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There is a new tool available that every Vegas editor should know about

By Gary Kleiner & Edward Troxel

Created by Edward Troxel and Gary
Kleiner, Excalibur includes 12 Wizards
(tools) that are designed to speed you
through many editing tasks, and are accessed
through a pop-up interface that integrates
seamlessly with Vegas.

Excalibur - Tools to slice through your editing tasks. - Yersion:1.0a

" Sync Wizard Ey: Edward Troxel & Gary Kleiner

€ Muli-Cam Wizard Default Dissolve Length:  |[IIEIEEE

I~ Start Pracessing at cursor position i

%

v 'D'is optional to indicate dissolve v Automatically select named videa hacks

¥ Leave holes' in camera tracks

Default Dissolve Length: |00:00:00:16

¥ Add dissolve between the clips ¥ Maintain original overlaps

¥ Automatically de-select audio tracks

 Gap Wizard

Toolsinclude:

" Woice-Dver Wizard

For the event videographer, Multi-Cam
Wizard alone will save many hours of edit-
ing time. You can edit an entire multi-cam
shoot before making asingle cut to any clip!

= Unsplit ‘wizard

Narrative Track Mame: [Yoice

Backgiound Music Track Name: [Music

Fade Up/Doven length: W

Loud Wolume Between Clips: '1_

Soft Wolume Between Clips: l[IZE—

Min. time between clips before volume changes: JW

I~ Doonly events inside the selected area [~ Center fade on everlt edge

" Fandomize Wizard

 MarkerWizard

Sync Wizard: Makes it a snap to
synchronize any combination of

 Welooiy Wieard

" Orphan Wizard

Marker Interval |00:05:00:00 I~ Place Marker at Each Event

Yelocity percentage (100t 300F [100 [~ Fresze Frame
 Align AN Wizard

 Solo Wizard [ Save these settings as Default

video and audio events.

" Fade Wizard

() Copyright 2003 JET Digital ¥ideo and Mobile Pro Video.

|

Fade In: |01:00

[~ Fade ta cursor

Fade Out; {01:00

I Fade hom cursor.

Multi-camWizard: Instantly creates
afinished edit with cuts and dissolves accord-
ing to your instructions. Has to be seen to be
believed!

Gap Wizard: Automatically del etes spaces be-
tween timeline eventswith optional dissolves.
Perfect for creating photo or video montages
faster than you ever have before.

Voice-Over Wizard: Takes less than a second
to place volume envel opesthat raises and low-
ersthevolume of anaudio track based on wher-
ever you have placed your narration.

OrphanWizard: Instantly placesmissing audio
or video events back in your timeline in sync
with their video or audio “ parents.”
FadeWizard: Placesfadesat event edgesat your
specified length, or to the current cursor posi-
tion.

Alsoincluded are Unsplit Wizard, Marker Wiz-
ard, Randomize Wizard, Vel ocity Wizard, Solo
Wizard, and Align A/V Wizard.

To see ademonstration of this exciting new tool, go to
www.VegasT rainingAndT ools.com.
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Beginner’'s Corner - Printing To Tape (PTT)

By Edward Troxel

After you have finished editing your video project,
you still face onemoretask. You must still get the project
out of your computer and recorded onto tape. In the
computer editing world, this processisknown as print-
ing to tape, or PTT. To print to tape, choose the Print
Video to DV Tape... option on the Tools menu. This
allowsprinting directly fromthetimeline.

Onceyou have selected the PTT option, severa steps
are required. Thefirst step is to pick your output for-
mat. This should,
hopefully, already
be set appropri- o
aely to the same
fOrmat as your it e e e s
project. If itisnot,

Conform Timeline to D¥ Format

Conform timeline to this format;

you Can Change DV template: Custom

th tt - h Description: Sudio: 48,000 Hz, 16 Bit, Stereo, PCM Uncompressed. :J
Wideo: 29.97 fps, 7201480, L field fi

€ Setting here. e e

MNTSC DV video files compatible with Sonic Foundm Video

Once the correct Capae -

. F Rerder loop regiononly
format is chosen,
click on Next. g [ Howr | ol

The second
screen allowsthe option of printing color barsand tones.
Many people use these bars and toneswhile othersmanu-
ally add their own barsand tonesto the beginning of the
timeline. Fre-
guently, they are
not needed. On S
this screen, pick
the style of bars — heEminii s S it .
you want and the
duration the bars

ling
will print o the DV devics.

