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Introduction

Topics in this chapter:

Welcome to Flame on page 3
Notation Conventions on page 4
Related Documentation on page 4

[ |
[ |
[ |
B Contacting Customer Support on page 7

Welcome to Flame

The Autodesk® Flame® online visual effects and compositing system is an
Academy-Award®-winning solution that offers superior HD performance for
faster compositing, advanced motion graphics and interactive client-driven
design. Flame delivers the fast feedback required for client-assisted production
and quick turnaround on time-critical projects. Flame provides artists with a
powerful 3D compositing environment and industry-leading tools for
high-definition multi-format post-production, from video and HDTV to 2K
digital cinema. Flame tools include Action, the unique Autodesk 3D visual effects
design environment, 3D tracking, Motion Estimation, and the powerful Colour
Warper™ and Modular Keyer functions.



Notation Conventions

A number of style conventions are used throughout this guide. These
conventions and examples of their use are shown as follows.

Convention Example

Text that you enterinacommandline install rpm -ga
or shell appears in Courier bold. Press
the Enter key after each command.

Variable names appear in Courier, <filename>
enclosed in angle brackets.

Feedback from the command lineor 1imit coredumpsize
shell appears in Courier.

Directory names, filenames, URLs, and  /usr/discreet
command line utilities appear in ital-
ics.

Related Documentation

This release has documentation that helps you install, configure, and use the
software, available from your product DVD, on the Autodesk web site, and
installed with the product (as PDF files and as an HTML Help system).

For a list of all the documentation available to you, visit
http://www.autodesk.com/flame-documentation. From this page, you can access
the complete documentation library.

You should also refer to your product’s release notes for all late-breaking release
information.

Accessing Online Help

Included with Flame is an HTML Help system that is displayed in a Web
browser. The Help automatically installs on the Flame system and is accessible
anywhere within Flame.

The Help is best viewed using Firefox® 2 or Internet Explorer 7.
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To start the Help from Flame:

1
2

Start Flame.

On the bottom-right of the screen, click Help.

You can also click Preferences to display the Preferences menu and click
Help.

A browser launches to display the Help.

TIP Press Ctrl+= to open the Help from anywhere in Flame.

Learn how to use the Help by reading the “Using the Help” appendix, available
only in the Help.

To copy the Help to another system:

1

Copy the Documentation/help folder from the product DVD to the new
location on another system.

It is recommended to keep the help files locally on any system they are
accessed from. Otherwise, browser errors may occur when navigating
through the different areas of the Navigation pane. If an error does occur,
refresh the browser.

To start the Help after copying the Help folder, open the help/index.html
file.

PDF Documentation

The documentation set is also available in PDF (Portable Document Format)
for online viewing or printing.

You can access PDF documentation files in one of the following ways:

From the product DVD on a Windows® or Macintosh® or Linux®
workstation

From the documentation library at
http://www.autodesk.com/flame-documentation

Directly from the Preferences menu in the application
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Because of some current PDF viewer limitations on Linux workstations, for
best results, it is recommended to view PDF documentation on a Windows or
Macintosh computer.

Accessing PDF Documentation from the Product
DVD

You can use Adobe® Acrobat® Reader™ to view and print PDF documentation
files on Windows or Macintosh computers. On Macintosh, you can also use
Preview, included in OS X.

PDF documentation is located in the Documentation directory at the top level
of the Flame DVD.

Copy the PDF files from the documentation directory to a Windows or
Macintosh computer.

To view the PDF files on the product DVD from a Linux workstation:

1 Go to the Documentation directory on the DVD. In a shell, type:
xpdf <filename>

and press Enter.

Accessing PDF Documentation from Flame

PDF files are installed in the Flame documentation directory when you install
Flame. You can use commands in a shell to browse to the PDF files. You can
also access them directly from the usr/discreet/<product home>/documentation

directory by selecting the PDF file from the PDF Documentation box in the

Preferences menu.

