2 Drag the Clock Wipe transition onto
track T and-align it between the two movie
clips. Adobe Premiere avtomatically
adjusts the length of the transition to
match the amount of overlap.
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3 To make the clips and transition act
as one clip, combine them into a virtual
clip. To do so, select the virtual clip tool
and drag to select the block of clips and
the transition. Then place the pointer
inside the selection; it changes to the
virtual clip icon.
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4 Drag the selected block of clips to an
open space on track B Preview the virtua
chip by dragging through the time ruler.
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5 Drag the Zoom transition onto the T
track above the virtual clip, and adjust
the length of the transition to match the
length of the virtual clip. Drag the third
clip onto track A (this example used
footage of a sportscaster), and adjust its
length to match the virtual clip and
Zoom transition.
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6 Now use the Zoom transition to make
the virtual clip play in an inset window.
To do so, double-click the Zoom transition
to display the Zoom Settings dialog box
and select the Show Actual Sources option.
Hold down the Shift key and drag the Start
shider to the right until the tnset window
i the destred size; holding down the Shift
key causes the End slider to move with the
Start shider.

The Zoom transition scales the virtual clip
to fit within the inset; setting the Start and
End sliders to the same value constrains the
zoom insct window to the same size for the
duration of the clip.

. Zoom Setings. -
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7 In the center of the Start window, posi-
tion the pointer over the small square;
when the pointer changes to a finger, drag
the square to reposition the insct window.
Click OK. '
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8 In the Construction window, adjust the
work area bar to extend across the virtual
clip and preview the results.
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» Five chips of

sea scenes play
simultaneously on
the surfaces of a
three-dimenstonal

space.
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Sea ety o Bavid Banks |

Creating a 360-degree presentation

This procedure shows how to use transi-
tions and a series of virtual clips to create a
three-dimensional space etfect with movies
playing on five separate “walls” This two-
part procedure requires five clips of equal
duration to play on the walls.

In the first part of this procedure, vou
create gradient fills that will be superim-
posed over each clip and add dimensional-
ity 1o the final movie,

1 Start by dragging the clip that will play
on the cetling onto track A and align the
clip with the start of the time ruler; then
drag the next three clips onto track A in the
foltowing order: floor, right wall, and left
wall. Leave the clip that will plav on the
back wall in the Project window.
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2 Next, create a grayscale gradient that
will be superimposed over the clips. Ope:
a new Title window by choosing

New > Title from the File menu. Set the
gradation start color to black and the
gradation end color to a medium gray.
Then use the filled rectangle tool to draw
rectangle that covers the lower half of the
window.

3 Reverse the direction of the gradient
by clicking the triangle at the bottom
center of the gradient swatch; change the
opacity of the gradient end color to

I percent by clicking the right triangle
above the end color swatch and dragging
the gradient swatch to 1 percent. Save the
title as cerling.pil.




4 Drag the title onto the S1 track in the
Construction window, aligning its left edge
with the beginning of the project. Stretch
the right edge of the title clip unul its dura-
tion matches the ceiling clip on track A.
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5 With the title clip selected, choose
Transparency from the Clip menu to
display the Transparency Settings dialog
box. Apply the Multiply key type. Click the
page pecl icon below the Sample window to

preview the key applied to the clip. The clip -

is darkened at the bottom where the super-
imposed gradient is black and changes to
its actual color gradually where the

eradient is grav and then white,

When the clip plays on the “ceiling,” the
shading makes the clip appear darker as it
recedes to the back wall.

6 Repeat steps 2 through 5 to create three
additional superimposed gradients for the
other walls of the room. Use the triangies
located afong the sides of the gradient
swatch to change the direction of the gradi-
ents as follows: the gradient for the floor
clip should start with black at the top and
fade to 1 percent opacity in the middle; the
right wall gradient should start with black
on the right side and fade to 1 percent
opacity in the middle; the left wall gradient
should start with black on the left side and
fade to 1 pereent opacity in the middle.
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In the final part of the procedure, you use
the virtual clip feature with the four clips to
build the three-dimensional movie.

7 Select the range select tool, and drag to
select just the ceiling clip on track A and its
superimposed gradient on the S1 track.
Move the pointer inside of the selection;

the pointer changes to the virtual clip icon.
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8 Drag the sclection onto the blank space
at the end of track A. The two clips are
composited as a virtual clip.

9 Repeat steps 7 and 8 for each clip and 1t
superimposed gradient, placing the virtu.
clips on track A in the same order as the
source clips.
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10 To make the first virtual clip appear 1
play on the ceiling, drag the Swing In tras
sitton from the Transitions window onto
the T track in the Construction window.
Adjust the transition’s duration to match
the first virtual clip on track A,
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11 Double-click the Swing In transition to
display the Swing In Settings dialog box.
Select the Show Actual Sources option.
Hold down the Shift key and drag the Start
slider to 25 percent. (Holding down the
Shift key adjusts the Start and End sliders
simultaneously, keeping the effect constant
throughout the clip.) Click the track
sclector so that the blue arrow points up;

then chick the top edge selector to make the
clip play on the ceiling,

Siaer = 25%
-
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12 Using the range sclect tool, drag to
sclect the first virtual ¢lip and the Swing

In transition.

13 Drag the block of clips onto track B,
creating a new virtual clip, and align its
in point with the end of the Swing In
transition. '

e

14 To create the floor and combine 1t with
the ceiling, select the Swing In transition
on the T track, copy it, and paste the copy
onto the blank arca of the T track next to
the original.
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15 Double-click the copied Swing In tran-
sition, displaying the Swing In Settings
dialog box, and select the Show Actual
Sources option. Click the bottom edge
selector, and click OK.
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16 Using the range select tool, drag to
select the second column of clips
containing the ceiling and floor clips.
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17 Dragthe column of clips onto the blank
space on track B, next to the ceiling
virtual clip, to create a second virtual clip
on track B.
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18 Paste a third copy of the Swing In trai
sition onto the T track. In the Swing In
Settings dialog box, select the Show Actu.
Sources option, and click the left edge
selector.

Start = 26% Finish
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19 Use the range select tool to select the
third column of clips containing the
ceiling, floor, and left wall clips. Drag the
selection onto the blank space on track B
to create a third virtual clip.
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20 To create the right wall of the movie,
paste a fourth copy of the Swing In trans:
tion next to the third copy on the T track.
[n the Swing In Settings dialog box, select
the right edge seiector.



21 Use the range select tool to select the
entire column containing the last Swing In
transition, and drag the fourth and final
virtual clip onto the empty space at the end
of track B.

22 To make the back wall of the movie,
drag a new clip from the Project window
onto track A, and align the clip’s start and
end points with those of the last virtual clip
in track B. Drag the Zoom transition from
the Transitions window onto the T track
between the new clip and the last virtual
clip. Adjust the duration of the transition
to match the clips.
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23 Double-click the Zoom transition to
display the Zoom Settings dialog box.
Select the Show Actual Sources option, and
click the track selector so that the arrow
points up. Hold down the Shift key, and
drag the Start slider to 51 percent.
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24 Adjust the work area bar so that it
covers only the column containing the
back wall clip and the last virtual clip.
Preview the movie.

You can substitute different clips for the
walls and ceiling of your movie using the
Paste to Fit command. The virtual clips are
automatically updated to reflect the new
source clips.
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v Alogo and other

graphic elements
are amimated and
supenmposed
over a movie of

a spinning globe.

Animating graphics

This procedure shows how to create ani-
mated graphics in the Title window and
then superimpose them over movie clips
using motion settings.

"1 Start by dragging a movie clip onto track

A in the Construction window. Choose
Construction Window Options from the
Windows menu. In the Construction
Window Options dialog box, select the
Video and Superimpose track display
options.
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2 Open a new Title window by choosing
New > Title from the File menu.

3 To use a frame of the movie clip in the
background for positioning the title, open
the movie chip in a Clip window and drag
the clip into the Title window. The first
frame of the clip appears in the back-
ground; it does not become part of the

title chip.

4 To change the clip frame appearing in
the background, scroll through the movie
to locate the desired frame in the Clip
window, and then assign marker 0 to the
frame. The frame in the Title window is
automatically updated to that frame.

Clip: Globe.avi |1}
terld]

]

5 Use the Title window tools to create the
graphic clements. Draw a square with the
filled rectangle tool by holding down the
Shift key as you drag. Create a color -
gradient by clicking the small rectangular
swatch to the left of the palette to display
the color picker, and select a start color.




6 Complete the gradient by clicking the
small rectangular swatch to the right of the
palette and selecting an end color. Set the
opacity of the square by positioning the
pointer on the triangle between the two
small swatches, and dragging to the
desired value.

7 Lo create transparent effects, add
clements-and set their ill opacity to cear.
For example, use the type tool 1o layer a
number over the top of the square, and
then set its opacity to clear.

8 To center the elements in the window,
choose Center Horizontally or Center
Vertically from the Title menu. Deselect
the clements.

9 To superimposc the title over another
clip, save the title, and then drag it onto the
St track in the Construction window.
Adjust the length of the title clip to match
the movie clip.
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10 With thwe title clip selected, choose
Transparency from the Clip menu to
display the Transparency Settings dialog
box. Select an appropriate key type. (White
Alpha Matte was used for this exampice.)
Click the page peel icon to preview the key.

Manr Cainr f Samplr

Note: When apphying motion in Adobe
Prenticre 4.0, the program antomatically
selects the key type using a best guess.
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11 To animate the title, select it in the
Construction window and choose Motion
from the Clip menu. In the Motion
Settings dialog box, select the Show All
option to see the title superimposed over
the clip. Click Pause next to the preview
window to freeze the motion. Click the
Finish point {right end) of the motion path
and move it into the Visible Area; the
preview window updates to show the repo-
sitioning of the finish point. To center the
finish point within the frame, enter 0 in
both Info fields below the time line. Posi-
tioning the Start and Finish points as
shown makes the title roll in from the left.
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12 Createan additional graphic element in
a new, separate Title window. In this
example, a rectangle was created with a
gradient fill. To make the gradient appear
to fade into the background clip, set the
opacity to a low percentage.

13 Add an additional S track to the

Construction window by choosing
Add/Delete Tracks from the Project menu
and entering 4 in the Total Video Tracks
field. Drag the second title onto the new $2
track, and adjust-the length of the clip to
match the others. '
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14 To apply a key type to the title without
opening the Transparency Settings dialog
box, position the pointer over the clip in
the Construction window and press
Shift+Alt. Click the clip to display a pop-up
menu, and drag to select a key type.
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15 Select the second title clip in the
Construction window and choose Motion
from the Clip window to display the
Motion Settings dialog box. Select the
Show All option to preview the back-
ground movie clip, including the first
superimposed graphic.

16 Click the Pause button to freeze the
animation. Click the Finish point of the
motion path, and drag to reposition it. As
you drag, the preview changes to show the
positioning of the background movie and
each superimposed graphic. Set the Start
and Finish points as shown in the following
illustration to make the rectangle roll in
from the top and land precisely next to the
first graphic.
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17 Create additional graphics using the
Title window, and add additional S tracks
for superimposing the graphics.

18 Preview the results.
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v Three clips shot

‘from differens
camera angles are
combined using

S tracks.

Making multicamera edits

You can use this technigue to edit several
movie clips of the same subject shot simul-
taneously from different camera angles, or
to edit several clips that share the same
audio. In this procedure, you'll use only the
S tracks and adjust the fade controls to cut
between the different views while preserv-
ing the audio.