Leader lest paltem siyle:

SHPTE Dar (V70
Test pattem duration [seconds]: 0.000

I™ Play 1 kHz tone with test pattem

ShOUId be d|S' Leader black duration fseconds} [iwooo

pl ayed TO el|m|' Trailer black duration [seconds) [ioooo

nate all bars,

change the dura- ok [ow ] cowa |

tion to zero sec-
onds. Similarly, indicate whether thetoneisto be played
along with the bars.

Also on the second screen is the leader and trailer
duration. Thisisthe amount of black added to the be-
ginning before your video starts and added to the end
after your video compl etes. Vary these settings accord-

ing to your needs.

Thethird screen dlowsyou to choose between manu-
aly starting the recording or letting Vegas start the re-
cording automaticaly. If thereis atapein the cameral
deck, atimecodewill bevisibleinthe Device Timecode
box and the“Use Device Control” option will be avail-
able. Once ren-
dering is com-
pleted, the device
will automati-
caly be started
andtherecording
will begin.

Whilethisisa
niceoption, | pre-
fer to manually
start my record-
ings. Thisalows
the manual starting of other external devices such as
VHS decks or devices connected to aconvertor such as
the Canopus ADV C-100.

Next, Vegas takes a careful look at the project to
determine if any sections need rendering. It then will
render all of those sections and give astatusindicating
how many steps are involved. The stepswill be asfol-
lows - assuming a variable number of steps | will call
N:

Device Setup i |

Step 0: Check what needs Rendering
Steps 1 thru N-3: Render video sections
Step N-2: Generatethe W64 audiofile
Step N-1: Send video to Tape

Step N: Clean up any files

Explorer / Timmer  Media Pool Transitions “ideo Fx
ancel ]l 0% (2 of 3) Prir
[E=E IS S s T W =

Asan example, if there are 10 steps, they will be:
Step 0: Check what needsrendering
Steps 1-7: Render video sections
Step 8: Generatethe W64 audiofile
Step 9: Send video to Tape
Step 10: Clean up anfiles
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If you have chosen to manually start the tape, the
fourth screen will be shown after step N-2. Thisscreen
presents a countdown. Click on Start and the count-
down will begin. Here you can specify the number of
secondsto count and whether to include beeps. If beegps
are used, the  EEEE————— x|
beep at the
two second
mark  will
sound differ-
ent and there
will be no
beep at the 10.0
one second
mark. | press St
record onthe
two second “ different” beep.

During each step, whether rendering or printing to

Cue the tape to the desired position. When you are ready to begin recording, click the
Start button in this dislog and press Record on your DV device

Delay playback countdawn timer (seconds); 10.0]

IV Beep each second duting countdown

Frinting to tape =
| 0% i
Approximate hime left (kb mm:zs]; 0o:00:12
Elapzed time [hh:mm; z2); 00:00:11

Cancel

tape, astatusdialog ispresented. Thisbox will indicate
the amount of timethat has passed and give an estimate
of the time remain-
ing. Thetime shown

[Sonic Foundry ¥ideo Capture 4.0

+ Wiew Transport Wideo Audio Options  Help

how long it hastaken to do those steps.

While thisisthe standard method in Vegas for get-
ting video back to tape, other methods can also be used.
To use the dternative methods, the video must be ren-
deredto aseparate AVI file. OncetheAVI fileisgener-
ated, there are many other options available. Here are
two of those options.

The Vegas capture utility has three tabs. The third
tabisPrint To Tape Multiple AV filescan be added to
the play list and they will be sent, in sequence, to the
external device. The one advantage of this method is
that the generation of the W64 fileisnot required. Asa
disadvantage, the file(s) must be fully rendered to an
AVI first. While | have found this method alittle more
difficult to use, if you have problems using the normal
method, this option may be worth alook.

As discussed last issue with capturing, Scenalyzer
Liveworksfor printing aswell. Just point to the proper
AVI files and
Scenalyzer Live
can send them
back to your re-
cording device.
Using any of the
methods, you
should beableto
get your video
recorded back to

tape.