The options in the PDF Documentation box dynamically reflect the contents
of the documentation directory. You can add any other PDF files to this directory
in order to enable access to them from Flame.

To access the PDF files installed on your hard drive:
1 Click Preferences to display the Preferences menu.
2 Select a document from the PDF Documentation box.

The document opens automatically in Xpdf on Linux workstations.
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TIP You can access other PDF documents from here by copying them to the
Jusr/discreet/<product home>/documentation directory.

Contacting Customer Support

For a list of contact information for Autodesk Media and Entertainment
Customer Support, consult your release notes, or visit
http://www.autodesk.com/support.

Customer support is also available through your Autodesk reseller. To find a
reseller near you, consult the reseller look-up database at
http://www.autodesk.com/resellers.
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Compatibility

Topics in this chapter:

About Compatibility on page 9

Upgrade Compatibility on page 10

Backward Compatibility on page 13

Compatibility on page 14

Compatibility with Previous Versions of Products on page 16
Combustion Compatibility on page 16

3ds Max Compatibility on page 17

About Compatibility

Autodesk makes every effort to ensure that the compatibility of media and
resources is as complete as possible when you perform the following tasks:

B Upgrade your application.

B Share projects between concurrent Autodesk (Inferno®, Flame®, Flint®,
Smoke®, Backdraft® Conform) products on the Linux operating system.

B Work collaboratively with compositors using Autodesk Combustion® and
with modelers using Autodesk 3ds Max®.



B You can import certain image sequence types (i.e. DPX) or access them
with Lustre® using Wiretap®.

The following applications are concurrent versions and are compatible with
one another and with Wiretap:

Inferno 2009
Flame 2009
Flint 2009
Smoke 2009

Burn™ 2009

B Cleaner® XL 1.5.2

Upgrade Compatibility

Backdraft Conform 2009

Autodesk Stone® and Wire® 2009

Consult the following table for information on resource compatibility when
upgrading to Flame 2009 from an earlier version.

Pre-2009: In version 2009:
Projects Are incompatible.
See Upgrade Compatibility—Projects on page 11.
Clip libraries Are read-only compatible.
See Upgrade Compatibility—Clip Libraries on page
11.
Archives Are read-only compatible.
See Upgrade Compatibility—Archives on page 11.
Users Are incompatible.
See Upgrade Compatibility—Users on page 12.
Setups Are compatible (including most Sparks® setups)
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Upgrade Compatibility—Projects

Projects created in earlier versions of Autodesk products do not appear in the
Project list in Flame 2009.

Upgrade Compatibility—Clip Libraries

Archive the clips and setups belonging to projects created in earlier versions
of Autodesk products and then restore them in the latest version for full
read-write access to the project's media. You can also create new projects and
then use the Network menu (Wire) to get read-only access to clip libraries
belonging to projects created in earlier versions of Autodesk products.

There is metadata associated with clips in Flame 2009 that did not exist in
earlier versions of the products. When you transfer material using the Network
menu or restore an archive of older material, Flame applies the missing
metadata according to default settings. These default settings (for both restoring
archives and transferring clips using the Network menu) are defined in the
Archiving menu. See Setting Preferences When Restoring Archives from
Previous Versions on page 650.

To transfer clips from an older clip library using the Network menu:
1 In Flame 2009, create a project.
2 In the Main menu, click Library.

3 In the Library menu, click Network.

The network library uses Wire to access the clip libraries created in
versions of Flame earlier than 2009. Clip libraries created in versions
earlier than 2009 are marked as read-only.

4 Select the read-only clip libraries that contain the clips you need and
then click EXIT Network.

5 Load the clips you need from the old clip libraries and save them to Flame
2009 clip libraries.

Upgrade Compatibility—Archives

Archives created in earlier versions of Autodesk products are read-only
compatible.
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If you have any soft-imported clips in your archived 2007 libraries, they can
be correctly restored into the 2008 release.

