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ABOUT THIS MANUAL [Mark]



[soft knob (Master Chroma)]



Throughout this manual, square brackets surround the names of dedicated function keys on the control panels. Controls that appear in soft menus are called soft keys or soft knobs. They are written within square brackets with the word soft followed by parentheses containing the name of the function. Soft knobs can be found on the Joyball and Soft Panels. Soft Keys are located on the Keyboard Panel.



+



A plus sign separates controls that are pressed simultaneously.



,



A comma separates control keys that are pressed consecutively.



File: Set Config



Messages, menu choices, and desktop labels displayed on the SGI screen are printed in bold italics. Where there is a sequence of selections, the choices are separated by a colon. The mouse symbol designates that the function is accessed using the SGI mouse or the Joyball Panel Trackball in mouse mode. The check symbol designates an Optional feature. Call your da Vinci representative to find out about adding this feature. The light bulb icon signifies a useful Operating Tip.



Quick Cards are step-by-step guides that demonstrate how an operation might be completed. They are prefixed with the compass icon. Notes give background information loosely connected to the topic under discussion. Warnings are given adjacent to this sign.
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SYSTEM OVERVIEW The 2K is a real-time, multi-standard, multi-resolution image processor that can color enhance in standard definition, HDTV, and data up to 4000 x 4000 (data images greater than 2k are processed providing the colorist with real-time interactivity). The 2K is designed for the television and motion picture industries, and is perfect for film-to-tape, tape-to-tape and disk-to-disk. The 2K is available in the following configurations: Data, HDTV-HSDL and SDTV Data and SDTV HDTV-HSDL and SDTV SDTV only Pre-programmer Sessions programmed in one format can be applied to the other formats, and a pre-programmer, single or two-format system can be expanded into the other formats in the future. Data



HDTV



Processes DPX images up to 4000 x 4000 resolution. Data can be linear or logarithmic. Input data (linear or log) is converted to 16-bit linear for processing using Look Up Tables (LUT) at input and output. Analog RGBHV data monitor output allows color enhancement in data mode. Real-time processing provides comfortable environment for colorist. Typical data resolutions: 2048 x 1556 and 1920 x 1440 Data frame transfer rates are dependent on image resolution and data interface. HDTV Inputs/Outputs 1920 x 1080I 50/59.94/60, 1080P /24, 1080 P /24 sF, 720P/60/59.94, 4:2:2, and 4:4:4 Includes Down Converter for interlaced HD inputs that will output same frame rate simultaneous broadcast quality 601 with multiple aspect ratios including Pan & Scan (software selectable, HDTV to SDTV only)



HSDL



HSDL (High Speed Data Link) Dual Link HD I/O uses existing HDTV infrastructure for high speed data transfers 2048 x 1556 @20fps 1920 x 1080 @30fps Analog RGBHV data monitor output allows color enhancement in HSDL mode. SDTV Enhanced I/O 4:2:2, 4:4:4, 8:4:4, 8:8:8 image processing.



SDTV
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The 2K interface builds on its 8:8:8 heritage by improving Control Panel efficiency, clarity of the graphic interface, and feature flexibility. The 2K image processing is designed from the ground up to service existing and new markets with improved and innovative features. DUI users will recognize many of the 2K interface features, and new users will benefit from the fast and intuitive design. This chapter offers a general overview of the system, interface desktop, and control panels. To start using the system immediately, go to Chapter Two: Setup. The standard da Vinci 2K consists of:



Features



•



A main frame containing real-time image processing hardware



•



An SGI O2 computer, monitor, keyboard and mouse.



•



A 500MHz+ processor server with 2 Ethernet cards



•



An external ls120 floppy drive for the O2



•



A set of Network Control Panels



2K Standard Features (systems with processing). All features function in all resolutions up to 4k by 4k. •



4 Channel Primary processing



•



Custom Curves (enhanced)



•



YSFX



•



Super Kilovectors (Hue, saturation and luminance qualification)



•



Chroma Light and Chroma Dark with softness



•



Power Windows (circle and quad)



•



List Management (Scene –by-Scene)



•



Automatic Scene Detector



•



Safe Action/Title Generator



•



4k x 4k Internal Frame Store



•



Internal switcher wipes and mix for all resolutions



•



Simultaneous 601 output for HDTV formats



•



TLC-2K 3:2 editing



•



RGB Legal Limiting



•



Analog YRGB Parade monitoring



•



Test Signal Generator for all boards



•



VSR Plus (Visual Scene Representations )



•



Gallery (Resolution independent image server)
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2K Optional Features (all resolutions). Options



•



Power Tiers (Up to four can be added, each with 2 Channels of isolation and processing.)



•



Defocus/ Sharpen (Up to two channels of image defocus, plus key and key out defocus)



2K Interfaces Interfaces The da Vinci 2K, like its predecessors, is a unified color corrector. This means that it manages and controls most of the ancillary equipment in the telecine suite including the following external devices •



Telecines



•



Noise Reducers



•



Disk Recorders



•



VTRs (up to 8)



•



Data Transfer Engines
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SGI COMPUTER O2



Monitors



2K software runs on an Silicon Graphics O2 computer. Currently a 300 MHz SGI R5000 with 24-bit color depth graphics installed with 128MB RAM and a 9Gb hard drive are supplied as standard. Software updates are supplied on a CD-ROM and can be loaded from the O2 internal CD drive. A 17” flat panel color monitor is included as the standard interface display. This monitor has a resolution of 1600 x 1024 @ 60 Hz, 110 dpi.



Ethernet Hub External Storage



The 2K is shipped with an external SCSI 120MB Super Disk (standard floppy compatible). This is used to back up and restore sessions, configurations, and TLC files, and also to import and export EDL lists for tape-to-tape sessions. If a directory window is open and the disk directories do not appear, click on Rescan Directories. To eject a floppy disk from the O2’s drive, click on Eject from the window (to unmount the disk) and then press the small button on the front of the drive (to remove the disk from the drive).
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2K SYSTEM DIAGRAM



2K System Diagram
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NETWORK CONTROL PANELS The da Vinci 2K controls are on three panels: •



Keyboard Panel



•



Joyball Panel



•



Soft Panel



The user interface resides on an SGI O2 and most controls can also be accessed from the O2 monitor. System feedback data is shown on the O2 monitor and the panel soft menus. Some operations benefit from cursors on the main viewing monitor, and the TLC2 edit data can be displayed on an optional external monitor. Many soft menus have multiple levels that are accessed by the adjacent [More] key. Pressing [More] advances through the levels and pressing any command key plus [More] steps backwards through the levels. Keyboard Panel



The Keyboard Panel is predominantly used for List Management, Editing & Transport control, Memories, and Setups. At the top of the panel is a soft menu with two blocks of six keys on each side, and five soft keys below it. The functions of the soft keys vary with panel modes and are defined in the soft menu. On the left side of the panel are the transport keys. The TLC edit keys are at the top right of the panel. The List Management keys are in the lower center and right portion of the panel. Directly above them are the Memory keys. The Keyboard Panel has three command keys. These are shown as keys, and they modify simultaneous or consecutive key presses The 2K panels remember sequences of up to four commands. If a command is pressed in error the correct sequence cannot be recognized until the incorrect command has been deleted with [Clear]. The system feedback area of the Status display shows the current Command Key Set. [0(0)] says that no command has been issued, all other numbers represent commands.
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Joyball Keyboard Commands



[Base mem] Recovers the default mfg. memory settings to a unity state where applicable.



[Base mem]



Stores current session Base mem to current Configuration



[Dissolve]



Accesses scene by scene dissolve profiles



[Dissolve]



Accesses configuration dissolve profiles



[Mark]



Enables the Auto Scene Detector feature



[Delete]



Deletes all event marks in the current list.



[Delete]



Un-delete for preceding delete command



[Field]



Sets all events to Field 1.



[Field]



Sets all events to Field 2



[Cue]



Activates Loop mode soft menus.



[Shuttle /Jog]



Nudges framing on film decks.



[All/None]



Enables all lists



[All/None]



Disables all lists



[0,1-8]



Displays Super Vector [0] or Channel [1-8] lists



[0, 1-8]



Toggles Super Vector [0] or Channel [1-8] lists on and off
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Keyboard Control Panel Layout for software version 2.27 systems
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The Joyball Panel contains the All controls have a reset key or membrane. Joyball Panel main color enhancement This panel has four command keys marked controls. There are two soft that modify simultaneous or menus each with four soft consecutive key presses. knobs at the top of the panel. The functions of the soft knobs vary with panel modes and are defined in the soft menu. Between the two soft menus is a block of nine mode keys that determine the current function of the panels. The main Primary and Secondary controls are below the soft knobs. Reset Membranes The gray membrane button under each knob resets the value to the Session Base memory. The use of a Reset Membrane does not require the relevant Mona Lista List to be active.
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Primary Controls The three knobs on the left side of the panel are from top to bottom: [Lum Gain], [Lum Gamma], and [Lum Lift]. Their function can be modified with the Joyball Panel command keys. The three large knurled rotary controls at the bottom of the Joyball Panel are from left to right: [Master Lift], [Master Gamma], and [Master Gain]. They can control Telecine Color along with 2K Primary and 2K Secondary settings depending on the active Panel Mode. If any other mode is selected, the Master controls continue to function in whichever of these modes was last active. •



In [Telecine Mode] the Master controls operate the telecine’s internal primary black, gamma and gain controls where available.



•



In [2K Primary] the Master controls operate the 2K primary luminance, red, green, and blue channels (Y, R, G, B) equally.



•



In [2K Secondary] and [soft key [Joyball Mode)] the Master controls operate RGB levels within the secondary qualified area.



Directly above each master control is a corresponding joyball, and above each joyball is a pair of reset keys. The right-hand key in each pair is the [Master Reset] dedicated to the master control directly below it. A single press resets the Master to the Session Base Memory. The [Master Reset] keys only reset the values in currently active Panel Mode and do not require the relevant Mona Lista List to be active. The three joyballs are from left to right: [Lift RGB], [Gamma RGB], and [Gain RGB] balance controls. They have the same modes of operation as the Master controls. There is also a Neg. Matching Mode, within the [TK Color] Panel mode that modifies the behavior of the joyballs. Directly above each joyball is a pair of reset keys. The left-hand key in each pair is the [RGB Reset] dedicated to the joyball directly below it. A single press resets the joyball to Session Base memory. The [RGB Reset] keys reset only the values in the currently active Panel mode and do not require the relevant Mona Lista List to be active. Secondary Controls The three knobs on the far right of the Joyball Panel are by default from top to bottom: [Secondary Saturation], [Secondary Hue], and [Secondary Luminance]. Changing the secondary mode will change these functions but these are always 8:8:8 secondary controls. The vector currently active is displayed in the Secondaries display. The Status window identifies the vector during adjustment. Each of the three secondary knobs has a Reset underneath it.



- 17 -



2K Operations Manual: Chapter One ~ System Overview



Trackball The fourth joyball, situated between the three RGB balance joyballs and the secondary control knobs, is called the Trackball. Although it is predominantly used to control either the da Vinci on-screen cursor or the SGI mouse, it has numerous other functions including: •



Secondary Isolation



•



Defining and setting Power windows



•



Pan Mode positioning



•



Scroll Mode



•



Shuttle/Jog Mode



•



SGI Mouse



The current trackball mode is displayed in the Status display. The cursor keys have been improved for efficiency. Cursors exist in both the 2K video output and the SGI graphics display device.



Cursor Control ZERO LIST



ZERO CHNL



CURSOR MODES



Pressing [Cursor] switches trackball control to the cursor on the 2K video output. Pressing CURSOR again will toggle the cursor on and off. To switch the cursor to “Hard” mode, press plus [Cursor]. The video cursor will now stay on when playing or color correcting. [Cursor] toggles between cursor permanently on and permanently off. The cursors are always on in Power Window Adjust mode.



CENTER LEFT



RIGHT ÍNUIÎ



To switch trackball control to the SGI display press any of the lower three keys. Left, Center and Right will then mimic the keys on the standard 3 button SGI mouse.
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Cursor Status



The current cursor mode and trackball status are shown in the Status display.



When the mouse icon is yellow the trackball controls the SGI cursor. To switch the cursor from the video monitor to the SGI screen press any of the SGI cursor mode mouse keys under the trackball on the Joyball Panel. To switch the cursor from the SGI screen to the video monitor press [Cursor]. When the cross icon is yellow the trackball controls the video output cursor. [Cursor] toggles the cursors on and off. To toggle the video cursor modes press Panel. The cursor modes are Soft cursor



plus [Cursor] on the Joyball



•



Soft – cursor disappears when transport controls are used, and reappears when the trackball is moved.



•



Hard – cursor remains visible when transport controls are used.



Hard cursor



The 2K panels remember sequences of up to four commands. If a command is pressed in error the correct sequence cannot be recognized until the incorrect command has been deleted with [Clear]. The system feedback area of the Status display shows the current Command Key Set. [0(0)] designates that no command has been issued. All other numbers represent commands. Soft knobs Sets Above the joyballs on either side of the nine mode keys are two sets of four soft knobs, each with an 8-line graphic display above it. Below each knob is a reset membrane. Appearing in the display above each soft knob is its software controlled name. To one side of the reset membranes is a [More] key above a command key. The upper key steps forward through the soft menus. The lower key is a command key on the left and on the right. As soft knobs are adjusted their corresponding values are shown in the Status display. The function of soft knobs changes when a “mode” key or the [More] key is pressed.
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Mode Keys Between the two sets of soft knobs is a block of nine mode keys.



The upper three keys access 2K processing modes.



The middle three keys access 2K window modes.



The lower three keys access external equipment modes. Use and the mode keys for optional processing channels. Use the the mode keys for other 2K options.



and



To reset all the parameters belonging to a mode, press followed by the mode key. To reset all the parameters belonging to a channel, press followed by the channel key. Keyboard Panel followed by [Primary] or [Secondary] resets those lists according to cursor modes. If the cursor is inside a window, only parameters inside the window are affected. If the cursor is outside a window, only parameters outside the window are affected. The Mona Lista lists do not have to be active nor do the panels have to be in a matching mode for the reset to function. Floppy Disk A floppy disk drive is conveniently integrated in the front right-hand side of the panel. da Vinci recommends the use of the faster external floppy drive supplied with the system.



- 20 -



2K Operations Manual: Chapter One ~ System Overview



+ Custom Curves



Adjusts or adds points to Custom Curves in all four channels simultaneously.



+ Gamma Knee



Adjusts Gamma Knee in luminance channel only.



+ Gamma Knee



Adjusts Gamma Knee in red channel only.



+ Gamma Knee



Adjusts Gamma Knee in green channel only.



+ Gamma Knee



Adjusts Gamma Knee in blue channel only.



[Cursor]



Toggles on screen cursor modes between Soft: Hard.



Joyball Commands



[Primary] or other mode key Resets the Super Vector Primary (or other mode) parameters inside AND outside to their Session Base mem settings. [Primary] /[Secondary]



Resets the Super Vector Primary or Secondary parameters inside OR outside the Power Window to their Session Base mem settings.



[TK Color]



Sets the telecine joyballs to Neg. Matching Mode.
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The Soft Panel contains knobs and soft keys Soft for secondary enhancement, auxiliary Panel equipment controls, memory mixing, and reference store comparisons. The [Fader Bar] creates an image mix between the values stored in a scratchpad memory. This is very useful for finding a compromise between two gradings. The Bar is also used to control the internal wipe generator.
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DISPLAYS The da Vinci 2K interface uses display windows on the SGI monitor providing feedback to the colorist. These display windows are arranged over eight Desks and stored as a Desktop with the Configuration File. Each Configuration can have a different Desktop. Display windows fall into two basic categories Setups Controls Right mouse clicking on the 2K interface background or the Status window accesses the Principal Menus which are: File Displays VSRs TLCs Channels Setup Status Desk Help Exit User Each menu has a selection of sub menus that call up display windows. Each window has its own characteristics, and yet fits into a general intuitive pattern. Many windows appear in a parent frame with one or more rows of Tabs at the bottom. Left mouse clicking on a Tab calls up a related display in the frame. Right clicking in the Tab area produces a drop down menu of all the tabs that is useful if the frame size is too small to reveal them all. Right clicking anything in the 2K interface brings up a menu of options or commands. Right clicking the title of many windows raises some or all of the following options. Font – changes the font size for that window. The font size determines the minimum size of the window Flip Page – when this is active, making changes from the control panels auto pops the Tabs for that window group. Close – closes the window The File, Setup, Status, Desk, and Help menus have setup displays. Displays, VSRs, and Channels have control displays.
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Setup Displays



Setup displays will often have three command buttons at the bottom of the window. These are labeled OK, Apply, and Cancel. OK performs the current selection and closes the dialog box. Apply performs the current selection but leaves the dialog box open. Cancel closes the dialog box without making any changes. In windows without these commands, changes take effect immediately. Control displays provide real-time feedback and are mostly interactive.



Control Displays To check your version of software right mouse click the System Status window and select Help: NUI Version. Your current software version is displayed. Click on Done when finished.
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9.1



Power Up



9.2
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9.3
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POWER UP The da Vinci 2K requires separate power supplies for the control panels, the SGI O2, and the mainframe. After power up, the SGI O2 screen shows a window with two or more icons in it. One is labeled root and the other dui. Each icon represents a user of the SGI computer, and each user is assigned a privilege level. Of these levels, root is the highest and is password protected. Only the system administrator or chief engineer should use it. Da Vinci software is upgraded from root. This manual is upgraded with each new version of software. SGI



Click on one of the user icons to open an SGI desktop. Use the dui user to run the 2K interface. Double click on the 2K icon to launch the 2K interface. If the icon is not visible or fails to load, go to the SGI Toolchest and choose Desktop: Open Unix Shell. On SGI systems, text commands can only be entered into an active shell window when the cursor is in it. To launch the 2K interface, place the cursor in the shell window and type: nuis [Enter] nui [Enter] The Leo Man countdown appears followed by the Login window displaying icons for site, guest, and all colorists installed on the system.



Login



If the number of colorist icons is greater than the screen can display, use the vertical slider to the right to reveal additional icons. Double clicking on an icon starts a session. It is recommended that all colorists protect their icon with a password. Those who do not use the system regularly should use the guest icon. Existing colorists can double click the appropriate user icon and enter the associated password to login. A new Session is created and the default Configuration for that user is loaded. To define the system or to add new colorists, use Site Admin The Silicon Graphics computer is a dedicated platform for the da Vinci 2K Interface. Using it to run applications other than those created by da Vinci can drastically impair the performance of the system and cause undesirable results.
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LOGIN The Login screen is displayed after loading the 2K interface and each time a user exits. The user icons are displayed at the top of the screen. The two default icons are Site and guest. At the bottom are the Login dialogs and the Login commands. The Login utilities are accessed by the Login commands. User Icons Site Site is the 2K super-user and has higher privileges than other logins. It is intended to provide a safe area for Configurations and has maintenance utilities that access all users. Color enhancement Sessions should not be run in Site. The Site password is “artisan” Guest The guest login has no password and should be used by anybody who does not use the system regularly. In order to fulfil this role effectively it must be set up first by the system administrator or senior colorist. Users Regular system users should have their own icon created with the Site Admin: Add User command. A single click on a user icon enters the user name into the User window. A second click moves the cursor to the Password: window, or if there is no password, completes the login. Users with passwords (recommended) must type the password followed by [Enter] to login. A new Session is created and the default Configuration for that user is loaded. The Login commands configure the 2K system and external devices connected to Login it. They also provide confirmation of the current settings. After the 2K Interface Commands program has loaded, five command sets appear at the bottom of the Login screen. From left to right these are Site Admin, Change Password, Setup, Maintenance, and Exit 2K. The commands are displayed in dialog box form with confirmation buttons at the bottom. These buttons are common to many 2K operations and are labeled OK, Apply, and Cancel. •



OK performs the current selection and closes the dialog box.



•



Apply performs the current selection but leaves the dialog box open.



•



Cancel closes the dialog box without making any changes.
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Site Admin All the Login tools are available from this menu; administrative privileges are required. To enter, click on Site Admin, enter the Site password artisan and click on Ok. The Admin Utilities are listed below. Select one from the Utility box and click on OK for one utility or Apply if a number of tools will be used. •



Add User - adds a user icon to the main Login screen.



•



Delete User - removes user icons from the main Login screen.



•



Change User Password - replaces a user password.



•



2K Port Setup - used to configure deck control.



•



Load Embedded SW- used by da Vinci service engineers to configure the 2K.



•



Reference Store Setup - used to configure the integrated reference store.



•



Network Device Setup - used to configure a 2K network.



•



Disk Doctor – repairs a damaged 2K file.



•



View User Information - displays user information.



•



View Option Information - displays 2K system information.



•



Convert 888 Files - converts DUI version 4.x sessions to 2K sessions.



Change Password Allows any user to add or replace a password. Setup Groups the installation tools together. •



2K Port Setup - used to configure deck control.



•



Load Embedded SW- used by da Vinci service engineers to configure the 2K.



•



Reference Store Setup - used to configure the integrated reference store.



•



Network Device Setup - used to configure a 2K network.
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Maintenance Groups the maintenance tools together. •



Debug 2K - used by da Vinci service engineers to troubleshoot.



•



Disk Doctor – repairs a damaged 2K file.



•



View User Information - displays user information.



•



View Option Information - displays 2K system information.



Exit 2K Closes the 2K application and returns the O2 to the SGI IRIX desktop.
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LOGIN UTILITIES Site Admin



Add User Launch Add User from Site Admin to add a user icon to the main Login screen.



Enter User Login: Enter the icon name. Enter User Name: Enter the network name. Inherit From User: Select an existing user from which to inherit Configurations and Macros. If the Inherit User Data box is not checked, this button is not available. Inherit User Data: Check the box to inherit Configurations from the selected user. Ok: Confirm the Quick Start selections. All the dialog boxes must be complete. The Change User Password box appears. Cancel: Abort the Add User process.
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Delete User Select a user name and launch Delete User from Site Admin to remove a User Icon and all the files associated with it.



Sessions and Configurations owned by this user are permanently removed from the system.



Delete: Remove the selected user Icon, Configurations and Sessions Cancel: Abort Delete User process. Change User Password Select a user name and launch Change User Password from Site Admin. This dialog box is launched automatically after using Add User. This utility can be accessed from the Change Password button in the Login screen.



User: The selected user name is displayed. Enter New Password: Enter the new password if required and press OK Confirm New Password: Repeat the new password. Passwords are case sensitive. Ok: Activate New Password Cancel: Abort Change User Password process.



- 33 -



2K Operations Manual: Chapter Two ~ System Setup



2K Port Setup The 2K has 16 serial ports. 15 are for RS422 control and 1 is for Keycode to the internal TLC. The RS422 ports can be configured to control Telecines, VTRs, DDRs, and Noise Reducers.. The Keycode port is not currently implemented.



