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Excalibur 3 - Multi-Cam has Never Been Easier

By Edward Troxel

Building on asolid foundation of providing powerful
Multi-Cam and other tool sfor Vegas, Excalibur hasbeen
reworked to add even more power, simplify the pro-
cess, and present an easier to use interface. Major
changesin Excalibur 3 enhance usability and function-
ality. A minimum of Vegas 5.0b is required to run
Excalibur 3.

Cam editing and Other Wizards which contains the
remaining toolsincluded with Excalibur.

Theglobal option “ Save Default Settings’ hasbeen
separated from the rest of the tools. There is also a
new global option: “ Show Tool Tips’. By hovering over
any of the options, atool-tip will now appear explaining
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the purpose of that option. While not replacing the
manual, it will giveaquick summary of each option.

Wizard selection is also easier. Now if any of the
options for atool is selected, that tool will also be se-
lected.

Major enhancementsto Multi-Cam editing isavail-
ablein Excalibur 3. The Sync Wizard and Multi-Cam
Wizard both have new functionality. There is a new
Tally Wizard and many additional support scripts.

The Sync Wizard has many new abilities. First it
can now automatically select al events on all tracks.
With this option, it is no longer necessary to press
CTRL—A before running Sync Wizard.

Sync Wizard can now create the PIP layout so all
cameras can be seen at once. Four options are avail-
able: 2x2, 3x3, 4x4, and 5x5. You would select the ap-
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propriate sizefor the number of camerasyou areusing.
After creating the PIP, it can also add a camera over-
lay alowing easy identification of which cameraisin
which location. When using 2x2 or 3x3, you also have
an option to observe the safe-area. This can be handy
when watching on an external monitor.

Because of the Auto-PIP and the new number over-
lay option, the track
names are now
much more impor-
tant. Whenusing the
2x2 or 3x3layouts, it
IS now recom-
mended that the
cameras be called 1
through 9. The extra
helping scripts aso
rely on these names.

Once syncing has been completed, it istimeto start
placing the markersfor the actual edit. Thiscan still be
done in the same manner as Excalibur 1 or 2. How-
ever, there is now a new method to simplify it further
and give even moreinformation.

Inthe Excalibur folder there are now three sub-fold-
ers: Standard, Cut, and Dissolve. Each of these contain
nine camera scripts for cameras 1 through 9. These

2x2 layout with 3 cameras
and Number Overlay

scripts can be placed on the toolbar or assigned to a
keypressfor use by devices such asthe Contour Shuttle
Pro. Here's the difference between them using cam-
era3 asan example: Theonein Standard will namethe
marker “3” whichwill alow it to cut or dissolve- which-
ever is the default.
The one in Cut will
name the marker
“3c”. The one in
Dissolve will name
the marker “3d".

These new cam-
era scripts provide
another advantage.
Using the new
“Tally” feature, the
tally indicator will be set for that cameraat that marker
location. The Tally featurewill put ablue border around
the current active camera. This simplifies remember-
ing which camerais currently selected. It will also let
you play back the project watching the tally change
positions for each camera change.

There may be times when some camera changes
need to be moved or you wish to manually add some
markers by hand. In these cases, the Tally feature can
still work. Just run the new Tally Light Wizard to up-
datethetally indicatorsfor all markers.

Multi-Cam Wizard hasal so received aface-lift. Some
options are now classified as “Advanced” and can be
shown or hidden simply by clicking onthe* Advanced”
button. Generally speaking, these should be fine when
left at the default but you are free to adjust them as
needed.

A few old options were removed as the functional-
ity did not requirethem. For example, the automatically
select and desel ect event optionsare gone. Thiswill be

Tdly Indicator
on Camera3

Ciefat Diszobee Length (OO 0F001 6

[ Sebected rms Oy

™ Akemale Betvaser Two Camaizs
' Leswsholss' ncamea recks

[ Remavs A1 Maders except Commant:

R Add ather arghes =+ Takes m Master hack,

™ Restaie b individasl camens racks
Aissign T arslions
v z al - |
| = os I |

[ Seait Processsing o cuwnn position
I Remcue FIP o Masher hack,
¥ Coroerutive Heter Check

