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Editing Multi-Cam Events

By Edward Troxel

When taping events, itistypical to usemultiplecam-
eras. This gives many advantages by providing mul-
tiple angles, a variety of shots, and multiple audio
sources. Fortunately Vegas providesarich environment
for multi-cameraediting.

Themain key to taping multi-cameraeventsis: Once
thecamerasarestarted, never stop them. If all cam-
erastapefor theentire period of time, theclipswill only
need syncing once. If the camerais stopped and restarted,
the second clip must be re-synced causing more work.

In this example, the event was captured with three
s cameras. Notice how the sound
s } I wave goes from '
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g ——— der_1|y very loud.
This will be our

sync point so all
that must bedone
is aligning this
point on all
tracks. Alternate
sync points may
include a clapboard or acameraflash.
Oneway toalignthetracksistoclick
and drag the clips until they are close.
You can then use the“1” and “3” keys
on the numberpad to fine-tunethealign-

ment. Once aligned, the sud-
den shift in sound should now
beinastraight line.

Withthe help of Excalibur,
thisprocess can befurther sm-
plified. Simply place markers
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onthetimelinewherethesound
change occurs, run the Sync
Wizard, and the clipswill au-
tomatically be moved so they arein sync.

Now that the clips have been aligned properly, it is
timeto start editing the mix. Vegas providesavariety of
ways to accomplish this task. Four such methods will
be discussed.

Thefirst method works on the principlethat the top-
most track isalwaysvisible. So, to seethelower tracks,
all that is required is cutting away the upper tracks.
This concept issimple: If you want to see cameraone,
leave everything alone. If you want to see cameratwo,
delete cameraone. If you want to see camerathree, de-
lete cameras oneand two.

Place the cursor on the position where you want to
switch cameras, press CTRL-A to select all, and then
press “S’ to split all tracks. This must be repeated
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whereever acamerachangeisdesired. After both sides
have been split, s mply deletethe sectionsto beremoved.
Then, standard fades can be added to the eventsto dis-
solveintothelower cameraangles.

Inthe example above, cameraoneisvisibleand fades
into camera two. This then fades back to camera one
which then fades to camera three. However, note that
camera two has been trimmed left of the dissolve on
cameraone (See“A”). If thisareahad not been moved
left, camera onewould have dissolved into cameratwo
instead of camera three as desired. Finally, in the ex-
ample above, camerathreethen dissolvesto cameratwo
which dissolvesback to cameraone. Thisprocesswould
berepeated for theentire event.

Working from asimilar viewpoint, the same process
can be compl eted with absol utely zero splitsto the cam-
eratracks. To accomplish this, a Composite Envelope
must be added to cameras one and two. Below is the
exact same seguence using composite envel opes (shown
asred lines).

When the compositeenvelopeisall of theway tothe
top, that track will be visible. When at the bottom, the
lower track will bevisible. To adjust the opacity level,
double-click the composite envelope line in two loca-

tionsto create two points. Thefirst point should remain
at the previous level while the secont point will be
changed to the new level. Notice how thered line starts
at the top on
camera one,
movesto the bot-
tom (revealing
cameratwo) and
then moves back
to the top dis-
solving back to cameraone. Thiswill be adissolve be-
cause the two points are not straight up and down.
Asyou continue across the timeline, notice that for
cameraoneto dissolveinto camerathree, the composite
level of cameratwo must be lowered before the com-
positelevel of cameraoneislowered (See“B”). Asbe-
fore, if thishad not been done, cameraonewould have
dissolved into cameratwo instead of camerathree.
The third method requires the addition of another
videotrack - the“Master” track. Inthiscase, all desired
segments are moved to this master track. Similar to the

b IZIU:EI'IJ;_'.IEU

first method, it is necessary to
split the tracks at all places
where camera changes are de-
sired. Once asegment has been

split on both sides, move that

segment to the“ Master” track.

Tomovesegments, either click
and drag the correct cameraclip
or select the clip and press the

“8” key on the numberpad as

many times as needed to get the
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clip to the “Master” track. Once the clips are moved,
dissolves can be created by manually resizing theclips
or placing the cursor between the clips, selecting only
the“Master” track, and pressing “/” on the numberpad
which creates adissolve length as specified in the“ Cut
to overlap conversion” lengthin Options- Preferences.

Inthisexample, the“Master” track startswith cam-
eratwo, movesto camerathree, up to cameraone, and
back to camerathree. Oncefinished, the“Master” track
will contain thefinal event mix.

The fourth method uses avariation of the “Master”
track. This method uses the Multi-Cam Wizard found
in Excalibur. While a“Master” track isthe end result,
no splitswill be made until al edit decisions have been

completed.
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To edit the program, ssimply place markers where
you want to switch to a different camera and name the
marker for that camera. Repest this process for the en-
tireevent giving you aseries of markersonthetimeline.
Once completed, run the Multi-Cam wizard to automati-
cally createthe“Master” track containing the clips se-
lected. To add to the flexibility, Multi-Cam Wizard in-
cludesoptionsto cut by default, dissolve by default, or
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specify amanual dissolve length for any transition. As
abonus, it will even giveacount of the number of edits
madefor thisevent.

