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Color Balance

By Leo Staggs

Different lighting conditionschangethe
appearance of colorsinyour video. The
human brain knows what color certain
thingsshould be, and it automatically com-
pensatesfor changing lighting conditions.
For example, atungsten light will cast a
blue hue, whereasafluorescent light casts
aydlow hue, yet wewill dwaysseewnhite
aswhite, never as blue or yellow. Cam-
eras, though, are not so clever. Toensure
thereare minimal color variationswhen
lighting conditionschange between scenes,
you need to adjust thewhite balanceon
your camera.

Althoughvirtually all consumer grade
video camerasare equi pped with an auto-
whitebalance, it can beeasily fooled, and
should never berelied upon. Instead you
should usethemanua white balance con-
trol. However, it’ seasy toforget to set the
white balance, and that will resultinfoot-
agewith varying color castsfrom oneshot
tothe next.
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storeyour video: the Sony Color Corrector. When

Vegasisequippedwithaplug-inthat canhelpre-  you open this plug-in you see three color wheels—
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L ows(shadows), Mid (mid-tones), and High (high-
lights):

Consider thisgtill takenfrom some DV footage.
Thewhite balancewas set for recording indoorsbut a
small section was shot near aglassdoor letting in sun-
light. The scenethereforehasablue/gray casttoit:

To correct the color balance using Vegasyou need
totell the Color Corrector plug-inwhat color thehigh-
lights, mid-tones, and shadowsare. To do this, you
click the Complimentary Color Tool —the eyedrop-
per withtheminussign at the bottom | ft of g
each color wheel —then select an appro- ;;f"
priateregion of thescene. Whensdecting
acolor you may either click the eyedropper onceto
sdlect asinglecolor, or click and drag over arange of
tones.

What you are actually doing istelling the Color
Corrector to neutralize the sel ected col or or tonesby
increasing the amount of the complimentary color in
the scene. The scenein thisexampleisblue, sothe
color corrector will increase theamount of red.

Should highs, mids, or lowsbe corrected first?|
havetried various combinationsand found very little
difference between the end results. However, asitis
the highlightsthat generally makethe greatest contri-
bution to the overall color, it makes senseto correct

thehighlightsfird.
Inthisexample, the highlightswere corrected by

selecting an
areathat should
be white. This
resulted in a
dlightly redder
picture that
medeskintones
look morenatu-

ral, but ablue hazeremained:

Themid-toneswere corrected by selectinganarea
that should be grayish. Thisbrought the scenetolife
once again, adding both color and depth.

Finally, the shadowswere corrected by selecting
an areathat should be black or dark gray. Thismade
no perceptibledifferenceto the color, dthoughavery
small amount of red wasremoved, judging fromthe
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color whedls.

Noticethat when making the color correction, the
white center point of each wheel movestoindicate
how the color hasbeen balanced. If you makeamis-
take during the correction, double-click thecircleand
thecolor will bereset toitsoriginal state.

Color correction doesan excellent job of remov-
ing unwanted color casts, but it isfar from perfect,
and nothing beats setting thewhite balance correctly.
Just as you should not rely on your camera' s auto-

matic whiteba ancefunction, do not rely on color cor-
rection to make bad color good. It can only makebad
color lessbad but could very well savethat shot you
thought wasunusable.

Beginner’sCorner - Envelopes

By Edward Troxel

There are many envelopesthat can be added to
tracks, events, and even transitionsin Vegas. While
each type of envelope can only be added at specific
locations, they dl perform useful purposes. Let’ slook
at many of these envelopes, see where they’re ap-
plied, and seewhat they do.

Right-click any video track (ablank areaof the
track or the track header), choose “Insert/Remove
Envelope’, and you' |l seethreeoptions. The Com-
posite Envelopewill let you change opacity levelsof
thevideotrack over time. Thisisexactly thesameas
the"Levels’ dider onthetrack header but can change
over time. Interestingly, you can actualy usethe L ev-
elsdider to add nodes to the Composite Envelope
and changethe opacity over timeusing theautomation
contrals. Theautomati on controlscan be used on many
envelopesand should be explored.

The Mute Envel ope also affects opacity. When
you add anew node, therearetwo options. Fully vis-
ible or Muted. If you're only looking for an on/off
switch, the Mute Envelope can be useful . Otherwise,
the Composite Envelopewould bepreferred. Onenice
thing about the Mute Envel opeisthat it only requiresa
single nodeto changefrom on to off or changefrom
off toon.

The Fade To Color Envelope will let you go

between “No Color” (which showsthevideo as-is),
uptothe“Top Color” by diding thenodeup or down
tothe®Bottom Color” by diding thenodedown. The
Top and Bottom colorsare set by right-clicking the
track header, choosing Fade Color, and then picking
Top or Bottom whereyou can then pick your desired
color.

