Vegas + pwp
Tips, Tricks, ana Scripts

April 2003
Vol 1 No. 4

Learning and using Vegas 4 and DVD Architect

Creating a PIP using Track Motion - Part 3

By Edward Troxel

Aswe have seen, creating, positioning, and chang-
ing the appearance is afairly simple process. Playing
with the provided effects, you can change the appear-
ancein avariety of ways. Now itistimeto add alittle
movement to the PIP.

In parts one and two, a PIP was created and modi-
fied inthelower left corner. It istime to add motion by
moving it to the lower right corner. To do thisrequires
the use of keyframes.

A keyframe storesall of therequired settingsfor one
specific moment of time. So, to move an object requires
at least two keyframes: One keyframeto set the initial
position and asecond keyframeto set thefinal position.
If themovement isto last five seconds, thefirst keyframe
would be at the very beginning of the movetime (or the

zero second mark shown here) while the last keyframe
would be at thevery end (or thefive second mark shown
here.)

This is where the power of keyframes comes into
play: Once these keyframes are set, Vegas will auto-
matically figure out every position in-between thesetwo
points so that the PIPwill slide acrossthe bottom of the
screen. By setting two small snapshots of time, an en-
tire range of time has now been affected.

To set thekeyframes, click onthe Track Motion but-
ton again and look at the lower portion of the Track
Motion window. There will be a timeline onto which
keyframesmay beplaced. Thereisawaysadefault first
keyframe on the left-most edge of the timeline bar that
looks like a triangle facing right. This
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the “+” below the timeline. Two easy waysto deletea
keyframe are clicking on the diamond with the “-" or
pressing the Deletekey. By right-clicking the keyframe,
you can aso cut, copy, paste, or delete one or more
keyframes.

Now that the keyframes have been created, simply
set the proper
position for
each of the
keyframes
and watch the
PIPdidefrom
the left edge
of thevideoto
theright edge
of the video.
With only two keyframes, a moving PIP has been cre-
ated.

For another interesting effect, try leaving the first

keyframe at the default full screen and set the second
keyframe to the PIP size at the desired location. Now,
youwill get avideothat startsfull szeand dowly shrinks
in sizeto create the PIP.

In some cases, you may not be able to see the
keyframetimeline. If you cannot seethetimeline, it has
simply become hidden. To show thetimeline, movethe
mouse toward the bottom of the pop-up dialog. Assoon
asthe mouse becomes an up/down arrow, click and drag
upwards. Thisshould thenreved the*hidden” keyframe
timeline enabling full use of keyframesonce again.

Sincevirtually everything can be keyframed includ-
ing Track Motion, Pan/Crop, Effects, Transitions, and
Generated Media, itisapowerful tool tolearn and add
to your arsenal of available tools. Experiment with
keyframesin each of these areasto see how editing con-
trol can begrestly enhanced. Modifying effectsover time
Isas easy as adding a couple of keyframes.

DV D Architect Preferences

By Edward Troxel

A new addition to the Sonic Foundry team of appli-
cationsisDVD Architect availableinthe Vegas+ DVD
package. As with the other programs, there are many
settings alowing you to configure many aspects of the
program.

To change the preferences, go to Options - Prefer-
encesfrom the menus. On the general tab, the only set-
ting | have changed
istodisablethe” Au-
tomatically open
last project on
startup” setting.
This allows me to
open any project
when starting the
program instead of,
potentially, trying to
open a deleted
project.

Another notable
setting on this tab

General I Editing | Preview | Buming |

General preferences:

Show logo splazh zcreen on start.
ze Micrazaft DY Reader
Double-clicking files in Media E=pl
Ilze best stretching algorithm durir
Automatically open last project on
Media goes offline on lozs of focus
Multimedia kepboard support
Dizable popup animations
Automnatically link zimiliar audio anc
Enable chapter marker gharing
Skip drive database; autodetect d
Dizable zcreen saver during previe
D'ouble-clicking themes applies the
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wasadded inversion 1.0a. The setting “Enable Go Up
button in videos” was added to provide compatibility
with some player’' s displays. By default, thisoptionis
OFF which will alow the display to show the correct
information. When thisoptionisON, some playerswill
display incorrect or noinformation (frequently only --
:--:--:--) instead of the actual timeinformation.
Moving to the Editing tab, the safe areas for televi-
sion viewing can be defined. The defaults of 10% and
20% are good settingsfor the safe areas. Depending on

the amount of memory, the number of undo steps may
need to be limited. By default, 1,000 steps will be re-
membered. That can be changed to any value between 1
and 9,999. By unchecking the box, the number of undo’s
will nolonger belimited except by the amount of memory
available. | havefound the default of 1,000 to be suffi-
cient.

The Preview tab allows setting the fast forward/re-

¥ Limit number of undo buffers to [0 to 9399);
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wind speedsinthe preview window. By default the stan-
dard fast forward/rewind will jump in increments of 5
seconds whilethe super speed will jump inincrements
of oneminute.