Restoring Archives That Do Not Have an Online Table of Contents
(OTOC)

If you open an archive created in an earlier version of an product in version
2009, and that archive does not have an OTOC, Flame 2009 will create one,
making the archive incompatible with the version of the product that was
used to create it.

To open that archive in the earlier version, you must delete the 2009 OTOC
first.

Restoring Archives with Editing Clips to an Effects Product

When you restore archives created in a product to a product, all clips are

restored without any modifications applied to them.

Restrictions to Archive Compatibility

Read-only compatibility for archives created in earlier versions of Autodesk
products is supported provided the archive was created in the following version

(or later).

Product Version

Smoke 1.x

Flint 6.00CTSE, 6.0IN2, 4.4IR, and 4.0.2 for all other platforms
Flame 4.4IR and 4.5 for all other platforms

Inferno 1.4IR and 1.0 for all other platforms

effect 5.5

Upgrade Compatibility—Users

Users created in earlier versions of Autodesk products are incompatible. You
must create a new user profile when you upgrade your application.
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Backward Compatibility

In some cases, you may want to restore media and resources in an earlier
version of an Autodesk product after having worked in Flame 2009. Backward
compatibility is limited, but there are procedures you can perform if necessary.

2009: In a pre-2009 version:

Projects Are incompatible.
See Backward Compatibility—Projects on page 13.

Clip libraries Are incompatible.

Archives Are incompatible.
See Backward Compatibility—Archives on page 14.

Users Are incompatible.

Setups Are largely compatible.
See Backward Compatibility—Setups on page 14.

Backward Compatibility—Projects

When you start an earlier version of an Autodesk product or view the list of
projects in the System menu, projects created using Flame 2009 do not appear
in the list.

If you want to work with media and resources created in Flame 2009 in an
earlier version, you must:

B Recapture or reimport sources captured using Flame 2009.

B Load the setups created in Flame 2009 into the older version, applying
them to the appropriate clips. Any settings specific to the new version will
be ignored by the older version.

W Reprocess the clips.

Alternatively, you can export the processed clips from Flame 2009 and then
import them in the earlier version of the product. In this case, however, the
changes you apply in Flame 2009 are irreversible.
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Backward Compatibility—Archives

Attempting to open or to append to a Flame 2009 archive using an earlier
version of an Autodesk application will cause the material to become
unrecoverable.

Backward Compatibility—Setups

Setups that include settings from Flame 2009 not present in earlier versions
of products can be loaded, but unrecognized settings are ignored.

Compatibility

If your system or network of systems are running concurrent versions of
Autodesk products, media and resource compatibility is almost complete.
Editors and effects artists can work in collaboration by sharing projects on the
same system or sharing media and resources across multiple systems.

Sharing Projects

No matter which application is used to create a project, its display environment
settings, default resolution, and proxy management settings are fully
compatible with other Autodesk applications. Even if you create a project in,
for example, Flame, its project resource directories will include an action
directory for saving Action setups should the project be loaded in Smoke.

Even if you create a project in Backdraft Conform, it is fully equipped to be
loaded into any other product, without restriction.

When you share projects between products, an independent desktop and
EditDesk are maintained. Clips left on the desktop following an Effects session
are not available on the EditDesk in a subsequent Finishing session, and vice
versa. To ensure that all clips are accessible to all products, make sure you save
them to a clip library.

Sharing Clip Libraries

Provided the clip libraries you are sharing were created using concurrent
versions of Autodesk products, you have complete read-write access to them.

14 | Chapter 2 Compatibility



However, if you have any soft-imported clips in your library (which are
read-only by nature), these clips in the 2007 library will appear as a
checkerboard in the 2008 release.

Sharing Clips

You can view and render clips created in either Autodesk products. However,
if a clip was created using features exclusive to either product, you can only
edit those features of the clip in the product in which it was created.