Aswe have seen, Vegas provides many methodsfor
editing muli-cam events. However, it is often difficult
to see exactly what ishappening on each camera. While
the solo and mute buttons are helpful, seeing them all
ononescreenishelpful. When using a“Master” track,
| like to create a PIP screen using Track Motion. The
only downside
tousngthePIP '~
view is that it
will probably
need to be ren-
dered in order
toprovideafull
framerate pre-
view. | find the
PIP view very
useful.

Explore the various options in Vegas and you will
find a rich editing environment no matter how many
camerasyou use. Using these methods, multi-cam edit-
ing has never been easier.

ab [ ¢ Fessalfeis] r @ 0

=]

Prgtil Pl W =200 Fiies. . B
e S Tia

Fvarey WhTEE Fadae

Contact Information
Send your tips, tricks, article ideas, script ideas,
questions, articles, or registration requeststo:
vegastips@j etdv.com
Toregister ontheweb to receivethis news etter.
browseto:

www.j etdv.com/tts
Thank you,
Edward Troxel
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Beginner’s Corner - Changing the Speed of aClip

By Edward Troxel

There aretimeswhen the speed of aclip needsto be
modified to achieve the desired effect. Whether this
means making aclip run in slow motion, fast forward
speed, or reverse, speed modificationsarevery easy in
Vegas.

There aretwo main methods avail able for changing
speedsand each has advantages and disadvantages. For
simple speed changesranging from 25% to 400% when
the entire clip needs to go a single speed, the simplest
method isto resizetheclip whileholding downthe CTRL
key.

Supposeyou haveaninitia clipsthat
is about one second long and you wish
to extend that clip over aperiod of four
seconds. The quickest way to accom-
plish this is to hold down the control
(CTRL) key and and resize the clip normally. Theclip
will  then be
stretched to fill the
new length of time
creating slow mo-
tion. If you look at
theclip, awavy line
indicatesthat thisclip hasbeen stretched.

Now let’ sgo the other direction, hold down the con-
trol (CTRL) key and make the clip smaller. This will
make the
clip play
faster. No-
tice that
while the
peviouswavy lineintheclip looked stretched, thiswavy
linelookslikeit has been squeezed together indicating
the clip will play faster.

Using thismethod makesit easy to stretch or squeeze
acliptofitinaparticular area. However, if you need an
exact speed change, right-click the clip and choose prop-

erties. In this
=

box you can
manually

specify any speed change rate from .25 (25%) to 4
(400%).
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Although this method of changing speeds is very
simple, amuch more powerful method isavailable. By
using a Velocity Envelope, speed changes range from
(negative) -100% (full speed reverse) through 0% (freeze
frame) up to 300%. L,

lonanonon

To use a velocity envelope, right-
click theclip and choose I nsert/Remove
Ve ocity Envelope. Thiswill addtheve-
locity envelopeline set
to 100% (normal speed)
as shown here. To set
up afreeze frame, sim-
ply lower the line to zero ,2%amasz
percent. Similarly, to re- I
verseaclip, lower theline
to any negative percetage.

While these simple speed changes are
very effective, it isjust the beginning of
what the Vel ocity Envel ope can do. Aswith other enve-
lopes, points can be added to the vel ocity line either by
double-clicking on the envelope or right-clicking and
choosing Add Point. Oncethat pointisadded, it can be
moved to a new velocity as well. By adding multiple
points, it is possible to have a clip gradually change
speeds - afairly unique ability among NLE's.

Taking alook at this sample clip, the power of the
Velocity Envelope can be seen. Starting at a normal
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speed, theclip gradually slowsdown to afreeze frame,
then downto full speed reverse, and quickly changesto
fast forward speed. To verify exact speeds, right-click
any point and choose Set to... allowing manual entry of
the speed (thisisespecially important for freezeframe).

The speed options in Vegas are very powerful. Ex-
periment with these two methodsto exploretheir capa-
bilities. In fact, try combining both to the same clip to
achieve someinteresting results.
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Adding and Assigning Bus Tracks

By Edward Troxel

When starting new projects, it isfrequently easiest
to start from atemplate, or previously saved project,
that has many elements already in place. One such ex-
ample is amixing project where specific tracks are to
be routed through specific busses. Here is a post from
the Sonic Foundry forumsillustrating this problem:

Because of time constraints and travel-
ingmusicians, | have a series of songsthat
require drums to be recorded after most
other tracking has been completed. Back-
wards from what | usually do but hereis
my question:

Isthere a way to set up the same drum
tracksin a dozen songs without having to
placeand name everytrackie. snare, kick,
leftOH, rightOH, etc. AND routetheir in-
puts. | have the sessions coming up soon
and I'mtrying to figure a way to save hun-
dreds of mouse clicks.

| usually do drums near the beginning
of sessions from a saved template...