Use the 2K Port Setup page to select and configure each port. From the User Log on page select Site admin. Enter the Site password. “artisan” is the factory default but your systems administrator can changed it. From the drop down menu select “port config” followed by the OK button. A page should appear displaying all the ports. Use the display to select the type of telecine, VTR, DDR or Noise Reducer connected to each port.



To enable ports for use with DDRs, VTRs and N/Rs click in the column corresponding to the port. A port is disabled if its legends are blue.. To select the configuration of the port, right click in the Device Type column corresponding to the port. A menu will appear, and you may select from Telecine, KeyKode, VTR, DDR, Switcher, and NR. For example, serial F is configured to be a Noise Reducer.



Click the to select and enable the correct set of Serial/Ethernet ports for the selected deck. Click the button to make the specified telecine the default source deck. This will be used as the source deck unless otherwise specified in the configuration. Occasionally port configurations can become corrupted resulting in poor system control characteristics. Clicking will reload hard coded values and clear corrupted setting. All ports will need to be reconfigured.



It is not normally necessary to change the port preferences. The system will set these values correctly for the selection you have made, so you should not alter these except in exceptional circumstances.
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Selecting a telecine type Right mouse click on the colored telecine name, in this case to reveal a drop down menu with other telecine models. ~



Move the cursor down to the required telecine still holding the right mouse button. Release on the required telecine type.



Load Embedded SW Reference Store Disk Doctor View User Information
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View Option Information



Access this display from Site Admin to add or view available options on the system. It is also available as a view only display from Login: Maintenance. To add a software option to the system, purchase a new password from da Vinci then click on Set Password. When a new valid password is entered additional System Options are set to Enabled Convert 888 Files Please refer to your field service engineer or da Vinci customer service before importing DUI 8:8:8 sessions.



- 36 -



2K Operations Manual: Chapter Two ~ System Setup



Change Password



Change User Password After clicking on the Change Password button, the privileges dialog appears.



User: Select the user name whose password needs changing. Enter User Password: Enter the current user password. If none exists, press OK The Change User Password appears. This utility can also be accessed from the Site Admin button in the Login screen.



User: The selected user name is displayed. Enter New Password: Enter the new password. If none is required, press OK Confirm New Password: Repeat the new password. Passwords are case sensitive. Ok: Activate New Password Cancel: Abort Change User Password process.
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Setup



TES Device Setup TLC Device Setup DDR Device Setup



Maintenance



Debug 2K Disk Doctor View User Information View Option Information



Exit User



Closes the 2K application and returns the O2 to the IRIX desktop. To avoid system malfunctions, do not exit the program in any other way. The Silicon Graphics computer is a dedicated platform for the da Vinci User Interface. Using it to run applications other than those created by da Vinci can drastically impair the performance of the system, possibly producing undesirable results.
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SETUP The Setup menus are accessed by right mouse clicking on the 2K interface, background, or the Status window, and are used to define or customize the 2K system. Once a Setup display is open other Setup pages are accessible by left mouse clicking the tabs at the bottom of the display. These settings are stored as Environmental parameters with each Configuration and Session File. System Timing



Use this page to define external devices under 2K control for this configuration or session and to adjust timing values for each.



Setup Timing Page



Source Deck control Left mouse click the Source icon to switch between Telecine and Tape deck source control. A simulator mode is included for either source type.



Source Deck Setup display showing Spirit Telecine control in Simulator Mode.
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Noise Reducer control. First assign a Noise Reducer control port in the Port Configuration in Site Admin on the Login screen. Then open the Setup: System Timing page and left mouse



click either the NR 1or NR 2 icon. In the selection box that appears check the manufacturer, and select an appropriate control protocol for the noise reducer. Noise Reducers can be connected upstream or downstream of the da Vinci 2K frame. Adjust correction timing for upstream Noise Reducers with the sliders under either the NR 1 or NR 2 icons. Delay is adjusted in fields.



The 2K controls all Digital Vision Noise Reducers with the B11 protocol.



2K Input 2K Output Clip & Blank Scene Detector Test Pattern User Options Load Embedded Software Test Cursor Bitmap Macros Reset SGI
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Noise Reducer Setup display configured for control of a Digital Vision Noise Reducer on Serial Port B
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Video Launch Action Editor
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DESK The Desk menus are accessed by right mouse clicking on the 2K interface background or the Status window, and are used to customize the user desktop. The settings are stored as the Desktop with each Configuration and Session File. Each Desktop stores the color and layout of eight Desk Pages. The same windows can have different sizes and positions on some or all pages on which they occur. The eight Desk Pages are accessed either manually or are triggered by Auto Pop when different Control Panel modes are enabled. The Desk settings are stored with Configuration Files. Page 1 – 8



Switches the Desk display between the eight possible preset Pages. Pages can also be switched with the [Desk] keys on the Keyboard Panel or by configuring Auto Pop



Copy Page



Copies the layout of one Desk Page to another Page of the same Desktop. Go to the Page to be modified, type in the Page number to copy from and choose Desk: Copy Page



Color



Calls up the Screen Color Setup window that sets the screen display colors to the user’s exact preference. The vertical slider at the left of the window gives access to additional selections in the menu. The Current Value displays the assigned color. Use the left mouse button to drag the red, green and blue sliders to adjust colors. Right mouse click the title bar to Close (and accept) or Cancel the window.
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Autopop



Setup: 2K User Interface: Autopop Options



Use Autopop to change the displays each time the control panel mode is switched. The 2K interface displays a great deal of feedback on the system status and Auto Pop configures the interface to display information relevant to the task in hand. The Autopop Modes define the way displays are switched. • •



Window Popping uses a single Desk Page to display and then replace windows. Page Popping switches to a different Desk Page and brings bought to the front of the assigned Desk when triggered by the appropriate mode and are not removed when the mode is changed.



Auto Pop Options are saved with the Desktop and stored with each Configuration file. To set up Autopop choose between Window Popping and Page Popping in the Autopop Modes box. Then enable the windows that will appear automatically by checking the Autopop (On/Off) box. The window is enabled when the box is green. For Page Popping mode only, select the Desk Page to switch to. Finally, select a Mona Lista layout for each Desk Page in the Mona Lista Change box. Apply the settings by clicking on OK or Apply, and save them with File: Save Configuration or Desk: Save Default Desktop.



- 43 -



2K Operations Manual: Chapter Two ~ System Setup



Save Default Desktop



Saves the current Desktop settings to the Default Configuration file.



Load Default Desktop



Arranges the Desktops as the settings saved in the Default Configuration file.



Load Factory Color



Sets the Desktops colors to those set at the factory.



Load Factory Layout



Sets the Desktop layout to those set at the factory.
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SETUP APPENDIX Setting the System Date and Time If the system clock is wrong, the time and date stamp on Sessions and Configs is not very useful. To set the clock: 1. From the SGI desktop, open a Unix shell by clicking on Desktop in the Toolchest and choosing Open Unix Shell. A blue console window opens. To make text entries, ensure that the cursor is in this window. 2. At the prompt “dui 1%”, type “date”, [Enter] to see the current settings. 3. At the prompt “dui 2%”, type “su”, [Enter] and then “daVinci” at the Password prompt. 4. At the prompt “dui 1#”, type “date mmddHHMMccyy” where mm = month, dd=day, HH=Hour, MM=minute, cc=century, yy=year. Therefore, entering “date 060409151999” would set the system clock to June 4th, 1999 at 09:15. 5. At the prompt “dui 2#”, type “exit”.
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CHAPTER THREE ~ FILE MANAGEMENT Updated February 7, 2001 for software version 2.27



February Updates



3.1. Users 3.2. Sessions 3.3. Configurations 3.4. Edit Lists 3.5. Appendix



Updated
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SESSIONS A 2K Session is a file that contains all the parameters and settings for one specific job. The da Vinci concept of a “Unified Color Corrector” requires that opening or Recovering a Session file will set up the 2K suite exactly as it was during the original session. A Session file therefore stores Desktop layouts, source deck, event lists, memories, notes, noise reducer, blanking, clipping, VSR, and edit data. When a User logs in, the default Configuration is loaded and a Session is opened. All un-named Sessions are titled “New, date, time” and can be renamed during the Session (using the Save As command) or later (using the Rename Session command). The User should give a recognizable name to each Session and can display all Sessions, including those of other Users in alphabet or date order. Sessions on other systems can also be accessed if an extra Ethernet card is installed for networking. When recovering Sessions from another User’s directory the 2K applies changes to a copy in the current User’s directory so that the original session is left unchanged. Each Session can store 9999 events. Session data is ONLY saved to the session file when the Save Session, or Save Session As commands are used. Commands that would overwrite the current session data will prompt the User to save first. The last ten sessions that were not saved at the time of exit are held in the Oops! directory. The 2K interface makes regular backup files of the current session data. The last four of these backups are available from the Backup directory. Right mouse clicking on the 2K interface background or the Status window accesses the File menus. The first six commands are for session management. Each Session file stores a snapshot of the colorist suite at the time it is saved. • • • • • •



New Session saves and closes the current session, opens a new session and loads a new Configuration.. A Session is always active once a User is logged in. Close Session closes the current Session and launches a new one. It does not save the current Session or reload the Configuration Recover Session closes the current Session and opens another existing one. Save Session saves the current Session data to disk Save Session As saves the current Session with a new filename Convert Timecode adds or strips 3/2 pulldown from the event list.
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New Session



The New Session command saves and closes the current session and brings up a window to open a new session with a new name and Configuration.



New Session: Current Status: User: Displays the current user name. Configuration: Displays the current base Configuration. This may have been modified during the previous session. New Meter: Displays loading progress time. New Session: Configuration Files: Lists from left to right the details and files to choose from: Name, Comment, Default Status, Source Deck, Noise Reducer, Media, List FPS, Polarity, Video, and Date last saved. New Session: Config File Entry: Filter: The place to enter a custom filter string such as a partial name. Searches are case sensitive and can contain the wild character “ * “ File Name: Used to enter or change a Configuration file. Clicking on a Configuration in the Configuration Files directory enters the name. The selected Configuration is loaded when Open New Session and Config is chosen.
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New Session: Config File Selection: User: Lists other users and selects their Configuration File directories. Filter: Qualifies search by Name, Model (source deck), NR (noise reducer), Media, FPS, Polarity, Video or Date. Mem: Selects which Scratchpad Memories are recovered from the Configuration File. •



ALL loads Base Mem and all 26 Scratchpad memories.



•



BASE ONLY loads Base Mem from the selected Configuration and keeps the Scratchpad memories from the last session was used.



•



BASE TO ALL loads Base Mem from the selected Configuration into the 26 Scratchpad memories



Sort: Arranges the Configuration File directory backward or forward, alphabetically or by date. New Session Name File Name: Enter a name for the new session. By default the 2K titles the session New and adds the date and time to prevent overwriting earlier unnamed sessions New Session Commands Open New Session: Creates a new session with the Configuration as it was. Open New Session And Config: Creates a new session and loads the selected Configuration. Filter Configuration: Creates a custom search of the filter string selected in Config File Selection and defined in Config File Entry.
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Close Session



To close the current session but not exit the current user Login, open the File menu and select Close Session. If changes have been made to the session, a new window appears with a choice of commands. Save and Close: Saves the current session file and opens a new session file called New date time. The Configuration, Desktop and Scratchpad memories are unchanged; only the event list is cleared.



Close: Opens a new session file called New date time without saving the current session. The Configuration, Desktop and Scratchpad memories are unchanged; only the event list is cleared. Cancel: Exits the dialog window without taking any action. Recover Session



The Recover Session command opens an existing session from the current or any other User and saves or overwrites the current session



Recover Session: Current Status: User: Displays the current user name. Session: Displays the current session name. Load Meter: Displays loading progress time.
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Recover Session: Session Files: Lists files to choose from and details from left to right, the Session Name, Comment, Creation Date, Last Saved Date, Last Saved Time, File Size (uncompressed). Recover Session: Session File Entry: Filter: Enter a custom filter string such as a partial name. Searches are case sensitive and can contain the wild character "*”. File Name: Enter or change the selected session file name. Clicking on a Session Name in the Session Files directory enters the name. The selected Session is loaded when Load Session is chosen. Recover Session: File Selection: User: Lists Site, Guest, other Users, Oops and Backup to open their Session File directories. Filter: Qualifies search by Name, Creation Date, or Date Last Saved. Load: If checked reclls the desktop saved with the session, or if unchecked, retains the user default desktop. Sort: Arranges the Session File directory backward or forward, alphabetically or by date. Recover Session commands: Load Session: Loads the selected session replacing current Configuration, Memories and Desktop. It ignores the replacement list selection. Replace List: Displays the Replacement Sessions List dialog box. Scene lists from the selected session will only be loaded if they are checked in the List. The current Configuration, Memories, Desktop, and the session file name are not changed. Delete Session: Deletes the selected session Rename Session: Renames the selected session. Filter Session: Creates a custom search of the filter string selected in Session File Selection and defined in Session File Entry. Save Session Save Session As



Saves the current Session, including the modified Configuration, Events, VSRs, Memories and Desktop. Opens up a dialogue box to save to the current session with a different name. The new file becomes the current session.
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Save Session As: Current Status: User: Displays the current user name. Session: Displays the current session name. Save Meter: Displays loading progress time. Save Session As: Session Files: Lists files saved in the User’s directory and details from left to right, the Session Name, Comment, Created Date, Last Saved Date, Last Saved Time, File Size (uncompressed). Save Session As: Session File Entry: Comment: Enter a comment for the current session. File Name: Assigns a new name for the current session. Save Session As: Session File Selection: Sort: Arranges the Session File directory backward or forward, alphabetically or by date. •



Name A-Z alphabetically ascending



•



Name Z-A alphabetically descending



•



Date 1-12 by date, oldest at the top



•



Date 12-1 by date, most recent at the top



Save Session As commands: Save Session: Saves the current session with the assigned name. Delete Session: Deletes the selected session. Rename Session: Renames the selected session. Converts a 30 fps list to a 24 fps list, or a 24 fps list to a 30 fps list. Convert Timecode
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CONFIGURATIONS A 2K Configuration is a template that sets up the system and external devices to User defined preferences. A colorist can create, name and recall as many Configurations as are needed, typically one for each telecine gate, and tape-to tape. Extra Configurations might be used for specific types of work or individual clients. A Configuration file retains data in two categories: Environmental and Memory Environmental parameters are anything that is NOT stored on a scene-by-scene basis and include settings from the Setup and Desk menus. Memory parameters are all those that can be programmed on a scene-by-scene basis. Each Configuration stores a Configuration Base Memory and 26 Scratchpad Memories. Each of these memories stores settings from all 43 of the lists. Each User should maintain a personal library of Configuration files, which can be based on the existing Configurations of another colorist, or the neutral control settings of the Default Config. Each colorist defines one Configuration file as the Default from the File: Save Config As menu. This is the file that is read each time the colorist logs on. Any Configuration can be recovered at the start or during a Session. Configurations from other Users or systems (with networking) can also be used and saved to the current directory. Bad Configurations can cause the 2K to crash or hang. Do not save settings that are displayed as “Invalid” Right mouse clicking on the 2K interface background or the Status window accesses the File menus. There are four commands for Configuration management. • • • •



Recover Config loads a new Configuration or part of one to the current Session. Base Config overwrites the current Configuration or part of it with the current settings Save Config overwrites the current Configuration file with the current environmental and memory data. Save Config As saves the current environmental and memory data to a new Configuration file. It also sets the Default Configuration.
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LIST MANAGEMENT OVERVIEW The da Vinci 2K uses flexible list management to control its own internal processing along with external devices on a scene-by-scene basis. The interface is comprehensive and intuitive to both new and existing da Vinci users. All parameters controlled by the 2K fall into one of two groups: Environmental and Memories. Those that do not change on a scene to scene basis are termed Environmental, and are stored with the Configuration. Each Session stores its own Configuration even though the user starts from one of the pre-defined User Configurations. All parameters that can be changed on a scene-by-scene basis are stored in Memories. The Event Lists are special Memories that are triggered by the frame counter. Settings are stored automatically in their particular Event List, and new events inherit the settings of the previous scene. Each event has a start Mark that is added to the list with the [Mark] key or the Auto Scene Detector. Marks can also be copied, imported, or replaced. A counter number in raw frames identifies events internally. This address can be displayed in Time Code or Feet and Frames formats as well as the raw Frame count. Only events in the Master List are given a Scene Number. There are three counter displays for monitoring the current position in different formats or with different offsets. The 2K interface divides parameters into 30 Lists. There are lists for • External device control • 2K Standard Features • 2K Optional Features Some of these lists are for options that need to be enabled to be accessible. To see what options a system has enabled go to the Login screen, click on Site Admin and enter the password “artisan”, choose Utility: View Option Information.
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Valid Lists The Valid Lists for a configuration or session are selected from Setup: User Options; Valid List Options. If a list is gray it is not available on this system. If the check box is gray the list is not valid in this session. Memories and List Management functions can only work on Valid Lists. However, reducing the number of Valid Lists simplifies list management during a grading session. A typical example is to disable Telecine Color and Telecine Pan lists for Tapeto-Tape configurations. Dailies sessions can be simplified by removing Channels and Windows Lists.



Select the Valid Lists and click on OK or Apply to activate them.
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DISPLAYS Active List View



The state of all the Valid Lists can be monitored in the Active List View (ALV) which is opened by selecting Displays: Active List. Right mouse clicking the Mona Lista displays options to change the orientation and scale of the ALV. Each list has four possible states; •



Active: Marks can be entered and selected; Memory settings recovered.



•



Disabled: Marks cannot be entered or selected; Memory settings ignored.



•



Dynamic: Grading is calculated by 2K based on start, end and duration settings. Colorist can not trim gradings in this state.



•



Inhibited: Events are ignored; live settings are applied but not stored.



Left mouse click a list icon to toggle its state between active and disabled. Right mouse click an icon to reveal the icon name, Inhibit, and Close. Select Inhibit to inhibit the list and Close to close the ALV Active Lists



Lists can only be Marked when they are active. To select a Mark or to recall Memory parameters, the list or lists must be active. To toggle a list on (active) and off, left mouse click the list. The list is highlighted when off. To enable just the list for the current control panel mode, press [All/None]. Pressing the [All/None] key again returns the lists to their previous status. To enable all lists, press [Blue Command] [All/None] on the Keyboard Panel. To disable all lists, press [Green Command] [All/None] on the Keyboard Panel. Individual lists can also be enabled or disabled from the Keyboard Panel. Refer to the list descriptions for details. The Lists are also displayed in the Mona Lista and Texta Lista windows. Each of the displays has a different format and can be configured to show some or all of the Active Lists. To open either of the windows, select Displays from the menu bar and select the required window. The Mona Lista view is time relative and is useful for monitoring event positioning and accuracy. The Texta Lista is purely an event display and gives a more global view of the session.
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Mona Lista



Mona Lista Display



The Mona Lista display has four user-defined layouts. Each layout can show some or all of the lists selected in Setup: User Options: Valid List Options and can be switched automatically with Desk: Auto Pop. The Mona Lista displays all the events in a session as a scalable time line. It also shows the state of lists and scene numbers. Mona Lista, Texta Lista and ALV preferences are defined by right mouse clicking anywhere within this display. List Icons Left mouse click a list icon to toggle its state between active and disabled. Right mouse click an icon to reveal the icon name, and Inhibit. Select Inhibit to inhibit the list. An inhibited list has a small yellow triangle in the lower left corner of the list icon and all the marks in that list become yellow. Event Marks A red event mark shows the point on the timeline that a programmed change will occur. A yellow event mark shows a programmed change that will be ignored because it is in an inhibited list. Event marks can exist in one or all available lists, but only those in the Master list are assigned a scene number.



No events can be added prior to frame count 0 which is denoted by a black event mark.
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Leo Bar The Leo bar is affectionately named after “Leoman” on the original Classic da Vinci system and represents the position within the current event. The bar starts from the bottom at the beginning of an event and reaches the top at the end of the event. When there is an event mark on the current frame the Leo bar is replaced by the mark itself. Event Scale Use the vertical slider to adjust the scale of the time line. When the slider is at the top the divisions are in frames, and when it is at the bottom the divisions are in hours. List Layout Preferences Right mouse click the Mona Lista to set preferences for the Mona Lista, Texta Lista and Active List View windows. A pop up menu offers the following options: • Display ➤ • Set Order • Font ➤ • ALV Orient • ALV Scale • Close ~ Display ➤ Click on Display to select from one of the four custom Mona Lista layouts, defined by Set Order. Since each Desk Page can have a different Mona Lista layout associated with it, there should be little need to switch layouts manually. Set these associations in Setup: User Options: Auto Pop Options: Mona Lista Change. ~ Set Order Click on Set Order to define the four Mona Lista layouts. Within this display the layouts are referred to as Config1-4. There are two default sets which are activated by clicking on Telecine Default or Tape to Tape Default. To define a layout check the ACTIVE box for one of the Configs. Then click on the Lists in the column on the left in the order that the icons should appear. Lists that are not selected in Setup: User Options: Valid List Options are grayed out and not available. To delete a List in the ACTIVE Config click on the List title. To delete all the Lists in the ACTIVE Config click on Clear Selected. To delete the Lists in all Configs click on Clear All. When the four Configs contain the - 63 -



2K Operations Manual: Chapter Four ~ List Management



desired Lists in the correct order click on Apply List Order. To cancel changes to the layouts right mouse click on the display border and choose Close. Once Set Order is satisfactorily configured go to in Setup: User Options: Auto Pop Options: Mona Lista Change to program automatic switching of the layouts according to Desk Page. ~ Font ➤ Click on Font to select the size and type of the text used for event numbers. Fonts 1 through 5 are bold with 1 being the smallest and 5 the largest. Fonts 6 through 10 repeat the sizes as normal text. ~ ALV Orient Click here to toggle the ALV display between horizontal and vertical orientation. ~ ALV Scale Click here to toggle the ALV icons between large and small. ~ Close Click here to close the Mona Lista.



- 64 -



2K Operations Manual: Chapter Four ~ List Management



Counters



There are three frame counters in the 2K system. The main counter always shows the internal count without offset also shows the deck speed. Main Counter The main counter can be set to display film Frames, Feet & Frames or Timecode. These are set from the 2K Setup: User Options control window and are the default settings for the main counter or any clone made from the main counter. Right mouse clicking the main counter will produce a drop down display of the following options; •



Active Deck. Toggles the counter between the source deck and the deck currently controlled by the Keyboard Panel transport keys. If the counter display is yellow the counter is in source deck mode. When in current deck mode the counter display is green. •



Display Clone. Clicking counter 1 or 2 produces the cloned counter.