Right-click on any audio track (ablank area of
thetrack or thetrack header), choose* Insert/Remove
Envelope’, and you'll seefour options. The FX Au-
tomation optionwill alow varying thetrack FX over
time. Whenyouclick onit, adidogwill openalowing
youto choosewhich FX youwishmodified over time
and the actual parameter you want adjusted.

The Volume Envelope will let you change the
volumeof that track over time. Thisisthesameasthe
“Volume’ dider onthetrack header but canvary over
time. Thiswill beadded to any track level adjustments
and can adjust volume anywherefrom off to +6 dB.

The Mute Envelope a so affectsvolume. When
you add a new node, there are two options. On or
Off. Onceagain, thisisfineif you' reonly looking for
anon/off switch. However, | prefer using theVolume
Envelopefor moreflexihility.

ThePan Envelopewill allow dynamically pan-
ning thesound fromeft toright. Onceagain, thisisthe
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sameasthe*“Pan” dider onthetrack header but can
vary the pan status over time.

When you right-click avideo event and choose
“Insert/Remove Envelope’, you get the option of add-
ing aVelocity Envelope. The Ve ocity Envelopewill
let you adjust the speed of aclip anywherefrom 300%
(triple speed) to 100% (normal speed), through 0%
(freezeframe) downto-100% (full speed reversed).
For reversed footage, | typically just right-click the
event and choose“ Reverse” but the Vel ocity Enve-
lope can be used for this purpose aswell. It should
also be noted that thereisno corresponding vel ocity
envelopefor audio.

If you have added atransition (not just acrossfade
created by overlapping two clips), you canright-click
thetransitionand add aTransition Envelope. A Tran-
sition Envelopewill let you vary how far thetrang-
tion as proceeded over time. For example, suppose
you have a 5 second transition, you wish it to pro-
ceed to the 30% point inthefirst second, hold at 30%
for 3 seconds, and then finishinthelast second, that
can be accomplished using the Transition Envelope.
Thisenvel opeevendlowsmaking atrangtion go back-
wards!

Bustrackscandsohaveenve ope. TheAudio Bus
tracks can have a Volume Envelope, Mute Enve-
lope, and Pan Envelope. These behavethe sameas
their namesakes on the standard audio tracks.

TheVideo Bustrack can also haveaMute En-
velope and Fade To Color Envelope which both
behave the same ason avideo track. However, two
additional envelopesareavailableontheVideo Bus.

TheMotion Blur Envelopewill help makecom-
puter-generated animationslook morerealistic. For
example, if you usetrack motion or event pan/crop to
moveaclip acrosstheframe, each frameisdisplayed
clearly when no motion blur isapplied. Turning on
motion blur adds a motion-dependent blur to each
frameto create the appearance of smooth motionin
the sameway afast-moving subject isblurred when
you take a photograph with aslow shutter speed.

The Video Supersampling Envelope will im-
provethe appearance of computer-generated anima-
tion by calculating intermediate frames between the
project’ sframerate, alowing you to create smoother
motion blurring. Theeffect of video supersamplingis
lessapparent with video that containsfast motion, and
supersampling cannot improvethe appearance of ex-
isting video.

Different envel opesappear asdifferent colors. You
can also adjust the color of each envelope. Go to
Options- Preferencesto the Display tab. Fromthere
you can choose each envel opetype and specify what
color will be usedfor that envel ope.

Once an envel ope has been added, no effect will
be seen until theval ue of theenvel opeischanged. By
default, onenodewill exist at thevery beginning of the
envel ope. Adding additional nodesasneeded will al-
low varyingthevadueover time. Thereareseverd way's
a new node may be added. For example, you can
right-click the envelope and choose® Add Point”. A
quicker way isto smply double-click theenvel ope.

The new node can then be adjusted as needed.
Movethe node up or downto changethevaueat that
point and time. Movethe nodeleft or right to change
whenthat valuewill take effect.

Sometimesyou may wishto changethevaueof a
node but do not wish thetimeto change. If you hold
downthe CTRL key while adjusting thenode, it will
only moveup or down eliminating any risk of it chang-
ing time.ltwill al'solet you changethevalueinvery
gmadl increments,

If you wish to changethetime of anodewithout
risking changing thevalue, hold downtheALT key.
Any adjusmentswiththedt key pressed will only move
left or right. If you hold down both CTRL andALT,
onceaganitwill only moveup and downbut will move
fredly unlikewhenonly CTRL ispressed.

Finally, press SHIFT and you can“draw” onan
envel ope placing many nodesacrosstimequickly and
eadly. Experiment with envel opesand you' Il seethat
they can add incredible power to your editing.
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Scripting - Four Points on Envel opes

By Edward Troxel

Onetask frequently required whileeditingistem-
porarily changing volume. For example, whentaking
begins, any background music volume should bede-
creased. Similarly, whenthetalking ends, thevolume
should beincreased back to the original volume.