1 Start in the Construction window by
adding additional § tracks using the
Add/Delete Tracks command from the
Project menu. To display three S tracks,
set the total number of video tracks to 5.
Leave the number of audio tracks at 3. In
the Construction Window Options dialog
box, desclect the Transitions/Track B
display option; make sure that the other
Track Display options are selected. Drag
the first clip onto the S1 track. The audio
portion appears on the X1 track. (Leave
track A empty.) ’

it Y

Boo0 | ooooioa - poogron  IAER
A

3 ‘é' ‘J J ns

v ! 1

¥ ; =

D

E s

o H
s
3
A

A

v

D e

I

0 - - %
]
11

2 Tocopy only the video part of the second
clip (with identical audio), hold down
Shift+Alt, select the clip’s video thumbnai!
in the Project window, and drag the clip
onto the 52 track. Repeat this step for the
third video clip.
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3 Click the Fade control to create handies
(black dots), and drag the handles to create
visual cuts from one clip to the next. By
default, clips on higher numbered S tracks
dominate lower numbered tracks. To drop
the fade level to 0 percent and reveal the S2
track underneath, use the fade scissors tool
{in the extended tools pop-up menu); click
the bottom of the S3 track to create two
new handles close together.
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4 Use the fade adjustment tool to move
the segment uniformly, and drag the right
segment to the bottom of the bar. This
changes the fade level to 0 percent, to reveal
the §2 track underncath when you preview.
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You can use the Info window to sce the
exact Fade Level percentage as you make
changes.

n

Note: The distance between the handles (the
black dots) deternnnes the fade rate between
clips. For a more gradual fade, spread the
handles apart. To cut directly to the next ¢lip,
click using the fade scissors tool fron: the
extended tools pop-up menu, Gradual fades

l(i'k[‘ more e to Pri'l’ft‘li'.

5 To fade from the ¢hip on the 82 track to
the clip on the S1 track, move the pointer
slightly to the right in the Fade control
section at the bottom of the S2 track and
repeat steps 3 and 4.
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6 To fade from the clip on the S1 track
back to the clip on the $3 track, move the
pointer slightly farther to the right in the
Fade control section at the bottom of the
S$3 track. Return the fade level on the 83
track to 100-percent opac'ity by repeating
steps 3 and 4 and dragging the newly
created segment to the top of the bar.
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7 Preview the ceffect by clicking the Play
button. '

Note: Adobe Premicre does not have to
process a preview wien a clip on the S track
is sct to [00-percent opacity. The program
treats such a clip as if it were on track A and
the only clip in the preview,
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Using low-resolution clips to construct a movie \

You can save an enormous amount of pro-
cessing and compiling time, as well as hard
disk space, by capturing and using low-
resolution versions of clips to create movies
in Adobe Premiere. You can use the smaller
and faster low-resolution clips for all edit-
ing and effects, and then replace the clips
with higher resolution versions once you
have made all editing decisions.

This procedure requires batch-capturing
video with device control. For more
information about batch capturing, see
“Batch Capturing with Device Control”
on page 241,

1 Asan optional time-saver, create a batch
list for your original source tape by
choosing Capture > Batch Capture or
Movie Capture from the File menu. The
Batch Capture or Movie Capture menu
appears in the menu bar.

2 Choosc Recording Options from the
Batch Capture or Movie Capture menu. In
the Recording Options dialog box, set the
frame size to a dimension smaller than
what you will use in vour final movie. Fora
full-frame movie, the recommended
dimensions are 320-by-240 pixels, or
240-by- 180 pixels.
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3 Before you make the first capture, be
sure to calibrate your timecode to ensure
that the movies are accurately stamped
with the timecode. Add the timecode
during capture using device control or by
manually entering the timecode.

4 Choose Video Source from the Batch
Capture or Movie Capture menu; set the
Compressor to the compressor related to
the capture card. Although you can use any
compression for the low-resolution
version, it's best to use Motion JPEG hard-
ware compression, if you have it. Set the
Quality between Low and Normal, or set a
lower data rate if your board supports data
rate limiting.

5 Set the Frame Rate to the same raté that
you will use in your final high-resolution
movie. (You can halve the frame rate if
vou need to save space and only need to
be accurate within +1 or <1 frame.) Digi-
tize the low-resolution clips using the
Capture command.

6 Using the low-resolution clips, construct
the movie by opening a new project.
Choose a preset that matches the library of
movies that you created bv batch digi-
tizing. Create any stills at their final dimen-
sions; create titles at any size—they will be
resized automatically when you compile
the movie. Store the stills and titles in a
separate folder from the low-resolution
movies that will be replaced. Later in this
procedure (in steps 11 and 12), you'll
replace the chips with high-resolution
versions.



7 Drag the clips into the Construction
window for editing.

8 Save the project.

9 Delete any clips in the Project window
that you didn’t use by choosing Remove
Unused from the Project menu.

10 Choose Tools > Project Trimmer from
the File menu. In the Project Trimmer
dialog box, select the Create Trimmed
Batch List option. Deselect the Copy
Trimmed Source Files option; you don't
nced copies because you will redigitize the
clips. To avoid dropped frames at the
beginning and ending of clips, accept the
default of Keep Handles at 1 sccond. Click
Create Project. Name the new project and
click OK; name the batch list and click OK.
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Note: Adobe Premiere adds a suffixof _1, _2,
_3, and 50 on to the clip names in the new
barch Iist to distinguish thew from the orig-
mnal clip names. When you reconstruct the
high-resolution clips, the new project looks
for the original clips bascd on the clip names
in the new barch Iist. Do not change cither
the original or the new clip names until you
have successfully reconstructed the project.

11 Edit the batch list, if necessary, to
remove any references to clips that you do
not want to redigitize. Choose Recording
Options from the Batch Capture or Movie
Capture menu, and sct the size and quality
desired for your final movie. (Usually, you
would choose a size of 640-by-480 pixels
and high quality.)

12 Redigitize the video using the new
batch list.

13 Open the project created by the project
trimmer in step 10. If prompted, locate the
new high-resolution clips. Load a new
preset with the final options, or change the
preview and output options.

14 Preview the project with the same
settings you'll use in your final movie.
15 Choose Make Movic from the Make

menu to compile the final high-resolution
movic.
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A conunuous
stream of credits
rolls through the
screen from bottom

to tap.

Creating roliing credits

This procedure shows how to use the
Image Pan filter and the Title window to
create rolling credits.

1 Choose New > Title from the File menu.

2 Right-click the Title window bar to open
the Title Display Options dialog box.

3 Deselect the 4:3 Aspect Ratio option and
enter a drawing size that has the same
width as that of vour Adobe Premiere
movie (as set in the Output Options dialog
box) and enough height to create the
necessary text for vour credits. This
example uses a box measuring 160 -bv-720
pixcls.

4 Use the type tool to add credits. Format
the type as desired.

.~ Title: Rolling3.p4 [1]

LT

5 Save the title.

6 Drag the title clip onto a track in the
Construction window. Adjust the duration
of the clip to reflect the length of your
credits.
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.7 Select the title clip in the Construction

window. Choose Maintain Aspect Ratio
from the Clip menu. -

8 Choose Filters from the Clip menu to
display the Filters dialog box, and select the
Image Pan filter.

9 In the Image Pan Settings dialog box,
enter 120 for the Start height; leave the
Width as 160. A rectangle appears at
the top of the Startimage. Click Copy
to copv the rectangle dimensions to the

End settimgs,
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10 Place the pointer inside the rectangle
for the End settings and drag the rectangle
to the bottom of the End image. The
animated preview at the top of the dialog
box shows the clip being panned from top
to bottom.
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11 Click OK to apply the filter to the dip.
Adjust the work area bar in the Construc-
tion window, and preview the clip to view
the rolling credits cffect. ‘

»

You can adjust the duration of the clip as
desired to make the credits roll faster or
stower. If you arc using a particularly long
list of credits, you may want to divide it
into several title files to make the files more
manageable.

You can also superimpose rolling credits
over a moving video by creating type and
graphics in the Title window and position-
ing the title clip on the S track. Use the
White Alpha Matte key type to superim-
posc just the type or graphics over the
movie on the video track.



APPENDIX A: VIDEO BAsIcs

This appendix provides a basic introduction to analog and digital video. Like filin, video
is a sequence of individual images, called frames, projected on a screen before a viewer.
Projecting several images per second creates the illusion of @ motion picture because the
brain cannot register the individual images. With a frame rate typically ranging from 24
frames per second (fps) to 30 fps, video projects motion that appears smooth and contin-
uous. Normally, one or more audio tracks are synchronized with the video frames to
provide sound to the movie.

RECORDING AND ENCODING ANALOG VIDEO

This section discusses how video cameras record video signals, including how video
cameras interpret color and measure the resolution of video signals.

Conventional video cameras contain light-sensitive devices called charge-coupled devices
(CCDs), which digitize or capture the individual images as optical images and convert or
encode them into electrical signals. Once an analog video signal has been encoded by the
camera, it can be broadcast, recorded onto analog videotape, or recorded digitally onto a
disk storage device. The electrical signals captured by a video camera represent the color
and brightness information of the image. Cameras arc rated, amortg other things, by their
characteristic color response and image resolution.

How video cameras interpret color

Video cameras interpret color as a combination of the three additive primaries: red, green
and blue. This light-based color model is commonly referred to as RGB color. Video
cameras differ in how they encode this color information into a video signal. Some high-
end cameras process separate signals for cach of the RGB components, or they process
signals for the chrominance (color) and luminance (brightness) information, which
resulis in a componcnt video signal. A more common process encodes the RGB and lLl]lll-
nance information into one signal, known as a composite signal.

In the United States and Japan, the standard composite signul adopted by the television
and video industries is the National Television Standards Committee (NTSC) signal. An
NTSC signal has a frame rate of 30 fps (or, more precisely, 29.97 fps). In Europe, the most
commaon composite video signal is PAL (Phase Alternating Line), which has a frame rate
of 25 fps.
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Image resolution

Another important concept in describing a video signal is image resolution, which
measures the quality of a video image based on the number of picture elements, called
pixels, that make up the image.

A projected video image is a conglomeration of pixels that project the color and brightness
of the image. Picture quality increases as the number of pixels increases in a unit area of
the image. A video camera encodes the image information as a grid of pixels, much like a
collection of tiles in a mosaic. An NTSC video frame contains 486 horizontal lines of
visible pixels, with each line containing 720 pixels. Thus, an NTSC video frame is made up
of approximately 350,000 pixels (486 x 720).

Displaying the video signal

For the analog video signal to be converted to a recognizable image, the signal must be run
through a decoder. The decoder splits a composite signal into RGB signals so that the
image can be displaved on-screen. Television screens are made up of tiny phosphors that
emit varying intensitics of red, green, and blue light when struck by a carefully controlled
electron beam. For a standard television signal to be projected, the electron beam must
$CaN ACTOSS 525 lines on the screen 30 times every second. In actuality, the electron beam
scans a teievision screen in interlaced mode—that is, the beam scans all the even lines ~“a
frame and then all odd lines of that frame. The even lines and the odd lines of each fr....c
are referred to separately as fields. To maintain a frame rate of 30 fps, the electron beam
must scan at a rate of 60 fields per second. When vou freeze on a video frame, vou actually

see the two ficlds being alternately scanned on the NTSC monitor.