On the Burning tab, you need to specify where the
temporary files should be stored. By default, it will be
onyour system/install ation drive which may not belarge

Generali Editingl Freview Burning I

Free zpace dizplay optionz

Free zpace dizplay type:

|Size in GE |
Space gvailable on media: !4.?0 vi GEB

Temporary files falder

lD:'wmedia'x

enough to hold the contentsof aDVD. | usually change
thisto asubdirectory on my video drive.

The Burning tab also allows you to specify the size
of your DVD. By default, the authoring DVD size of
3.95GB is chosen. To use the General DVD size of
4.7GB, the " Space available on media” setting must
bemodified. Finally, you can specify whether theDVD
space used, asshown

to specify thefirst play item - whether it beamenu or a
video clip. In DV D Architect, athe main menu will au-
tomatically be the first play item unless something is
specifiedinthelntroduction M edia section of theFile
- Properties box.

To specify the first play media, click on the folder
iconjust abovethe Video or Audio boxes, browsetothe
|ocation of thefile, and then select thefile. Once added,
that file will be the first thing that is played when the
DVD isinserted. If you are sel ecting avideo with sound
for the first play, you must then repeat these steps to
add the samefileto the other box. The audio and video
aretreated astwo separate entities.

When adding both audio and video to the I ntroduc-
tion Media section, It may be desirable to make sure
they areboth the samelength. If thevideo islonger than
theaudio, oncetheend of theaudio isreached, thevideo
will continue playing until completed but will continue
over silence. Similarly, if the audio is longer than the
video, once the end of the video is reached, the audio
will continue playing until completed and the video will
simply show a black screen through the remaining au-
dio section.

After adding audio or video to the I ntroduction M e-
diasection, it may be

in the lower right- 2i.x] desirable to remove
hand corner, isaper- General ] gummarﬂ the media. To re-
centageof thedisk or moveeither theaudio
specified as the ac- Project video format: | NTSC (7202480, 29.970 fps) | or video, click onthe
tual filesize used. “X" above the ap-
Additional con- IR ticeMedia: propriate box. Natu-
figuration settings o L rally, to delete both,
can be found by go- LR = X just click on both

ing to File - Proper- Nane “X"'s,
ties. These properties _ e Propertiescan be

e Audio: = .

canbemodifiedfor a appliedtothecurrent
single project or {Nane project only or to all
the

specified for all
projects. Thefirst setting specifiesthe type of DVD to
make. Both the type of video (NTSC vs. PAL) and the
layout of the video (standard vs. wide-screen) is cho-
sen.

Many DVDs have a short video that plays before
going to the first menu. This short video is generally
calledthe“First Play” item. Many programsallow you

projects. If
changes made should apply to all projects, check that
box labeled“ Start all new proj ectswith these settings.”
Once set, these properties would then apply to all new
projects. Should any project require some different set-
ting, smply make the change without checking the box
and only that one project will be changed. Explorethe
various settings and take control of DV D Architect.

Page 3



Learning and using Vegas 4 and DVD Architect

Beginner’s Corner

By Edward Troxel

You' ve purchased and installed Vegas 4. Upon open-
ing the program, the question becomes, “Where do |
start?’ | recommend start by familiarizing yourself with
the various areas of the screen.

As with most windows programs, there is a menu
acrossthetop of the screen. Similarly, thereisatool bar
immediately below the menu. Using the toolbar and
menus, the various aspects of Vegas can be found and
modified. For example, if you want to turn off ripple
editing, you can either click the ripple button on the
toolbar, choose Auto Ripplefrom the Options menu, or
use the keyboard shortcut CTRL-L as shown on the
menul.

Below the menu is the main timeline area and the
track headers. Thetimelineareaiswherethevideo and
audio clips are placed for editing. Just under the time-
line are the Play, Pause, Stop, and other timeline con-
trols.

Thetrack headers allow you to specify optionsthat

- Where Do | Start?

tabbed format. Shown isthe explorer window but other
tabs show transitions, effects, and generated media. The
tabs can be turned on or off from the View menu and
may be"undocked” fromthetab areasothey float freely
onthe screen.

Beside the tab area is the master audio bus area.
Shown is the master volume for the entire project. If
additional bussesare added to the project, they will ap-
pear in thisareaaswell.

The final section is the preview area. This screen
will show the video from the timeline, trimmer, or pre-
viewed from the explorer or mediapool windows. But-
tons abovethe preview window allow external preview
viafirewire, setting the preview quality, setting global
effects, generating snapshots of the video, showing safe
arealines, and allowing split screen color correction.

This column will continue by looking at the three
main steps used in the video creation process:

1. Capturing Video

affect the entire track. For example, Track Motion is 2. Editing Video

found on thetrack header sinceit affectsan entiretrack 3. Putting Video Back on Tape
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Add Movement to the Lower-Third

By Edward Troxel

Building on al of the scripts from the previousis-
sues, and using the keyframes discussed in thisissue, it
istimeto makethelower-thirdsfancier by adding move-
ment. The only requirement is that the script must be
able to place the picture and generated media on the
timeline, add the proper movement to the picture, and
insert the proper dissolves automatically thereby elimi-
nating the many manual stepsrequired to achievethese
changes.