Clone Counters Once the clone is on screen, it too can be right mouse clicked to produce a drop down menu. • Active Deck. Toggles the counter between source and the deck currently controlled by the Keyboard Panel in the same way as the main counter. • Set Counter. The cloned counter can have a different frame count to the main counter. Type the new frame count on the Keyboard Panel numeric keypad and select Set Counter to set in the new number. • Display Mode can be set to display Frames, Timecode or Feet & Frames



•



Display Speed allows selection of the Timecode FPS
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LISTS Group:



Icon:



Title:



Description: Master List



TK Pan TK Color Noise Reducer GPI NDP Aux SV Primary SV Secondary SV CPW SV LPW Format Channel 1 Col Channel 1 Win Channel 2 Col Channel 2 Win Channel 3 Col Channel 3 Win Channel 4 Col Channel 4 Win Channel 5 Col Channel 5 Win Channel 6 Col Channel 6 Win Channel 7 Col Channel 7 Win Channel 8 Col Channel 8 Win Format Clip Defocus DVE Key NDP Aux



Telecine Pans Telecine Color Noise Reducer General Purpose Interface External Device (e.g. Primal) Super Vector Primaries Super Vector Secondaries Super Vector Circle Power Window Super Vector Quad Power Window Clipping and Blanking Channel 1 Color Channel 1 Windows Channel 2 Color Channel 2 Windows Channel 3 Color Channel 3 Windows Channel 4 Color Channel 4 Windows Channel 5 Color Channel 5 Windows Channel 6 Color Channel 6 Windows Channel 7 Color Channel 7 Windows Channel 8 Color Channel 8 Windows Downconverter Scene to Scene Clipping Defocus Colorist Toolbox Key Buses Future List



Master List External Devices



2K Standard Features



2K Optional Features
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Master List The Master List is always visible in the Mona Lista, and is the list that stores VSRs. Events marked in the Master List are also given a Scene Number displayed in the Texta Lista ID column and beside marks in the Mona Lista when the source deck is stationary. TK Pan List The Telecine Pan List stores the Telecine Pan parameters. 1.62



Left mouse click the Telecine Pan List to enable or disable. When the Joyball Panel is in TK Pan mode, [All/None] toggles all lists except the Telecine Pan List on and off. In Spirit Telecines Telecine Saturation occurs in the Spatial Interpolator along with pans and scans. However, the 2K now correctly stores the Telecine Saturation values in the Telecine Color list. TK Color List The Telecine Color List stores the Telecine Color parameters. Left mouse click the Telecine Color List to enable or disable. When the Joyball Panel is in TK Color mode, [All/None] toggles all lists except the Telecine Color List on and off. NR List The Noise Reducer List stores the Noise Reducer parameters. Left mouse click the Noise Reducer List to enable or disable. When the Joyball Panel is in Noise Reducer mode, [All/None] toggles all lists except the Noise Reducer List on and off. GPI List The GPI List stores the General Purpose Interface triggers. Left mouse click the GPI List left to enable or disable. When the Joyball Panel is in GPI mode, [All/None] toggles all lists except the GPI List on and off.
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SV Primary List The Super Vector Primary List stores the inside and outside standard 2K Primary Processing enhancements. SV Secondary List The Super Vector Secondary List stores the inside and outside standard 2K Secondary Processing enhancements that occur immediately after Super Vector Primaries and prior to any of the 2K processing options. SV Circle Power Window List The Super Vector Circle Power Window stores the active/inactive status, size, position, and softness parameters for the Super Vector Circle Power Window, which is used to define an area for SV Primary and/or Secondary enhancements. SV Quadrilateral Window List The Super Vector Quad Window List stores the active/inactive status, size, position, and softness parameters for the Super Vector Quad Window, which is used to define an area for SV Primary and/or Secondary enhancements.



The Quadrilateral Window is sometimes referred to as a Flying Window, Linear Window or Polygon Window in early documentation!.
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~ Channel 1-8 Enhancements List The Channel Enhancement Lists store the enhancements for each individual Channel. The Channel ID appears in the Mona Lista between the TLC List and the Channel Enhancement List. Left mouse click the Channel Enhancement List to enable or disable. When the Mona Lista is showing Channel 1-8, [Sub 1] toggles the Channel Enhancement List on and off. ~ Channel 1-8 Windows List The Channel Power Windows Lists store the Circle and Linear Power Window parameters for each individual Channel. The Channel ID appears in the Mona Lista between the TLC List and the Channel Enhancements List. Left mouse click the Channel Power Windows List to enable or disable. When the Mona Lista is showing Channel 1-8, [Sub 2] toggles the Channel Power Windows List on and off. ~ Format List ~ Clip List ~ Defocus List The Defocus List stores Defocus Power Windows, effects and enhancements for both the image and the key defocus. Left mouse click the Defocus List to enable or disable. When the Joyball Panel is in Defocus mode, [All/None] toggles all lists except the Defocus List on and off ~ DVE List ~ Key List



~ NDP Aux List
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CONTROLS The main list management controls are situated in the lower middle Keyboard Panel. These controls are: • [Mark] to add or insert event marks • [Lift Mark] to trim or move marks • [Trim] to be defined • [Delete] to remove marks • [Ripple Value] to apply a grading change to more than one event • [Start Dissolve] to change a dissolve start mark • [End Dissolve] to dissolve to the current grading • [Dissolve] to make the current event a dissolve [Field] is located at the top right of the Keyboard Panel and is used in tape to tape sessions. Marks



Creating Marks ~ [Mark] [Mark] adds an event mark to the active lists. To add an event mark to all active lists at the current source deck position press [Mark] without entering a number. To create an event on a designated frame anywhere in the list, type a counter position in the default display format and then press [Mark]. To create an event a specified distance from the current source deck position, type [+] or [-] followed by a counter value in the default display format, and then press [Mark]. , [Mark] toggles the Auto Scene Detector on and off.
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Moving Marks ~ [Lift Mark] [Lift Mark] trims or moves one or more marks. However, it cannot move marks out of sequence. To move the start of the current event to the current source deck position press [Lift Mark], [Mark].
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To move the start of the current event to a designated frame, press [Lift Mark], then type the new location in the default display format, then press [Mark]. The new location must be after the previous event and before the next. e.g. [Lift Mark] [1] [:] [:] [:] [Mark] moves the start of the current event to timecode 1:00:00:00 To move the start of the current event a specified distance, press [Lift Mark], then type [+] for forward or [-] for backward and the distance in the default display format, then press [Mark]. Again the new location must be after the previous event and before the next. e.g. [Lift Mark] [+][5] [Mark] moves the start of the current event forward 5 frames To move a range of marks enter the first and last event in the range separated by a comma followed by [Lift Mark] and any of the techniques described above. e.g.[11] [,] [14] [Lift Mark] [-] [5] [Mark] moves events 11 through 14 inclusive back 5 frames It is not necessary to be parked within the range to perform these functions. To move all the events in a list enter [-] [,] [+] followed by [Lift Mark] and any of the techniques described above. e.g. [-] [,] [+] [Lift Mark] [1] [:] [:] [:] [Mark] moves the whole list so that the first event starts at timecode 1:00:00:00 To cancel any lift mark operation, press [Lift Mark] a second time. ~ [Copy Mark] [Copy Mark] allows an event to be copied and pasted elsewhere in the list, leaving the original unchanged. To copy a range of marks enter the first and last event in the range separated by a comma followed by [Copy Mark] and any of the techniques described in Moving Marks. e.g. [4][,][6][Copy Mark][Mark] copies scenes 4 through 6 inclusive to the current position. The destination must be able to accommodate the duration of the copied marks when copying within a list.
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Dissolves



A dissolve is a gradual transition that creates a smooth, seamless color value change over a defined number of frames. A dissolve results in a dynamic event during which the values for each frame are calculated by computer, and all grading controls are locked out. Only variable controls can be dissolved, switched parameters will not have seamless transitions. A dynamic scene is represented by triangles in the Mona Lista, and Texta Lista. To change values within a dynamic event, either from the panels or from a memory, the event must first be made static. Dissolves work smoothly at any speed in any direction although it may be necessary to give a short pre-roll under some circumstances. Dissolves can be created while marking a list, or inserted later after the list is marked. They can be programmed in any or all lists independently. Dissolves in the TK Pan and all Power Window lists can be linear or profiled. Dissolves in all other lists are linear. There are three dissolve keys in the list management block of the Keyboard Panel. [Dissolve/ Static] [Dissolve] reacts differently depending on whether it is used before or after the last event. When it is used after, it creates a dissolve from the last event to the current position and adds a Mark at the current position. When it is used within an existing event, it makes a static event dynamic and a dynamic event static without inserting any new Marks. [Start Dissolve] [Start Dissolve] enters a new start Mark within a dissolve. The new event up to the Mark becomes static and the event after the Mark remains a dissolve with the same start values as before. This key therefore trims the start mark of a dissolve without removing the original scene boundary. [Start Dissolve] used in a static event performs the same function as [Mark/ Insert] – it inserts a new Mark to create a new static event. [End Dissolve] [End Dissolve] adds a dissolve to the Event List ending at the current position and beginning at the preceding Mark. The current grading remains active at the end of the dissolve and the Original Scene grading is restored at the beginning of the dissolve.
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Dissolve Profiles



Dissolves are usually programmed to change at a linear rate. The speed of the change is calculated by the 2K based on the duration and the difference between the start and end values. However, Changes in the Telecine Pan list (TKP), the Super Vector Power Window lists, the Channel Power Window lists and the 2K Format list often look more natural if they are profiled. A Dissolve Profile varies the rate of change to create fluid motion. A cameraman will start a pan slowly, build up speed and then gradually come to a stop at the end. This is referred to as a “ramp up – ramp down” move. The da Vinci 2K can be programmed for a variety of linear, ramp up, ramp down, speed start and speed finish combinations. To access the Dissolve Profile display press ✧ [Dissolve]. Changes are applied to all new dissolves. To change an existing dissolve cue to the event and press [Dissolve] twice; once to make the scene static and a second time to create a dynamic with the new profile. The four lists can each have different profiles, but for a window to track a pan the lists should have matching profiles. Adjust the Start number for the beginning of the dissolve, and the End number to determine the speed at the finish. Then click on Apply for the changes to take effect.



Existing dissolves remain unchanged. The following table illustrates the profile applied for each value. When set to 0 the 2K performs a cut. The Start and End values can be mixed.



Position 1 - Linear
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Position 2 – Slow Ramp Up/ Ramp Down



Position 3 – Ramp Up/ Ramp Down



Position 4 – Ramp Up/ Ramp Down



Position 5 – Ramp Up/ Ramp Down



Position 6 – Near Linear Ramp Up/ Ramp Down



Position 7 – Near Linear Speed Up/ Speed Down
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Position 8 – Speed Up/ Speed Down



Position 9 – Speed Up/ Speed Down



Position a – Speed Up/ Speed Down



Position b –Rapid Speed Up/ Speed Down
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Ripple Value



A "ripple value" is an overall change or trim to settings through the entire scene list or a selected group of scenes in the list. The [Ripple Value] key applies the changes made in the current scene to the other scenes in one of three quite different ways • Absolute: Any changes made to the current scene are rippled to the additional scene(s) by the same number of units of change. For example, if the current scene has a Master Gain level of eighty units and is increased to ninety units, each rippled scene's master gain level increases by 10 units. This is useful to compensate for a badly setup monitor. • Relative: In Relative mode, any change made to the current scene is rippled to the additional scene(s) by the same percentage of change. For example, if the current scene has a Master Gain level of a hundred units and is changed to ninety units, then each rippled scene will have a relative reduction of 10 percent in its Master Gain level. This modification is based on the Master Gain level in the rippled scene(s) before the change. So if a particular rippled scene originally had a Master Gain level of fifty units, the relative change of 10 percent would reduce the rippled scene's video gain level to forty-five units. • Static: In Static mode, any changes made to the current scene are rippled to the additional scene(s) using the exact control setting changes. For example, if Master Gain in the current scene is changed and set to 75% of its range, each scene rippled will then have a Master Gain setting of 75%. This is useful for setting consistent audio levels or noise reducer settings throughout the entire list. Switch functions are always Static.



To change the Ripple Value type right mouse click the System Always save Status display and navigate to Setup: User Options, and then the session Session Options “Miscellaneous Parameters” Ripple Value Mode before attempting a ripple value Only parameters whose values are different from those stored in the current Original Scene Memory are rippled so it is a good operation. idea to recall the Original Scene Memory before creating the ripple value.
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The ripple value can be applied to a range of scenes before and /or after the current scene. To define the range type the scene ID for the first and last scenes to be affected, separated by a comma. E.g.10, 20 [Ripple Value] will trim scenes 10 through 20. To affect all scenes after the current scene use + and to affect all scenes before the current scene use -. All the scenes in an event list can be trimmed by entering -, + [Ripple Value]. Ripple Value will not be completed if either of the scenes in the specified range does not exist. Field Adjust



To toggle the field that an event starts on in tape to tape sessions press [Field]. To change all the events in a session to Field 1 press [Field], and to force all events to Field 2 press [Field].
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VSR PLUS There are two main features of VSR (Visual Scene Representation). The Visual Scene Representation of events and memories. An interface for automatic Reference Store control. VSR Plus brings even more speed and efficiency to da Vinci 2K sessions by cueing and recalling enhancements visually without having to refer to a scene number, name or comment. VSR Plus images are stored in a compressed form on the SGI hard drive. No additional hardware storage is required. The interface can also capture full resolution images on an external computer system for full resolution comparisons. VSR Plus thumbnails are visible in the VSR Plus Display window, Memories window and the two Browser windows. Full resolution images can be captured and linked to the VSR Plus thumbnails when an external dedicated computer system is interfaced to the 2K. VSR Display



Scratchpad Memories Browsers



The VSR Plus Display contains frames captured from the events in the Master List and can be configured as a virtual filmstrip or as a poly-photo window. Double left mouse clicking a VSR Plus recalls the settings associated with that scene. Double middle mouse clicking on a VSR Plus cues the source deck to that event. VSR Plus is active in normal and scroll modes. Thumbnail images are also stored for all 26 Scratchpad memories and the Session Base memory in the VSRs: Memories window. VSR Plus includes two Browsers in addition to the VSR Plus Display. These are used to display thumbnails from any session or sessions from any colorist on the current system or across a network and are accessed from VSRs: Browser 1-2. Images in the Browsers can be cut, copied and rearranged to condense or storyboard the events. These selections have the functionality of the VSR Plus Display along with storyboard, play back and print capabilities The VSR Plus also interfaces to The Gallery reference store which stores full resolution images for each thumbnail. These images are recorded and recalled in the same way as grades. The Gallery stores images as data from the 2K via a dedicated 100-base T connection. This solution allows an image to be accessed even when the current session is in a different resolution. However, it does not currently resize images between resolutions.
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LIST MANAGEMENT APPENDIX Setting the Counters The 2K internal positions without offsets are displayed in the default format in the Texta Lista. The Display: Counter(s) can be set to any format, and can include different offsets.



~ Set Count With The Mouse: 1. Enter a counter value 2. Right click on a counter display 3. Select Set Counter ~ Set Count From the Keyboard Panel: 1. Press [Clear] 2. Press [Set Count] 3. Enter a counter value 4. Press [softkey (Counter 1/2/3)] ~ To Clear All Counter Offsets: 1. Press [Clear] 2. Press [Set Count] 3. Press [Frame/Scene] 4. Press [softkey (All Counters)] ~ To Set the Default Counter Format: 1. Right mouse click the Status window and choose Setup: User Options 2. In the Session Options page make a Default Mode selection in the Counter Parameters section. 3. At the bottom of the page left mouse click on OK
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Creating Dissolves ~ To Add A Dissolve At The End Of An Event List 1. Make all dissolve lists enabled 2. Mark the start of the dissolve 3. Play forward to the end of the dissolve 4. Press [Dissolve] or [End Dissolve] 5. Create the new grading ~ To Insert A Dissolve Into An Existing Event 1. Play into the event and cue to the end of the dissolve 2. Create the new grading 3. Press [End Dissolve] 4. Cue back to the start of the dissolve 5. Press [Start Dissolve] ~ To Toggle An Event Between Dynamic And Static 1. Press [Dissolve]



Adding Key-Frames To Dissolves Once the correct values are set at the beginning and end of a dissolve it is sometimes necessary to force some settings (for example a Power Window position) to occur on a specific key-frame within the dissolve. 1. Create a Dissolve 2. Move the source deck to the frame within the dissolve that needs a key frame 3. Press [Mark]. If the key-frame is only in one list, disable the other lists first. 4. Adjust the controls for the correct values at the key frame 5. Press [Dissolve]
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Using Ripple Value ~ To Trim a Block of Events 1. Save the session. 2. Enter a reference scene and press [Orig. Mem]. Ripple Value uses the difference between the new grading and that stored in Original Scene Memory. 3. Check which type of ripple is to be used in Setup: User Options: Session Options; “Miscellaneous Parameters”, Ripple Value Mode. 4. Make the changes to be rippled. 5. Type in the range of scenes to be modified separated by a comma. E.g. 10, 20 Event numbers must be absolute and must exist. If it is not known how many scenes are in the color list and the entire list is to be rippled, enter -, + before pressing [Ripple Value]. 6. Press [Ripple Value]. The designated scenes are modified based on the new changes in the current scene.
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SGI Image Captures The O2 computer used by the 2K interface receives images for the VSR interface. These images can be captured as .RGB, .TIF, .JPG or .GIF formats. This provides an economic and effective way to produce publicity stills. 1. Grade and cue the required image 2. On the SGI Keyboard press Alt + F9 or minimize the 2K program with the mouse 3. From the Desktop Toolchest select Find: Media Tools 4. Open mediarecorder by double clicking it 5. Under the Choose Media and Source caption (lower left) select the third icon “Image from Connected Source” 6. Select or enter the target directory in the pink window at the top right. 7. From the menu bar select Tasks: Image: Custom Settings 8. Choose the desired image format and click on OK 9. Press the red record button 10. Click on the file name (image1.tif) to rename it
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5.1. Overview 5.2. Displays 5.3. SV Primaries 5.4. SV Secondaries 5.5. SV Power Windows



New



5.6. Appendix



YSFX
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SUPER VECTOR PROCESSING OVERVIEW



Super Vector Primary, Secondary and Windows Enhancements



The standard da Vinci 2K includes two sets of the following: • Super Vector Primaries • Super Kilovector Secondaries • Power Windows • Self-Key • External Key The settings are shown in the Primaries, Secondaries and Windows displays that are accessed by right mouse clicking on the 2K interface background or the Status window and choosing Displays. These windows can also be configured to Autopop when the panel mode keys are used. The Super Vector set Processing consists of: •



Primary Lift, Gamma and Gain in four channels (Luminance, Red, Green and Blue)



•



Custom Curves



•



YSFX



•



Secondary Master Saturation, Phase, Lift and Gain



•



6 Fixed Secondary Super Kilovectors



•



9 Programmable Secondary Super Kilovectors with Hue, Saturation and Luminance Isolation



The Super Vector set Qualifiers are: •



Power Windows (circle and quad)



•



Primary Light and Dark clips



•



Key Bus
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SUPER VECTOR DISPLAYS SV Primary Controls



SV Primary Controls Bars Display



Right mouse clicking on the 2K interface background or the Status window and choosing Displays: Primaries accesses the 2KPrimary Controls window. It can be configured to Auto Pop when the [SV Primary] mode key on the Joyball Panel is pressed. Main Title Right click on the 2K Primary Controls title to access the following Custom Curve and data options. 2K Primary - left click the options title to close the options menu but leave the window open. Show Raw Value - displays numeric values in their native hex form. This is the most accurate display. Show Percentage - displays numeric values as a percentage integer. Small changes are still applied, but might not be sufficient to advance the percentage integer. Set Gamma Curve to MFG - sets the four Custom Curve channels back to the MFG Default Curve for this event only. Set Gamma Curve to LINE - sets the four Custom Curve channels back to a straight line for this event only. The straight line is unity gamma and a common starting point for Custom Curve manipulations. Close - Closes the 2K Primary Controls window. Sub Set Titles The sub-set titles (Black, Gamma, Gain, Knee) identify the four graph displays. Double left clicking on a sub-set title resets parameters in that sub-set to the MFG Default values, which are neutral.
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Pages There are five pages in the 2K Primary Controls window. Left click a tab to view another page, or if a tab is concealed, right click the tab space for drop down menu access to the other pages. The page views can also be switched from the Keyboard Panel soft keys when the panels are in SV Primary mode. The five pages are: •



Bars/Color - for Black, Gamma, Gain and Gamma Knee information in graphic form.



•



Custom Curves - for Custom Curve graphs.



•



Lines - for Lift and Gain information.



•



Values - for Black, Gamma, Gain and Gamma Knee information in numeric form.



•



Others - for Master Chroma, Master Phase, Make Lum, Chroma Light, Chroma Dark and Chroma Soft information in numeric form.
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SV Bar Graph Display The Bar Graph is the default page for the 2K Primary Controls window. It can be configured to Auto Pop when [SV Primary] is pressed. Left clicking the Bars tab, right clicking on the SV Bar Graph Tabs and selecting Bars or pressing [soft key (Bars)] on the Keyboard Panel in SV Primary mode accesses the Bar Graph display.



This is an interactive window, and values or sub-sets can be changed or reset with the mouse. The four graph displays show the 2K Primary processing for the current event. If a Super Vector Power Window is active, the display shows the active settings according to the cursor position. If the cursor is inside the window, the graphs show inside window values. Black - shows lift values for luminance, red, green, and blue (YRGB) channels. The mid position (no bars) is neutral. Master, Joyball and Lum Lift enhancements are shown in this display. The bars are interactive and can be adjusted with a left mouse drag. Gamma - shows gamma values for the YRGB channels. The mid position (no bars) is neutral. Master, Joyball and Lum Gamma enhancements are shown in this display. The bars are interactive and can be adjusted with a left mouse drag. Gain - shows gain values for the YRGB channels. The mid position (50% bars) is neutral. Master, Joyball and Lum Gain enhancements are shown in this display. The bars are interactive and can be adjusted with a left mouse drag. Knee - shows Gamma Knee enhancements for the YRGB channels. The mid position is neutral. Gamma Knee Position, Width and Range enhancements are shown in this display. Right clicking anywhere in the graphic display area accesses an option menu. 2K Primary Bars - left click the options title to close the options menu but leave the window open. Show Bars - keeps the display as bar graphs. Show Color - changes the display to vector format with separate luminance bar. The vector display shows the same information as the bars display in an alternative layout. Close - closes the 2K Primary Controls window.



- 90 -



2K Operations Manual: Chapter Five ~ Super Vector Processing



SV Color Vector Format Display Right clicking on the SV Bar Graph Display and selecting Show Color accesses the vector format. It is an alternative layout for the information shown in the Bar Graph display.