A computer screen operates in nosinterleaved mode. That s, the electron beam scans all
rows of phosphors sequentially to create the image on-screen and repeats the process

about 60 to 75 times per second to refresh the screen.

SMPTE timecode

The duration of a video ¢hip and its starting and ending frames are commonly measured
using a unit or address called timecodel Timecode identifies each frame of a videotape for
control in editing and broadeasting, When vou are editing video, timecode allows vou to
focate frames accuratelv and to synchranize picture and audio elements (also called frame
accurate synchronization),

The timecode used by the Sociery of Motion Picture and Television Engineers (SMPTE)
identifies cach frame with a unique address in the form hours:minutes:seconds:frames. A
clip with a duration of 00:02:31:13 plavs for 2 minutes, 31 seconds, and 15 frames. At the
rate of 30 fps, a clip with o duration of 00:02:31:15 plays for 2 minutes and 31.5 seco



There are several SMPTE timecode standards targeted for the different frame rates used in
the film, video, and television industries. For technical reasons involved with
broadcasting, the NTSC adopted a standard of 29.97 fps rather than the 30 fps originally
used in early black-and-white television programming. The SMPTE timecode for NTSC
video assumes a frame rate of 30 fps, which results in a 0.1 percent dlscmpancy between
real playing time and the timecode’s duration measurcment.

To address the discrepancy between the playing time measured by SMPTE timecode and
real playing time, the drop-framc format was developed. With drop-frame timecode, two
frame counts are dropped (actual frames are not dropped) from the count every minute,
for 9 out of every 10 minutes. The nondrop-frame timecode ignores this discrepancy and
thus is not duration accurate. l

Most video-editing systems handle both drop-frame and nondrop-frame timecode
formats. While you can use cither format, it is important to know which format was used
" in recording your video source material and to edit your videotape using the same format
throughout so that vou know how real time is being represented.

DIGITIZING VIDEO

NTSC and PAL video signals are analog in nature. Computers, however, display infor-
mation digitally. So NTSC and PAL video signals must be digitized, or sampled, before
they can be used by the computer. The process of digitizing video is commonly called
capturing. A video-graphics adapter (often called a frame grabber or video capture board)
is used to digitize an analog video signal and convert it into a computer graphics signal.

Note: There are many video capture boards on the market, and they differ widely in their
features and capabilitics. It is bevond thic scope of this docunient to rate video boards.

Digital recording of a video signai requires substantial amounts of disk storage because the
color and brightness information for cach pixel in every image frame must be stored. A

full-screen image ona 13-inch computer monitor measures 640-by-480 pixels. Thus, each
full-screen frame of video contains 307,200 (640 x 480) pixels. To display the full-screen

image in 24-bit color, cach pixel must represent 24 bits of information (or 8 bits per RGB
component). Twenty-four bits of information are equal to 3 bytes. That figure multiplied
by a full-screen, 307,200-pixel image results in a storage requirement of 921,600 bytes for
cach frame of digitized video. At a frame rate of 30 {ps, storing 1 second of digitized NTSC
video requires more than 27 megabvtes! Such use of disk space to store digitized video is

not feasible for most compuier uscrs.
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An even bigger obstacle is the computing power required to play back the stored infor-
mation at sufficient frame rates. Bringing video to the desktop computer has involv
advances in data compression technology and compromises in frame size, color depth,
and image resolution. By far, the most important advances to date have occurred with the
way the data is compressed. (For more information, see “Digital Video Compression” in
Chapter 8.)

DISPLAYING AND OUTPUTTING DIGITAL VIDEO

Once a video signal has been digitized and compressed, it can be manipulated and
organized in much the same way that still images are manipulated in image-editing
programs such as Adobe Photoshop. In fact, many of the graphics tools found in Adobe
Photoshop, such as image adjustment, filters, and text generators, are available in Adobe
Premiere. The major difference with the digital processing of video is the time-based
aspect of the medium.

Desktop video became popular on desktop computers when Apple Computer released its
QuickTime system software extension and Microsoft released its Video for Windows
standard. Video for Windows and QuickTime movies are stored on disk as files, and can
be played by applications designed to support Video for Windows or QuickTime, such as
Adobe Premiere.

Outputting the video image

To output a digital image to videotape requires several conversions. The video board
encoder first converts the color of cach pixel from the digital color standard of RGB to the
television color standard, which represents a color as a combination of hue and saturation.
The digital information is converted to an analog waveform, and the encoder then adds

calibration pulses to the data and outputs a standard N'TSC video signal.

Some video capture boards now available on the market have the capability of outputting
black-and-white or color NTSC signals 1o videotape.



DIGITIZING AUDIO

Audio is an important component of most media productions. Like video, analog sound
must be digitized, or sampled, to be used with videotape. Fortunately, audio is not nearly
as hard to digitize as is video. Sampling analog sound breaks up the sound into discrete
frequencies. There are two steps in digitizing audio—setting the audio level controls to
avoid distortion and setting the audio resolution or quality.

The quality (or resolution) of digitized audio and the size of the audio file depend on the
sampling rate and bit depth of the audio. The sampling rate, similar to the frame rate for
digitizing video, measures the number of frequencics into which the sound is broken. The
bit depth, similar to color depth, measures the number of tones per sample. The higher the
sampling rate and bit depth, the better the sound quality. Audio sampled at 11 kHz and
8-bit resolution is similar to mono sound, and audio sampled at 22 kHz and 16-bit reso-
lution (which requires twice the file size for the audio clip) is similar to stereo or CD
sound. CD audio is normally digitized at 44 kHz and 16-bit resolution.



APPENDIX B: EXPRESSIONS FOR CREATING
TRANSITIONS AND FILTERS

The Adobe Premiere program lets you create your own transitions and filters. This
appendix explains how to set up the arithmetic expressions that describe what the transi-
tion or filter will do. Using the Transition Factory to create transitions is described in
Chapter 5, “Using Transitions.” Using the Filter Factory to create filters is described in
Chapter 6, “Using Filters and Motion Settings.”

ABOUT DIGITAL IMAGES

A digital video image is a conglomeration of tiny picture clements, called pixels. Pixels
project the color and brightness of the image. Each pixel in an image is uniquely identified
by its coordinates. The first coordinate is the horizontal position of the pixel, and the
second coordinate is the vertical position of the pixel. The horizontal coordinates start
counting at the left edge of the image and increase as you move to the right. The vertical
coordinates start counting at the top of the image and increase as you move down: There-
fore, the top left corner of the image has the coordinates (0,0). The range of coordinates

- for an image decnds on its resolution.

In RGB format, the color of a pixel is stored as three numbers: the amount of rcd the
amount of green, and the amount blue. The three color values are called channels. Channel
values can range from 0 to 255.

« 1f a channel value is set to 0, nonc of its color 1s present in the pixel.

+ ifachannel valueisset to 255, the maximum amount of that color is present in the pixel.
For example, it a pixel has the channel values (235,0,0), the pixel 1s entirely red: 255 red,
0 green, O blue.

« If all three channels have the same value, the pixel is a shade of gray. For example,
(80,80,80) is a dark gray, (128,128,128} isa medium gray, and (200,200,200} 1s a hight gray.

« it all three channels are 0, the pixel s black. If all three channels are 255, the pixel
1s whitc,
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The transitions and filters you create affect the channel values of the pixels in an image.
You specify an expression for each channel, and each operation is performed on the appro-
priate channel for every pixel in the image. Expressions can include specific pixel coordi-
nates whose channel values are evaluated and used in the calculation.

Note: If an expression evaluates to a number greater than 255, the channel is set to 255.
Likewise, if an expression evaluates to a number less than 0, the channel is set to 0.

COMPONENTS OF EXPRESSIONS

A transition or filter performs an operation on the channels of each pixel in an image.
These channel operations are described by arithmetic expressions. Expressions are
made up of combinations of four types of components: constants, variables, functions,
and operators. The following sections describe these four components. For a quick
reference of all allowable variables, functions, and operators, see “Expression Reference”
on page 297.

The Transition Factory and Filter Factory allow only integer numbers in expressions—no
fractions or decimal numbers are allowed. Variables and functions will always evaluate to
integers.

Constants

A constant is a number that is supplied directly in the expression. Constants can be used
to construct simple expressions such as 10+5, and these expression-é can always be replaced
by another constant; in this case, 15.

Constants can also be written in hexadecimal form. To use hexadecimal values, prefix the
number by 0x, as in Oxaf10.

Variables

A variable 1s a short name, such as x, that can be evaluated. The value of a variable depends
on the current image, the current pixel, or the current channel for which an expression is
being evaluated. For example, the variable x always evaluates to the horizontal coordinate
of the current pixel, and the variable y always evaluates to the vertical coordinate. The vari-
ables for the current pixel’s channel values are r (red), ¢ (green), and b (blue),

If you are creating a transition, vou specify whether you are affecting the first image or the
second image. To do so, include a 0 or a 1 with the variable. For example, r0 is the red
channel value for the current pixel in the {irst image, while rl is the red channel value for
the current pixel in the second image.



You can combine variables and constants to form expressions. For example, the expression
r+g retrieves the red and green channel values for the current pixel and adds them -
together.

Functions

Functions are short names that can be evaluated and that require one or more arguments.
For example, the rnd function (random function generator) requires two arguments. It
evaluates to a number that is greater than or equal to the first argument and less than or
equal to the second argument. The expression rnd(1,10) evaluates to a number between |
and 10, inclusive. (The rnd function is useful for adding noise or texture to an image.)

Arguments are written within parenthesis and are separated by commas. The arguments
can be expressions. For example, the expression rnd(r—10,r+10) evaluates to the red
channel of the current pixel, plus or minus 10.

Another function, src (source), retrieves channel values for a particular pixel. It requires
three argumcnté: the horizontal coordinate of the pixel, the vertical coordinate, and the
channel index. The index for the red channel is 0; the green channel is 1; the biue channel
is 2. For example, the expression src(10,20,0) retrieves the red channel value for the pix-'
at coordinates (10,20). The expression sre(x,y,0) retrieves the red channel value for the
current pixel. The expression src(x+1,),0) retrieves the red channel for the pixel to the
right of the current pixel.

The available functions are described in the section “Expression Reference” on page 297.

Operators

The operators inctude all of the arithmietic components that can be used in an expression.
There are five types of operators: basic, relational, logical, conditional, and bitwise.

Basic operators
The basic operators are +, -, ™, /, and %. The % (modulo) operator calculates the
remainder of a division. For example, the expression 11%3 evaluates to 2.

Relational operators

The relational operators are <, <=, >, >=, ==, and '=. Thesc operators compare two
expressions and evaluate to 0 (false) or 1 (true). For example, the < operator evaluates to
1 if the expression on the left is less than the expression on the right. The expression r<g
evaluates to 1 when the red channel of the current pixel has a lower value than the green
channel. Otherwise, it evaluates o 0.
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The == operator evaluates to 1 when the two expressions surrounding it evaluate to the
same thing. The != operator evaluates to I when the two expressions surrounding it eval
uate to something different. For example, the expression 1==1 evaluates to 1, and the
expression 2==1 evaluates to 0. The expression 1!=2 evaluates to 1, and the expression
1!'=1 evaluates to 0.