Page 2



Learning and using Vegas and DVD Architect

done by defaUIt and ShOUId Baatibur - Tools o slice through yoar editing sks. - Version: 3.0
never have been turned off T T B ,
anyway. Severa new op- " G iz I Gap @ Oveiop At 00000100 T E f
tions have been added in T Duraliy Wiz Plass Duraticrs: 00,00 05,00 . - i
their place, " oigeDyer wizand Manative Tick Nane: [Hansfivn Backgiound Husic Tiack Mane: | Music '_.H‘—-@r
Fistof all, Muli-Cam e o T
haS been Updated tO re- i time bebaser chps hefors volume changes: 000005 23 g“ﬁiﬂﬁ:m
movethePIPand Tally in- T e e e W s T
dicatorsadded by theSync |  umske=d
Wizard and Tally Light | ¢ Bedwie=wia
Wizard. Ther is no |onger " bk Wizad Pakier Iniervat |0005-00-00 [™ Piace Merker 8 EachEveni
any need to worry about o R SR B e T
creating or removing the Yobocly*Hieard Weloci percenioge (100 b0 300 | 100 Finszs Frama T Ugn Maker Yokt
PIPsor adjusting Pan/Crop B T
or Track Motion. o adi e
Amdorrew festuein || Tes pRER) - B el

::::e al\glill:l-tcagd\/:ﬁza;dt iS [T Mo Fadeln CFangs I MoFadeDid Chargs

e ability to e alter-
nate cameras as Takes on — |
the master track. For ex- ; -

|| Capmoh! 2000 JET Dighsl Widen med Habde P Viden

ample, if camera 2 is the
selected shot, cameras 1 and 3 will also be added to
the master track as Takes to the camera 2 selection.
Thiswill facilitate quickly changing to adifferent cam-
era angle if you determine the current choice simply
doesnot work in that position without having to rework
the entire project.

Comment markers have been allowed since version
2 by beginning the marker namewith “>". Another new
feature allows for all markers except the comments be
removed after the edits have been completed. Then the
added “>" will also be removed. If you have placed
comment markers on the timeline for DVD Architect
chapter points, for instance, they will be properly named
with the extra“>" removed.

When manually adding markers, it is possible to
switch to the same camera - not remembering that you
were already on that camera. The new Tally feature
should help eliminate this problem but thereis also a
new option to check for consecutive changes to the
same camera. If two markers in a row change to the
same camera, awarning will appear displaying all loca-
tions where this occurs. You may then decide to con-
tinue processing or cancel processing to fix oneor more
of these locations.

Mulit-Cam now hasthe ability to restoretheoriginal
tracks. Currently, all camera tracks are split at each
marker. The “Restore Individual Camera Tracks’
optionwill “unsplit” all tracks.

There have been afew changeson the“Other Wiz-
ards’ tab as well. A couple of unneeded options are
now gone. For example, the “Reverse” option in the
Velocity Wizard is no longer available. Since Vegas 5
added a built-in reverse option, it isno longer a neces-
sary tool.

The Orphan Wizard now implements the new
grouping ability found in Vegas 5.0b. Once the orphaned
piece is added to a new track, it will also be grouped
with the original event. It isno longer necessary to se-
lect them both and press“G”.

The Marker Wizard aso has anew function. It can
now takeall markerson thetimeline and renumber them
so they arein numerical order. So, if you had the mark-
ers 1, 2,6,4,5, 3, they would become 1, 2, 3, 4, 5, 6.
Now your timeline can remain orderly.

Excalibur 3isagiant leap forward in multi-camera
editing. The Tally Light and individual camera scripts
ease the process greatly. Plus the new user interface
enchancements make it easier than ever to use.
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Beginner’sCorner -

By Edward Troxel

When editing, many peopleliketo keep their hands
on the keyboard. This makes learning keyboard short-
cutsvery important. Whileignored by many people, the
numeric keypad has many useful shortcuts.

Moving events is made simple with the numeric
keypad. If you need to move an event up to a higher
track, just select the event and press the “8” key. The
event will move up one track for each time the key is
pressed. Similarly, the“2” key will movean event down-
ward one track for each press.

There is a great advantage to using these keys to
move events. When using a mouse to move the event
you must worry about moving the event left or right at
the sametime. When using the numeric keypad keys, it
is simple to move the events between tracks without
any chance of the event shiftingin time.

Since“8" and “2" move an event up and down be-
tween tracks, you would expect “4” and “6” to move
the event left and right. That is exactly what happens -
“4” will movean event left while*6” will movean event
right. However, there is a catch: The event will move
one or more frames depending on your zoom level.
If you are zoomed in fairly close, the event will prob-
ably move one frame. If you are zoomed out farther,
the event may move4 frames, or 6 frames, or 10 frames.
By definition, they will movethe event “one pixel” on
the screen. So, the farther out you are zoomed, the
greater the number of frames the event will move.