Sharing Setups

Many effects setups can be shared between products. Of these, some can only
be shared with restrictions.

Setups Shared without Restrictions

The following setups can be shared between products without restrictions:

Keyer

Resize

Text

Paint

Stabilizer

Filter

Optics
Regrain/Degrain
Colour Correction
Difference

Sparks (those for which setups can be saved)

Setups Shared with Restrictions

The Wipe editor does not support explicit coordinates for vertices. Therefore,
if you attempt to share this effect, Smoke must convert the wipe to a
shape-based animation.
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Compatibility with Previous Versions of Products

You can transfer media and resources between previous versions of Autodesk
products using the workflow detailed below.

Archives created using earlier versions of products on SGI® systems are
read-only compatible on Linux workstations.

Wire Version Compatibility

The 2009 version supports the reading of older projects, libraries, and media
going back to version 2007. Remote access (via Wire) to an older version is
only permitted if 2009 software is installed on the remote host alongside the
older version. A standalone Stone and Wire package is not provided in this
release.

For a Linux production system running a 2007 or 2008 release where you do
not wish to install 2009 software, or for IRIX® systems (where the 2009 release
is not supported), you can use a simple workflow to move media from any
2007 or 2008 clip library to the 2009 system using an intermediary 2007 or
2008 project.

To transfer media from a 2007 or 2008 system to a 2009 system:

1 Use Backdraft Conform 2007 or any 2008 application to create a project
and a clip library on the 2009 workstation. The project and library will
be formatted for 2007 or 2008.

2 Use the 2007/2008 application to move clips from the 2007/2008 system
over the network into the previously created project on the 2009 system.
You can use Background Wire to help free the resources of the 2007/2008
system.

3 Use the 2009 application to open the 2007 or 2008 library (the library
will be in read-only mode).

4 Use Dual View to drag the 2007 or 2008 clips into a 2009 library.

Combustion Compatibility

You can load some setup files from Combustion into Autodesk products and
vice-versa, with some minor limitations.

Camera data and models (including textures) originating in 3ds Max can be
loaded into the Action () modules. If you modify camera data in Action and
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you need to update the corresponding camera data in the 3ds Max file, you
can export the camera data in the native 3ds Max format.

Loading Combustion Setups into Products

The following setups created in Combustion 2.0, 2.1, 2.5, and 3.0 can be
loaded into products:

Colour Corrector
Tracker (can be loaded into the Stabilizer)

Keyer

Add Grain and Remove Grain setups (can be loaded into Regrain and
Degrain)

B Garbage Mask setups (can be loaded into the Batch GMask node in Effects
products)

To copy the setups directly to the Flame project's setup directories, the currently
logged-in user must have write access.

Loading Setups into Combustion

The corresponding setups can be loaded into Combustion, with the following
limitations:

B Colour Warper settings in Colour Corrector setups are ignored.
B Master Keyer settings in Keyer setups are ignored.

B Garbage Mask setups saved from the Batch GMask node (in Effects products)
may not fully translate advanced softness splines.

3ds Max Compatibility

As an alternative to animating a camera's position in Action, you can import
camera data from 3ds Max®. In 3ds Max, camera data can be saved as an .ase
file, which can be imported into products.

Once the .ase file is imported, you can edit any of the camera's settings and,
if necessary, export the camera data using its native 3ds Max format.
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You can also import 3ds Max models into Flame. Textures should be saved
with the model so they are visible once the model is imported into the product.
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Part 2: Getting Started

Part 2 includes these chapters:

B Getting Started on page 21
B The Desktop on page 31

B Player Essentials on page 93
|

Module Essentials on page 107
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Getting Started

Topics in this chapter:

About This Chapter on page 21

Flame Basics on page 22

Inputting Media on page 24

Working with EDLs on page 25

Project and Media Management on page 25
Pre-Processing on page 25

Editing on page 26

Effects on page 27

Batch Processing on page 28

Managing Your Work Environment on page 28
Finishing the Project on page 29

About This Chapter

This chapter presents an overview of Flame and the structure of this guide. The
Flame Basics section walks you through a simple session in Flame. This is
followed by topics that correspond to the sections in this guide. Each section
provides a brief description of its function, and links to the chapters that you
will most likely refer to.