Logical operators

The logical operators are &&, |}, and I. These operators let you combine several relational
expressions. For example, you could evaluate whether the horizontal coordinate of a pixcl
is between 10 and 30, inclusive. The appropriate relational expressions are x>=10 and
x<=30. You can use the logical && operator to combine them into the single expression
(x>=10)&&{x<=30). The && operator evaluates the expressions on both sides. If neithe:
expression evaluates to 0, the && operator evaluates to 1. If either expression evaluates to
0, the && operator evaluates to 0.

The logical operator || is similar to the operator &&, but it performs a slightly different
logical operation. The || operator is also placed between two relational expressions. If
either of the expressions evaluate to anything but 0, the || operator evaluates to 1. If both
expressions evaluate to 0, the || operator evaluates to (. For example, the expression
(x>10]|(y>10) evaluates to T when the horizontal coordinate is greater than 10. The only
time this expression evaluates to 0 is when the horizontal coordinate is <=10 and the

vertical coordinate is <=10. The following table shows the difference between the && and
|| operators:

LEFT EXPRESSION | RIGHT EXPRESSION | LEFT&&RIGHT LEFTIRIGHT
0 0 0 0
0 ) K 0 1
1 0 0 1
1 - - 1

Finally, vou place the ! operator before an expression to invert the expression’s evaluation.
If the expression evaluates to 0, the P operator evaluates to 1. If the expression evaluates to
anything but 0, the ! operator evaluates to 0.

‘

Conditional operator

The single conditional operator 7 lets vou make a choice between two alternatives. A
conditional expression includes a condition expression and two alternative expressions.
The conditional operator evaluates the condition expression and uses the result to decide



which of the two alternatives it should evaluate. If the conditional expression evaluates to
anything but 0, the first alternative is evaluated. If the conditional expression evaluates to
0, the second alternative is evaluated.

For example, in the expression (x%2)?r:g, the ? conditional operator separates the condi-
tion expression (x%2) from the two alternative expressions rand g. The alternative expres-
sions are separated by a colon (:). The condition expression divides the horizontal coordi-
nate of the current pixel by 2 and returns the remainder of the division. If the horizontal
coordinate 1s an odd number, the result is something other than 0, and if the horizontal
coordinate is an even number, the result is 0. Therefore, if the pixel has an odd horizontal
coordinate, the conditional operator returns the value of the red channel. If the current
pixe! has an cven horizontal coordinate, the conditional operator returns the vatue of the
green channel.

Bitwise operators
The bitwise operators are &, |, A, ~, <<, and >>. These operators directly manipulate the
bits in a value. You place the &,

,and A operators between two expressions. The & oper-
ator performs a logical-and operation on the corresponding bits of the evaluated expres-
sions; the | operator performs a logical-or; and the A operator performs a logical-excl
sive-or. The ~ operator takes only one expression, and it performs a logical-not on cach
bit of the evaluated expression.

The << and >> expressions are placed between two expressions. Both operators shift the
bits in the left expression’s evaluation by some number, which is specitied by the right
expression’s evaluation. The << operator shifts bits to the left. The >> operator shifts bits
to the right.

PROVIDING USER-CONTROLLED SLIDERS

When vou create a transition or filter, you can provide up to cight slider controls for the
uscr to adjust when applving the effect. Slider values can range from 0 to 255. You sct up
the effect’s sliders by using the ctl (control), val (valuc), and map (mapping) functions in
YOUT €XPressions.

» The ctl function retrieves the specified slider’s current value. This function requires one
argument: the shider control index, which is a number between 0 and 7. For example, the
expression cti(0) evaluates the current value of the first slider.
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o The val function converts the range of possible slider values (always 0 to 255) into a
range that you specify. For example, to get a value between 1 and 100 from a slider, you
would use the expression val(0,1,100). If slider O is set to 0, the slider value evaluates to 0.
If slider O is set to 255, the slider value evaluates to 100. Slider values between 0 and 255
are converted into values between 1 and 100.

« The map function groups the sliders into pairs. Each even/odd slider pair sets the values
in a table, which is accessed by the map function. There are four mapping tables—one for
each slider pair. Sliders 0 and 1 set the values for mapping table 0; sliders 2 and 3 set the
values for mapping table 1, and so on. Each table contains 256 entries, which are calculated
each time the slider values change.

The map function takes two arguments: the table index and the item index. For example,
the expression map(1,20) returns item 20 from table 1. The table index must be between
0 and 3. The item index must be between 0 and 2553, inclusive.

If you use the these functions to retricve slider information, you should set up the Slider
or Map options in the Transition Factory's or Filter Factory’s Build Custom dialog box. For
information on using the Build Custom Transition dialog box, see “Creating Custom
Transitions” on page 138. For information on using the Build Custom Filter dialog box,
see “Creating Custom Filters” on page 163.

EXAMPLES :

This section provides several examples of using expressions to achieve a result. The exam-
ples are presented in the order of their complexity. The Adobe Premierce program also
provides some sample transition and filter expressions. These samples have been saved as
text files and are located in a directory in your Adobe Premiere directory. You can use the
Transition Factory or Filter Factory to load a sample file and observe its effect.

Affecting a single channel (filter)

To make an image more red, you could use the following expressions:
A: 0

R:r+100

G:g

B: b

The second expression evaluates the red channel of each pixel and adds 100 to each one.
The next two expressions evaluate the other two channels and leave them unchanged.



Affecting channels using sliders (filter)

To add a user-controlled slider value to the current channe} values, you could use the
following expressions:

A:0

R: r+ctl(0)
G: g+ctl(1)
B: b+ctl(2)

The second expression evaluates the red channel of each pixel and adds the value of slider
0 to each one. The next two expressions do the same thing to the green and blue channels,
using the values of slider 1 and slider 2, respectively.

Adding noise to channels using slider and random values (filter)

To use slider values to determine the range of random numbers, you could use the
following expressions:

A0

R: r+rnd{-ctl(0),ctl(0)) '
G: g+rnd{—ctl(1),ctl(1)) )

B: b+rnd(—ctl(2),ctl(2))

The filter defined by these expressions adds noise to all threc channels. The amount of
noise in each channel is determined by the slider controls. The second expression evaluates
the slider setting from slider 0. This value is used as the argument for the rnd function. If
the slider setting is 0, the rnd function evaluates to 0. If the slider setting is 100, the rnd
function can return any number between =100 and 100, inclusive. The result of the rnd
function s then added to the current value of the red channel. As the slider setting is raised
from 0 to 253, the random numbers are selected from a wider and wider range, resulting
in more and more noise being added to the red channel.

Thelast two expressions perform the same operation on the green and blue channel, using
sliders 1 and 2 for input, respectively,

Amplifying or toning down channels (filter)
To amplify or tone down a channel based on the values of a different channel, you could
use the {ollowing expressions:

A0
R: (b>100)7r+30:r-50
G:g
B: b

i29
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The second expression evaluates the blue channel to determine if it is greater than 100. If
it is greater than 100, the entire expression evaluates to the red channel value plus 50. If it
is not greater than 100, the expression evaluates to the red channel value minus 50. The

other two expressions do nothing. Therefore, this filter amplifies the red channel if there
is more blue than you want, or it tones down the red channel if there is less blue than you
want. -

You could also use slider values in a similar type of filter, as follows:

A0
R: (b>ctl{0))?r+ctl(1):r—ctl(1)
G:g
B: (b>ctl(0)?b—ctl(1):b+ctl(1)

The second expression uses the setting from slider 0 as a “cutoff™ value. If the blue channel
is greater than the cutoff value, the red channel is amplified by the value of slider 1. If the
blue channel is less than the cutoff value, the red channel is toned down by the value of
slider 1. The fourth expression is the opposite of the first one, but it works on the blue
channel instead of the red channel. The effect is that anything that is added to the red
channel is subtracted from the blue channel, and vice versa.

Dissolving between two images (transition)

To createa simple cross dissolve between the first clip and the second clip, you could use
the following expressions:

A mix(cl,c0,t,total)
R: mix{c1,c0,t,total)
G: mix(cl,c0,t,total)
B: mix{c!,cO,t,total)

The first expression combines the current value of the atpha channel in the first clip with
the current vatue of the alpha channel in the second clip by using the fraction
time/total time. The remaining three expressions do the same thing for the current values
of the R, G, and B channels.

Averaging the channel values of neighboring pixels (filter)

You can use the sre (source) function to retrieve the channel values from neighboring
pixels and average them, as follows:



A:0

R: (sre(x—=1,y,0)+src(x,y,0)+src(x+1,y,0))/3

G: (sre(x=1,y,1)+src(x,y, 1 )+sre(x+1,%,1))/3

B: (src(x~1,y,2)+src(x,v.2)+src(x+1,y,2)}/3

The second expression uses the src function to retrieve the red channel value for three
different pixels: the pixel to the left of the current pixel, the current pixel, and the pixel to
the right of the current pixel. These three values are added together and then divided by 3.
The last two expressions do the same thing using the green and blue channels, respectively.

Pushing the second image into the first image (transition)
To create a transition that would “push” the second image into the first image from left to
right, vou could use the following expressions:

A: 0

R:x"1024/xmax<t* 1024/total?sre0{(xmax+x—t” \nn\/totaI) pl:srcl{x~t*xmax/total,y,p)
G: x*1024/xmax<t* 1024/total?srcO(xmax+x—t* xmax/total,y,p)sre H(x—t* xmax/total,y,p)
B: x*1024/xmax<t1024/totalZsrc0(xmax+x—t* xmax/total,y,p):srcl {x—" xmax/total,y,p)

In each of these expressions, the comparison before the question mark determines the
image used to sample pixels. The two expressions after the question mark select the correct
pixel for each image based on the percentage of the time that has passed for the clip.

EXPRESSION REFERENCE
This section provides a summary of all operators, variables, and functions that you can usc

in Transition Factory and Fifter Factory expressions.

Operators

You can use the following operators in vour expressions. The operators are presented in
their order of precedence. Precedence determines which operators are evaluated first
within an expression when the order of evaluation is ambiguous. For example, in the

1

expression 2+3%4, the * operator is evaluated first because it has higher precedence than

the + opcrator,

OPERATORS ; DEFINITIONS

’ o~ Logical not, brtwise not

+, = t Add, subtract

1 % : Multiply, divide, moduio

<<, »> Shift feft, shift right
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OPERATORS DEFINITIONS
<, <=, >, >= Less than, less than or equal to, gréater than, greater than or equal to
==, i= Equal to, not equal to
}?l Bitwise and, bitwise exclusive or, bitwise or
&&. Il Logical and, logical or
* LConditionaI

s+ The arithmetic operators +, —, *, /, and % operate on signed, long integers that are 32
bits wide.

,and ! treat all expressions as either true or false. Any value

« The logical operators &, |
other than 0 is considered true, and only a 0 value is considered false.

« The shifting operators {<< and >>) perform logical, not arithmetic, shifis so the sign of
the shifted operand is not preserved.

Variables

You can use the following variables in your expressions. When creating a transition,
append a 0 to variables describing values for the clip that plays first (such as x0 for the
horizontal coordinate of the current pixel in the first image). Append a 1 to variables
describingvalues for the clip that plays.second (such as x1 for the horizontal coordinate of
‘the current pixel in the second image).