For thislower-third, ared gradient with apictureon
the left will be used. Like the
green background last week, this
is a picture with a transparent
background saved in PNG for-
mat. Using the code from last |
issue, the graphic can easily be
placed onthetimeline. The next step isto add the move-
ment.

The code in Figure A is used to make the graphic
start of f the right-hand edge of the screen and dideinto
the position shown above. By dissecting the code, we
reveal therequired stepsfor adding the keyframes nec-
essary to create the movement.

Asmentioned previoudy, thereisalwaysa" default”
keyframe. Thefirst keyframewill be numbered ZERO
(and the second keyframe will be one...). The second
line of the gets this first keyframe and assigns it the
name “keyl.” Thiswill later be used to specify the be-
ginning location of the picture. By default, it is center
screen.

Since two keyframes are required to make the pic-
ture move, asecond keyframeis created and given the
name“key2.” Thiskeyframeis specified to betwo sec-
onds (2000 milliseconds) into the picture meaning the
picturewill requiretwo secondsto slideinto position.

Even though the keyframe has been created, it isnot
yet part of the picture. The next line adds this newly
created pan/crop keyframe to the picture event. Once
again, by default, thiskeyframeis center screen.

To add flexibility, the next line determinesthe width
of the picture. Instead of moving off screen, it will, tech-
nically, be moved the width of the picture. Since this
picture is full screen width, it will be moved off the
screen. Thedesireisto movethefirst keyframethewidth
of the pictureto theright and leave the second keyframe
center screen.

Now, the offset must
be calculated by pass-
ing the (X, Y) position
difference to
“VideoMotionVertex.”
The difference, in this
case, is a negative full
width in the horizontal
direction (the X value) with no changes (zero) in the
vertical direction (theY value.)

Finally, the first keyframe is moved by the offset
amount. Thisresultsin the picture starting from theright
edge of the screen and dliding into the normal default
location.

var zero : int = 0;
var keyl
var key2
newEvent . Vi deoMbt i on. Keyf r ames. Add( key?2) ;

var vi deoW dth :

keyl. MoveBy( of f set);

Add Keyframesto Added Media - FigureA.

/1 Add the two keyframes to slide the bar in fromthe right
/'l Uses Pan/ Crop keyframes by setting a second keyframe two seconds in to the
/| standard position then changes the first keyfrane to off-screen to the right.

= newEvent . Vi deoMbt i on. Keyf ranmes|[ zer o] ;
= new Vi deoMbt i onKeyf r ane( new Ti mecode( 2000) ) ;

i nt =Vegas. Proj ect. Vi deo. W dt h;
var of fset = new Vi deoMoti onVertex(fl oat (-videoWdth), float(zero));
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Using the codein Figure B, thefade typefor thetext
can also be modified. In this case, the desireis for the
text to take longer appearing while the picture slides
past. This is done by changing the fade time to three
seconds (3000 milliseconds) and changing thefadetype.

By using “newEvent.Fadeln.Curve =
CurveType.Slow,” the fade type is changed from the
standard dissolve to the “slow” dissolve. With these
examples, it should now be possible to add any media
to any track, add pan/crop keyframes, and specify dis-
solvelengths and typesviaascript. The complete dlid-
ing script can be downloaded from:

www.jetdv.com/scripts/RedSlider2.js.txt

00000000 . (0000128 | D0:00:03:23

Please note that you will have to create the neces-
sary pictures and presets. Once created, the script will
need to be modified to access those pictures and pre-
sets.

ERRATA: The FindTrack routine in issue two has a
dlight error. Instead of :
}

trackEnum nmoveNext () ;

}

It should read:
}

PrevTrack = track;
trackEnum noveNext () ;

}

Shortcut Keys:

Numpad “ 1" : Move or trim the selected clip(s) one
frameto the | eft.

Numpad “ 2" : Movethe selected clip(s) onetrack
down.

Numpad “3": Moveor trim the selected clip(s) one
frameto theright.

Numpad “ 4" : Move or trim the selected clip(s) one
pixel to theleft.

Numpad “ 5" : Exit Trimming mode

Numpad “ 6" : Move or trim the selected clip(s) one
pixel to theright.

Numpad “ 7" : Enter Trim mode at beginning of clip.

Numpad “ 8" : Movethe selected clip(s) onetrack
up.

Numpad “9”: Enter Trim mode at end of clip.

Contact Information

Send your tips, tricks, article ideas, script
ideas, questions, articles, or registration
requests to:

vegastips@j etdv.com

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

Thank you,

Edward Troxe

Set the Dissolve Style - Figure B.

/1l Now set the fade and fade type

newEvent . Fadel n. Curve = CurveType. Sl ow;

/1 Set the length of the fade to three seconds.
newEvent . Fadel n. Lengt h = new Ti mecode( 3000) ;
/1 Set the curve type of the fade to "sl ow'
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