In order for the volumeto change, you must add
two nodes. Thefirst nodewill beleft at the original
volume. Thesecond nodewill then changetothenew
volume. Likewise at the end we & so need two nodes.
Thefirst would then be set to the new volume and the
second would be set to the original volume.

Sincethisprocessusesfour nodes, the FourPoints
script makesit easy to add all four nodes and then
eadly changethe middletwo. Running the FourPoints
script will add four new nodesto thevolumeenvel ope

000006

onthe selected audio track. Asshownin thisimage,
all four nodeswill be set to the samevolume.
Oncethefour nodesarein place, themiddietwo
nodes can be s multaneoudy changed by dragging the
envel opelinebetween thetwo nodes. Smply drag the

:IJIJ:D2I UD:IJD:BI’:.I

line downwardsto decrease the volumein the area
wherethespeaking occurs. Alternately you dso change
thenodesindividualy asdesired.

Other types of envelopes may benefit fromthis
processaswell. For example, you may wishto add
four pointsto aComposite Envelopein order to show
avideo onalower track temporarily. Or perhapsfour
pointsonaVelocity Envel opeto temporarily change
thespeed of aclip. Fortunately the script can be modi-
fied towork with thesevarioustypes of envelopesas
well.

A smplemodificationthat can bemadetothescript
is the distance between the nodes on each end. As
written, the script will add nodes one second apart.
To changethedistance, smply modifiy thetimecode
inthefallowingline

Ti mecode FPDi st = new Ti mecode("00: 00: 01: 00");

Another smplemodificationisdeterminingiif the
secondary nodesareinside or outsidetheregion. As
set, nodeswill be placed on theregion bordersplus
the specified distance outsideregion. Theremay be
times when you wish the other nodes to be placed
insidetheregioninstead. Thiscan be easily done by
findingthetwomiddle” SetPoint” lineswith ‘- FPDig’
and‘+ FPDist’. Changing the+to - and the- to + will
add the secondary pointsinsidetheregioninstead of
outsidetheregion.

Whilethisscriptiseasy to use, it may beeasier to
useamore powerful script such as Excalibur which
can easily add four points to the Composite Enve-
lope, Volume Enve ope, and Vel ocity Envelopeaswell
asALL envelopesthat are on the selected tracks. If
you havealot of voice overswith amusic bed, Ex-
cdibur a so hasthe Voice Over tool which automates
volume reduction whereever talking isfound.

Adding four pointsto envelopesisanincredibly
useful process. Usethescript onthenext pageto make
the process easy.

Page 5



Learning and using Vegas and DV D Architect

Copy thefollowing text or download from http://mww.jetdv.com/scripts/FourPoints.cs

/*k

* This script will set four points around the sel ection area on all selected tracks.
*

* Witten By: Edward Troxel

* Copyright 2004 - JETDV Scripts

* Modi fied: 07-18-2006

*k [

usi ng System

//using System|Q

// usi ng Syst em W ndows. For rs;
usi ng Sony. Vegas;

public class EntryPoi nt

{
Vegas nyVegas;

public voi d FronVegas(Vegas vegas)
{

nyVegas = vegas;

// Change this |ine to change the distance between the points
Ti mecode FPDi st = new Ti necode( " 00: 00: 01: 00") ;

foreach(Track track in nmyVegas. Proj ect. Tr acks)
{

// Now check for Vol ume Envel ope

if (track.lsAudio() & track. Sel ected)

/1 Find the vol unme envel ope on this track - add i f needed
Envel ope Vol Env = Fi ndEnvel ope(track, Envel opeType. Vol une);
if (null == Vol Env)

Vol Env = new Envel ope( Envel opeType. Vol une) ;
track. Envel opes. Add( Vol Env) ;

}

doubl e dipVol = Vol Env. Val ueAt (nyVegas. Sel ectionStart);
// Now set the points
Set Poi nt (Vol Env, nyVegas. Transport. LoopRegi onStart, CipVol);
Set Poi nt (Vol Env, nyVegas. Transport. LoopRegi onStart - FPDist, CdipVol);
Set Poi nt (Vol Env, nyVegas. Transport.LoopRegi onStart + nyVegas. Transport.LoopRegi onLength + FPDi st, CdipVol);
Set Poi nt (Vol Env, nyVegas. Transport.LoopRegi onStart + nyVegas. Transport. LoopRegi onLength, CipVol);

}
}
}
private Envel ope Fi ndEnvel ope(Track track, Envel opeType etype)
{

f or each( Envel ope env in track. Envel opes)
if (env.Type == etype)

return env;
}
return null;

}
private voi d Set Poi nt (Envel ope nmenv, Ti mecode PLoc, doubl e PVal)

{
Envel opePoi nt a = menv. Poi nt s. Get Poi nt At X( PLoc) ;

if (a==null)

a = new Envel opePoi nt (PLoc, PVal);
nmenv. Poi nts. Add(a) ;

}

el se

{
a.Y = Pval;

}

}
}

Page 6


http://www.jetdv.com/scripts/FourPoints.cs