VARIABLES DEFINITIONS
r,g. b 1 Red, green, and blue channel values for the current pixel
—1
a “ Alpha channel value for the current pixel
c Value of the current channel, whichever channel the expression is defining
iuv l Calculated channel values for the current pixel in YUV space
Xy ! Coordinates of ;e Vciurrent pixel
P E Channel index for the current expression
d ‘ Direction {angle) of the current pixel from the center of the image, where
| dis an integer between 0 and 1024, inclusive
m \ Distance (magnitude} from the center of the image to the current pixel
t I Current time
total Maximum time

i

!
. I . - .
xmin, xmax i Range of horizontal coordinates over the width of the image
|




VARIABLES DEFINITIONS

ymin, ymax Range of vertical coordinates over the height of the image
pmin, pmax Range of channel indexes within one pixel
dmin, dmax Range of angles within the image, where dmin is always 0 and dmax is

always 1024

mmin, mmax Range of magnitudes with the image, where mmin is always 0 and mmax
is always one half the diagonali size of the image

« The i, u, and v variables do not exist in an RGB image, so they are calculated from the
RGB channels. Because this calculation takes some time, using these variables is slower
than using the r, ¢, and b variables. The following formulas are used to convert from RGB
to YUV:

=((76°1)+(150"g)+(29*b))/256
u=((-197r}+(-37" g)+(56"b))/ 56
v={(78*r)+(-65"g)+(-13* b))/256

\
» The xnmin and xmax variables return the range of possible values for the x variable. The
ymin and ymax variables return the range of possible values for the y variable. The prn.
and pmax variables return the range of possible values for the p variable. These ranges are
closed on the minimum and open on the maximun xmin<sx<xmay, ymn<=y<ynax,
and pmin<=p<pmax.

Functions

You can use the following functions in your expressions. Many functions place restrictions
on the possible values of their arguments. If an argument is out of range, the expression
will return a 0. For example, the expression ctl(8) evaluates to 0 because the ctl function
requires an argument between 0and 7.

When creating a transition, append a 0 to source functions (src, cnv, and rad} describing
values for the clip that plays first. (For example, the expression src0(10,20,0) evaluates to
the red channel value for the pixel at coordmates (10,20) in the first image.) Append a1 to
source functions describing values for the ¢lip that plays second. (For example, the expres-
sian src1{10,20,0) evaluates to the red channel valuc for the pixel at coordinates (10,20) in
the second image.)

FUNCTIONS : DEFINITIONS
}

sre(x,y.p) | Channel p for the pixel at coordinates >-c,y

cnvl(...) i Convolution of neighboring channel values
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FUNCTIONS | DEFINITIONS

rad(d,m.p} Channe! value of pixel p in the source image, which is m units away, at an
angle of d, from the center of the image

cti(i) Vatue of slider j, where i is an integer between 0 and 7, inclusive

val(/,a.b) Value of slider j, mapped onto the range ato b

map{i,n) Item n from mapping table i, where i is an integer between 0 and 3,
inclusive, and n is and integer hetween 0 and 255, inclusive

min{a,b) Lesserof aand b

max{a,b) Greaterofaand b

abs(a) Ahsolute value of a

add{a,b,c) Sum of a and b, or ¢, whichever is greater

sub{a,b,c) Difference of a and b, or ¢, whichever is greater

dif(a,b) Ab;olute value of the difference of a and b

rnd{a.b) Random number between a and b, inciusive

mix{a,b,n,d)

Mixture of a and b by fraction n/d

scl(a,il,ih,ol,oh) Scale a from input range (i/ to ik) to output range (of to oh)
sqr{x) Square root of x
szn(x) _ sine of x, where x is an integer between 0 and 1024, inclusive =
cos(x) -_Cosine of x, where x is an integer between 0 and 1024, inclusive
tan(x} Tangent of x, where x is an integer between 0 and 1024, inclusive
r2x(d.m) x displacement of the pixel m units away, at an angle of d,
from an arbitrary center

r2y(d.m) ; y displacement of the pixel m units away, at an angle of d,

i from an arbitrary center
c2d{x,y) Angle displacement of the pixel at coardinates x,y
c2m{x.y) Magnitude d?placement of the pixel at coordinates x.y

« The src (source) function is slow compared to the other operators and functions. Several
evaluations of the src function in one expression can noticeably slow down the processing
of an image. The coordinates passed to the sre function should be within the ranges spec-
ified by the xminymin and ximax,yinax \".ll'izlblt_‘b;; otherwise, the coordinates will be

pinned.




+ The cnv {convolution) function retrieves the channel values of the pixel adjacent to the
current pixel and scales them by the arguments. The adjacent pixels are determined by a
3-by-3 pixel grid with the current pixel in the center. The first nine arguments to the cnv
function correspond to the channel valuaes of these nine pixels.

The cnv function multiplies each channel value by its corresponding argument, adds the
products together, and divides the result by the tenth argument in the list. For example,
the expression cnv(—-1-2,-1,-2,16,-2,—1,~2,~1,4) scales the channel values as follows:

-2 |
-2 16 | -2
A2 |-

The channel values of the current pixel, in the center of the grid, arc scaled by 16; the
channel values of the pixels directly above, below, to the left, and (o the right of the current
pixel are scaled by —2; and so on. All of these products are then added together, and the
result is divided by 4. The effect of this expression is to sharpen the image’s channel values.

o The val (value) function converts the requested slider setting into a value in the
requested range. The slider setting is muitiplied by the size of the range (b-a) and offsct
by the start of the range (a). This function is useful when the range returned by the sliders
(always 0 to 253, inclusive) does not match the range of values you want to usc. For
example, if the requested range is 1 1o 10, a slider setting of 0 returns a value of 1, a setting
of 235 returns a value of 10, and a setting of 127 returns a value of 5.

The start of the requested range does not have to be less than the end of the range. For
example, the expression val(0,10,-10} returns values between 10 and -10.

« The map {(mapping) function uses tables that are constructed according to the slider
settings. Lacii table uses a pair of shiders: table n uses stiders 2 and 2n+1 for the high and
Jow values, respectively. The table is constructed as (ollows, where L is the value of the low
slider, H is the value of the high slider, and T'is an entry: if I<=L, use 0; if I>=H, use 255;
i L<i<H, use ([-L)"255/(H-L).

o The rnd (random) tunction returns a different random number cach time it is called,
but the entire function resets each time an image is processed. As a result, a transition or
fiter that uses the rnd function will have the same effect each time it 1s used on the same

Hnage.



pendix B

» The mix (mixture) function combines the two input values using the specified fraction.
A fraction of 1/2 returns the average of the two input values. A fraction close to 1 returns
the first input value, and a fraction close to 0 returns the second input value. The mix func-
tion is defined as a*n/d+b*{d-n)/d.

+ The scl (scale) function maps a value from an input range onto an output range. For
example, an input range of 0 to 255 could be mapped onto an output range of —100 to 100
by the expression scl(¢,0,255,-100,100). In this example, channel values close to 0 are
mapped starting at =100, and channel values close to 255 are mapped up to 100.

» The r2x and r2y functions convert radial expressions to cartesian expressions. The c2d
and ¢2m functions convert cartesian expressions to radial expressions.



INDEX

Activate Recording Deck option
(Print to' Video) 220

Add Color Matic comm-and 104
Add Folder command 47
Add This Clip command 35
Add/Delete Tracks command 50
Adobe Photoshop 286
alpha channels 182
editing filmstrips in 106, 259
exporting clips to 104
file format 36
plugins directory 143
resizing still images 38
AIFF audio files
importing 36
ahas, cliprname 39

atigning

chps in Construction window 72-

76
Alpha Channel key type 181
alpha channets ‘
gradation in 182
in Adobe Photoshop tiles 182

In motion settings 172

Alpha: Create New option (monon

settings) 172
Alpha: Use Chp's option (moton

settings) 172
antmaton
compatible clip formats 36
creatng from praphics 272
stop-frame 246
SUPCTINPOSING OVET MOVIE

chips 272

animation files

creating 36

exporting clipsas 105
Anti-alias filter 147
anti-aliasing

in superimposcd clips 187

in transitions 136

Anti-aliasing selector

(transitions) 135
aspect ratio
locking 38

previews 126

setting output size for movies 207

Attach Setungs command 243
audio
wdpusting gaun 99, 101
adjusting volume 99
bit depth 287
capturmg 232, 237-238
deleting trom linked chp 53
digitizing 287

disabling for previewing or
compiling 537

ccho effect, creating 163
exporting as waveform files 106
filters 163

importing ¢lips 36

in EDLs 114

solating tracks to specilic
channels 163

linked clips and 258
linked to video 53, 69

mapping to EDL tracks 114

mixing 99-101
multicamera editing and 276
muting 1 Clip window 70
output options 206, 209
output sampling ratc 209
playing backwards 163
playing in Clip window 69
preferences 56

previewing modes 130
previewing options 127
sampiing rate 287

setting in points in chips 78
sphit editing 258

synchronized to movie
rate 69

= tracks, viewing additional 51
viewing waveforms 56, 71
Sec also capturing audio

Audio Capture command 238

Audie Fade control (Constructian
window) 99

audio fade tool (Construction
window) 58

audio fifters 163

See also individual filter nanies
Audio Mapping command 114
Audio preferences 56

Audio Recording Options
command 237

audio tracks 50
Autodesk FLC/FLY option 206

Average Frames option
(capturing) 237

AV Maovie option 206



Backgrounds
color in Title window 194
mattes 104, 189, 252

superimposing clips over
textured 255

superimposing figures over 256
Backwards filter

‘audio 163

video 147
Batch Capture command 241
Batch Capture window 43, 243

adding comments in 242

batch capturing 241-244

assigning settings in clips for 243

changing parameters for 242
creating handles for 243
redigiizing clips 43
timecode log for 241

using batch lists 243

batch lists 241

Beep When Finished option {Project

OQutput) 205

Bend filter 147
bit depth, audio 232, 287
Bitmap Sequence option 206
bitmapped files

creating, 36

exporting frames as 105

importing 34

importing series of 37
Biack & White filter 147, 254
Black Alpha Matte key type 183

Blank Screen option (Print to
Video) 220

block setect tool (Construction
window) 58,90, 102

Blue Screen kevtype 185

Blur Nlter 148

Blur More filter 148

blurring images 148, 158

bmp file, importing 34
borders, around insets 250
Break Link command 99
Brightness & Contrast {ilter 148

Bring to Front command 201

¢2d/c2m functions 302
calibrating timecode 245
Camera Blur filter 148

capture boards. See video capture
boards

Capture Directly to Memory
option 236

Capture File command 233

Capture Frames option
(capturing) 247

Capture Limit option
{capturing) 236, 247

Capture Options command 246
Capture Palette command 248

Capture Type option
(capturing) 246

capturing audio 287
bit depth 232
guidelines for 132
hardware requireiments 227
sampling raie 232
saving settings 244
capturing video 283, 285
batch list 241

batch, with device control 241-
244

capture file 233
compression 231
full-screen 231

guidehnes for 128-232

hardware requirements for 227,
229

memaory requirements 230

nonreal-time 231, 239

pfeviewing during 233, 234

real-time 231, 234

recording options 235

scratch disk 231

single-frame 246

stop-motion 246

timecode logging 241

to hard disk 230

to memaory 230, 236

with a color palette 248

with device control 236, 238-244

with timccod’c 243-246

without device control 234-235
CD-ROM

compression for 217

making movies for 219
CD-ROM option (compression) 217

Ccntér Horizontally command 198,
201
Center Versically command 198, 201
Chroma kev type 179, 187,256
Cinepak compressor
{QuichTiue) 214