SV Primary Controls Color Display



The vector display shows the 2K Primary processing for the current event. If a Super Vector Power Window is active, the display shows the active settings according to the cursor position. If the cursor is inside the window, the graphs show inside window values. Black – The vector wheel shows the black joyball, and the bar displays the current black luminance value. The luminance bar is interactive and can be adjusted with a left mouse drag. Gamma - The vector wheel shows the gamma joyball, and the bar displays the current gamma luminance value. The luminance bar is interactive and can be adjusted with a left mouse drag. Gain - The vector wheel shows the gain joyball, and the bar displays the current gain luminance value. The luminance bar is interactive and can be adjusted with a left mouse drag. The Knee display and right mouse click are the same as the SV Bars display.
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SV Custom Curve Display The four graphs display the 2K Primary Gamma controls’ definitions for the current event. If a Super Vector Power Window is active, the display shows the active settings according to the cursor position. If the cursor is inside the window, the graphs show inside window values. This is an interactive window, and values or sub-sets can be changed or reset with the mouse. Left clicking the Custom Curve tab, right clicking on the SV Bar Graph Tabs and selecting Custom Curves, or pressing [soft key (Curves)] on the Keyboard Panel in SV Primary mode accesses the Custom Curve display.



SV Primary Controls Custom Curve Display



Right click on the 2K Primary Controls title to access initial Custom Curve shapes. •



Set Gamma Curve to MFG - sets the four Custom Curve channels back to the MFG Default Curve for this event only.



•



Set Gamma Curve to LINE - sets the four Custom Curve channels back to a straight line for this event only. The straight line is unity gamma and a common starting point for Custom Curve manipulations.



Double left clicking the Lum, Red, Green or Blue subtitles resets the relevant curve to its Session Base memory value. Left clicking a Custom Curve adds a point to the curve up to the maximum 12 points. Left clicking away from the Custom Curve adds a point and snaps the curve to that point. Holding down the middle mouse button and dragging to another Custom Curve copies the Custom Curve shape. Right mouse clicking a point removes it.
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SV Lines Display The four graphs display the 2K Primary Lift and Gain parameters for the current event. If a Super Vector Power Window is active, the display shows the active settings according to the cursor position. If the cursor is inside the window, the graphs show inside window values. Left clicking the Lines tab, right clicking on the SV Bar Graph Tabs and selecting Lines, or pressing [soft key (Lines)] on the Keyboard Panel in SV Primary mode accesses the Lines display.



SV Primary Controls Lines display



This display is not interactive. The lower part of each graph shows the Lift values. The Upper part shows the Gain values. The mid or Gamma part of each graph represents the Custom Curve definition, but not the gamma value applied. To see the gamma values switch to the SV Bars display.
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SV Values Display The SV Values display shows 2K Super Vector Primary parameters for the current event in numeric form. If a Super Vector Power Window is active, the display shows the active settings according to the cursor position. If the cursor is inside the window, the graphs show inside window values. This is an interactive window and values or sub-sets can be changed or reset with the mouse. Left clicking the Values tab, right clicking on the SV Bar Graph Tabs and selecting Values, or pressing [soft key (Values)] on the Keyboard Panel in SV Primary mode accesses the Values display.



SV Primary Controls Lines display



As with the other SV Primary Control displays the data is shown for each of the Luminance, red, green and blue channels. These are divided into the following sub-sets: •



Black is the [Master Black] sub-set which incorporates the [Lum Lift] and [Lift joyball] controls.



•



Gamma is the [Master Gamma] sub-set which incorporates the [Lum Gamma] and [Gamma joyball] controls.



•



Gain is the [Master Gain] sub-set which incorporates the [Lum Gain] and [Gain joyball] controls.



•



Position is the Gamma Knee [Position] sub-set.



•



Width is the Gamma Knee [Width] sub-set.



•



Slope is the Gamma Knee [Range] sub-set.



•



Neg. is the YSFX sub-set.



Left clicking on any of the data boxes highlights that value and enables the slider for mouse control. Left clicking on a sub-set title gangs the YRGB values in that sub-set and enables the slider. Double left clicking a sub-set title or a YRGB title resets the row or column of values to MFG memory (neutral) settings.
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SV Others Display The SV Others display shows miscellaneous 2K Super Vector parameters for the current event in numeric form. If a Super Vector Power Window is active, the display shows the active settings according to the cursor position. If the cursor is inside the window, the graphs show inside window values. This is an interactive window and values can be changed with the mouse. Left clicking the Others tab or right clicking on the SV Bar Graph Tabs and selecting Others accesses the Values display.



SV Primary Controls Lines display



•



Master Chroma shows the 2K Secondary [Master Chroma] setting.



•



Chroma Phase shows the 2K Secondary [Master Phase] setting.



•



Make Lum shows the 2K Primary [Make Lum] setting.



•



Chroma Lite shows the 2K Secondary [Chroma Light] setting.



•



Chroma Dark shows the 2K Secondary [Chroma Dark] setting.



•



Chroma Soft shows the 2K Secondary [Chroma Soft] setting.



Left clicking on any of the data boxes highlights that value and enables the slider for mouse control.
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SV Secondary Display



SV Secondary Controls Display



Right mouse clicking on the 2K interface background or the Status window and choosing Displays: Secondaries accesses the 2K Secondary Controls window. It can be configured to Auto Pop when the [SV Kilovector] mode key on the Joyball Panel is pressed. This display shows active fixed vectors and Super Kilovectors; qualifiers and modifiers; Super Vector Secondary modes and Outside/Inside status. Graphic Display Right mouse click anywhere in this display to access the following options. • Page reveals the following choice of vectors that can be displayed: o Fixed Vectors shows the six fixed vectors numbered 10-15 o Super Vectors 1-3 locks the display to Super Vectors 1-3 o Super Vectors 4-6 locks the display to Super Vectors 4-6 o Super Vectors 7-9 locks the display to Super Vectors 7-9 o Auto Page Select pops to the page displaying the current vector • Track scrolls the background color spectrum automatically so that the current vector center is always in the center of the display. Normally the background is fixed, and vectors are positioned horizontally according to vector center. • Grafix toggles the graphic part of the display on and off • Diodes toggles the diode part of the display on and off • Close removes the Super Vector Secondary controls display from the Desk
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~ Spectral Background Active secondary vector isolations are displayed against the spectrum. 2K secondary vectors are defined by Hue, Saturation and Luminance qualifiers. The position on the spectrum indicates the Vector Center. Hue Width and Softness are represented by the width and slope of the displayed vector. At the center of each displayed vector there is a grayscale showing changes to the Top and Bottom Luminance Qualifiers. The rest of the shape is filled with the selection color of the vector. Top and Bottom Saturation qualifications are shown in a darker and lighter shade of the selected color respectively. Six Fixed Vectors or three Super Vectors can be displayed at one time. The spectral background is fixed by default, but it can be set to track the vector that is currently controlled by the Joyball Panel by right clicking anywhere on the spectrum and choosing Track. ~ Window Background The strip directly below the Spectral Background is black when the display is showing outside window vectors and white for inside. Below each isolation shown there is a box displaying hue changes to that vector. If the hue has not been adjusted the box remains transparent. If the vector is in RGB or Replace mode the box has a solid white fill. Vectors are displaced vertically to avoid confusion. ~ Enhancements Panel The lower part of the graphic display is divided into two sets of three columns each having a horizontal center bar. Everything But Indicator When Everything But mode is active, a green box shows up in the central divider. If no box is visible the Secondary Master controls affect the whole image. Luminance Enhancements The first three columns (six columns for the Fixed Vector display) represent luminance enhancements and luminance qualifier softness. Two white lines open out from the center to show the amount of luminance qualifier softness. A colored bar shows Lum Lift changes while Lum Gamma changes appear as a crossover pattern. In Vector Replace mode the bar is white. In RGB and Replace/ Keep Luminance there is no bar. Saturation Enhancements The three columns on the right (six columns for the Fixed Vector display) represent saturation enhancements and saturation qualifier softness. Two white lines open out from the center to show the amount of saturation qualifier softness. A colored bar shows Saturation changes. In RGB and all Vector Replace modes RGB color bars are displayed. These bars represent the gain joyball settings.
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Diode Display If the diode display is not visible, right mouse click the color spectrum and choose Diodes. This display has two rows of buttons. The upper row is for outside window corrections and the lower one is for inside window corrections. Super Vectors are numbered one through nine, and an initial letter identifies Fixed vectors. The buttons remain gray until a qualification or enhancement is made. When a secondary vector is in use the button takes on the color of the Hue Center. A single left mouse click on a button resets that enhancement and makes that vector active on the Joyball Panel. A subsequent left mouse click resets the qualifications back to the Base memory.
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SV Power Window Display



Super Vector Power Window Display



The SV Windows display shows 2K Super Vector Power Window parameters for the current event. Circle and quad shapes are displayed when a Super Vector Power Window is active. The top bar graph shows the amount of softness applied to the edges of the Quad Power Window and the bottom bar graph shows the softness of the Circular Power Window. As the size, shape and placement of the Power Window are adjusted, the graphic representation follows. The inner green box represents the borders of the visible image area. A Power Window between the inner and outer green box will be off screen. Either Primary or Secondary color correction or a combination of both can be applied inside or outside of a Power Window. •



Primary correction only is identified by blue.



•



Secondary correction only is identified by cyan.



•



Primary and Secondary correction together is identified by yellow.



Each Power Window shape can be a Matte or a Mask. A Matte is identified by plus signs and a Mask is identified by minus signs. In additive mode a Power Window shape is added to another as a matte. In subtractive mode a shape masks another Power Window.
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SUPER VECTOR PRIMARIES In color processing terminology, “primary” corrections are those that affect the overall color balance of an image. Film has very different gamma characteristics for shadow, mid tone and highlight information, and to cope with these differences there are different primary controls for each of these areas. The shadow controls are referred to as “black” or “lift”; the mid tone controls are referred to as ”gamma”, and the highlight controls are referred to as “white” or “gain”. Images coming into the da Vinci 2K are fed to two identical sets of Super Vector Primary processing via a 4k by 4k framestore. The output of the two Primary processors is combined through Power Windows and the Key Bus to provide the inputs for Super Vector Secondary processing.



Operating Tip: Enable Super Vector Primary Power Windows to see Outside and Inside Primary enhancements
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OPERATING TIP: It is



recommended that a good balance be achieved at the telecine stage to get the optimum benefit from the 2K.



The two processors are referred to as “Outside” enhancement and “Inside” enhancement. Each processor works in four channels of 16 Bits each. Controls, displays and the da Vinci parade scope show Luminance, Red, Green and, Blue as separate signals. All the Primary settings are memory parameters, and both the Outside and the Inside values are stored on an event-by-event basis in the 2K: Super Vector: Primary List. To return all Primary controls to their Session Base memory values, press [✧], [Primary] on the Joyball Panel. To reset primary Session Base memory values inside the Power Window only, position the cursor inside the Power Window and press [✧], [Primary]. Placing the cursor outside the Power Window and pressing [✧], [Primary] resets outside primaries only. To return all Primary controls to their Default Base memory values with the panels in Super Vector mode, press [Primary] [All/None] [✧] [Base mem], and return the lists to their previous assignment by pressing [All/None] again. These controls can be monitored together in the 2K Primary Control window or individually in the System Status window. The four channel primary controls are: •



Master Lift, Gamma and Gain



•



Joyball Lift, Gamma and Gain



•



Luminance, Red, Green and Blue Lift, Gamma and Gain



•



YSFX Luminance, Red, Green and Blue



•



Gamma Knee Master, Luminance, Red, Green and Blue



•



Custom Curves Luminance, Red, Green and Blue



•



Make Lum
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SUPER VECTOR PRIMARY CONTROLS To access the 2K Super Vector Primary controls when the panels are set to SV processing, press [SV Primary] in the block of nine on the Joyball Panel. If the panels are not set to SV processing, first press [✧], [SV] on the Joyball Panel.



SV Primary Master Controls



The three Master controls are situated below the joyballs on the Joyball Panel. [Master Gain], [Master Gamma] and [Master Lift] each apply equal control to all four channels (YRGB) of the 2K Super Vector Primary processing and so change the overall video level without affecting the color balance. By retaining the relationship between luminance and chrominance, the Master controls maintain the appearance of constant saturation. In fact, chroma levels are increased and decreased to create this impression. Above the joyballs are the [Reset Master Gain], [Reset Master Gamma], and [Reset Master Lift] keys which reset the Master controls to their Session Base memory values. Master Gain affects the brightness and apparent detail in the highlight areas of the image. Turning the control fully counter-clockwise reduces luminance and chroma to zero, and produces true black. Use this control for fades to black. Master Lift affects the density and apparent detail in the shadow areas of the image. Turing the control fully clockwise lifts the black level to white and reduces the saturation to zero. Use this control for fades to white. Master Gamma controls the mid-tones of the image and has little or no effect on very dark or very light details. Turning the control clockwise increases the contrast creating a “sunny” or hard feel and turning it counter-clockwise decreases the contrast creating a more diffuse or flat look.



- 102 -



2K Operations Manual: Chapter Five ~ Super Vector Processing



The response of Master Gamma is altered by Custom Curves. The Luminance channel controls are unique to SV Lum, da Vinci systems and can be accessed during all Red, modes of operation. They are situated to the left Green and of the joyballs on the Joyball Panel. Blue [Luminance Gain], [Luminance Gamma] and Controls [Luminance Lift] control only the luminance (Y) channel of 2K processing and so change the ratio of luminance to chrominance. The overall color balance and level is unaffected so increases in luminance appear to desaturate or wash out the image.



The Luminance controls have no function when the 2K is set to RGB mode with [soft knob (Make Lum)]. The response of Luminance Gamma can be altered with Custom Curves. Below each of the Luminance controls is a Reset Membrane. A single press forces that Luminance control to its Original Scene memory value and a double press forces that Luminance control to its Session Base memory value. By choosing a channel from the Keyboard Panel soft keys, these three knobs are also used as separate red, green and blue channel controls. Left mouse dragging the channel bar in the 2K Primary Control window can also adjust the luminance values for Gain, Gamma and Lift individually.
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SV Primary Joyballs



The 2K Super Vector Primary Color Balance is usually adjusted using the three Joyballs on the Joyball Panel. The system must be set to SV Primary mode. The [Gain Joyball], [Gamma Joyball] and [Lift Joyball] controls alter the relationship between the RGB channels. The Primary Color Balance is initially adjusted so that black, white and grays contain equal levels of red green and blue. Above the joyballs are the [Reset RGB Gain], [Reset RGB Gamma] and [Reset RGB Lift] keys that reset the joyball controls to their Session Base memory values.



OPERATING TIP: The joyballs shift color balance in a vectorscope orientation. To use them like Cintel joysticks go to Setup: User Options: Session Options: Panel Modes: TK Joyball Mode.



In YRGB mode the joyballs do not affect the luminance channel; they change the general color balance but not the contrast or brightness of the image. However, in RGB mode, luminance is derived from the RGB levels, and color balance will affect contrast and brightness. (Soft Knob [Make Lum]) varies the processing between RGB and RGBY modes. The response of the Gamma Joyball can be altered with Custom Curves. For individual red, green and blue channel controls refer to the luminance section.



- 104 -



2K Operations Manual: Chapter Five ~ Super Vector Processing



[Soft knob (Make Lum)] appears on the top Make right-hand menu of the Joyball Panel in SV Luminance Primary mode and it mixes between four channel YRGB mode and the three channel RGB mode used in telecines. The set value is displayed in the 2K Primary Controls window Others page. In YRGB mode the source image luminance is isolated and processed as a separate channel with its own dedicated controls - the Luminance controls. In RGB mode the luminance is created from the adjusted RGB signal and the Luminance controls have no function. The 2K SV Primary processing is dynamically variable between the two modes. When adjusted counter-clockwise, the [soft knob (Make Lum)] control is in three channel RGB only mode. Turn the control fully clockwise to be in YRGB mode. It is recommended that Make Lum is stored fully clockwise in the Config Base mems so that the Luminance controls are available at the start of each session. Any point between the two extremes creates a mix of YRGB and RGB primary processing with a variable amount of independent primary luminance control that is proportional to the amount of four channel processing used. Turning the control counter-clockwise increases the amount of luminance derived from the RGB signal and reduces the effect of the Y channel knobs. Make Luminance is stored in the SV Primary List. It can be reset to Session Base mem with the Reset Membrane beneath it.
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Gamma Knee



A standard feature of the 2K Super Vector Primaries is the Gamma Knee adjustment. This provides additional gamma adjustment over a qualified luminance range. It is not restricted by other gamma settings or by Custom Curves. It can be used to create black stretch, highlight compression and other selective contrast effects and has Master, Lum, Red, Green and Blue channel controls. Gamma Knee controls appear on the top level of the Joyball Panel right soft menu in SV Primary mode. It is stored in the SV Primary list, qualified with SV Primary windows and displayed in the 2K Primary Controls window Bars and Values pages. Each of the controls can be reset to Session Base mem values by pressing the Reset Membrane below it. Channel and control sub-sets can be reset to Default Config values by double clicking on the titles in the 2K Primary Controls window Bars and Values pages. The three Gamma Knee controls adjust all four channels (YRGB) by default but can be modified with the Joyball Panel command keys to adjust independent channels. •



= luminance channel



•



= red channel



•



= green channel



•



= blue channel



Gamma Knee: [soft knob (Position)] sets the target luminance value for the Gamma Knee enhancement. Turning the control counter-clockwise selects darker areas, and turning it clockwise selects brighter areas of the image. Gamma Knee: [soft knob (Width)] defines the spread of luminance values centered about the Position value. Turning the control counter-clockwise selects a narrower band of luminance, and turning it clockwise selects a wider band of luminance. The default value for Width is 0000 that disables the Gamma Knee function. Gamma Knee: [soft knob (Range)] applies increased or reduced gamma to the part of the image defined by the Width and Position controls.
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Custom Curves



Custom Curve Solarization Effect



Custom Curves are a standard feature of 2K Super Vector Primary processing. They are scene-by-scene programmable, dynamically variable, and stored in the Super Vector Primary list. There is no limit to the number of curves that can be used within a session, and different curves can be used inside and outside of the Primary Windows. The Custom Curve feature redefines the gamma controls by extending or restricting their range or limiting their luminance values. It is also possible to create exciting effects by applying different gamma enhancements at different luminance values. Custom Curves can therefore be used to define black stretch, soft white clip, solarization and posterizing effects. They can also be used to apply a “film look”, or to correct for faded color emulsions. The gamma controls defined by Custom Curves are: •



Master Gamma



•



Lum Gamma



•



Joyball Gamma



The Custom Curve page of the 2K Primary Controls window displays the gamma profile for the current event. Each of the four curves, one for each of the primary channels (luminance, red, green and blue), can be defined with up to 12 points. Curves can be altered individually or together, and can be copied from channel to channel or event to event. The base of the graph represents black and the top represents white similar to a waveform display. However, the curve has no relationship with the source
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image. Instead it shows the effect of the gamma controls at their maximum range on a linear ramp. If a Custom Curve is set to a straight line from lower left to upper right (the shape of a linear ramp), the gamma controls will have no effect on that channel. To set the Custom Curves to the default or to a straight line, right mouse click the 2K Primary Controls title and select from “Set Gamma Curve to MFG” or “Set Gamma Curve to LINE”. To set individual channels to their Session Base mem shape, double left click the channel title. To adjust a point to a Custom Curve, position the cursor on the curve, hold down the left mouse button and drag it to a new position. A pink dot marks the defined control point. Alternatively, click on the new position and the curve will snap to that point. To modify a point, hold down the left mouse button and drag the point to a new position. To delete a point, right mouse click on it. To add or adjust a point on all curves simultaneously, press while adjusting a color channel. To copy a Custom Curve, place the cursor over a graph, hold down the middle mouse button, and drag to another graph. YSFX



• •



Make Neg. Lum Make Neg. R, Make Neg. G, Make Neg. B
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SUPER VECTOR SECONDARIES In color processing terminology, “secondary” corrections are those that only alter parts of the image that share a common hue. The 2K Super Kilovectors go further by defining elements in the picture by hue, saturation and luminance (HSL). It is therefore possible to isolate black, white and gray values as well as individual colors. The combined output of the Primary processors provides the source for Super Vector Secondary processing. Chroma Dark and Chroma Light soft clips are applied prior to secondary qualification.



Operating Tip: Enable Super Vector Secondary Power Windows to see Outside and Inside Secondary enhancements



Rotating [Master Phase] with Legal RGB Limiting turned on causes non-linear saturation changes. This is normal in RGB color space where pure red, green and blue saturation can be greater than that of intermediate hues.
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In the same way that there are two identical sets of Super Vector Primaries processors, the standard 2K system also has two independent sets of secondary processing. The output of the two Secondary processors is again combined through the Super Vector Power Windows and the Key Bus. Outside and Inside Super Vector Secondaries have identical controls. The signal path throughout the 2K is RGB; there is no color space conversion at the secondary stage. All the Secondary settings are memory parameters, and both the OPERATING Outside and the Inside values are stored on an event-by-event basis in the 2K: TIP: Secondary qualifications Super Vector: Secondary List. are defined downstream of Primary color enhancement. The Primary color balance can therefore dramatically affect the Secondaries. A good Primary balance should always be achieved before going on to Secondary adjustments.



To return all Secondary controls to their Session Base memory values, press [Zero List], [Secondary] on the Joyball Panel. To reset secondary Session Base memory values inside the Power Window only, position the cursor inside the Power Window and press [ ], [Secondary]. Placing the cursor outside the Power Window and pressing [ ], [Secondary] resets outside secondaries only. To return all Secondary controls to their Default Base memory values with the panels in Super Vector mode, press [Secondary] [All/None] [ ] [Base mem], and return the lists to their previous assignment by pressing [All/None] again. Secondary Master values are displayed in the Primary Controls: Others display. Fixed and variable vectors are shown in the Secondaries display. All controls can be monitored individually in the System Status window. Each of the two Super Vector Secondary toolsets is divided into three groups: Masters, Variable and Fixed. All vectors and Masters can be accessed from three different interfaces; HSL, RGB, and Replace. Hue, Saturation and Luminance (HSL) is traditionally associated with secondary color correction, and is the default interface for 2K SV Secondary operations. However, the processing for all secondary modes remains RGB.
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Master Secondaries The secondary Master controls are: Qualifiers: • Everything • Everything But (excludes parts of the image defined by a vector) HSL Modifiers: • Saturation • Phase • Luminance Lift and Luminance Gain RGB Modifiers: • Lift Master and Joyball • Gain Master and Joyball Replace Modifiers (including Keep Luminance): • Gain Master and Joyball Super Kilovector Secondaries Each secondary set has nine variable vectors with controls for: Qualifiers: • Hue Center, Width, Symmetry, Softness, • Lum Top, Bottom, Soft, • Sat Top, Bottom, Soft. HSL Modifiers: • Hue, • Saturation, • Luminance Lift, Gain and Contrast RGB Modifiers: • Lift Master and Joyball • Gain Master and Joyball Replace Modifiers (including Keep Luminance): • R, G, B • Gain Master and Joyball
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Fixed Vector Secondaries There are six Fixed Vectors pre-defined as Red, Magenta, Blue, Cyan, Yellow and Green. Each has independent controls for: Qualifiers: • Center (-20°), Hue Softness, • Lum Top, Lum Bottom, Lum Soft, • Sat Top, Sat Bottom, Sat Soft. HSL Modifiers: • Hue, • Saturation, • Luminance Lift, Gain and Contrast RGB Modifiers: • Lift Master and Joyball • Gain Master and Joyball Replace Modifiers (including Keep Luminance): • R, G, B • Gain Master and Joyball
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SUPER VECTOR SECONDARY CONTROLS To access the 2K Super Vector Secondary controls when the panels are set to SV processing, press [SV Secondary] in the block of nine buttons on the Joyball Panel. If the panels are not set to SV processing, first press [✧], [SV] on the Joyball Panel.