21



The non-linear nature of Flame is designed to accommodate the actual creative
process. It is likely you will visit some sections a number of times, and not
necessarily in the order presented.

NOTE All descriptions and procedures provided in this chapter assume that your
workstation has been set up with factory default Desktop settings.

Flame Basics

This section helps you get started with Flame.

Starting Flame
The first thing you need to do is to start Flame.

To start Flame :

1 Login to the Flame user account.

A password is not required on a new system.

2 Double-click the application icon.
The Project Management menu appears. Normally, at the beginning of
each session, you select a project and your user profile. See Managing
Projects and Users on page 521. For now, skip this step.

3 Click Start.
When the message “Startup Complete” appears, the application has
finished loading.

4 Tap the pen, click the mouse, or press Enter to display the Desktop.

TIP If your pen is not working, press Shift+T+Insert to reinitialise the tablet.

About the Desktop

The desktop is your top-level work environment. On the desktop, you can
capture clips, organize them in clip libraries, and maintain a current selection
of clips that you use for composites and effects. You can play, name, move,
copy, and delete clips. You can also use global tools for enabling processes,
picking colours, searching for clips, and browsing the filesystem. To learn
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more about the desktop and how to use the controls, see The Desktop on page
31.

(a) Desktop reels (b) Menu

Accessing Online Help and Documentation

Flame is a feature-rich application that comes with comprehensive online
help and documentation. Help contains all the documentation related to
Flame.

To start Help from Flame:

1 To access help, on the lower-right side of the Desktop, click Help.

Redo

Help

Preferences

Alternately, press Ctrl+= to access help from anywhere in Flame.

TIP You may want to start by reading the Using the Help section. This is only
available in the on line help.
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2 To access online documentation, click Preferences to display the
Preferences menu, and then click PDF Documentation.

PDF Documentation

Exiting Flame

At any time, you can choose to exit Flame. Clips, along with the effects and
edits that you applied, are automatically and continually saved throughout
your Flame session, so there is no need to save before exiting.

To exit Flame:

1 On the lower-right side of the Desktop, click Preferences.

2 Inthe Preferences menu, at the bottom-right corner, click the Exit Flame
button.

The button changes to a Confirm button.

3 Click Confirm.

Inputting Media

Before you can begin any work in Flame, you must acquire media. There are
a number of ways to do this in Flame.

You can input media by:

B Capturing video and audio from tape. See Clip Input/Output Using a VTR
on page 143.
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B Capturing 2K film resolution images through an SMTPE-292 HD-SDI signal
from an HSDL-compliant device. See Clip Input/Output Using HSDL
Devices on page 187.

B Importing image files, audio files, and streaming media from the filesystem.
See Importing Media Files on page 193.

Working with EDLs

If your production environment includes some post-production applications
and tools, it is very likely that you are using EDLs to transfer media and data
between them.

Besides standard EDLs, you can work with telecine log files and AAF, FCP
XML, and OMF® files. You can import, export, edit, and create EDLs, and
capture and import media using EDLs. All of this is described in the Working
with EDLs section, which begins with About EDL Files on page 317.

Timecode and keycode are essential tools for working with EDLs, or for conform
and recapture. Timecode and keycode can be imported with the media,
assigned, changed, burned-in, or removed. See Timecode and Keycode on
page 403.

Project and Media Management

Once you acquire media and resources, you need to address project and media
management issues, such as managing the project and user resources, and
saving and sorting clips in clip libraries.