Cinepak compressor (Video for
Windows) 213

Clip Capture Parameters dialog

box 242
Clip Copresin Folders option (Project
Window Options dalog) 47

Clip filter 148

Clip window 33, 68-72
audio waveforms, viewing 71
coliapsing 69
described 69

Duration bution, still-images 86



duration counter 76

Frame Forward/Backward
buttons 7§

frame numbering format,
changing 71

Goto button 79
In button 77
Jog controt 70
muting audio 70

opening chps in 69

opening only audio portions of

linked clips 69

Out button 7

-

Piay button 70
plaving clips in 69
printing 66
resizing 71
scrubbing m 70
Shutile contral 70
Stop bution 70
trimming clipsin 76

Clip Window Options command
71

clips
adding to project 33
adjusting volume of 99-101
‘.!Ilé:nmg T2-76
-.mim.ninn fites 36, 105

dssembimg m Constructon

window 31
backgrounds 104

compatible formats 36

converting color to gravscale 254

copving blocks ol 90

correcting frame rate errors . 38

creating mintutes of <1
defined 2

deleting from Construcuon

window 37

deleting from Project window 48

deleting space between 63
deleting unused 48

disabling in Construction
window 57

displaying in Construction
window 53

duration, changing 76-86
duration, viewing 45
exporung 104-108, 159

fade control of

supcrimpositions 187
field processing for 2048
finding in and out pointsin 78
finding in other windows 40
anding in Project window 48
{olders of in Project window 47
frecse-frame 96, 208
importing 33-34

importing from Adobe
Photoshop 108

in and out points. changing 76-86

mtormanon ahout, displaving 63

sert editing of 91-94
kev types 179-187
Leditmgof Y4

hinked 53,78

Iinked, separating and

repeming Y7
low-tesoluhon, usang 2, 278
masking 181, 254, 262
miang audio 99-101
motion setiings for 166-173
matlicamera editing 2760
apenmyg in Chp window 35,69
overlaying at edit hine Y2
pasting RO-88

pastng attributes 88

playing backwards 95
playing in Clip window 69
pointers ta source files 27

positioning in Construction
window 62

previewing 119-125
redigitizing 43
renaming 39

resizing 38, 158

scaling 158

setting place markersin 72-76
slow-motion 95

Snap to Edges option 62
soft links 98

speed, changing 95, 208
split edinng 255 )
splitting 89 \

storing in a library 40

supernimposing 175-189

timecode for 116

title, creating 189-20i
trimmed copices, creating 3t
rrimming 76-86

viewing in Chp window 69
viewng specific frames 120
virtual 10 <104, 264

See afso source files

clips, effects n

blending frames 97

blurring 153, 158

brightness, adjusting 148, 156

colurs
changing to black and white 11
changing to shades of gray 147
replacing 149

contrast, adjusting 148,

cropping pixcls 148, 15]

darkenmyg 153



distortion, along a curve 158 . color swatches (Title window) 190, Quality setting 216
198, 199

i colors . -
flat areas, creating 157 Compression command 215

background for titles 194

embossed images 151 spatial/temporal 212

flipping 153, 159 Compression Settings dialog

) breaking into dots 157 box 204,215

grayscale masks, extracting -

from 152 changing COMPressors
halo 159 to bluck and white 149 for CD-ROM piavback 217
halting 157 to grayscale 147 ) compressors, QuickTime
lightening 153 to opposite 155 Cinepak 214
myirroring images 157 converting to grayscale 254 Intel Indeo Video R3.2 214

eliminating noise around None 214

mosaic pattern 131 transitions hetween 148 .
noise 160 Video 214
keying out 257 e or Wind
inine edees 152 compressors, Video lor Windows
ol gedges 102 muaking transparent 187 Cinepak 213

aving backwards 147 — o
playving backward H'/ NTSCosafe 141 e a0
replicating 158 el denth for commressian 315 { are 2
e 154 pixet depth lorcampression o1 Intel Indeo Video R3.2 213
resizing 154 i
ipple patterns 158 replacing 149 Intel Indeo Video Raw 213
npple patterns RGB farmat and channel values

' Microsoft RLE 212

rolling 158 for 289
cn 1= .. Microsoft Video 1 212

sharpening 153, 158 shifting channels 148
. - . - *None 213
tiling 159 smoothing 147
- - . . _ Conform AVI Movie command 38
tunting 159 ninting chps 159
A . . : . Conform Movie To option
mlln_n]ung pixels from edges 148, using color picker 141 (capturing) 236

o

Comment boy . , ] _

arling 159 Construction window 7, 49-63

twirling - in Project window 46 bii . 5

. . . assembhng chipsin 51

cnv (convolution} function 301 compiling movies 203219 on »

. . » Eade ¢

codecs {(compressionfdecompression A S Autio Fade controt 99
. , disabiing clips for 57 S

algorithms) 210 audio, viewing in 56

. ) linking 221

See also compressors, : _ block select tool 90, 102

compression 210 See also Project Qutput Options

diaiog box; Compression changing display of 53

Color Balance filter 148 Settings dialog box

) ‘ deleting clips fram 57
Caolor Bars option (Print to . Qi previews 119, 121 _
Video) 220 compiling previews vl deleting empty space from 63

compression 214-219, 286 veprihy
color mattes, background 104 ' duscribed 49

Color Offset filter 148 codecs 210 disabling clipsin 57

. during caprure 230 N T ST
color palettes, capturing 248 N edge viewing 80
e cditFereneine 12 , R . )
Coior Puss Gilter 149 trame differencing 212 edit hne, inserting clips st 92
color picker, using 141 hardware va. soltware 210 fade adjustment tuol 100, 188

Tosslessfiossy 211

Color Repiace filter 149 fade scissors tool 101, 188

oplons 214-219



frame numbering format,
changing 54

gray bar above time ruler 129
in point toot 79 ’

link override tool 98

out peint tool 79
playback head 92
posim:ming clipsin 62
printing 66

razor tool 49

ripple edit tool 81

raliing edit 100l ;81
scrolling in 49
scrubbingin 120

Snap to Edges option 72
snap tool 62,73

soft link tool 98
superimpose {S) track 175

thumbnails, changing number
of 34

time ruler 61
time unit, changing m 54
tools 58

tracks

'
=

adding and deleting
llustrated 49
tocking 94
trimonung chps i 79
viewing entire projecting 56
virtual chips in 103
wavelorms, viewing i 56

work arca bar 121

Construcnon Window Options

conunand 3L, 72,75

Controlter window

previcwing with 120

setting marhers with 74

Convert to Filled command 190

Convert to Framed command 196
Convolution Kernel filter 150
copying clips 90

CPU, load and speed for capturing
video 230

Create Filled Object command 196
Create Framed Object command 196
credits, ralling 280
Crop filter 151
cropping

mxels from edges of chips 148, 151
Crystallize filter 151
ctt {control} function 293, 295, 296
custom

filters 103-165

transitions  138- 140, 253
Darkenmg images 153
Data Rate option {compression) 217
decoding video 284
Delay option (motion settings) 170
deleting

audho or video portion of inked
clips 53

chps from Construction

window 57

clips from project 48

folders from project 48

poits an s moton path 168

space between clips 63

tracks 30

unused Clips from project 48
device control

capturing tmecode with 239, 245

capturmg with 236, 238-2.44

caplaring without 234-235

VISCA driver 239

i fike, imporung 37

Difference Matte key type 185, 187

digitizing. Sce capturing audio;
capturing video

disk space, saving 42

Distortion option (motion
scttings) 171,

dots, creating illusion of 157

Drraft Modce check box (Titde
window) 190

drop-frame timecode 285

Duration button {stitl-image Clip
window) 86

duration counter (Clip window) 76
duraton, clips

changing 76-86

displaying information about 63

meisurement format 45

Al

Echo filter 163
Edge sciector (transttions) 135
edge \’it.‘\\'i:l-lg 80
Edit Decision Lists i08-115
audioin 114
componentsof 111
generating 109
recording reel uptions’ 110
special effects in 112
time base and 109
Wipe Codes didlog box 113
edit line
mscrting or overlaying clips ot 92
plcvicwingc]tp’aul 120
lnmmilll-g chipsat 43
editing clips. Sc'("flips o
Effects to Disk previewing mode 127,
128
Eficets to RAN previewing,
mode 129
ctfects. See filters, superimpaosing
clips, and transitions

I w4



Emboss filter 151
embossed

images 151

text :l97
Enabled command 57
cncoder's, NTSC video 224
Export FLC/FLI command 105

Export Frame as Bitmap
105

command

Export to Text File command 241
Export Waveform command 106
exporting

audio clips 106

clips 104-108, 259

file lists 33

filmstrips 208

expressions for custom transitions
and filters 289-302
components of 290
examples of 294
function reference 299
operator reference 297
variable reference 298
Extract filter 152

eyedropper tool {Title window) 190

Fade adjustment taoo] (Construction
window) 5K, 100, [88

fude control
adjusting for audio 99

- adjusting in superimpostions 187
demonstrated 277
displaving mformaton about 63
fade rate 277 .

fade scissors tool (Construction
window) 38, 101, 188

fading to black 104

Field Interpolation filter 152

fields
changing clip speed and 95
freeze-frames and 97

output options for video 207

processing for NTSC and PAL

video 208

recreatig missing 152
File List command 33
file lists, exporting 33
fites

compatible formats  36-37

output options 206

Sec also source files

Filt Color option {motion
seitings) 172
Fill Lefy/Fill Right filters 163
Filmstrip File option (project
output] 206

filmstrips
creating movies from 108
editing in Adobe Photoshop
exporting 208
importing 108
outputting mowvies as 206
rotascopimg 159

film-style editing 81

Filler Factory 163-163
cantion sign in 1ol
channels 164
expressions o JRO-302
specilving sliders 164
‘tracking errors 164

filters 143-165

applyimg 143145

applying to isolated arcas of
clips 254

aucdio 163

changing over time 145

106

creating custom 163-165
described 147-163
editing custom 165

" expressions for creating
custom 289-302

in EDLs 112

intensifying effect of 144
order applied to clips 145
previewing 127, 128
removing 145

Settings area of dialog box 145
Settings dialog box 144

virtual clips and 104

See also individual filier names;
clips, effects in

Filters command 144

Find Chp command 40, 103

Find Edges filter 152

FLC/FLI commuand 105

FLC/FLI files, creating 36

flipping images 153, 159

Folder window' 47

folders
deleting from Project window 48
in the Project window 47

Font command 197

Fornmat option (audio output) 209

Forward/Reverse selector

(transthions)y 135
Frame as Bitmap command 105

Frame Backward buston (Clip
window) 70, 78

frame differencing 212

Frame Forward button {Clip
window) 70,78

Frame Hold command 96, 97
frame indicator 68

frame numbering, changing
format for 71



frame numbering, changing the
format for 54

frame rate

achieving highest during
capture 231

achieving highest during
playback 211

correcting in clips 38
for NTSC video 283
serting for movies 216

Sec alse time base

frames
capturing single 246
exporting as bitmapped

images 105

freczing 208
numbering format 71
numbering format, sctting 54
painting on individual 239
rotoscoping 259
splitting clips alt'c.\:zlcl 89
tamming from clips 76-86
vicwing 120
viewing specilic in Chp
 window 71

frecae-frame
clips, creating 96
video; fields and 284

full-frame video, plaving in real
e 210

full-sereen video
capturing 231
outputting 211
functon heys
assignimg conumaiids o 65
loading assignments 66