=1

isonly arough esti-
mate. You can use it
to get anideaof when
rendering will com-
plete but it does not
take into account all
variables - such as
the PTT step will
take one hour if the
video is one hour
long. It simply looks
at how many steps
there are, how many
steps are done, and

3 Captue E Advanced Capture

> W oO|ap W» i

@ Clip Explorer: all Clps

vf-jn Cue Device ;{ﬂ] Previewon Device: "8 Fecord to Device

| a Print to Tape

C

)

Items to print: 1
Print length: 00:02:54:02
Current location:  00:00:00:00

W Baich Captre. | QL Search | @ X | EH-

r—@ Al Cips |
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Slideshow to Markers Script

By Alexei Boukirev

A whileback, | saw amessage on Usenet pointing to
new tutorialsfor therecently released MediaStudio Pro
7.0. One of thesetutorials demonstrated atechniqueto
create a dlideshow synchronized to the beat of asound
track. The beat markershad to be set manually but the
rest was automated. “Hm-m-m,” | thought, “ can we do
itinVegas?' Scripting totherescue- now we definitely
can. Just add the markers, select the audio track and run
the script.

Start withanaudiotrack. You canlistentoit and set
markersat pointswhereyou later want your slideshow
to advanceto the next image. Then, createabininMe-
diaPool and placeyour images/slidesinto that bin. The
result of running the script will be a video track with
eventsfrom the bin synchronized to the markerscreated
to match the music beat.

Since there is no way to identify the currently se-
lected bin, we'll need to find it by name. The bin name
must be manually provided. Another value needed isthe
length of dissolvetransition between slides. For script-
ing convenience, half of dissolve length should be en-
tered. Thisisthen doubled by placing half of the dis-
solve before the marker and half of the dissolve after

the marker. Future modifications may introduce other
waysto align events.

By adding the GUI (Graphical User Interface), the
bin name and overlap amount can be easily modified.
To createthe dialog requesting the bin name and amount
of overlap (haf thelength of the dissolve), usethe code
inFigureA.

To find the specified bin in the Media Pool, use the
code in Figure B. By using FindSelectedTrack to find
audio track, the video track can be inserted right next
toit using the codein Figure C.

Next, wewalk through the markerson timelineiden-
tifying apair far enough apart to accommodate the dis-
solves on both sides of event to beinserted. Weaso go
through theimagesin the bin and create eventsand takes
accordingly. Given the proper image/mediaand event
start/end timecodes, Figure D will place the event on
the timeline. The code in Figure E is used to find the
next image.

Asmentioned above, it isimportant to select pairs of
markers far enough apart in order to accommodate the
dissolveand leavetheclip visiblefor asufficient period
of time. Also, itisunlikely that there are markersat the

Find Bin - Figure B.

/!l Walk the bin tree recursively until the 'nang'

/1 returned.
function Fi ndMedi aBi n(parent: MediaBin,
/1 If no parent bin was provided,
if (parent nul |)
parent = Vegas. Proj ect. Medi aPool . Root Medi aBi n;
var bi nEnum = new Enuner at or (parent);
whi | e (!bi nEnum at End()) {
var bin = bi nEnumiten();
if (bin instanceof MediaBin) {
if (String. Conpare(bin.Nane,
return bin;
/] Recurse here.
bin = Fi ndMedi aBi n(bi n,
if (bin!= null)
return bin;
}

bi nEnum noveNext () ;

}

return null;

name: Stri

nane) == 0)

nane) ;

/1 If several bins on different |evels have the sanme nane,

use the project root bin.

is found.
first one will be

ng): MediaBin {
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Create Dialog - FigureA.

/1 Form subclass that is the dialog box for this script
cl ass SlideshowhDi al og extends Form {

var bi nNaneBox;

var overl apBox;

function Slideshowhi al og(bi nNanme, overl ap) {
this. Text = "Create Slideshow';
thi s. FornBorder Styl e = Syst em W ndows. For nms. For nBor der St yl e. Fi xedDi al og;
thi s. Maxi m zeBox = fal se;
this.StartPosition = FornStartPosition.CenterScreen;
this. Wdth = 300;

var buttonWdth = 80;
bi nNaneBox = addText Control ("Bin Nane", 6, 200, 10, bi nNane);
over | apBox = addText Control ("Overlap Tine", 10, 140, bi nNaneBox.Bottom+ 16, overlap. ToString());

var buttonTop = overl apBox. Bottom + 16;

var okButton = new Button();

okBut t on. Text = "OK";

okButton. Left = this.Wdth - (2*(buttonW dth+10));

okBut t on. Top = buttonTop;

okButton. Wdth = buttonWdth;

okBut t on. Hei ght = okButton. Font. Hei ght + 12;

okBut t on. Di al ogResult = Syst em W ndows. For ns. Di al ogResul t. CK;
Accept Button = okButton;