The 2K Secondary controls make changes to the image downstream of primary enhancements, but upstream of 2K Channels and Defocus. To switch between Outside and Inside Power Window Secondaries, place the on screen cursor inside or outside a Power Window, or use the Force Cursor soft keys by selecting SV Circle Window (CW) or Quad Window (QW) mode and press [More] on the second level of the Keyboard Panel soft menu.
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SV Secondary Master Controls



Qualifiers Usually secondary changes are applied globally. However, the 2K permits the Secondary Masters to be applied either globally or to anything that has not already been qualified by one or more SV secondary vectors. When this latter mode, referred to as Everything But, is active a green “EB” indicator shows in the Secondaries display. The active mode for each scene is stored in the SV Secondary list and is therefore changed with memory recalls. To toggle between Everything and Everything But modes, set the panels to SV Secondary mode, press [More] on the Keyboard Panel, then [softkey(Everything But)]. In Everything mode, all SV Secondary Master controls are applied globally regardless of any other secondary qualifications. Where there are vector-based enhancements, the masters apply a further offset. In Everything But mode Fixed and Super Kilovector qualifications generate a mask, and SV Secondary Master controls are only applied to unmasked parts of the image.



In Everything But mode, if a secondary vector is activated after SV Secondary Master enhancements, the application of the vector mask can cause the color grade to pop. The SV Secondary Master controls are accessed from the four soft knobs at the top left of the Joyball Panel in SV Secondary mode. Each soft knob has a gray reset membrane beneath it. To switch between HSL, RGB and Replace modes, use [softkey(HSL, RGB, Replace)] on the second level of the Keyboard Panel soft menus. Master Saturation and Phase values are shown in the Primaries: Others display.
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SV Secondary Master HSL Modifiers: ~ Master Saturation Turn clockwise to boost the intensity of colors, and counter-clockwise to reduce it. The neutral position for this control is at hex 8000 (mid range). The minimum setting (0000) produces a black and white image. ~ Master Phase Rotates the hue of the image. ~ Master Luminance Lift Adjusts the brightness level of the image. Optimum settings usually involve a counter adjustment with [softknob(Master Lum Gain)]. ~ Master Luminance Gain Turn clockwise to increase the contrast, and counter-clockwise to reduce it. Optimum settings usually involve a counter adjustment with [softknob(Master Lum Lift)].
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SV Secondary RGB Master Modifiers RGB mode applies primary style enhancements. This is an advantage if the source image has little or no saturation to start with. [Master Chroma] amplifies chroma that already exists whereas RGB mode applies a color wash regardless of the source. Use [softkey(HSL, RGB, Replace)] on the second level of the Keyboard Panel soft menu to select Master RGB mode. Press [softkey(Joyball Control)] to access the RGB controls. A yellow indicator in the Status display reads “RGB Master Chroma Joyball Mode”, and only the Lift Master and Joyball, and the Gain Master and Joyball controls function.



This is a panel sub-mode and all other controls are locked out until normal working is restored with [softkey(Exit JB)] on the Keyboard Panel. ~ RGB Master Lift Once in RGB Master Chroma Joyball mode, the [Master Lift] adjusts the RGB levels equally. Turn the control clockwise to brighten the image and counterclockwise to darken the image. ~ RGB Lift Joyball Use [Lift Joyball] to alter the color balance of the darker parts of the image. ~ RGB Master Gain Use [Master Gain] to adjust RGB contrast. Turn the control clockwise to increase the levels of the brighter parts of the image. ~ RGB Gain Joyball Use [Gain Joyball] to alter the color balance of the lighter parts of the image.
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SV Secondary Replace Master Modifiers Replace mode removes original picture information from the qualified area and replaces it with a flat color. Use [softkey(HSL, RGB, Replace)] on the second level of the Keyboard Panel soft menu to select Replace Master mode. Press [softkey(Joyball Control)] for Gain Master and Joyball control or adjust RGB levels with the Joyball Panel secondary HSL knobs. ~ Keep Luminance Luminance information from the SV Primary output can be restored with Master mode [softkey(Keep Lum)] that is on the second level of the Keyboard Panel SV Secondary soft menu. This creates a true monochrome wash over the qualified area regardless of the source colors. In Joyball mode a yellow indicator in the Status display reads “Replace Master Chroma Joyball Mode”, and only the Gain Master and Joyball controls function. This is a panel sub-mode and all other controls are locked out until normal working is restored with [softkey(Exit JB)] on the Keyboard Panel. ~ Master Gain Use [Master Gain] to adjust luminance of the replacement color. Turn the control clockwise to brighten the color and counter-clockwise to darken it. ~ Gain Joyball Use [Gain Joyball] to alter the color balance of the replacement color.
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SV Secondary Super Kilovector Controls



Hue, Saturation and Luminance qualified Kilovectors



Super Kilovectors combine the most precise isolation tools available with the most versatile enhancement interface. The standard 2K has nine Outside Super Kilovectors and nine Inside Super Kilovectors, each with their own isolation, softness and enhancement settings. Kilovectors in each set are identified by a number from 1 through 9. To choose outside or inside sets, place the on-screen cursor inside or outside a Power Window or use the Force Cursor soft keys by selecting SV Circle Window (CW) or Quad Window (QW) mode and pressing [More] on the second level of the Keyboard Panel soft menu. The Window background of the Secondary display is black for outside Kilovectors and white for those inside. To create a new Super Kilovector, put the on-screen cursor over the area that needs isolating and adjust a Super Kilovector control. If the area has already been defined, the 2K selects the existing Super Kilovector; if not a new one is created. The default hue width for new vectors is selectable from the Setup: 2K User Interface: Session Options: Miscellaneous Parameters window and stored in the Configuration file. To switch controls between existing Super Kilovectors type the number of the Kilovector before making any Kilovector adjustment.
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The Super Kilovector controls are accessed from the Soft Panel, the four soft knobs at the top right of the Joyball Panel in SV Secondary mode and the three soft knobs to the right of the trackball. Each Joyball Panel soft knob has a gray reset membrane beneath it.



Qualifiers A new Kilovector is defined by hue. The qualifier controls are situated in the Joyball Panel top right soft menu (use [More] to get to the next level) and the Soft Panel soft knobs. A control does the same thing regardless of which panel it is accessed from. ~ Hue Center, Width, Softness, Symmetry Source image



[softknob(Hue Center)] adjusts the midpoint of the Kilovector qualification. The control has no range limit; it rotates through the color spectrum. Adjust this control first. [softknob(Hue Width)] adjusts the spread of colors either side of the hue center. Hue width can be adjusted from 3 to 360 degrees.



Secondary display



[softknob(Hue Softness)] adjusts the rate of decline of enhancements away from the hue center. No softness causes a hard transition between enhanced and original parts of the image and often looks unnatural or noisy. Too much softness will reduce the effectiveness of the Kilovector enhancement. [softknob(Hue Symmetry)] trims the vector width one side of the hue center.
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~ Lum Top, Bottom, Soft The hue qualification can be further refined with a luminance qualification. Luminance qualifiers isolate light or dark parts of the image with the same hue. To isolate whites or blacks, set the hue to 360 degrees with zero softness and adjust the luminance qualifiers to create a linear key. [softknob(Lum Bottom)] removes darker values of the defined hue from the isolation.



Source image



The default setting is not zero. To select blacks, turn [softknob(Lum Bottom)] counterclockwise. [softknob(Lum Top)] removes lighter values of the defined hue from the isolation.



Secondary display



[softknob(Lum Softness)] adjusts the rate of decline for enhancements as they reach the bottom and top clips. Adjust Luminance Softness to clean up artifacts caused by grain or compression in the source image.



Softness is applied to the matte and not the image, so it does not interfere with image resolution in anyway.
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~ Sat Top, Bottom, Soft Saturation qualifiers isolate parts of the image with the same hue but different degrees of chroma saturation. True blacks and whites have zero saturation. Skin tones tend to have low saturation. [softknob(Sat Bottom)] removes areas of low chroma within the defined hue from the isolation.



Source image



The default setting is not 0000. To select blacks and whites turn [softknob(Sat Bottom)] counter-clockwise. [softknob(Sat Top)] removes areas of high chroma within the defined hue from the isolation.



Secondary display



[softknob(Sat Softness)] adjusts the rate of decline for enhancements as they reach the bottom and top clips. Softness is applied to the matte and not the image, so it does not interfere with image resolution in anyway.
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To switch between HSL, RGB and Replace modes, use [softkey(HSL, RGB, Replace)] on the Keyboard Panel soft menus. Super Kilovector HSL Modifiers: ~ Saturation Turn the soft knob clockwise to boost the intensity of the selected color and counter-clockwise to reduce it. The neutral position for this control is at hex 8000 (mid range). The minimum setting (0000) produces a black and white effect. ~ Hue Rotates the hue of the selected color. ~ Luminance Lift Adjusts the brightness level of the selected color. Optimum settings usually involve a counter adjustment with [softknob(Lum Gain)]. ~ Luminance Gain Turn the soft knob clockwise to increase the contrast and counter-clockwise to reduce it. Optimum settings usually involve a counter adjustment with [softknob(Lum Lift)]. ~ Luminance Contrast Adjusts Luminance Lift and Luminance Gain simultaneously in opposite directions. It provides a fast way of varying Kilovector contrast. When the appropriate contrast is set fine tuning can be done with [softknob(Lum Lift)] and [softknob(Lum Gain)].
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Super Kilovector RGB Modifiers RGB mode applies primary style enhancements. This is an advantage if the source image has little or no saturation to start with. Use [softkey(HSL, RGB, Replace)] on the Keyboard Panel soft menu to select RGB mode. Press [softkey(Joyball Control)] to access the RGB controls. A yellow indicator in the Status display reads “RGB Vector Joyball Mode” and only the Lift Master and Joyball, and the Gain Master and Joyball controls function.



This is a panel sub-mode and all other controls are locked out until normal working is restored with [softkey(Exit JB)] on the Keyboard Panel. ~ RGB Master Lift Once in RGB Vector Joyball mode the [Master Lift] adjusts RGB levels equally. Turn the control clockwise to brighten the image and counter-clockwise to darken the image. ~ RGB Lift Joyball Use [Lift Joyball] to alter the color balance of the darker parts of the selected color. ~ RGB Master Gain Use [Master Gain] to adjust RGB contrast. Turn the control clockwise to increase the levels of the brighter parts of the selected color. ~ RGB Gain Joyball Use [Gain Joyball] to alter the color balance of the lighter parts of the selected color.
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Super Kilovector Replace Modifiers Replace mode removes original picture information from the qualified area and replaces it with a flat color. Use [softkey(HSL, RGB, Replace)] on the Keyboard Panel soft menu to select Replace Vector mode. Press [softkey(Joyball Control)] for Gain Master and Joyball control or adjust individual RGB levels with the Joyball Panel secondary HSL knobs. ~ Keep Luminance Luminance information from the SV Primary output can be restored with Vector mode [softkey(Keep Lum)] that is on the second level of the Keyboard Panel SV Secondary soft menu. This creates a true monochrome wash over the qualified area regardless of the source colors. In Joyball mode a yellow indicator in the Status display reads “Replace Vector Joyball Mode” and only the Gain Master and Joyball controls function.



This is a panel sub-mode and all other controls are locked out until normal working is restored with [softkey(Exit JB)] on the Keyboard Panel. ~ Master Gain Use [Master Gain] to adjust luminance of the replacement color. Turn the control clockwise to brighten the color and counter-clockwise to darken it. ~ Gain Joyball Use [Gain Joyball] to alter the color balance of the replacement color.
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SUPER VECTOR POWER WINDOWS Circle Power Window Controls



To access the 2K Super Vector Circular Power Window controls set the panels to SV processing by pressing [♦], [SV], and press [CPW] in the block of nine mode keys on the Joyball Panel.



Keyboard Panel Soft Menus To enable a Circular Power Window, press [soft key(Enable/Primary)] on the Keyboard Panel. This will enable Primary color correction either inside or outside of the window depending upon where the cursor is in relationship to the window. Pressing [soft key (Enable/Primary)] again toggles the window off. To enable a Circular Power Window with Secondary processing, press [soft key (Enable/Secondary)] on the Keyboard Panel. Pressing [soft key(Enable/Secondary] again toggles the window off.



With only Secondary processing enabled, Primary color correction will affect the entire image regardless of the Power Window. Pressing both [soft key (Enable/Primary)] and [soft key (Enable/Secondary] windows both Primary and Secondary processing. When enabled, the 2K Super Vector Power Window defaults to a Matte. To change the window to a Mask, press the [soft key(Matte/Mask)]. Pressing again toggles the window off. soft key (Copy Out/In)] copies the outside correction to the inside of the window. The Power Window is still defined but the inside and outside color correctors apply the same values. Press [More] on the Keyboard Panel to access the level two soft menus. [soft key(Both)] sets the window in Both mode which applies color enhancements equally to both inside and outside of the window. [soft key(Force In)] toggles the color correction to the alternate side of the window without having to physically move the cursor. [soft key(Invert)] inverts the Power Window matte so that the inside color corrector is applied outside of the window shape, and the outside color corrector is applied inside.



- 125 -



2K Operations Manual: Chapter Five ~ Super Vector Processing



Press [More] on the Keyboard Panel again to access the level three soft menus. [soft key(Copy In/Out)] copies the inside correction to the outside of the window. [soft key(Copy Out/In)] copies the outside correction to the inside of the window. [soft key(Swap In/Out)] swaps the inside window correction with outside window correction. Although [soft key(Swap In/Out)] seems to do the same as [soft key(Invert)] they are different. Swap In/Out switches color grade values, while Invert only changes the Power Window matte Joyball Panel Soft Menus [soft key (Adjust Window)] enables Adjust Window mode and the 4th trackball on the Joyball Panel controls the Circle Power Window position. Press again to exit Adjust Window mode. To position the window “live” in the image without going into Adjust Window mode, use the [soft knob (Horz Posn)] and [soft knob (Vert Posn)] on the Joyball Panel. To change the window shape use the four right soft knobs on the Joyball Panel. [soft knob (Aspect)] changes the aspect ratio of the window. [soft knob (Soft)] applies softness to the edges. [soft knob (Size)] increases and decreases overall size. [soft knob (Rotate)] rolls the window about its center.
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SV Quad Window Controls



To access the 2K Super Vector Quad Power Window controls set the panels to SV processing by pressing [♦], [SV], and press [QPW] in the block of nine mode keys on the Joyball Panel. Keyboard Panel Soft Menus To enable a Quad Power Window, press [soft key(Enable/Primary)] on the Keyboard Panel. This will enable Primary color correction either inside or outside of the window depending upon where the cursor is in relationship to the window. Pressing [soft key (Enable/Primary)] again toggles the window off. To enable a Quad Power Window with Secondary processing, press [soft key (Enable/Secondary)] on the Keyboard Panel. Pressing [soft key(Enable/Secondary] again toggles the window off.



With only Secondary processing enabled, Primary color correction will affect the entire image regardless of the defined Power Window. Pressing both [soft key (Enable/Primary)] and [soft key (Enable/Secondary] windows both Primary and Secondary processing. When enabled, the 2K Super Vector Power Window defaults to a Matte. To change the window to a Mask, press the [soft key(Matte/Mask)]. Pressing again toggles the window off. soft key (Copy Out/In)] copies the outside correction to the inside of the window. The Power Window is still defined. [soft key (Adjust Window)] enables Adjust Window mode and the 4th trackball on the Joyball Panel controls the Quad Power Window position. Press again to exit Adjust Window mode. To change the window shape using the four joyballs go to [soft key(Adjust Line)] or [soft key (Adjust Points)] on soft menu level two of the Keyboard Panel. In Adjust Line mode each joyball manipulates one of the sides of the Quad Power Window. In Adjust Points mode each joyball manipulates one of the corners of the Quad Power Window. To exit Adjust Line or Adjust Points mode press [soft key(Exit)] on the Keyboard Panel.
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Press [More] on the Keyboard Panel to access the level two soft menus. [soft key(Both)] sets the window in Both mode which applies color enhancements equally to both inside and outside of the window. [soft key(Force In)] toggles the color correction to the alternate side of the window without having to physically move the cursor. [soft key(Invert)] inverts the Power Window matte so that the inside color corrector is applied outside of the window shape, and the outside color corrector is applied inside. Press [More] on the Keyboard Panel again to access the level three soft menus. [soft key(Copy In/Out)] copies the inside correction to the outside of the window. [soft key(Copy Out/In)] copies the outside correction to the inside of the window. [soft key(Swap In/Out)] swaps the inside window correction with outside window correction. Although [soft key(Swap In/Out)] seems to do the same as [soft key(Invert)] they are different. Swap In/Out switches color grade values, while Invert only changes the Power Window matte. Joyball Panel Soft Menus To position the window “live” in the image without going into Adjust Window mode, use the [soft knob (Horz Posn)] and [soft knob (Vert Posn)] on the Joyball Panel. To change the window shape use [soft knob (Horz Size)], and [soft knob (Vert Size)] on the left soft menu of the Joyball Panel and the four controls in the right soft menu of the Joyball Panel. [soft knob (Soft)] applies softness equally to all of the edges. [soft knob (Size)] increases and decreases size. [soft knob (Roll)] rotates the window.
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Press [More] on the top right of the Joyball Panel again to access the level two soft menu. [soft knob (Corner Effect)] creates a “star” effect when used in conjunction with softness. To soften individual sides of the Quad Power Window go to the soft menu level two at the top left of the Joyball Panel. Each soft knob controls softness for one side of the quad shape.
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SV Primary Power Window Controls



SV Power Windows can be accessed directly from the SV Primaries and SV Secondaries menus. To access SV Power Windows while in SV Primaries mode, press [Pri] in the block of nine mode keys on the Joyball Panel. If the panels are not set to SV processing, first press [♦], [SV] on the Joyball Panel. Keyboard Panel Soft Keys [soft key (CPW Enable)] enables a Circular Power Window with primary color correction. Press again to toggle off. [soft key (LPW Enable)] enables a Quad Power Window with primary color correction. Press again to toggle off. [soft key (Force Cursor)] forces the cursor to the alternate side of the window from where it is physically sitting. [soft key (Copy Out/In)] copies the Primaries correction from outside the window to inside the window. [soft key (Swap In/Out)] swaps the Primaries correction from inside the window with the Primaries correction outside the window. Press it again to swap back.



SV Secondary Power Window Controls



To access SV Power Windows from the SV Secondaries mode, press [Sec] in the block of nine mode keys on the Joyball Panel. If the panels are not set to SV processing, first press [♦], [SV] on the Joyball Panel. The Keyboard Panel controls for Power Windows in Secondary mode are identical to those in Primary mode. Naturally they only affect Secondary enhancements when in Secondary mode. If a window with primary correction has already been enabled in the SV Primaries mode, enabling the window for SV Secondaries will apply both primary and secondary color correction to the same Power Window.. However, the [soft key (CPW Enable)] and [soft key (LPW Enable)] toggles from primary and secondary color correction and not from Power Window on to off. To turn off the Power Window or to change the default MATTE to MASK, go to [CPW] or [QPW] mode and toggle through [soft key (MATTE, MASK)], and off.
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SUPER VECTOR PROCESSING APPENDIX Creating a Monochromatic Picture with YSFX 1. Save Basemem in Scratchpad memory [A]. 2. Press [Pri] mode key then [More] to page 2 for the Primaries YSFX menu. 3. Wind all [soft knobs (Red, Green, Blue)] down to “0” and save in Scratchpad memory [B]. 4. Press [Mem Mix] on T-Bar and place in mid position to achieve gray, splitting the difference between Scratchpad memory “A” and “B.”
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CHAPTER SIX ~ KEY BUS Updated February 5, 2001 for software version 2.27 February Updates
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KEY BUS OVERVIEW The 2K system qualifiers generate keys that can be assigned to five internal key buses and used by downstream processing. Typical examples are an input luminance key used as a Super Vector Primary window and Super Kilovectors used to define a Defocus effect. The keys, or mattes are generated from the external key, the input self key, Power Windows, Super Kilovector qualifiers and Channel qualifiers. A key can be used by any 2K process that occurs downstream of it. A key can be assigned to the Key Bus even if it is not used at the point it is created. Keys can be used individually or combined with other qualifiers. Three key buses run between the 2K Input, Super Vector processing and Channels. The remaining two buses can receive keys in the same way, but their first destination is Defocus (if installed) Of the two buses that reach Defocus, one can also be routed to the 2K’s internal reference wipe. It then continues to the output where it combines with the video and is placed on the B link becoming the fourth channel of the 4:4:4:4 video out. It is not necessary to have the Defocus option installed for this Output Key to work.



Key Bus Flow Diagram
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Key Sources



Input Keys If Input is selected as the source for a Key Bus, one of three feeds produces the matte. Input Keys can be assigned to any of the five Key Buses. ~ External Key When a 4:2:2 601 source is connected as the main input, the 4:2:2 input labeled D on the frame, accepts an External Key input. ~ B Link For all formats and resolutions the 2K recognizes the fourth (alpha) channel as an external key. The interface refers to this as the B Link key ~ Input Self Key The Self Key generates a luminance matte from the input image. The key is set up using four points to define dark hard and soft clips and light hard and soft clips. This key can then be modified using Invert, Profile and upper and lower Opacity controls.



Super Vector Keys The Super Vector (SV) processing provides a choice of four key signals. Any one of them can be assigned to the B Bus, Output Bus or Defocus Bus. The Circle Power Window, the Quad Power Window, Inside Super Kilovectors or Outside Super Kilovectors can generate a key even if they are not used in the color processing at the Super Vector stage. ~ Power Windows Either the Circle Power Window or the Quad Power Window can be selected as the Super Vector key source. They cannot be combined to make a key, but the key can be combined with other Power Windows at the destination ~ Super Kilovectors Either the inside Super Kilovector qualified areas or the outside Super Kilovector qualified areas can be ganged together to create a key. It is possible to use the inside qualifications even if a secondary Power Window is not enabled. This is useful for creating a key that does not correspond to secondary enhancements in the image. Channel Keys
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The Super vector board can only select Key Bus A which can be mixed with the Key Circle and Quad Power Windows. Once combined, it provides graphical area and Selections luminance value isolation for the primary processing inside and outside value. This is also true for the secondary processing with the addition of 15 hue, saturation and luminance qualified vectors inside and outside of the Power Windows graphical and/or Key Bus A’s luminance qualified area. It is necessary to select and adjust controls to produce a good key on the Input, and assign that key to Key Bus A. This must be done before it can be used with the vector board or channels of the Power Tiers. Key Buses The key buses allow image keys to be used downstream of where they were generated. It is not possible to use a key upstream of where it is generated. Buses A, B and C are bi-directional; this means the same bus can be used to either send or receive a key. Buses D and E are output buses only, allowing image keys to be used on either Defocus, and/or the Still Store Wipe and/or to the Output.
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KEY BUS CONTROLS To access the Key Bus controls press [Key] on the block of nine on the Joyball Panel . For systems with Defocus use [ ] [Key] Keyboard Key In Selection Panel Soft Keys [softkey (Select Key)] Toggles between Input A and Input B. Input B is not implemented [softkey (Key Input)] Toggles between Off, External, B Link, and SelfKey. Self-Key is the usual default [softkey (Invert)]



Toggles between Invert On and Off.