SaVING Assignments 66

functions (Transition Factory/Filter
Factory)

c2d/c2m 302
cnv {(convolution) 301
ctl {contrel) 293, 295, 296
for creating sliders 293
map (mapping) 294, 301
mix (mixture) 296, 302
r2x/r2y 302
rnd (random} 291, 295, 301
scl {scale) 302
src {source} 291, 296, 297, 300
val (value) 294, 301
Gain
adjusting for audio clips 99, 101

adjusting lor superimpased
clips 189

Gain commuand 101

(5 )
L

Gamma Corréction filier |
garbage mattes 178, 252
Gaussian Blur filter 153
Gaussian Sharpen filter 153
General preterences

JogfShuttle contiol and 70

victuad chip souree arcas and 102
Ghosting filter 153
Goto button (Clip window) 76,79
Gota/Search caommand 48, 6l
gradientcontrals {Title window) {90
Gradient Wipe transittion 137
praphics

ammating 272

creating m itle window  195-200

supcrinypasing animated 272

grayscale images

as gradient wipe transitions 137

grayscale masks, extracting from
clips 152

"Green Screen key type 185

Half-screen video, outputting 211
halo effect 159

hand tool (Construction
i window)} 58

handles 243
around trimmed clips 32
hard disk
' capturing video to 230
speed for capturing 229
hard-linked clips 98
hardware
compression 210
requirements for capture 227
See alsavideo capture boards
height-to-width ratio. See aspect ratio
Hornzontal Flip filter 153
Horgrontal Hold filter 153

Hue & Saturation filter 153

hnage Mask transition 136
Image Matte key type 184, 254
fmage Pan filter 154, 280
image resolution, defined 284
image size

achieving maximum during
capture 229

sctting 38
1nages. See L:]I}‘:.\. still-insage clips
Import cmn.m:lml 108
import File command 34

import from Fext Fite command 2



importing -
clips 33
from Adohc: Photoshop 36, 108
fil‘lmstrips 1081
‘ prt;jg::ts 3l
in point too! {Construction
window) 58, 79

in points
’rchanging infinked clips 78
finding in Clip window .78
setting i:f_‘clips 76-85

Info window 63

Insert at Edit Line command 93

insert editing 91-94
msets
creating 250,
transitions within 264

[ntet Indeo Video R3.2 compressor
(Quickiime) 214
Inte! Indeo Video R332 compressor

{Video tor Windows) 213

Intel Indeo Video Raw compressor
{Video for Windows) 213

interfaced mode, video 284

Interleave option (audio output) 209

Invert filter 155

Jog control (Chp window) 70

Keep Handles option (project
trimming) 32

kerning tools (Title window) 190,
197

Key Frame option
{campression) 216

key frames 216

kev types

adhusting 186

Alpha Channel 181

Black Alpha Matte 183

Blue Screen 185

Chroma 179, 187

Difference Mntle 185, 187

Green Screen 185

Image Matte 184, 254

Luminance 18]

Multiply 186

None 179

Not Red 186

RGB Difference 180, 187

Screen 186

Track Matte 186

White Aipha Matte 183
keving. See superimposing clips

keys, in EDLs 112

L editing 94

Labe] boxes, in Project window 46
Lens Plage filter £56

Levels flter 156

fevels, adiusting audo 99

- Library window

changing the display of 41
locating clips in 40
library, creating 40
Lghtemimg images 153
line tool {(Tite window) 190

Line Weight slider {(Tutle
window)} 190, 195

link override ool (Construction

window) 38, v8
hnked clips 53

breaking links 99
creating Y8

cutting and pasting 99

deleting the audio or video
portion 53

disabling audio or video for
previewing or compiling 57

‘hard links 98

opening only audic portion in Clip
window 69

out of sync 98
releasiﬁg linkix‘ temporarily 98
sepuratin'g and rejoining 97
soft links 98
trimming 78
virtual clips 101-104
l_inking movies 22i
Load Palette command 248
locking trackd 94

Loop Playback option {Print to
Video) 220

lossless/lassy compression 211

Luminance key type 181, 255

Maciniosh
importing movies from 37
Maintain Aspect Ratio command 38
Make Movie command 204
for previewing 125
Make Movie dialog box 204
compression options 213
output options 204, 205
map (mapping) function 294, 301
markers. See place markers
masking
clips 181, 254
with Track Matie key 262
ntisks
extracting gravscale from clips 152

image mask transition 136



mattes

background 189

Black Alpha 183

color 189 .
color backgrounds 104
Difference 185

garbage 178, 252

“Image 184

Track 186

travehng 186, 262

White Alpha 183
matting. Sce superimposing clips
memory

availabiluy for capturing 230
c.1pturing.\'idc0 to 230
merging projects 31

Microsoft RLE compressor (Video for
Windows) 212

Microsoft Video | compressor (Video

for Windows) 212
miniatures
creating 41
replacing 44
Mintatures command 41

Minumum Disk Free Space option
(captuning} 246

Mirror filter 157

mux (mixture) function 296, 302

mixing audio clips 99-101

Motion command 166, 251

Atotion option {motion
scitings) 171

motion settings  166-173
adjusting path 167, 251
;mim.;ling graphics with 274
copving 168
defining path 166

deleting 173

deleting poi?ts on path 168
mm EDLs 112
keeping clip stationary 251
loading 173
| options 169-173
previewing 168
saving 173
selecling points on path 167
smoothing 172
speed 169
supérimposing 172
zooming effect, creating 263 -
Movie Analysis command 65
Movic Caplure command
batch capturing 242 .
capturing with deviee control 239,

capturing without device
control 234

Movic Capture window 239
movies
360-degree, creating 266
adding texture to 255
analvzing 65
capturing 227-248
compatible formats 36
compiling 203.219
compiling for CD-ROM 219
compressing 280-214
creating from filmstrips 108
defined 3
hisabling ¢lips when compiling 57

importing from other
platforms 235

insets, creating 250
layening traveling mattes 262
hinking 221-222

outpul options for 205-210

outputting to videotape 222
NTSC-compatible signals 223
planning 27
' pla)'iﬁg‘J
in center of screen 219
N’I:SC—:compatiblc signals 224
pircviéwing élip window
contents “124
setting frame rate 216
split:s'crccn, creating 252

superimposing over textured
backgrounds 255

Three-1, creating 148

videotaping, NTSC-compatible
signals 224

mulbticamera editing 276
Multiply key type 186,267

. 1 .
multitrack tool (Construction
window} 58,63

Nanic Alias command 39
New Library command 40
New Project command 28
nondrop-frame
numbering format 71
timecode 285
Notie key type 179
noninterleaved mode, video 284
Not Red key type 186
NTSC viden. /i
encoders 224
ficld processing for 208

oulputling a movic lo
videotape 223

signals 224
signals and digitizing 283, 285
type matching for previewir 127

NTSC-safc colors 141



numbered bitmapped files

opening 37

- Object Linking and Embedding
(OLE) applications, playing
movies in 224

objects, creating in Title
window 195-200

‘. olT-lim:_cdiling 108

-online editing 108

Opaaity sliders (Title window) 190,
199, 200

., Open Finished Movie option {project

|

e

'Opcn C]ip command 69

Open cqn{nulnd 35

output) 205
Opllin‘nizc_sﬁllil]s option
(compression) 217
out poinf tool (Construction
\\'ituim\") 58,79
oLt points
- changing in linked chps 78
finding in Clip window 78
bosetting in.clips 76-86

output options. See Project Qutput
Options dialog box

oval ol {Title window) 190

== Overlay at Edit Line commuand 93

Overlay comamnd 233

" ovetlaying chps 92

CtOversample option (captuning) 237

PAL video
encoders 224
field processing for 208
signals and digitizing 285
ype ﬁlulfhing fur previewing 127

Pan filter 163

pannihg, creating effect of 154

Paste Custom command 87, 88

applying filters with 143

" Paste to Fit command 86

replacing transitions with 132

.pfl files, saving and loading 66

Phase Alternating Line. See PAL video

Pinch filter 157

pixels
changing brightness values of 150
channel values for 289 -
increasing contrast in

adjacent 158

trimming from edges of clips 148,
151

place markers
aligning in Construction
window 75

deleting from clips 76
deleting from time ruler 74
finding in Chp window 76
setting in clips 72-76
setting i ti‘mc ruler 73
setting while previewing 74
Show AMarkers option 75
Snap 1o Edges and 72

Play button {Chp window) 70

plavback head {Conatruction
window) 92

plavback rate. See frame mte
playing chips

backwards 95

in Clip window 69
playmg movies 219-224
plidiles, siving and opening -1
plugins directories 143
Pomtillize filter 157
Folar Coordinates filter 157

polypon toul (Tide window) 190

Position in Lower Third
198, 201

command

Posterize/Posterize Time filters 157
Preferences

Audio 56

Device Control 239

General

Jog/Shuttle control and 70

«  virtual clip source areas and 102

Scratch Disks 231

Sull Image - 38, 86

Virtuat Clips 10t, 103, 104

Premiere color picker, using 141

Pre-Roll Time option

. {capturing) 236
Presets commmand 29
presets, loading and modifying 29
Preview command 122
preview files

creating 128

defined 119

finding 31
preview mavies 125
Preview Options command 126
Preview Rate command 234
Preview window

‘changing display of 121

resizing 126

using with Controller 120

viewing Chp window contents
in 69

previewtny 119-125
adiusting the work area bar 121
audio modes 130
Clip window contents 124
compiled 119, 120, 121
Controiler, using 120

creating preview movies 125



disabling clips for 57
dragging in the time ruler 123
fillers 127

modes 127, 128-130

options for 125
processmg rcsoluuon 127
temporary prcwc“ files 128

transitions 9[1(1 effects 120, 121,
123

uncompiled 119" "
while capturing 234

Print to Video commahd
cutputting half-screen video 211
outputting to videotape 223

playing movies in center of
screen 219-224

r s Tl 73
playing sequences 222,
previewing'with 124

Print Window command 66
printing .
window contents 66

Project Output Options ;Jmlng

* ' bhox 203-210
audio options 206, 209
Beep When Finished option 203
Open Fimshed Movie option 205
output file types 206
video options 206, 207

Project Trimaner command 32,43

l’ruy.u window 4“\-4‘)
changing d]‘-pld\ of -I(\ ‘
Comment boa 46
dLileL dsz .md l(:l\l;rx from 438
10ldgrs i 47

‘ imporn-ng ch]l\s 1nm 34

S .