While this works well, there may be times when
you want to move the event one frame no matter how
much the timeline is zoomed. Fortunately there is an
easy method to accomplish thistask - use the “1” and
“3" numberpad keys instead. The use of these keys
will always move the event a single frame. They can
be very useful when fine-tuning the sync between two
event on separate tracks.

So far, we've looked at all of the numbers on the
numeric keypad except “0", “5”", “7", and “9”. These
are also very useful when wanting to precisely edit a
clip. To start editing, presseither “7” or “9”. When you
pressthe“7” key, youwill moveto the beginning of the
event and it will turn red. Thismeansyou have entered

Using the NumPad

“editing mode”. Similarly, pressngthe®9” key will move
you to the end of the event and it will turn red. Now
you are ready to edit the length of the event.

The same keys that move the events left and right
will now resize the event. If you are editing the begin-
ning of the event, pressing the“1” key will makeit one
frame longer while pressing the “4” key will make it
one or more frames longer - depending on the zoom
level. Likewise, the “3” key will make the event one
frame shorter and the” 6" key will makeit oneor more
frames shorter. These four keyswork exactly the same
way when editing the end of the event except “1” and
“4” make the event shorter and “3” and “6” make the
event longer. Once the size of the event has been ad-
justed properly, smply pressthe“5” key to exit “editing
mode”.

As the length of the event is adjusted, notice that
rippling will automatically occur based onyour current
ripple settings. If thisisnot desirable, turn off rippling
until theedit iscompleted.

There is another interesting side effect to the * 7"
and “9” keys. Pressing “9” repeatedly will continue to
take you to the end of the next event. So, you can use
the* 9" key to moveforward through a project stopping
on the end of each event and the“7” key to move for-
ward through your project stopping at the beginning of
each event.

The last remaining key, “0”, will let you preview
the project around the cursor. Simply press “0” and it
will play two seconds around the current cursor posi-
tion by default. Experiment with the number pad keys
to help speed up your editing tasks.

Contact Information
Send your tips, tricks, articleideas, script ideas,
questions, articles, or registration requeststo:
vegastips@j etdv.com

To register on the web to receive this newdletter,
browse to: www.jetdv.com/tts

Thank you, Edward Troxel
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Scripting - Introduction to JScript (Part 1)

By Edward Troxel

Before attempting to write scripts, ageneral knowledge
of programming is needed. Since the examples will be in
JScript, thisarticlewill begin abrief introduction to the Java
language constructs. Only afew of the most used Java com-
mandswill be covered. Other booksareavailableif afull de-
scription of the JavaScript language is desired.

Comments

Good scriptswill havealiberal number of comments scat-
tered throughout explaining why any given segment of code
is used. Also, scripts should have an introductory block of
text explaining the purpose of the script and any other intro-
ductory information desired — such as the author and ver-
sion number.

To create an introductory comment block, start with a
linethat reads“/**”. Each line of the introductory comment
would beginwith“ *” followed by the comment or nothing if
additional spacing is desired. Finaly, add aline with “ **/”
whichwill end theintroductory block. Hereisasampleintro-
ductory block:

/**

* This script will split the selected tracks
* at the marker points

* Written By: Edward Troxel

* Modified: 08-09-2004

**/

To add comments within the code of the script, it isa
little bulky to add the “/**” and “ **/” lines with the com-
ments in-between. To make things easier, anything follow-
ing a“//" will be ignored. These should be used to help ex-
plain sectionsof code. For instance, before theloop that looks
at the markersin the project, this comment may be used:

/IGo through the list of Markers

Finally, comments can also be added to the end of aline
of code. If some line needs further explanation, just add a
comment after that line by adding the “//” followed by the
comment.

The good use of commentswill make code much easier
to edit and modify. This is especialy true if it has been a
while sincethe script waswritten or you are modifying ascript

written by someone else. Don't be afraid of adding too many
comments.