[softkey (Show Key)] Toggles between Off, Window Key, and Output Key. This function currently only works on systems with the Defocus option installed These controls are monitored on the Input Keys page of the 2K Key Controls display



Joyball Key In Control Panel Soft The self-key qualifiers are on the right soft knobs of the Joyball Panel. Knobs [softknob (Point 1)] Hard clip. [softknob (Point 2)] Soft clip. [softknob (Point 3)] Soft clip. [softknob (Point 4)] Hard clip. The Input Key trims are on the left soft knobs of the Joyball Panel. [softknob (Opacity Min)] The black of the key becomes less black which blends the outside enhancement into the inside enhancement. [softknob (Opacity Max)] The white of the key becomes less white which blends the inside enhancement into the outside enhancement. [softknob (Profile)] This is a clean up filter which rounds the edges of a key..
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CHANNELS OVERVIEW



Channels with Power Window and Super Kilovector Qualifiers



Up to 4 Power Tiers can be added to the base 2K system. Each Power Tier consists of two independent color image-processing channels and can be used in both parallel and/or cascade configurations. Each Power Tier contains two channels of processing each consisting of ~ Qualifiers •



Power Window. Each Power Window consists of a Circle shape with variable softness, and a Quad shape with independent variable softness adjustments on each side. In software version 2.1 onwards the Power Windows can be inverted



•



Super Kilovector hue, luminance, and saturation qualifiers with softness adjustments.



•



Key Bus in and out.



~ Modifiers •



Primary YRGB controls for lift, gamma and gain



•



Custom Curves



•



YSFX



•



Saturation, phase and secondary luminance



Channel enhancements are only visible when one or more qualifiers are enabled.
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CHANNEL DISPLAYS Channels Display



Channels Display



Right mouse clicking on the 2K interface background or the Status window and choosing Channels: Channels Display accesses the Channels Display window which shows • Active Super Vector Power Windows • Active Channels, their source and how they are qualified • Defocus enhancements This display is interactive. Left mouse drag from one channel to another to copy Power Window and Color enhancement settings from one Channel to another. Lists must be active in both Channels. Only Power Windows shapes and not color can be copied to or from the Super Vector system. To copy just the Power Window disable the Channel Color list in either the source or the destination Channel. To copy just the Color enhancements disable the Channel Power Window list in either the source or the destination Channel. This function is the same as [Copy] on the Keyboard Panel. e.g. [1][ ] [Copy] or [1][,][2] [ ][Copy] copies Channel 1 window and color from Channel 2 window and color. Middle mouse drag from one channel to another to swap Power Window and Color enhancement settings from one Channel to another. Lists must be active in both Channels. Only Power Windows can be swapped with the Super Vector system. To swap just the Power Window disable the Channel Color list in either the source or the destination Channel. To swap just the Color enhancements disable the Channel Power Window list in either the source or the destination Channel. This function is the same as [Swap Ch] on the Keyboard Panel. e.g. [1] [Swap Ch] or [1][,][2][Swap Ch] swaps Channel 1 and Channel 2 positions.
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Channel 1-9 Controls



Channel 1 Super Kilovector display



Right mouse clicking on the 2K interface background or the Status window and choosing Channels: Ch1-9 Display accesses the Channel Controls display which has seven Autopop pages: • Vectors • Windows • Bars • Custom Curves • Lines • Values • Others Left mouse click on a tab to switch pages, or right mouse click on a tab and select from the pop-up menu. The vector display on the first page is a graphic representation of the hue, saturation and luminance qualifiers for this Channel. It also shows Saturation, Phase and Secondary Lift and Secondary Gain. Right mouse click the spectrum background for the display to track. For a detailed description of the display refer to Chapter Five ~ Displays: SV Secondary Display
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Channel 1 Power Window display



Select the Windows page for a graphic representation of the Channel 1 Power windows.



Channel 1 Primary Bars display



Select the Windows page for a graphic representation of the Channel 1 Primary color enhancements. Right mouse click the graphic to reveal a pull down menu and choose Show Color to display the same information as a color wheel. For a detailed description of the display refer to Chapter Five ~ Displays: SV Primary Controls.
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Channel 1 Custom Curves display



Select the Custom Curve page to adjust Channel 1 Custom Curves. For a detailed description of the Custom Curve display refer to Chapter Five ~ Displays: SV Custom Curve Display.



Channel 1 Lines display



Select the Lines page for a graphic representation of the Channel 1 Primary Lift and Gain enhancements. For a detailed description of the display refer to Chapter Five ~ Displays: SV Lines Display
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Channel 1 Values display



Select the Values page for a numeric representation of the Channel 1 Primary color enhancements. For a detailed description of the display refer to Chapter Five ~ Displays: SV Values Display.



Channel 1 Others display



Select the Others page for details of miscellaneous Channel 1 color enhancements. For a detailed description of the display refer to Chapter Five ~ Displays: SV Others Display.



- 146 -



2K Operations Manual: Chapter Seven ~ Power Tier Channels



CHANNELS PROCESSING To use an extra Channel of processing some or all of the image must first be qualified by enabling a Power Window in that Channel. The Power Windows can be additive or subtractive and can be qualified further with hue, saturation and luminance qualifiers or any of the key buses. The source for this qualified area can be either the preceding Channel (Cascade) or the Super Vector Secondary output (Direct). The source is programmed from Channel-to-Channel and scene-to-scene. Any part of the picture that has not been selected stays as it was in the preceding layer. Each Channel has a full set of color enhancement tools including YRGB Lift, Gamma and Gain, Custom Curves, YSFX, Saturation, Phase and Secondary Lift and Gain. Channels can be swapped or copied and Super Vector Power Windows can be swapped or copied to or from any Channel.



- 147 -



2K Operations Manual: Chapter Seven ~ Power Tier Channels



Each Channel has two lists. The Channel Color list stores enhancement values and the Channel Power Window list stores Circle and Quad Power Window values. To put the panels into Channel mode press [ ], [Ch 1-8] on the Joyball Panel.



Use [ ] , [SV Primary] to return to Super Vector processing. OPERATING TIP: Set up a



Desktop page and a Mona Lista Config just for Channels.



Once in Channel mode the System Status display and the control panel menus will show the current Channel. The [Pri], [Sec], [CPW] and [QPW] modes are Channel specific Channel values are monitored together in the Channel Control windows or individually in the System Status window. To enable a Channel Power Window press [soft key (Matte/Mask)] from the Keyboard Panel soft menu. Channel enhancements are always applied inside the Power Window so it is not necessary to use the on screen cursor to select inside or outside when the panels are in Channel mode. To return a Channel to its Session Base memory values, press [Zero Ch.], [Channel 1-8] on the Joyball Panel at any time. To reset primary Session Base memory values in a Channel, put the panels in Channel mode and press [Zero List], [Primary]. Similarly Secondary, Circle Power Window and Quad Power Window lists can be reset by pressing [Zero List] and the relevant list key.
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The channel qualifier controls are: Channel Qualifiers



Channel Effects



Channel Source



•



Circle Power Window



•



Quad Power Window



•



Key Buses 1-5 (inside a Power Window)



•



Channel Kilovector Qualifiers (inside a Power Window)



The channel enhancement controls work exactly as the Super Vector controls. Each Channel has: •



Master Lift, Gamma and Gain



•



Joyball Lift, Gamma and Gain



•



Luminance, Red, Green and Blue Lift, Gamma and Gain



•



YSFX, Luminance, Red, Green and Blue



•



Gamma Knee Master, Luminance, Red, Green and Blue



•



Custom Curve Master, Luminance, Red, Green and Blue



•



Make Lum



•



Saturation



•



Phase



•



Secondary Lift and Gain



Both the Channel qualifiers and enhancements are independent of other processing but are applied to the source image for that event. Outside of the Channel qualified area is always the output of the preceding Channel. However, if the qualified area always came from the preceding Channel it could limit the power of the system or make it unnecessarily complicated to use. The Channel source can therefore, be switched on a scene-by-scene and Channel-by-Channel basis with [soft key(Parallel/ Cascade)] on the Keyboard Panel. The current selection is shown in the Channels Display A green arrow pointing to the left indicates that the source is the output of the preceding Channel and a red arrow pointing upwards indicates that the source for that The Source indicator in the Channel is bypassing all preceding Channels and Channels Display coming directly from the Super Vector output.
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Copy Channels



To copy parameters from one Channel to another place the SGI cursor over one of the Channels in the Channels Display, hold down the left mouse button and drag to another Channel. When the mouse is released values from the first Channel are copied to the destination Channel. This function is list dependent, so that it is possible to copy only Power Windows by disabling the Channel Color list, or only color enhancements by disabling the Channel Power Windows list. Super Vector Power Windows can be copied but Super Vector enhancements cannot.



To copy from one Channel to another from the panels press [1-8], [,], [1-8], [ ], [Copy] where the first number is the source Channel and the second is the destination. If only one number is entered the 2K interface considers it the source and copies to the Channel that is active on the panels. Do not forget to separate the two Channel numbers with a comma. Swap Channels



The sequence in which the Channels are used is important, even with the Parallel/ Cascade function. However, they can be programmed out of order and then reorganized by swapping the Channels in the sequence. This can be done with keys or by mouse. To swap Channel order with the mouse, place the SGI cursor over one of the Channels in the Channels Display, hold down the middle mouse button and drag to another Channel. When the mouse is released, the Channels are swapped. This function is list dependent, so that it is possible to swap only Power Windows by disabling the Channel Color list, or only color enhancements by disabling the Channel Power Windows list. Super Vector Power Windows can be swapped but Super Vector enhancements cannot. To swap Channel order from the panels press [1-8], [,], [1-8], [Swap Ch]. If only one number is entered the 2K interface swaps that Channel with the one that is active on the panels. Do not forget to separate the two Channel numbers with a comma.
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Store Temp Channels



The copy and swap functions are useful, but limited to Channels within one event. Single Channel values can be stored and pasted into other events. To save the settings in a Channel cue to the event and enter [1-8], [Store Temp Ch.] where the first number is the number of the Channel to be stored. If no number is entered the Channel that is active on the panels is saved. To apply the stored Channel values to another event, cue to the event and press [1-8], [ ], [Paste] where the first number is the number of the Channel to be stored to. If no number is entered value are applied to the Channel that is active on the panels.
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DEFOCUS OVERVIEW The standard defocus option is a resolution independent feature used to apply a variable amount of defocus or sharpen filtering inside or outside a Power Window. Visual effects currently available only with an external DVE are performed with Defocus. The Defocus feature contains: •



Inside and outside primary color image-processing channel for adjustment of lift and gain.



•



An independent Power Window (Circle and Quad shapes).



•



Separate independent defocus/sharpen paths for image and key.



•



Defocus can accept input from upstream Power Tiers and keys.



The full defocus option adds extra image and key defocus/ sharpen modules so that the image can be filtered both inside and outside of the qualified area, and the output key and the defocus key can be filtered.
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DEFOCUS FX APPENDIX Defocus Highlights Using Self-Key A Self-Key is a luminance qualification of the source image. For this effect a self-key is generated on the Input board, assigned to the Defocus Key Bus and used as a window for the Defocus Board.



1. Press [Def] on the Joyball Panel. 2. Press [More] on the Keyboard Panel soft menu to get to menu 2 3. Press [soft key(Input Key)] The Def Bus becomes red in the Defocus Controls display, Video page Window Components and Input is selected on the Def Bus under Source in the 2K Key Controls display, Bus Control page. 4. Press [soft key (Show Key)] to select Window Key to see the key*. 5. Press [ ][Key] to go to 2K Key Controls** 6. Adjust the [soft knobs (Point 1-4)] on the Joyball Panel to set up the key and isolate a luminance range*** The white part of the key gets “inside” corrections. There is a graphical representation on the 2K Key Controls: Input Keys page under Input A 7. Press [Def] mode key on the Joyball Panel. 8. Press [soft key (Show Key)] twice to turn off the Show Key: Window Key. 9. Put the cursor on the inside of the correction. The System Status display verifies the cursor position. Defocus Plus systems can defocus inside and outside a window or key. 10. Make a color correction or defocus effect while in Defocus mode. Troubleshooting and Notes * This displays the key on the main monitor. Experienced colorists can skip this stage and apply color enhancement to see the effect of the key. ** If the key is not visible, check that [soft knob(Gain)] and [soft knob(Lift)] in the Defocus Bus soft menu 4 on the left of the Joyball Panel are not set to zero. *** If the soft knobs are controlling Input B, press [soft key(Select Key)] on the Keyboard Panel.
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K-Scope Or Promist Effects Using Defocus There are many variations of this technique, but in essence the effect is created with a nonadditive mix (NAM) between an in focus and an out of focus version of the image. This Quick Step describes the NAM, use Defocus color controls or Channels to create color variations between the two images. 1. 2. 3. 4.



Press [Def] to go to Defocus mode Set Defocus controls to maximum* Press [soft key (Def Bus)] on the Keyboard Panel soft menu 1** Adjust [soft knob (Lift)] on the Joyball Panel left soft menu page 4 clockwise. This mixes the inside and outside signals together.



With Defocus Plus systems the effect can be enhanced by sharpening the outside signal before mixing Troubleshooting and Notes * For Defocus systems open a Power Window, defocus inside it and turn then window off. Defocus Plus systems can defocus without a window. ** This enables the Defocus Bus as the window, it is important that there is nothing assigned to the defocus bus. The key is just black and the outside defocus signal is displayed. [soft knob (Lift)] changes this black to white which reveals the inside defocus signal.
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BASIC EDITING OVERVIEW With the release of 2K Software Version 2.1 and greater, the internal TLC has Basic Editing functionality. The TLC Configuration Menus are still a work in progress but many of the functions are now available. The 2K edit system can control a telecine and up to eight play/record devices. It can perform manual or synchronized edits in either Assemble or Insert modes.
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TLC DISPLAYS TLC Edit Control Display



The TLC Edit Control Window provides access to the TLC Synchronizing system. It can be configured to look very similar to the traditional TLC system. The following describes the areas of the TLC Edit Control Window TLC Master Edit Data ~ Title The Title can contain up to 80 characters of text. This information is made available to TLC FLEx File output. Other logging data can be entered using the Logging window (not implemented at this time). ~ Edit Status This field shows the current status of the TLC Editor. When any automatic editing (preview or record) takes place, this display indicates the current mode. The following modes can take place: • None • VVV Preview • BVB Preview • VBV Preview • Edit • Edit Replay ~ Event 0001 of 0001 When the TLC Edit or Transfer List is completed, this event counter indicates the current event displayed in the window and the total number of events in the TLC list. As new events are created, the Event counter automatically increments. ~ Master Mode All recorders can be individually set to a variety of record or playback modes. Therefore some decks can Insert Record while others Assemble Edit. The same record mode (Master mode) can be used on all decks simplifying the setup. If the Master record mode is defined for a deck, the current mode, either Insert or Assemble is selected and displayed. A Right Click on the mouse selects either Insert or Assemble ~ Master Tracks Master Track Selection is available while using the Master Record Mode for a deck. Again, this simplifies setup if all decks are intended to record in the same manner.
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To accommodate a wide variety of deck track mappings, the TLC has two basic track definitions. They are defined as Analog and Digital. This is because an Analog Track 1 is a different protocol to a Digital Track 1. The TLC has the more common VTR types automatically defined as Analog or Digital meaning the selection should be straightforward. If a particular deck has not been defined in the TLC as one or the other, then the default is Digital. It is still possible to access the analog tracks based upon the following explanation: For an analog machine not known by the TLC, the analog tracks are as follows: • Analog Track 1 TLC Track A • Analog Track 2 TLC Track B • Analog Track 3 TLC Track L • Analog Track 4 TLC Track X There are some cases where the first four digital tracks are 1, 2, 3, and 4 and the second four tracks can be A, B, L, and X. Some testing may be required. All tracks of all machines can be accessed with this method. In keeping with TLC tradition, there is a different Track Selection Set for Insert and Assemble. Even though the Assemble mode generally records on all tracks, there have been instances where a deck allows this selection type. So it has been preserved. This capability is specific to the deck and not to the TLC. ~ Split Tracks These tracks can be selected when performing a Split Edit. (This feature has not yet been implemented.) ~ GPI Status This indicates if the TLC GPI Output is Pulsed for the Duration, Pulsed at Edit In, Pulsed at Edit Out, or Pulsed at both. (This feature has not yet been implemented.) ~ Constant 1 / 2 These are storage places for numbers used to transfer between events and decks. To enter numeric data on the TLC Edit Control window directly, use the mouse and the slide out keyboard. ~ Split Delay This indicates the delay for the split tracks to be enabled after the start of edit. (This feature has not yet been implemented.)
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TLC Event Edit Data The middle section of the display window shows the edit data on a single event basis. There are numerous columns of data available to display. Any of the columns can be enabled or disabled by right mouse clicking the + column title. Using this system it is possible to make this window look similar to the traditional TLC window. The following is a discussion of all the columns and controls. ~ S This is the Device Select "*" Indication column. It displays the traditional TLC asterisk "*" cursor. Devices are selected by the Console Select keys [Source A– J], or by clicking the mouse on the cursor "*" column. Only Enabled "E" devices can be selected ~ + This is the Device Enable "E" Indication column. Devices must be enabled for any form of machine control and editing. When enabled, a green "E" appears in this column. When disabled, the device line data dims. The Device Enable has two purposes: First to accommodate a second control workstation for the TLC so that two users can use two sets of devices at the same time without affecting the other. Secondly to simplify the rules for editing. If a device is enabled, it can be used for any edit. If not enabled, it will not roll for an edit. No errors are generated. The device must be enabled for any form of machine control. To keep a device enabled for control, but not involved in a TLC edit, select Playback as the device Record Mode. ~ + Menu Right mouse clicking the + title causes the Row and Column configuration menu to appear. From this menu, select the following: • Row Display • Column Display Row Display Select which Device Rows are displayed in the TLC Edit Control window. The choice is from the defined ports in the 2K Port Setup. Toggle the desired row on or off. One selection and the menu automatically disappear. To make multiple selections from the Row Display menu, Left click on the very top of this menu. A new Row Display menu remains open until double clicking on the upper left closes it.
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Column Display Select which Columns are displayed in the TLC Edit Control window. Any of the columns can be enabled or disabled. Toggle the desired column on or off. One selection and the menu automatically disappear. To make multiple selections from the Column Display menu, Left click on the very top of this menu. A new Column Display menu remains open until double clicking on the upper left closes it.



There can be more columns than the display screen allows. Some screen types will not display all columns. The main purpose of the Row and Column configuration is to allow the TLC Edit Control to view only the most important items. Most of the Column information is not necessary to most users, so can be disabled to reduce the size of the window. It is possible to configure this window to look similar in rows and columns to the traditional TLC Console display. More columns will be added in the future. ~ E Menu Right mouse clicking the E of a Device Row causes the Device menu to appear. Some of these menu items are for testing but can be used if the keyboard or console is not available. They are also useful for Macros. From this menu, select the following: • Single… • Display Mode • Mark In • Mark Out • Clear • Open • Configuration Single… Single calls up the small Device Control window. Double clicking on the Device Icon on the 2K Status Window can also open this window. (This function has not yet been implemented.)
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Display Mode The TLC Edit Points and Position can be displayed in a variety of display modes. The following selections are available: • Film Frames 000000000000 • Feet and Film Frames 1000+00 • Half Feet and Film Frames 2000&00 • HH:MM:SS+FF 10:00:00+00 • Video TC 01:00:00.00 • Video Frames V000000.0 These display modes are based upon the conversion of film frames to time code based upon the TLC Sync Point for this device. Mark In Left mouse click Mark In. Mark Out Left mouse click Mark Out. Clear Clears all edit points for this device. This only clears the display but does not clear the edit points in the database. This is an issue that will be addressed in a future software version. Open Clears Out Edit and Duration points for this device. This only clears the display and actually does not clear the edit points in the database. This is an issue that will be addressed in future software versions. Configuration This opens the TLC Configuration window.
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~ R The Record Enable flag is the next column. This indicates a device can be used for recording, either manual or automated. In order to record on this deck, a record mode must be defined. There are several levels of protection. In order to record on a deck, the Record Enable Flag must be set and the desired Record Mode must be defined. If an Insert edit is to take place, then Tracks must also be defined. The Record Flag "R" allows the mode to be briefly turn on and off without loosing any record setup information. ~ G The Gang flag is used to define TLC Ganged decks. When the Gang Flag is enabled, both the yellow "G" is displayed and the device name is black text with a yellow background. This is the traditional TLC appearance for ganged devices. Ganged devices are affected by all TLC Gang commands and Gang edit point control. ~ Name An eight-character name can be given to each device. This name is used throughout the TLC displays and is output to the FLEx file. This name can only be defined and changed in the 2K Port Setup window from the Login Screen. The Name display field will normally be white text on a black background, but when a device is Ganged, the name is displayed in black text on a yellow background. ~ Device The Device column indicates the configured device for this port. When connected to a supported VTR, a TLC defined VTR model name appears. This is used to identify which type of VTR is connected to this port
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~ TC Reader The TLC supports several time code reader modes for each VTR. Not all modes are implemented at this time. Right mouse click to select from a pull down menu. These modes can also be configured in TLC Config: VTR Config.: Time Code. The following modes are available with the level of support indicated: •



Auto



Supported. Uses LTC for play speed and above and VITC for slower speeds. Editing is performed with LTC.



•



VITC



Supported. Vertical Interval Time Code.



•



LTC



Supported. Longitudinal Time Code.



•



TT1



Not Supported. Tape Timer 1.



•



TT2



Not Supported. Tape Timer 2.



•



LUB



Not Supported. Longitudinal User Bits.



•



VIUB



Not Supported. Vertical Interval User Bits.



•



TT1/ LTC Not Supported. Locks TT1 to LTC for editing with insufficient pre-roll time code. Designed for Nagra use.