Managing projects and media consists of:

B Creating a project for each job that you work on, as well as creating a user
profile for each person working on your system. See Managing Projects
and Users on page 521.

B Creating clip libraries where you can save clips on the framestore. See Clip
Libraries on page 555.

Pre-Processing

With your media and resources organized and ready for creative work, you
are ready to perform preparatory image processing. Pre-processing is especially
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useful when dealing with media originating from different formats, including
film. You can pre-process clips to simplify your work, making your editing,
compositing, or visual effects work easier to do.

Pre-processing includes:

B Resizing clips to manage media originating from different formats. See
Resize on page 663.

B Managing pulldown removal and insertion, and monitoring 24 fps and
30 fps timecodes, for projects originating on film. See 2:3 Pulldown on
page 703.

B Changing the field dominance of clips, if you need to mix different
interlaced video formats. This is important if you are working with video
sources originating from NTSC and PAL, or NTSC and HDTYV, in the same
project. See Video Field Management on page 719.

B Applying LUTs to film-based clips, as well as importing, loading, and
creating LUTs. See Colour Management with LUTs on page 729.

B Removing or adding film grain to accommodate matte creation or
image-processing tasks. See Adding and Removing Film Grain on page 773.

Editing

The Editing section explains how to perform various editing functions in
Flame, from making the most basic cuts and splices, creating transitions such
as dissolves and wipes, to creating composites through vertical editing.

Basic editing concepts used in Flame are described, as are some editing interface
elements, and instructions for using tools that will come in handy during the
editing process.

You can perform editing operations on the desktop, on the timeline in the
Player, and on the timeline in Batch.

The Editing section begins with Editing Essentials on page 927.

Using soft effects, you can create many compositing effects directly on the
timeline and view the result without processing. See Soft Effects on page 1111.

When working with audio, you can perform many of the same editing
operations that you use to edit video, such as cutting, trimming, and adding
dissolves. A comprehensive set of audio effects tools is available in the timeline,
in Batch, and AudioDesk for mixing and mastering your audio. See Audio on
page 1195.
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Effects

At any time during your work session, you can use the effects tools to perform
any creative or image-processing work. Flame provides an array of sophisticated
visual effects and compositing tools.

Visual effects include:

Applying basic image processes. See Processing and Formatting Commands
on page 1425.

Colour-correcting and colour-matching clips using the Colour Corrector.
See Colour Corrector on page 1451.

Creating artistic colour effects and performing advanced colour correction
using the Colour Warper. See Colour Warper on page 1483.

Performing basic keying functions. See Keyer on page 1545.

Using advanced keying functions using the Modular Keyer. You can select
from an array of tools to pull a key and to colour correct a clip selectively.
See Modular Keyer on page 1603.

Using 3D Keyer to pull a key, perform advanced colour analysis of areas
in a clip, and then refine the key with increased accuracy. See 3D Keyer
on page 1661.

Using garbage masks, supported by the Keyer, 3D Keyer, and the Modular
Keyer. See Garbage Masks on page 1707.

Creating a composite while controlling cropping, softness, and camera,
and applying glow effects. See Compositor and Optics on page 1763.

Removing motion jitter ,or unwanted camera movement, and tracking
reference points in your clips. See Tracking and Stabilizing on page 1781.

Warping images and morphing from one image to another. See Warper
on page 1877 and Distort on page 1821.

Using a high-powered, 3D, multilayer compositing tool for creating
complex visual effects. You can use Action to animate clips in 3D and add
camera, lighting, and shadow effects. The Action section begins with
Action: Basics on page 2087.

Retouching clips or creating graphics, textures, and displacement sources
using the comprehensive Paint tools. The Paint section begins with Paint:
Basics on page 2405.
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Animating Effects

You use the Channel Editor to create animations—almost all modules link
directly to the Channel Editor.

In Batch, the Channel Editor provides universal access to all channels in all
nodes.