Variables

Variables are used to temporarily store pieces of infor-
mation that may be needed later. Think of variables asapost
office where the boxes are named. Before variables can be
used, they must first be defined. To define avariable, usethe
var command and declare the name of the variable. For ex-
ample, ook at thefollowing declarations:

varl: | MyNum
var MyNum, Junk; Tk o
var NewNum; un aviNum

As you can see, multiple variables can be defined in a
single statement by simply separating the names with com-
mas. As our “post office” shows, the individual boxes are
named with the names specified by the var command. Once
the variables are declared, values can be assigned to those
variables. Look at how our “post office” changes after add-
ing the following lines of code.

| MyNum
| =3, 3 25
MyNum =25, Junk NewNum
Junk =5; 5

Our “post office” now contains the values we specified
with our code. Once variables have been assigned values,
these values can then be modified. Look at the results of the
“post office” after the following statements:

NewNum =MyNum/ Junk; | | MyNum
Junk = Junk * I; 4 25
I++; Junk NewNum
NewNum = Junk +5; 15 20

Take a look at these statements individually. First,
NewNum isassigned MyNum (which is 25) divided by Junk
(whichis5) so NewNum getsthe value of 5. Secondly, Junk
is assigned the value of Junk (which is 5) multiplied by |
(which is 3) giving Junk the value of 15. Thirdly, | is
incremented by one so the value of three becomes four. The
“++” command isaspecia command that says“takethe cur-
rent value of the variable and increment that value.” The
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fourth command takes the value of Junk (which is now 15)
and adds five giving NewNum the new value of 20.

An important thing to remember when using variables
in JScript isthat they are case-sensitive. Thismeansthat junk,
Junk, and JUNK arethreedifferent variables. So if the script
engine complains that a variable has not been declared,
double check that you have typed it in the proper case.

Declaring variablesin thisway will create ageneral type
of variable that can hold many different types of informa-
tion. In come cases, the variable should hold a specific type
of information. Variablesholding time-codes should be of type
“Timecode” while numeric representations of time-codes
should be of type“Double.” Likewise, track variables should
be of type “Track.” To define a variable of a specific type,
follow the variable name with a“:” (colon) and the desired
type as shown here.

var zeroMark : Timecode;
var zeroDbl : Double;
var track : Track;

Variables can also be assigned avalue asit is being de-
clared. Toassign “zeroDbl” thevalue of zero, usethefollow-
ing assignment statement:

var zeroDbl : Double=0;

Takeonemorecloselook at the end of each line of code.
You will noticethat each line endswith asemi-colon (;). The
semi-colon isused in JScript at the end of each line of code.
Omitting the semi-colon may result in errors.

while loops

In order to look at anumber of objects, awhileloop can
be used to locate each object in a sequence. For example,
while loops can be used to:

1 Lookatall tracksinaproject

2 Look at all eventson atrack

3 Look at all takesin an event

4. Look at al keyframe points on an envelope

5 Hc...

The function of the while loop isfairly simple: While a
condition is true, continue looping. The basic format of the
whileloopisasfollows:

while (condition) {
Stuff to do whiletrue
}

When entering the command, place the condition inside
parentheses. Upon running, everything between the “{* and
“}” bracketswill be executed aslong asthe conditionistrue.
Thefollowing loop would continueaslong as“1” islessthan
10. After exiting theloop, the value of | will be 10 (i.e.itisno
longer lessthan 10.)

varl =0;
while (I <10) {
|++;

}

Like variables, Java commands are also case-sensitive.
When entering the “while” command, make sure you do not
enter “While” instead or you will get an error.
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Vegas5Mega Training Bundle

Vasst Introduction to Vegas 5 $59.95

Learn Sony Vegas 5® quickly with this two-and-a-half hour introductory training DVD. This Introduction DVD is the first

N in a multi-disc series that starts with the absolute basics of Sony Vegas 5. You will be introduced to the interface, learn

how to navigate its tools and more. Hosted by veteran Vegas instructor, Douglas Spotted Eagle, this DVD is your express

[ - ] ticket to mastering the basics. This interactive program teaches you everything you need to know to create effects, with
::;“'“-m inside tips and techniques as well as hands-on practice with essential procedures.

Vasst Introduction to DVD Architect 2 $59.95

Burn DVDs like a pro with DVD Architect 2®. This is the second volume in the multi-disc Sony Vegas 5®

series and starts with the absolute basics of DVD Architect. It will help you define your DVD menu layouts,
introduce you to the tools inside the application and much more. This 90-minute DVD will help you win
audience approval by showing you how to quickly design menus and import backgrounds. The effective
use of subtitling, audio tracks, chapter markers, and end actions are also explained.

Bella EZKEY4105 for Vegas 5 $189.95 value

NEW High-Tech Design & Improved Jog featuring a jet black design with a contrasting metallic silver finish.
Other improvements to the keyboards include multiple jog wheel indentations for better media control.

Vasst Vegas5& DVD Architect 2+ EZ Keyboard $249.95 [ Add One to Basket]]
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