~ Reel ID An eight-character Reel ID can be entered here. It is placed in the FLEx file output and other file types for logging. Logging mode is not implemented at this time. ~ Mode Record/Playback mode for the deck. To record, the deck Record Flag "R" must be set. Additionally, one of the TLC Record modes must also be defined. Select from the following modes by using with a right mouse click: • Off • Playback • Master • Insert • Assemble • TLC Hard • Man Insert • Man Assm • Hard Rec • Sound • Data
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Off No Edit action. This is another way to disable the deck for editing. This allows machine control but not editing. Playback Playback editing only. There can be multiple playback decks during an edit session. This setting allows synchronization, but not recording. Master When the deck Record Mode is set for Master, it edits using either Insert or Assemble as defined by the Master Mode. When n separate record control of multiple decks is not required, the Master Mode is the easiest method to use. Set the Record mode from the Master Mode field in the TLC Edit Control window. Tracks can also be set to Master or individual control. Insert Sets the deck to the Insert mode for editing. This mode overrides the setting of the Master Mode. Assemble Sets the deck to the Assemble mode for editing. This mode overrides the setting of the Master Mode. TLC Hard Record The TLC Hard Record differs from the Hard Record mode in that the TLC mode is similar to an Edit. The deck rolls along with any other Edit defined decks, and instead of Editing, is placed into Hard Record. This is useful for recording from a source reel to multiple recorders from the start of a tape without pre striped time code. It is also useful for hard recording on a cassette machine monitoring the output of the edit for quick accuracy verification. Since the deck is not synchronized, it will not slow the editing process. Manual Insert Manual Insert manually places a record enabled deck into edit from play. Press [Play]. When the deck is locked as indicated by the green "Play" text, use [Record] to manually insert edit the defined tracks. Manual Assemble Manual Assemble manually places a record enabled deck into edit from play. Press [Play]. When the deck is locked as indicated by the green "Play" text, use [Record] to manually assemble edit the defined tracks.
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Hard Record Hard Record is a direct manual record mode. When combination, the machine goes into Hard Record.



[Record] is pressed in



Use caution. The deck must still be Record Enabled. When this mode is selected from the TLC, make sure this is what you intended. ~ Track The Track column sets and displays the current track settings for the deck. There are two track selection modes available, Master and Individual Track Override. If Track selection is not complicated, it is best to set the track field to Master. Left click on this field to toggle between Master and Individual track selections. When in the Master mode, the tracks used for this device are defined in the Master Tracks area of the TLC Edit Control screen. When all decks are set to Master Mode and Master Track Selection, it is a good idea to turn of these two display columns to reduce the size of the window. When the user wishes to override the Master Track selections, left mouse click to show the individual tracks defined. To change the individual tracks, right mouse click on this field. A menu of available tracks will appear. The menu will disappear after each track is toggled. To set or clear multiple tracks, left mouse click on the upper line of the menu and a static Track Selection menu will appear. To finish double click at the upper left and the menu will close. Not all tracks map to the obvious tracks on a VTR. See the Track Selection section of this document for further information. The reference analog track can be selected by Cue 1 (A), on some digital decks. The analog LTC can be selected by Track 11 or LTC. In some decks there are several Cue Reference audio tracks. It is advisable to test any specialized editing before changing any master tapes. ~ Edit In The Edit In column defines the edit point for newly recorded material on the deck. This always represents the first frame or field of new material. The edit point in a variety of ways. The most common is the In key on the Keyboard Panel. It is also possible to mouse to click on the number and manually change the data using the slide out keyboard. Only the slide out keyboard can enter the Edit In frame at this time. Double clicking on any time number in the TLC Edit Control screen, copies the number, which can then be pasted in any other display field by middle mouse - 168 -
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clicking in that field. This is the simplest way to transfer numbers from one fields to another. ~ Edit Out The Edit Out field is manipulated in the same way as the Edit In field. The Edit Out number represents the first frame or field that is "NOT" replaced with new material. This is mainly done to make Duration calculations easy to visualize, and this also makes the next event Edit In point the same as the previous event Edit Out Point. ~ Duration The edit Duration can be entered in the same ways as Edit In and Edit Out. The duration represents the length of newly replaced material. Upon entry of any two of the three Edit Point columns, the third is automatically calculated. ~ Status This column displays the status of the enabled deck/port. The status text has been expanded from the traditional TLC status. The old three character mnemonics are now in plain English. Text and background colors have been added to accentuate the status. As an example, the Play status is Yellow text on Black when the deck is playing and not servo locked. The Yellow text changes to Green when the deck is servo locked. Various stages of edit synchronization are indicated by color. Not all of the Status messages are implemented at this time. ~ Position The deck position is displayed in the selected display mode. Video timecode from a VTR is displayed in the Timecode Reader mode. Telecine film counts are defined by the user set counter. In a 60hz standard, the timecode type will be indicated by the punctuation. A Drop Frame number will have semi-colons ";" and a Non drop Frame type will have colons ":”. ~ Timecode Type The Timecode Type display is a visual flag that indicates the type of timecode in use. The flag identifies the following standards: • N Non Drop Frame • D Drop Frame • E EBU • 2 24 Frame Video
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Edit List Controls A series of buttons appear below the TLC Event Data, which can only display a single event at a time. Most of these buttons are similar in function to the traditional TLC keyboard Edit List controls which navigate the events in an Edit Decision List (EDL). Full functionality has not yet been implemented ~ Replace Once an edit has completed, the data can not be changed easily. The Replace button applies any changes made to the currently displayed event. When replacing data, it is important that the current status of the system is the same as when the data was originally stored. ~ Recall Entering an edit event number in the keyboard buffer and pressing Recall displays the contents of that event in the TLC Edit Control display. This function has not yet been implemented. ~ First This reads the contents of Edit Event 1 and displays it on the screen. ~ Previous This reads the contents of the previous Edit Event and displays it on the screen. ~ Next This reads the contents of the next Edit Event and displays it on the screen. ~ Last This reads the contents of the last Edit Event in the list and displays it on the screen. ~ Insert Adds a new event to the EDL, just after the current event. All subsequent events will be pushed down the list and re numbered. ~ Delete Removes the current event from the EDL. All subsequent events will be pulled up the list and renumbered. ~ Bin Edit BinEdit mode turns off the current status update of the TLC Edit Control window. The current event will be read back into the display so that any data on the screen can be changed. Specific event data can be altered without the current status changing event data automatically. In this mode, it is not necessary to have
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the proper decks or telecine connected to change data. All of the status displayed will be the current status at the time the event was recorded. Changes are stored back to the EDL with Replace. This function has not yet been implemented. System Status Display Flags At the bottom of the TLC Edit Control screen are current status flags indicating the condition of the equipment at the current time. All of the TLC controls and calculations are based upon this information. BinEdit turns this status off and displays the status of the system at the time the event was recorded. ~ Video Standard The video standard as defined in Setup 2K: 2K Input. ~ F2T/ T2T Mode Indicates either Film to Tape (F2T) or Tape to Tape (T2T) modes. ~ Film Gauge Indicates 35mm or 16mm film as defined in TLC Config: Film Config: Film Type ~ Film Perf Indicates 4, 3, or 2 perf. film as defined in TLC Config: Film Config: Perf Mode ~ 3:2 Mode 3:2 Mode selection as defined in TLC Config: Edit Config: Master Mode: 2:3 Edit Mode. Only 2:3 and 3:2 modes are implemented at this time: ~ Speed Displays the source deck playback speed for control and editing. ~ Lock Mode Only certain telecine playback speeds are considered Locked by the TLC. At Locked speeds the TLC will fully synchronize to the field and frame sequence of the telecine and the Lock Mode will show "Sync". Locked speeds are: • 23.98 47.97 hz modes • 24.00 48.00 hz modes • 25.00 50.00 hz modes • 23.98 59.97 hz modes • 29.97 59.97 hz modes • 24.00 60.00 hz modes • 30.00 60.00 hz modes At other varispeeds, Lock Mode indicates "Vari" for varispeed editing. The TLC attempts to lock to the correct frame, but the video sequence is not verified.



- 171 -



2K Operations Manual: Chapter Nine ~ Basic Editing



~ Status Mode This function has not yet been implemented. ~ Edit Mode This function has not yet been implemented.
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TLC Config. Display



The TLC Config contains an extensive set of parameters to configure the TLC. For basic editing, only a few menu items need to be set. These relate mainly to edit timing calibration and trims. The menus are grouped by page or tab at the bottom of the display. Controls not listed here are not yet implemented. Film Config ~ General Main Control Enables control of the telecine transport. This is the same control as the green "E" on the device row of the TLC Edit Control display. Film Type Toggles between 35mm and 16mm and is used in film feet display calculations and other control functions. Perf Mode Selects the film perf mode. This function has not yet been implemented. ~ Device Property Sync Mode When set to zero, Field/Frame accurate synchronization is verified. If not zero, the TLC attempts to synchronize frame accurately, but allows the user defined window of synchronization error. This value is best set to one or two frames for varispeed editing. Sync Trim Adjusts the edit timing to compensate for video path delay. This is the traditional TLC *SYNC value. Slow Speed Sets the speed value for the Slow Forward and Slow Reverse keys on the Keyboard Panel. Shuttle Limit Sets the speed value for the Fast Forward and Fast Reverse keys on the Keyboard Panel.
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~ Time Code Time Display Mode Selects the TLC film counter display mode. These modes can also be set with the "E" Enable Flag menu by right mouse clicking on the "E". Film Sync Point The Sync Point can be manually entered here. It can also be set with the [Set Sync Point] or [Gang] [Set Sync Point] on the Keyboard Panel. ~ Parking, Pre/ Post Roll Pre-roll Override Each device can have it's own pre-roll for editing. When set to Master the pre-roll defined in Edit Config:Master Mode: Master Preroll is used. When set to Override Master, the Pre-Roll value entered below is used. Pre-roll Enters the pre-roll value in seconds, to be used when Override Master is selected. Post-roll Enters the post-roll in seconds that occurs after an edit has been performed. This is set separately for each deck. Deck Motion After Editing Determines the deck behavior after an edit has been performed. The following commands are possible. • Stop • Post Roll • Roll Back to Edit Out • Roll Back to Edit In • Roll Back to Pre-roll Smart Parking The traditional TLC Smart Parking is Enabled or Disabled here. The edit might not work if Smart Parking is disabled. The Parking Offset is entered below. Smart Parking Offset Displays the last used parking offset for troubleshooting. It cannot be changed. Manual Parking Offset Forces the parking to either side of the last used Smart Parking Offset. If Smart Parking is turned off, this forces the parking to a particular point. These are for troubleshooting purposes only and not recommended for general use. - 174 -
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KeyKode Config This function has not yet been implemented. VTR Config ~ General Main Control Enables control of the device transport. This is the same control as the green "E" on the device row of the TLC Edit Control display. Insert Track Selection Enables tracks for the selected deck. All Tracks toggles all tracks on and off. Assemble Track Selection Enables tracks for the selected deck in Assemble mode where the deck supports this feature. ~ Device Property Sync Mode When set to zero, Field/Frame accurate synchronization is verified. If not zero, the TLC attempts to synchronize frame accurately, but allows the user defined window of synchronization error. This value is best set to one or two frames for varispeed editing. Sync Trim Adjusts the edit timing to compensate for video path delay. This is the traditional TLC *SYNC value. Slow Speed Sets the speed value for the Slow Forward and Slow Reverse keys on the Keyboard Panel. Shuttle Limit Sets the speed value for the Fast Forward and Fast Reverse keys on the Keyboard Panel.
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Stepping Mode There are currently three TLC stepping modes: • Frame • Field (da Vinci) New Improved • Field (TLC) Requires VITC. Stepping Fwd Offset Trims the forward step value and normally set to zero. Stepping Fwd Offset Trims the reverse step value and normally set to zero. Cue Mode Selects from two Cue Modes. • Frame Accurate uses deck cueing (as in the traditional TLC) • Field Accurate cues to a field. It is slower but more precise. ~ Timecode Timecode Reader Mode Selects from a menu of available reader modes. This can also be done in the TLC Edit Control screen in the TC Reader column. The only modes implemented at this time are AUTO, LTC, and VITC. Time Display Mode Sets the timecode display mode. This can also be done in the TLC Edit Control screen in the + column by right mouse clicking the "E" flag. Sync Point The Sync Point can be manually entered here. It can also be set with the [Set Sync Point] or [Gang] [Set Sync Point] on the Keyboard Panel.
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~ Parking, Pre/ Post Roll Pre-roll Override Each device can have it's own pre-roll for editing. When set to Master the pre-roll defined in Edit Config:Master Mode: Master Preroll is used. When set to Override Master, the Pre-Roll value entered below is used. Pre-roll Enters the pre-roll value in seconds, to be used when Override Master is selected. Post-roll Enters the post-roll in seconds, which occurs after an edit has been performed. This is set separately for each deck. Deck Motion After Editing Determines the deck behavior after an edit has been performed. The following commands are possible. • Stop • Post Roll • Roll Back to Edit Out • Roll Back to Edit In • Roll Back to Pre-roll Smart Parking The traditional TLC Smart Parking is Enabled or Disabled here. The edit might not work if Smart Parking is disabled. The Parking Offset is entered below. Smart Parking Offset Displays the last used parking offset for troubleshooting. It cannot be changed. Manual Parking Offset Forces the parking to either side of the last used Smart Parking Offset. If Smart Parking is turned off, this forces the parking to a particular point. These are for troubleshooting purposes only and not recommended for general use. Switcher Config This function has not yet been implemented.
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Edit Config ~ Master Mode 2:3 Edit Mode This is similar to the traditional TLC 3:2 Mode key. At this time only the 2:3 Mode and the 3:2 Mode is implemented. These are referred to as Sync Point Modes meaning the recorder sync point will have the 2:3 pattern defined here. If the TLC is set for 2:3 Mode here and the sync point is set for 1:00:00.00, then the edit at the one hour point should be a two field film frame (A) followed by a three field film frame (B). Master Pre-roll Sets the Pre-roll for all decks set to Master Pre-roll. The value can be adjusted using the slider, or by entering a number on the slide out keyboard. Master Edit Mode Sets the Edit Record Mode to either Insert or Assemble for all decks set to Master Mode. This can also be set in the TLC Edit Control screen. Master Insert Tracks Sets the Insert Tracks for all decks set to Master in the Track column of the TLC Edit Control display. This can also be set in the TLC Edit Control screen. Master Assemble Tracks Sets the Assemble Tracks for all decks that support this feature and that are set to Master in the Track column of the TLC Edit Control display. Color Frame Phase When color framing is necessary place the first recorder in Color Frame Lock, which is either 4 Field or 8 Field lock. The Color Frame Phase value can be set so that the TLC matches the lock of the deck. 3:2 Trim Tuning Method Sets the 3:2 Trim value through trial and error editing as with the traditional TLC. Alternatively, Automatic setup can be selected, based upon a single test edit. 3:2 Trim Value (Manually) Sets the 3:2 trim.
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3:2 Trim Value (Auto) If the 3:2 Trim Tuning Method is set to Auto, perform a single edit. Test the edit by counting the sequence of the film frames. Use the pull down list of possible sequences observed, and the TLC will automatically set the trim value based upon this observation. For instance, after performing a calibration edit, if there is 1 Field followed by 3 Fields, this would be selected in the menu and the trim value would automatically be set. See the Edit Accuracy Setup discussion in the Appendix of this chapter for further information. Free 3:2 Sync Reference This function has not yet been implemented. Number of Retries Sets the number of edits the TLC will attempt before giving up. ~ GPI This function has not yet been implemented. Log Config This function has not yet been implemented.
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CONTROL PANELS The following keys on the Keyboard Panel are defined for TLC Editing. Some functions are available via a key modifier, usually one of the colored command keys ( ). In most cases, the key modifier must be selected first followed by the intended key. The only exception is [Record]. The key must be held down while [Record] is pressed. This is consistent with the traditional TLC Control-Record functionality. Key Modifiers



~ [Gang] [Gang] is used to modify the function of many TLC console keys. Press [Gang], followed by the desired function key. ~ Diamond Command Keys The command keys modify the function of the console keys. Press the appropriate and then the desired console key. The exception is [Record] where the must be held down while pressing [Record].



Source Select Keys



~ [Source, A-E] [Source A-E] selects control of the source and destination decks A to E. When selected, the TLC Cursor "*" indicates the selected deck on the TLC Edit Control screen. ~ [DDR, F-J] Press , then [DDR, F-J] to access decks F to J ~ [Gang] [Source, A-E] Press [Gang] then [Source A-E] to toggle the TLC Gang mode of the device defined by [Source A-E]. For example to toggle the gang mode of VTR-B, press [Gang] [B]. For Decks F-J use the mouse to toggle Gang mode. ~



[Record] [Record] initiates the TLC Record process as defined by the setup. must be held down while pressing [Record]. Recording continues until either the defined duration has taken place, or either [Rec. Out] or [All Stop] is pressed. ~ [Rec. Out] [Rec. Out] terminates any edit record process. Upon termination, the Edit Out points are defined and placed in the event data. A new event is defined. The new event Edit In points are the same as the previous event Edit Out points.
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Motion Control Keys



~ [Stop/All Stop] [Stop/All Stop] is a dual function key. Pressing [Stop/All Stop] once stops the selected deck. Pressing it rapidly twice stops all Enabled decks. When editing, [Stop/All Stop] terminates the edit process. However, Edit Out times are not calculated and a new event is not created. For consistency, the [Gang] [Stop] key sequence stops all Ganged devices. ~ [Play] [Play] places the selected deck into the Play. The playback speed is defined as the Default speed selected in the Varispeed Menu. [Gang] [Play] causes all Ganged decks to play. ~ [Rev] [Rev] reverses play for the selected deck. [Gang] [Rev] causes all Ganged decks to play in reverse. ~ [Fast Fwd.] [Fast Fwd] places the selected deck into fast forward. The speed of this mode is configured in the Device Property of the TLC Configuration menu. [Gang] [Fast Fwd] causes all Ganged decks to fast forward. ~ [Fast Rev.] Fast Rev] rewinds the selected deck. This utilizes the same configured speed as [Fast Fwd] in the TLC Configuration menu. [Gang] [Fast REV] causes all Ganged decks to fast reverse. ~ [Step Fwd.] [Step Fwd] moves the selected deck forward by one Frame or Field as defined by the deck type and the TLC Stepping Mode in the Device Property menu of the TLC Configuration. [Gang] [Step Fwd] sequence causes all Ganged decks to step forward. ~ [Step Rev.] [Step Rev] moves the selected deck backwards by one Frame or Field as defined by the deck type and the TLC Stepping Mode in the Device Property menu of the TLC Configuration. [Gang] [Step Rev] sequence causes all Ganged decks to step reverse. ~ [Slow Fwd] [Slow Fwd] moves the selected Deck forwards by a varispeed as defined by the Slow Speed setting in the Device Property menu of the TLC Configuration. [Gang] [Slow Fwd] causes all Ganged decks to slow forward.
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~ [Slow Rev.] [Slow Rev] moves the selected Deck forwards by a varispeed as defined by the Slow Speed setting in the Device Property menu of the TLC Configuration. [Gang] [Slow Rev] causes all Ganged decks to slow reverse. ~ [Shuttle/ Jog] [Shuttle/Jog] toggles between Shuttle and Jog mode of the selected deck. When either mode is selected, the Jog wheel is used to control the deck. In Shuttle, the control can be rotated clockwise or counter clockwise to select the desired shuttle speed. In Jog, rotating the control causes the deck to slowly jog in the desired direction. The faster the control is turned, the faster the deck jogs. When the control is stopped, the deck stops. ~ [Cue] Cue mode provides a menu of cueing options. For traditional TLC functions they include Edit In, Edit Out, and Edit Preroll which cue the selected deck to any of these defined points. If the desired Cue Mode is preceded by the [Gang] key, then all Ganged decks are cued to the desired point.
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Edit Point ~ [In] Entry Keys [In] is a triple function key used to set the Edit In point. Press [In] without a number in the keyboard buffer to perform a Mark In for the selected device. Enter a number then press [In] to perform a Set In on the selected deck. If plus "+" or minus "-" precedes a number in the keyboard buffer, a Trim In is performed. If [Gang] [In] is pressed, a Gang Mark, Gang Set, or Gang Trim In occurs. ~ [Out] [Out] is a triple function key used to set the Edit Out point. Press [Out] without a number in the keyboard buffer to perform a Mark Out for the selected device. Enter a number then press [Out] to perform a Set Out on the selected deck. If a plus "+" or minus "-" precedes a number in the keyboard buffer, a Trim Out is performed. If [Gang] [Out] is pressed, a Gang Mark, Gang Set, or Gang Trim Out occurs. ~ [Dur.] Use [Dur.] to enter a duration for the selected deck. The duration value must be entered in the keyboard buffer followed by [Dur.]. If [Gang] [Duration] is pressed, the duration is applied to all Ganged devices. ~ [Set Sync Point] Use [Set Sync Point] to manually or automatically set the Sync Point for the selected "*" device. If [Set Sync Point] is pressed without anything in the keyboard buffer and there are edit points defined for the decks, the Edit In point for the source deck and the selected deck becomes the Sync Point. The Sync Point can be manually entered for the selected "*" deck by first entering the numbers in the keyboard buffer. The numeric entry method must be a film count, comma ",", and a video time code. As an example: • 100+00,1:00:00:00 • 1000000,1:00:00:00 • 10:00+00,1:00:00:00 [Gang] [Set Sync Point] defines the Sync Point for the Source Deck and all defined recorders in the same way as described above. Make sure Edit In points are defined for all. The Gang Flag will additionally be enabled for all of these devices. This is indicated by the yellow "G" followed by the device name with a yellow background. The Gang Set Sync Point can be manually entered by entering a sync relationship in the keyboard buffer.
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Support Keys



~ [Swap Times] Traditionally, TLC provides quick access to the last edit and the current edit. When a completed edit (duration defined or generated) is performed, the general behavior is to store the current edit points, generate a new event or display screen and automatically make the new Edit In points conform to the previous Edit Out points. [Swap Times] selects either the current or last edit event ~ [Preview] There are four preview modes for the TLC. The most common is called Video/Video/Video or VVV for short. The TLC synchronizes all devices, and switches from Playback to EE on the record deck simulating the edit timing without actually editing. [Preview] starts the VVV process. The other preview modes are available from the Editor soft key menu. ~ [Editor] [Editor] is a 2K Mode key. A series of menus and functions are available from the soft key panel. [Editor] initiates HiPPi transfer mode. ~ [Varispeed] [Varispeed] was originally designed to control the speed of the source deck for color correction purposes. [Varispeed] is now expanded to control the speed of the selected "*" deck. Care must be taken not to change the speed of any recorders and playback devices other than the selected one. It is always important that the soft keys be used for any "Locked" or "Fixed" speeds. Using the keypad only sets varispeeds, and cannot be considered locked .
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Numeric Entry



The TLC has a variety of numeric display modes allowing you to enter numbers in a variety of ways. The traditional TLC used an opposite scheme for entering numbers than used by da Vinci color correctors. When merging the TLC with the da Vinci system, some compromise was made. The goal has been to utilize the da Vinci 2K number entry method with the flexibility of the TLC numeric display modes. This section describes the various methods for entering numbers for TLC Edit points. All TLC Edit points can be set using the 2K Control Console through a combination of the Numeric Keypad and Edit Point keys like [In], [Out], and [Duration]. Another method of entering TLC Edit Point numbers involves the Mouse and the Slide Out Keyboard. Both are described here. Keyboard Panel Numeric Entry As with the traditional color correction systems, a keyboard buffer is used to store numeric data. Once data is entered in the buffer, a command key can be used to direct that number. In the case of setting an Edit In point, enter a number as: • 1::: • [In] This sets the selected "*" deck Edit In point to one hour. Since the TLC has several numeric display modes, you can enter numbers using any of these modes. It is not necessary to enter numbers in the current display mode only. By following a simple set of rules, you can enter Edit Points displayed in any mode with numbers entered in any other mode. Entering time code values does not require punctuation although it can be included for completeness. To enter a time code value of one hour, any of the following are acceptable: • 1::: • 1000000 • 1:00:00:00 When using shortcuts like the above, Field 1 is assumed to simplify field accurate entry. To enter a Field 2 number, simply add the comma [,] to the end. • 1:::, • 1000000, • 1:00:00:00, The numbers can be trimmed afterwards if necessary.
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The relationship between film counts and video time code is defined by the TLC Sync Point. This means a film count can be entered and automatically converted to a video time code. Setting the Film Counter is separate from setting Edit Points, so the rules are slightly different. See Setting Film Count below. Entering a film count as an edit point (on any deck in any display mode) utilizes the film frame indicator which is a plus "+" sign. In the TLC, the plus "+" sign always means that film frames follow. Because the plus and minus signs to the 2K mean positive and negative, compromise convention must be used to set film frames. If the first character in the keyboard is a plus or minus, it will always imply a trim function. To enter a film count, make sure the plus sign is not the first character entered. To enter a single film frame: • 0+1 To enter 1000 film frames: • 0+ 1000 To enter 1000 feet plus 10 film frames: • 1000+10 To enter one hour and 10 film frames: • 1:00:00+10 or • 1::+10 To trim by any of the above numbers, place a plus "+" or minus "-" in front. Remember to place a zero before the plus sign when dealing with film frames only. This system provides a wide variety of flexibility when entering numbers. To trim a number by 10 seconds: • +10:00 • -10:00 To trim by a video field, use the comma key on the keypad: • =, • -, To trim by 100 video frames: • +100 • -100
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To trim by 100 film frames: • +0+100 • -0+100 To trim by 10 minutes and 10 Film frames: • +10:00+10 • -10:00+10 To trim by 100 Feet and 10 film frames: • =100+10 • -100+10 Remember, to provide flexibility, punctuation counts. Mouse Numeric Entry Some users prefer to enter Edit Points with the mouse. In this case, click on the Edit Point and enter or change the data using the Slide Out keyboard. The numeric keypad does not work in the TLC Edit Control display. The number must be entered exact. No shortcuts are allowed with mouse entry. When the number is entered, it must be completed with the keyboard [Enter]. Numbers can be Copied and Pasted using the mouse. Double Click on any Edit Point to copy the number in the temporary buffer. To Paste the number in any data field, us [Control] [Left Mouse]. [Control] is located in the slide out keyboard only. To Clear numbers, use [Control] [Right Mouse].