Fortunately, all isnot lost. With alittle scripting, the
proper tracks can be added to the timeline, the various
busses can be added, and the tracks can be routed to
those busses. The complete scriptinfigure A givesthe
basic guideline. Thismust then be modified to meet the
needs of each individual person.

To accomplish thistask, thefirst step isto add each
of the individual busses to the project. This can be
accomplised using threelines of codefor each bus:

var Busl = new AudioBusTrack();
Vegas.Project.BusTracks. Add(Busl);
Busl.Description="Snares";

Thefirst stepisto createavariablefor thisnew bus
and assign it asanew Audio Bus Track. Oncethetrack
has been created, itisthen added to the project. A project
allowsseverd different typesof tracksso thistrack must
be added specificaly to the Bus Tracks. The Add com-
mand accomplishes thistask. Finally, the bus descrip-
tionisset to ameaningful name. While not necessary, it

will makeit easier tolocate the correct busif any manual
assigning of bussesisrequired.

Thisprocess must be repeated for each busyou need
to create. By assigning each bus a different variable
name, we can then easily assign tracksto any particular
bus as needed.

Onceall of the busses have been created, it istime
to start adding tracks. These three lines of code can be
used for each track:

var Snare = new AudioTrack(0, "Snare");
Vegas.Project. Tracks. Add(Snare);
Snare.BusTrack = Busl,

Likethebustrack had to be created and assigned to
avariable, the audio track must be created in the same
manner. The new Audio Track will be created, in this
case named “ Snare”, and assigned to the variable. The
Add command then adds the Audio Track to the stan-
dard track list of the project. Finally, this new track is
assigned to a specific bus.

Let’scomparethesetwo similar but different tasks.
First, they are both adding new tracks. However, the
first segment specifiesan“AudioBusTrack” wherethe
second segment specifiesan “ AudioTrack”. Whilethe
code looks nearly identical, they perform two very dif-
ferent tasks.

Similarly, they are both added to the project in al-
most identical methods. The busses are added to
Vegas.Project.BusTracks while the audio tracks are
added to Vegas.Project. Tracks. Identical methods but
two totally different target locations.

For the busses, thethird linesimply givesthebusa
name. For the audio tracks, thethird linetellswherethe
audio should berouted. By default, all new audio tracks
are assigned to the main project mix. Thislineis re-
quired to, instead, set the assignment to the bus.

And thereply to this script:

Brilliant! It does exactly what | need it to
doand nowthat | canseehowitworks,. |
can set up as many lines of code and it
will dothewholedrumpkit, just as| wanted.
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Complete Add Bussesand Tracks Script - Figure A.

/**

* This script will add busses and tracks assigned to those busses
* Witten By: Edward Troxel Modi fied 07/17/2003

* www. j etdv.comtts

**/

i mport System W ndows. For ns;
i mport Soni cFoundry. Vegas;

try {
var Busl = new Audi oBusTrack();

Vegas. Proj ect . BusTracks. Add( Bus1) ;
Busl. Description = "Snares";

var Bus2 = new Audi oBusTrack();
Vegas. Proj ect. BusTracks. Add( Bus2) ;
Busl1. Description = "Kicks";

var Snare = new Audi oTrack(0, "Snare");
Vegas. Proj ect. Tracks. Add( Snare) ;
Snar e. BusTrack = Busl;

var Snare2 = new Audi oTrack(0O, "Snare 2");
Vegas. Proj ect. Tracks. Add( Snar e2) ;
Snar e2. BusTrack = Busl;

var Kick = new AudioTrack(0, "Kick");
Vegas. Proj ect. Tracks. Add( Ki ck) ;
Ki ck. BusTrack = Bus2;

} catch (e) {
MessageBox. Show( e) ;
}

3 20 Acid Pro 4 is a great way to create your own custom audio tracks for your
i % videos. This special promotional offer includes 15 bonus Loop Library CDs

W‘ (a $200 value)
& v

**a_-:" Powerful features — Use as many loops and MIDI tracks as you like with unlimited
2 tracks. Apply VSTi soft synths, create amazing 5.1 surround mixes, and perform video
scoring.

Amazing audio effects — Create resonant sweeps, dramatic fades, EQ changes, and effects by utilizing new
automation parameters and envelope control.

Enhanced MIDI functionality — ACID 4.0 allows you to display and edit MIDI files in a piano roll format, just like a
sequencer. Record MIDI tracks into your ACID project using external MIDI devices, or add events using MIDI step
recording.

Includes hundreds of music loops — ACID PRO includes a content CD containing more than 400 multi-genre
music loops and dozens of projects from Sonic Foundry’s Loops for ACID® collection. Plus, get 5.1 surround projects

and alternate time signature loops.

Acid Pro 4w/ 15 bonus L oop Libraries $199.95
_Add One 1o Baske!
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