Control s. Add( okBut t on) ;

var cancel Button = new Button();

cancel Button. Text = "Cancel ";

cancel Button. Left = this.Wdth - (1*(buttonW dth+10));

cancel Button. Top = buttonTop;

cancel Butt on. Hei ght = cancel Button. Font. Hei ght + 12;

cancel Button. Di al ogResult = System W ndows. For ms. Di al ogResul t. Cancel ;
Cancel Button = cancel Button;

Control s. Add(cancel Button);

var titleHeight = this.Height - this.dientSize. Height;
this.Height = titleHei ght + okButton.Bottom + 8;

}

functi on addText Control (| abel Name, |eft, width, top, defaultValue) {
var | abel = new Label ();
| abel . Aut 0Si ze = true;
| abel . Text = | abel Name + ":";
| abel . Left = left;
| abel . Top = top + 4;
Control s. Add( | abel );

var textbox = new Text Box();

textbox. Multiline = fal se;

textbox. Left = | abel . Ri ght;

t ext box. Top = top;

textbox. Wdth = width - (label.Wdth);
t ext box. Text = def aul t Val ue;

Control s. Add(t ext box) ;

return textbox;
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Insert Video Track next to Selected Audio Track - FigureC.

var audi oTrack = Fi ndSel ect edTrack();

/'l Hardcoded nane of the new track.

var videoTrack = new Vi deoTrack(audi oTr ack. Di spl ayl ndex, "Slideshow');
Vegas. Proj ect. Tracks. Add(vi deoTr ack) ;

Place Image on Timeline - Figure D.

/! Retrieve the next avail able image and create event on tineline.
function Pl acel nageOnTi nel i ne(i mages: Enunerator, from Tinecode, to: Tinecode): void {

/1 Advance to next inage.

var ingStream Medi aStream = Fi ndNext | nage(i mages) ;

if (ingStream == null)

return;

/1 Add handl es for dissolve. Transition is centered on narker.

/] Keep tinecodes withing the range of audio track.

from-= overl ap;

if (from< zeroMark) from = zeroMark;

to += overl ap;

if (to > Vegas. Project.Length) to = Vegas.Project. Length;

/l Create the new video event and add it to the track.

var evnt = new Vi deoEvent(from to - from;

vi deoTr ack. Event s. Add(evnt) ;

/|l Create a new take using the video stream

var takeNane = null;

evnt. Takes. Add(new Take(i ngStream true, takeNane));

Find Next Image - Figure E.

/] Cet next available nedia as video stream There is no check if this is
/1 slide/image. Any nedia containing video is acceptable.
function Fi ndNext | mage(medi aEnum Enumerator): Medi aStream {
whi l e (!nmedi aEnum at End()) {

var inmg = medi aEnumitemn();

medi aEnum noveNext () ;

if ((imy instanceof Media) && Media(ing).HasVideo()) {

return ing. Streans. Get | t enByMedi aType( Medi aType. Vi deo, 0);

}
}
return null;
}
very beginning or very end of project. Thisshould also Contact Information
be accounted for in the script. Send your tips, tricks, article ideas, script

By combining all of these elements, we get to the ideas, questions, articles, or registration
final script. Thefinal complete script has been updated requests to:
multiple times since the article was written. The full vegastips@j etdv.com
script can be downl oaded from the Sundance site at:
http://www.sundancemediagroup.com/hel p/kb/kb_download.asp?id=148

Feel free to use theideas from this script, modify it
toyour heart's content, ask for enhancements, and sug-
gestimprovements.

Theauthor, Alexel Boukirev, can bereachedby send- | Thank you,
ing an e-mail to: aboukirev@ameritech.net Edward Troxel

To register on the web to receive this news-
letter. browse to:
www.jetdv.com/tts
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