Setting Film Counts Setting the Film Counter is slightly different from setting an Edit Point. Since this is only a film count, the traditional short cut methods work and should not be confused with entering time code values. To set one hour film count enter: • 1::: or • 1000000 or • 1:00:00:00 Since the counter is not a time code, it is assumed to mean 1:00:00+00
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BASIC EDITING MADE SIMPLE Load the default configuration setting that has all of the desired deck control and timing settings stored. The proper edit timing calibration values have already been set for this session type. If not, make sure the 3:2 Trim Value is properly set in the Edit Config, Master Mode screen. Also, the Sync Trim in the Film Config, Device Property screen must be set to compensate for the video path delay. Details for calibrating accurate edits are in the Appendix. If in tape-to-tape, the VTR Source Deck Sync Trim must be adjusted for any video path delay. Under normal circumstances, it should not be necessary to adjust the edit timing trims for record decks. New deck types and multiple path delays require some testing and setting. Before setting any edit points or sync points, roll all decks from the console. This establishes several internal parameters for the control system. Most important is the Drop or Non Drop status if editing in a 60Hz standard. If the time code type has not been properly identified by the system, all edit and sync points set will be incorrectly calculated. Play the telecine and let it lock. Play each of the decks and observe the correct time code type. Make sure the time code type does not change when the deck is stopped. This would be an indication of the deck EE/Tape and time code generator modes are not correctly set. If 3:2 editing, set the Sync Point, especially if assembling reels for 3:2. The 3:2 pattern on the tape is defined by the Sync Point of the first record VTR in the display. If not doing 3:2 editing, the Sync Point is only necessary if you wish to use [Gang] for setting edit points. Remember [Gang] is Source deck based. For now, only the telecine can be used as a Gang source. For all decks to be ganged for edit point setting, use the [Gang] [Set Sync Point], or manually set the sync point and enable the Gang flag with the yellow "G". Make sure each recorder is flagged as a recorder by enabling the red "R" with the mouse. Also, the Record Mode must be set to Insert, Assemble, Master, or TLC Hard Record. These are the auto editing modes. If set for playback, the deck should roll, but not edit. Remember, the deck must be flagged for record and the record mode must be set in order to edit. With edit points set, it should be a matter of using the [Record] combination to start the process. Remember, this is a unique key combination on the 2K. The key must be held down first, followed by [Record] at the same time. This is very similar to the traditional TLC Control-Record key combination. Setting edit points is handled by careful use of the Console Input Buffer and the TLC [In], [Out], [Dur], and [Gang] keys. Remember if the [In] or [Out] keys
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are hit with no number in the buffer, a [Mark In] or [Mark Out] is performed. If a number value is in the buffer, then this becomes a [Set In] or [Set Out] function. If a plus "+" or minus "-" precedes the number in the buffer, then this becomes a [Trim In] or [Trim Out] function. The [Gang] key can additionally precede the [In], [Out], or [Dur] keys to perform gang functions. Manual Edit Record You can opt to manually edit material by setting the Record Mode to Manual Insert, Manual Assemble, or Hard Record. To manual edit in Insert or Assemble, select this mode as the Record Mode. Play the selected deck. When locked, you can press [Record] and the deck enters the selected mode. Note that the deck can only go into edit when the transport is locked. In the TLC Status, the deck is locked when the Play text changes from Yellow to Green. If the deck transport is not locked, an edit will not happen. The Hard Record mode can also be selected. In this case [Record] places the deck directly in to Record. Use care when selecting this mode.
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BASIC EDITING APPENDIX Since the internal 2K TLC editing software is not complete, some extra steps and Initializing workarounds must be taken to set up for an edit. Here are some simple the TLC guidelines towards setting and making edits. System This section describes making a Default TLC Configuration or Memory, which can be recalled independently from the 2K Configuration. 1. Enable the VTR ports in use at the facility prior to any editing. This is done in the 2K Port Setup widget in the Login page. Ports are enabled by double clicking the mouse in the "S" select column. Enable as many ports as necessary. Deck names can only be defined here. The enabled ports are displayed in the TLC Edit Control widget. Unused ports take up software bandwidth. 2. Build a basic default configuration for editing. Using a Default 2K Configuration, go through all of the TLC Configuration pages, setting deck parameters as desired. Make sure the desired timing parameters are properly tested and set. Establish any normal default sync points. Even setting some default edit points to start can be a big help. Gang Flags should be enabled on the Source and recorders. All of this should be saved in a default configuration setting to be used when starting a new session. It is also common practice to have configurations for various session types with different deck timing settings. 3. Save the TLC Default Memory. Once all TLC Configuration and Current Event Data have been entered, right mouse click the title bar of the TLC Edit Control display and select Copy Current Event To Memory. The system prompts for a Yes or No prior to performing the copy. This stores the current edit settings to the TLC Default Memory which is separate from the 2K Color Memories. One TLC Default Memory is stored with each 2K Configuration and Session file. 4. Recall the TLC Default Memory. The TLC Default Memory can be recalled at any time during any session. Right mouse click the title bar of the TLC Edit Control display and select Copy Memory To Current Event. The system prompts for a Yes or No prior to performing the recall. All TLC configuration and current event settings are recovered and displayed.
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Calibrating the internal 2K TLC is very similar to the traditional TLC. The Edit original TLC Calibration bulletin is still valid for the new menus settings. The Accuracy calibration procedure is defined here. Set Up Calibration is done in several steps. Errors in the early steps, will produce invalid results in later steps. Calibration should be completed in the following order, although any step known to be correct can be skipped. For a given setup and video path delay, the associated trim values will always be the same. If, however, anything changes in the path, the trims will probably be affected. If there are several video types of setups, a different configuration should be generated and saved for future each. VTR Accuracy Verification 1. Verify the edit accuracy of all VTR types in use, by performing a simple "Bars to Black" edit on each video field. Any two video signals can be used as long as they are different in nature. Do not try to synchronize the telecine at this point. 2. Perform an Insert Edit from Black to Bars at a given Field 1 Edit In Point. The Edit Out point can also be defined. There are several warnings when doing Edit Out point testing. Some VTR types cannot do short duration inserts due to processing time. Generally, if the Edit Off command to the deck happens before the Edit On is processed, the deck becomes confused. Also, some of the compression style decks cannot perform mixed field editing. The TLC is capable of mixed field edits, but cannot overcome a deck design. Please test this functionality first. 3. Check the settings in the deck menus including: Sync Reference, Edit Timing, F1/F2, Still after Cue, and EE/Tape Settings. The most common problem is testing Field 2 edits when the VTR is set for F1 Only. 4. Edit In and Edit Out timing trim adjustments should not be needed for any deck supported by the TLC. They should only be necessary if performing advanced multiple path delay editing, 5. Continue to the 3:2 Calibration once the VTR editing has been verified.
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3:2 Accuracy Calibration This is only necessary when editing in a 3:2 environment. The 3:2 trim value has no affect on one to one film to video frame transfers. It is important to calibrate the 3:2 settings first without regard for accurate film frames, because the variation of 3:2 settings can span two or three film frames. It is easier to make a coarse Film Sync Trim while doing this, but do not be confused by trying to set the 3:2 Trim to make the correct film frame. The key to accurate editing and calibration is setting the Sync Point. The TLC sync point equates a film frame count with a video time code. This is useful for assembling reels of film together, but the Sync Point also determines the 3:2 pattern on the tape. The rule is simple. When properly calibrated, the film frame recorded at the TLC Sync Point will have a sequence defined by the 3:2 Mode setting. Film frames recorded on either side of the Sync Point will track. This is very important, providing a wide range of flexibility and useful to remember when troubleshooting accuracy problems. As an example, if the Sync Point is set as 1000+00 = 1:00:00.00, and the 3:2 mode is set for 2:3, then the film frame recorded at exactly one hour will be a two field frame followed by a three field film frame. There is only one calibration setting that will make that work. If not calibrated properly, some edits can seem to work, but in general, it will not work for long. 6. Set Edit In points for film and videotape. A numbered film reel such as Keycode Test film, is best for this test. 7. Use [Gang] [Mark Sync Point] to set the numbers and gang the devices. This makes the Edit In points the TLC Sync point. It is much easier if both film and VTR have the same sync relationship. 8. Set the TLC 3:2 Mode to 2:3. This is the most common configuration and is assumed during this procedure. 9. Perform an edit at the TLC Sync point. It is important to edit at the Sync point because it has a known 2:3 sequence. 10. Step through the edit at the Edit In point. Counting the fields of each film frame, looking for a two-field film frame followed by a three-field film frame. Do not pay attention to exactly what the film frame is. 11. Skip to Film Frame Accuracy Calibration if the sequence, and therefore the 3:2 Trim, is correct. If not correct, continue with either Quick Calibration or Traditional Calibration.
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Quick Calibration (Single Edit Test) The 2K TLC has a quick method of calibrating the 3:2 involving a single test edit. •



Set TLC Config: Edit Config: Master Mode: 3:2 Trim Tuning Method to Auto by Recorded Pattern. Do not change any values at this point.



•



Count the number of fields at the edit point for the first two film frames which should have one of the following patterns: 3 Field followed by 2 Field 2 Field followed by 3 Field 2 Field followed by 2 Field 1 Field followed by 3 Field 1 Field followed by 2 Field



•



Any other pattern, suggests that either the speed or hardware is wrong and should be corrected before continuing



•



Select the sequence at the edit in the 3:2 Trim Value (Auto) menu. After selecting, the TLC 3:2 Trim value is automatically set based upon this answer. Do not repeat this unless performing another test edit and counting the sequence again.



•



Repeat the 3:2 test edit and confirm the edit has the correct field sequence.



•



Continue with Film Frame Accuracy Calibration. The traditional method described next is not required.
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Traditional Calibration (Trial and Error) • Set TLC Config: Edit Config: Master Mode:3:2 Trim Tuning Method to Manually. Note the 3:2 Trim Value. •



Change the 3:2 Trim Value by one. The possible values are 0 through 4, and no other values are valid.



•



Repeat the edit. Count the film frame fields looking for the two followed by a three.



•



Keep changing the 3:2 Trim Value until the correct one is found. One and only one works. If none work either the speed or hardware is wrong and should be corrected before continuing.



•



Write down the correct 3:2 Trim Value for future reference. Even though it is stored in the Config, it might be necessary to set it manually in the future.



•



Continue with Film Frame Accuracy Calibration.



Film Frame Accuracy Calibration 12. Observe how many film frames are out of sync at the edit point. Given the 3:2 is accurate, all that is left is calibration of the film Sync Trim value. 13. Enter the number of frames to correct the edit in TLC Config: Film Config: Device Property: Sync Trim. If the film is early, meaning the video records film frames before the film Edit In, enter a positive trim value. If the film is late and film frames are missing, enter a negative number of frames. 14. Repeat the edit and it should be correct. The calibration procedure for this video path setup is complete. It is a good idea to log the 3:2 Trim and the Film Sync Trim for future reference under these conditions. It is quite common to have several timing trim setups. It is additionally correct that the Film Sync Trim will be different when running the telecine at 23.98 fps and 29.97 fps. Storing different Configurations for these different types of setups saves a lot of time.
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Usually the calibration procedure is all that is necessary to ensure trouble free Edit editing for any given video path delay and system. With all of the new video Trouble- standards available, much more testing and calibration is necessary. If one of the Shooting above steps doesn't work, or the settings appear to change, please check the following list of possible problem areas. • Telecine speed not properly set to 23.98 when performing 3:2 calibration. Note in a true 60Hz system, the telecine speed is 24.00. The rules remain the same. • The 3:2 or OPD pulse can be missing or incorrect from the telecine. The TLC must have this pulse to match the 3:2 from the video. The TLC 2K is capable of editing without this signal, but reliability from session to session or day to day can be compromised. • Sync reference to TLC 2K not matching either the VTR or the telecine. While this is becoming rare, it is possible the video is not locked at some point in the system. All devices, telecine, color corrector (TLC), and VTR must be locked and phased the same. • Video path delay not a proper multiple of video frames. Even though the TLC can tolerate a small amount of sub-frame (lines) delay, there is a window of failure where the edit can be ambiguous. Standard editing practice depends upon all sources timed and locked the same. Nothing has changed in this area just because the video is digital. The rules remain the same. • TLC Sync Point not properly set. The Sync Point is the key. The video time code determines the pattern on the tape. TLC telecine speed does not match the actual telecine speed
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There are several variations of audio track mappings in VTR devices. They are Audio generally broken down into two audio track device types, Analog and Digital. Track The TLC has a variety of VTR devices programmed in the firmware. This means Selection selecting Audio Channel 1 on a TLC "known" device will properly set Channel 1 for editing. If the device model is not known to the TLC, then it will be assumed to follow the Digital track selection scheme within the TLC. Knowing this, the user should be able to select any available audio track for TLC use. Some trial and error may be necessary. Analog Devices For decks the TLC recognizes as analog, the following track selections are available: • • • • • • • • • • • • •



Audio 1 Audio 2 Audio 3 Audio 4 LTC Audio 5 Audio 6 Audio 7 Audio 8 A B L X



Analog Audio Channel 1 Analog Audio Channel 2 Analog Audio Channel 3 or LTC on some decks. Analog Audio Channel 4 LTC Digital Channel 1 (some decks only) Digital Channel 2 Digital Channel 3 Digital Channel 4 Analog Channel 1 (These are duplicated) Analog Channel 2 LTC or Analog Channel 3 Analog Channel 4



Since there are not any new analog decks, these track selections should all existing devices. Some specialized decks have already been programmed.
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Digital Devices The default selection method for audio tracks is Digital, which covers most new decks. All possible defined tracks within the Sony protocol are available in this mode. The following tracks are mapped to the TLC track selections: • • • • • • • • • • • •



Audio 1 Audio 2 Audio 3 Audio 4 Audio 5 Audio 6 Audio 7 Audio 8 A B L X



Digital Audio 1 Digital Audio 2 Digital Audio 3 Digital Audio 4 Digital Audio 5 Digital Audio 6 Digital Audio 7 Digital Audio 8 Analog Cue Track 1 Analog Cue Track 2 LTC Analog track Analog Track 12



Not all tracks are implemented on all decks, but if the track uses one of the above bits, edit selection is possible. Some decks use AES audio paired track control. This means the TLC Audio 1 selection will control Audio channels 1 and 2, while TLC Audio 2 will control channels 3 and 4, and so on. Again, it is recommended that the user tests track control before use.
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Release Notes



Software Version V2.0.8 •



• • • • • • •



•



Edit Out Update and time swap functions were improved with this version. If a duration is defined, or the Edit Out key is pressed during an edit. The Edit Out times are updated for all involved devices. The display swaps to the next event and the previous Edit Out times pulled up to the next Edit In times. Use the Swap Times key to view the previous edit. Improved Synchronization of the Philips DCR D1 decks. A longer pre-roll can be required for this deck. The EE Soft key has been defined. It now only works while in Play and selects EE when stopped, but Tape mode is entered when in Stop. This will be addressed in a future version. The Standby Key works but does not toggle. This will be addressed in a future version. The Eject soft key works. It will not Un-Eject though. In 625 or any similar type of sync rate, the EBU time code is assumed. All counting and calculations are based on this mode. This assists in entering numbers prior to defining decks. Gang Entry will now only enter numbers on Ganged devices. This is the traditional behavior of the TLC. Numbers in the TLC Edit Control window can be "Copied" and "Pasted" using the mouse. To copy a number into a temporary buffer, simply double click the Left Mouse key. To Paste the number in any data field, us the Control Left Mouse key. The Control key is located on the slide out keyboard. This method works in 2K Macros. To clear a data field, use the Control Right Mouse key. When Copying Current to Memory, or Copying Memory to Current Event, you are prompted for a Yes or No prior to the action.



Software Version V2.0.1 • •



Pressing [Out] when not in an Edit used to create edit events. This has been cleared. The Drop/Non-Drop status of the telecine line is corrected to reflect the First Recorder in the system. You must play the recorder when changed to update the telecine flag.
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Use a sturdy stool or ladder when you clean, maintain or repair the air conditioner at a height. Failure to do so may result in serious injury or product failure.
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Operations Manual 

ne lavez pas le produit avec des jets d'eau. Utilisez un tissu doux. Cela peut provoquer des blessures graves ou la dÃ©faillance du produit. â€¢ Ne touchez jamais ...
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ure to do so may result in electric shock or product failure. ... It may result in death, serious injury, or product failure. ..... The temperature range is 64°F(18°C)-.
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Nation Electrical Code NFPA 70/ANSI C1-1003 or current edition and Canadian ..... P. J G. Navigation and functions button*:. Sets the special functions.
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block the air flow or weaken the cooling / dehumidifying functions. For your records ...... 4 BotÃ³n del ventilador : El aire sale de la uni- dad interior por la parte ...
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Select 5 if you want natural air. The fan speed adjusts .... pollution (or something like that). CAUTION ... In summer, it may take some time to cool indoor air.
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ENGLISH. TIPS FOR SAVING ENERGY. Here are some tips that will help you minimize the power consumption ...... blinds or furniture blocking the front of the.
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season, in order to prevent mold from setting in. This mode .... If the air conditioner will not be used for an extended of time, dry the air conditioner to maintain it.
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purposes. Write the model number and the serial number here: ..... Cooling-only models do not support this ...... L Bouton de réglage de la vitesse du ventilateur.
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The information contained in the manual is intended for use by a qualified service technician ..... from Â°C to Â°F if pressed for 5 seconds. m n ... Point the remote control towards the signal receiver ...... 3 Pulse g para ajustar la velocidad del 
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formance of your product. WARNING .... Contact an authorized service center when the air conditioner is submerged into water due to flood- ing. Failure to do so ...
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Operations Manual - Sylvane 

Here are some tips that will help you minimize the power consumption when you use the air .... When there is a gas leak, ventilate sufficiently before using the air conditioner again. Failure to do so ..... The AM/PM icon flickers at the bottom of.
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Keep doors or windows closed tightly while you are operating the air .... Do not mix the batteries for the remote control with other types of batteries or mix new batteries with ... Page 7 ... The feature can be changed according a type of model.
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operations manual - Nintendo 

endommager la console, affecter son bon fonctionnement, ou provoquer la perte de ...... Un champ magnétique puissant, comme celui émis par un haut-parleur audio ..... Le présent mécanisme respecte l'article 15 des règlements de la FCC et ...
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Do not touch, operate or repair the air conditioner with wet hands. It may result in electric ..... humidity or in the rainy season, in order to prevent mold from setting.
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Sleep mode auto button*: Sets the sleep mode auto operation. _. Temperature adjustment buttons: Adjusts the room temperature when cooling and heating.
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Operations Manual - Sylvane 

Ne placez aucun objet sur le cordon d'alimentation Cela peut provoquer un choc électrique ou la défaillance du produit. Installation. • N'installez pas le ...
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Install the panel and the cover of the control box safely. Failure to do so may result in ..... If the air conditioner will not be used for an extended of time, dry the air conditioner to maintain it ... 4 Clean the filter with a vacuum cleaner or wi
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The StreetPass feature allows your system to automatically search for and ...... Before using this feature, download the free Nintendo 3DS Transfer Tool from ...
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buying video game systems, accessories, games and ... videos about software, or download software to play on your system. NOTE: A ... Format System Memory.
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Operations Manual - Global Industrial 

Dust and impurities collected in the air filter may block the air flow ... The information contained in the manual is intended for use by a qualified service technician.
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The StreetPass feature allows your system to automatically search for and ...... or visit support.nintendo.com and use the Error Code Lookup tool for information ...
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causar fallos de funcionamiento. • Si reinicia el aire acondicionado, comen- zará a funcionar con la dirección de flujo de aire ajustada anteriormente; por esta.
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Do not connect the ground wire to a gas pipe, a lightning rod or a telephone ground wire. It ... Contact an authorized service center when the air conditioner is submerged into water due to flood- .... Wireless remote control ..... Clean the product 
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