Labelhoxes 46

locating ips in 48

printing 66-
selecting clips fromy 52
thumbnails in 45, 46

Project Window Options
command 46

projects
creating 2‘8
defined 4
importing 31
merging 31
opening existing 31
presets 29 -
previewing -119-130
saving 30
trimming 31, 43
viewing cntire in Construchon

window 56

Quahty shder (compression) 216

QuickTime Movre option (project
output) 206

QuickTime movics
compiling 203-219
compiling for previewing 124
compressing 210
converting filmstrips inte 108

flattened 37

importing Macintosh version 225

opening Macintosh verston 37

See dbso movies

r'>\/t vh:ndmns ‘[)2

Radial Blur ﬁllvr 158

RAM -
Joading audio blocks i 210
previewing to 126,128, 129, 130

range select 1ol {(Construction

window) 5%

Rate opuon .
for audio output 209
for previewing video 127

razor ool (Constfuction
window) 58,89, -.
real-time video , ; R
__capturing 231 .
outpuiting a movie in 222

-outputting full-screen images
in 211

Rccomprcss oplimlm )
(COIHpI’CG‘HOI]) 217
'
rccomprcswon. a\'tnd:ng 217
Record Audio command (237
Recording Options command 235
Rcturding Settings dialog box 235

recording. See captining video;
captaring audios videotape

rectangle ol (Title window) 190
redigitizing chips 43

Re-Find Files command 44
refraction, simulaiing 156
Remove Scttmg:; cunun.md 243
R_r:uiovc Unusdd comimand 48
renaming clips 39

Replace Work Arca command 94
Replicate filter 158

Report Dropped Frames option
{captunng) 236 ¢

Reset option (mnl:nn \Lllll‘lb\) 171

RL\!IL‘ filter 158 i

TCSIZINg, C“P.\ K

resoluon 7

audio 2877

defined 284 7

reverse, playing clips in 95, 147

RGB l)if':'cru;:;fc keytype 180, 18

RGB format, channel values for 289

R



RGB levels, controlling in clips 148
Ripple Delete command 57, 63

ripple edit tool {Construction
windéw) 58,81-

ripple editing, in‘Trimming
window, 84 . ..,

Ripple filter 158+ -~

rle files, importing 37 :

rnd (random) function 291, 295, 301

Rofl filter 158 =~ "

rolling crédits, creating 280

rolling edit tool (Cbnstrucliqn
window) 38,81

rolling editing, in Trimming

" window 84

Rotation option (motion
settings} 170

rotoscoping filmstrips 259

rounded rectangle 100l (Title
window) 190

ruler. See time ruler

Safe layers 102
snr;lpling rate
caudio 232, 287
audio output options and 209
Save Palette command 248
. Save Settings command | 244
saving projects 30
scaling images 154, 1158
scanned images, converting to
bumapped hies 36
scissors. See fade scissors tool
s¢l (scale) function 302
Scratch Disks prc‘fcrcnccs AR
Screen key type 186
scrubbing
in Clip window 70

tn Construction window 120

selecting . Snap to Edges option (Construction
- linked clips 63 ' window) 62,72,73

- snap tool (Construction

multiple clips 63 i
window) 62,73

selection tool

. . Snapsh-ot command 122
Construction window "58 . . .
Saciety of Motion Picture and

Title window 190, 201 " Television Engineers. See
Send to Back commuand 201 SMPTE timecode
soft link tool (Construction

Sequence window 221 ) )
. window) 58, 98

Shaddw command 199

i soft-linked clips 98 '
Shadow Offset control (Title

window) 190, 198 software compression 21-{),213
shadows Solarize filter 159
adjusting 257 . - source ﬁles. 27 . )
creating in titles 198 compatible formats 36
Sharpen Edges filter 158 - locating 30 -
Sharpen filter 158 making trimmed copies of 31
Sharpen Morve filter 158 smoving 30 . -
Shear filter 158 ° ' spatial compression 212 . -
Show All option (molion special effects. See transitions; filtets;
St‘ltings) 172 motion settings; SUperimposing
Show Qutlines option (motion . clips -
scttings)- 173 Speed command 96 .
Show Path option {moticn speed of clips .
settings) 173 ~ changing 95
Shuttle control (Clip window} 70 disp]dyi.ng information about 63
single-frame video capture 246 field processing and 208
Size command 197 Spherize filter 139
Size option {project output) 207 ) split edit 258
slow-motion video split screens, creating 252

creating 95 splitting clips 89

Simooth Motion option {motion stc,(source) function 291, 296, 297,

seutings) 172 300
Smooth I’olyizﬁn cmn;n.ln'ld 196 still inmg:c;lprcfcrclncfc.% 34, 86
SMPTE (imccodc:l 116, 284 stil]-i-mngc clips o
in Chip window 43 backgrounds 256
separators in 61 compn:!ib]c forniats 36
sctting as frame numbering creating from video™ 96

format 54,71 . . B "
gradient wipe transitions and 137
See also imecode . —

itage mask transitions and 136



LS

opening numbered sequence 37
setting duration for 86
setting image size for 38
size information for 45
Stop button (Clip window) 70

Stop Motion command 246

- stop-frame animation 246

storage requirement, video 285
storyboards
detined *27
linking moviesas 221
window contents s~ 66"

stretch tool (Construction
window} 58

superimpose {S) track 176
superimposing clips "175-189
anti-ahasing 187
background mattes for 189
color mattes for 189
EDLsand 112
fade control and 187"
gaincontrol and 187
over textured backgrounds 255
previewing and 128

titles and 183

Usuperimposing isolated figures 256

supbrimposing ttles 104

synchronizng video with audio 74

Tap Clip Copues npltl(n-)’( Project
Window Qptions) 47
Targa Scquence option {project

oulpul) 207
television 284 '
See r?fw NT \(— v ldLn
thpoml anpru\um 212

text. Sl'c' titles; Tride window

texlure

addmg to movies 255
dga files, importing 37
Three D cffccts

crcatmg: movies 148, 266

objects and text 159
thumbnails

changing number of in
Construction window 354

defined 28
in Project-window 45, 46
virtual clips and 103

if files, importing 37

TIFF Sequence option (project
“output) 207

‘Files filter, 139

time base

creating EDLs and 109
for project 30 .
time base. See glso frame rate
time ruler 7,01
aligning ¢lips 1o 63
deletng markers from 74

gray bar above 129

previewing by dragging
through 123

_osettg place markersin 73

1Ii_nw umit {Construction window)

changimg 53 '
- '.ii_«.plm,.'cd:in !:i‘mc ruter 61

selector 35

tumecode
c.ilibr.mn'g. 245

capturing 243-246

deseribed 284
f(lgg|11g tar bateh capture 241
selting 116
Secalo SMITET timecode

Timecode command 109, 116

PR Y
[T A
Timecode Offset ophon!
(capturmg) 236, 245

time- lapee v:dco capturc 246
Tint filter 159 o

Title command’ l9;0‘

TR
i

Title wundow 190- -

‘&

- (4
hacl\g,rouml cnlor ]94
color sw1tchcs t98 199
crc:mng, grn})hlc:\ for animation
in 272

creating rolling credits with 280

creating type and uh;u.la in 195-
00 0
drnwing size 194 -

Kerning tools 197

fayered objects 201 -

moving objects 201

NTSC-safe colors "194

Opacity sliders 199, 200

options:-194 -t -

safe title areir 194 250
selécting objéets’ 201
Shadow Offset control 198
title arca, sc‘llmg up 193-194
toals, descnbied 190
type tool 196

Title Window Options

c oo command 194

tiles |
creating  189-201

superimiposing 183 .

SUPCTIMPOSING QYer solid
huckgrm_l‘lluli' lf)tl

i

tools

Construciion window 58
Title wijulc_)\\' 190
Track Matte heviype 186, 262

Track selector {transitions) 135

1w B



track tool {Construction

tracks 49

L

window) 58, 63
nddm@, and deletmg3 50
audio’ 50, 99
d1splnymg 53
Iockmg 94

5'1fe lavcrs for v1rtu.11 chps 102

.supcnmposc (S) 176

eynchrunmnb using pl ace

i

markers 74 "

trumlum ' I3i

wdm 5()

vlcwmg additional 51

transition (1) track 132

Transition Factory,

138-140
caution sign in 139
channels 139

expressions in 289-302

. specifying sliders 139

tracking errors (139

Transition Settings commuand 133

Transition Scttings dialop box 250

trunsitions 131-1441

-adding 132

Anti-ahiasing selector 135
borders 134
customucreating  138-140
customizing Adobe supphed 253
direction of, controlling 132, 135
durmionof, sctung 86

ctig'c selector 135

editing custom ' 140
c\:rprc\“:io‘l\{.slf(ir Creating

Custom 289302

Forward/Reverse selectar 135

-

S
gradient wipe' 137

Image mask 136
inEDLs 112

information about, displaying 63

nesting 264

orientation of, changing 135

playing forw'a}ci or backward 135

prewewmg 121, 123, 128

replacing 132

seutings, changhig 133

smoothness of edges 135

starting and ending frames 133

starting positions 135

thumbnatls 133,

Track selector 135

virtual clips and- 264
Transparency command 176

Transparency Settings dialog

box 176,252, 254, 255, 262,273

Blend siider 186 -
Colorarea 187
Cutoff slider 186, 257
Drrop Shadow option 187
key color 256

ke types 179-187

Mask Onlv option 187

Reverse Key option 181, 187, 263

sample area 176
Sinnlarity slider 186, 257
Smaothing option 187, 257
Threshold shider 186, 257
olsin 177
transparent colors, sc!‘ccrling 187
traveling matte 186, 262
trinvming

chips 76-80

paxels from edges of clips 148, 151

projects 33,43

Trimming window 12, 83-85
resetting edit point 84
“ripple editing in 84
rolling editing in 84
‘splitting clips and §9

Trimming Window Options
command 85

Twirl filter- 159

Type option (audio output) 209
Type option {video output) 207
type toal (Title window)} 190, 196

type. See titles; Titde window

Use Reel Name ag Flle Name option
(c .1piur1ng,) 237

Val (value} function 294, 301
Vertical Flip filter 139
Vertical Hold filter 159

. video

capturing 227-244
comptréssion.options 210
deleting from linked clip 53

disabling for previewing or
compiling 57

freeze-frame 284

full-frame, playing in real
time 210

full-screen, outputting L 211

hardware requirements for
recording 227

linked to audio 33, 258
NTSC signal 283

output options 206, 207

previewing modes 128

prcvicwinuoptium 127
o
real- lum. 21 1. .’,22

]

smglv. fr.\mt cxplure 246

stop-mqtmn capture 246



video cameras, interpreting
colors 283

video capture boards
about 227
capture quality and 229

capturing full-screen video
and 232

producging NTSC-companble
stignals and 224

Video compressor (QinckTime)
Video for Windows movics
analyzing 65
compiling 203-219°
compiling for previewing 124
compressing 210
convering [:ill'l‘lhllip‘\‘.il‘l.[(! 108
Video for Windows movies. See also
mavics
Videéo Format option
{capturing) 236
Video Notse filter 160
video signal
decoding 284
‘outputting 286
storage requirement 285
Video Source command
(capturmyg) 239

214

video tracks 50
video-style editing 81
videotape
outputting movics to 222
transferring digital images to 286
virtual clips 101-104
applying filters to 104
creating 102
creating Three-13 movies with 266
finding source of 103
safe layers 162
thumbnatls /103
using.torcreate transitions 264

viewing m Construction
window 103

Virtual Chips preferences 101, 103,
104
VISCA driver 239

volumd, adjusting 99-101

wav fes. See waveform audio files
Wave filter 160
waveform audio files

exporting chips as 106

importing 36

recording 37

Waveform command:196-.
waveforms
displaying-in Clip-window; 71
displaying in-Construction:.
window 56

White Alpha Matte key.type 1183, 273
Wind filter 161
Wipe Codes dialog-box 113
wipesygradient transitions 137
work arga bar |

adjusiing 121

previewing with 121

processing effects under-for,
previewing 128

Project Qutput Options and. 205

Nellow ba (Cun.\ilruclimruji\ns.h}w).

See work areahar

Zig Zag filter 161

Zoom aption {motion settngs) 170

Zoom Screenaption {Print1o:s.
Videon) 211,220,232

zoom toods (Construction
window)=-58 :

sooming, creating cfiect of -, 154, 263