You can add animation keyframes to all animatable parameters, or channels,
in a scene. See Animation on page 1963.

You can also apply expressions to animation channels to modify parameters
according to dynamic feedback in the scene. See Expressions on page 2039.

Batch Processing

Much of what you can do with separate effects modules and operations can
also be done in a single integrated environment called Batch. Working in the
Batch module, you can assemble a processing pipeline by linking clips and
nodes that provide access to operations and integrated modules. For an
introduction to Batch, see Batch Overview on page 1259.

In Batch, you can:

B Assemble processing pipelines for complex composites. See Batch Processing
on page 1283.

B Add image processing and visual effects nodes. See Batch: Node Reference
on page 1329.

B Apply Batch FX to one or more timeline segments. See Batch FX on page
1375.

Managing Your Work Environment

This section contains information about additional options that you can use
to customize and enhance your Flame work environment.

This includes:

B Using the Preferences menu to set up your work environment. Preferences
can be global or shared between two or more areas. See Setting Preferences
on page 827.
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B Saving and loading effects setup files and preferences. See Saving Setups
and Preferences on page 799.

B Tracking and updating operations that you have applied to a clip or clip
segment. See Clip History on page 807.

B Using the Hot Key Editor to manage hot keys (keyboard shortcuts). The
Hot Key Editor allows you to view listings of the current hot keys, modify
existing hot keys, or create new ones. See Managing Hot Keys on page 863.

B Installing additional fonts for use in Action, Paint, and Text. See Installing
Fonts on page 873.

B Using the volume integrity check, finding and deleting invalid frames,
and applying other disk testing and command line utilities. Utilities on
page 877.

B Using one of several start-up options to specify a particular setup or to
enable a customized configuration. See Command Line Start-up and Exit
Options on page 919.

Finishing the Project

Once you are finished working on your project, you can process the results,
export or output any finished media to files or to tape, and back up or archive
any relevant project media and data.

When finishing the project you can:

B Use the Unlink and Relink tools to perform any conforming operation
separating the media of a clip from its metadata, reformatting the metadata
of an unlinked clip to another resolution, recapturing the associated media,
and relinking the metadata to the newly captured media. See Unlinking
and Relinking Media and Clips on page 269.

B Process a clip to create new media that incorporates any soft effects,
timewarps, and dissolves. You can publish a clip to create media that resides
outside of Autodesk storage (in a shared storage device or area) and a
soft-imported clip that references that media. See Processing and Publishing
on page 291.

B Save your edits using an EDL or OMF file. See Exporting EDLs on page 393,
or Importing and Exporting OMF Files on page 499.
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B Export clips, image sequences, audio files, and video files. See Exporting
Media Files on page 233.

B Output clips to tape. See Clip Input/Output Using a VTR on page 143.

B Output 2K film resolution images to an HSDL-compliant device. See Clip
Input/Output Using HSDL Devices on page 187.

B Archive the project. Once a project is complete and the final clips have
been output, it is a good idea to archive its clip libraries, setups, and EDLs.
Archive the project to tape or to file, and generate online tables of contents
to make browsing and restoring archives easier. See Archiving on page 603.
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The Desktop

Topics in this chapter:

About the Desktop on page 31

Selecting Clips to Apply a Desktop Command on page 43
Selecting Clips to Load Them into a Module on page 43
Using the Desktop Module Editor on page 45

Working with Clips on the Desktop on page 45

Locking and Unlocking Reels on page 55

Locking Clips to Prevent Changes on page 56

Naming Clips, Reels, and Desktops on page 58

Moving, Copying, and Deleting Clips on the Desktop on page 60
Undoing and Redoing Operations on page 68
Calculating Values for Numeric Fields on page 68

Picking Colours on page 71

Searching the Desktop on page 77

Navigating the Filesystem on page 82

About the Desktop

On the desktop, you work with the clips from which you create processed results
for your project. You can play, name, move, copy, and delete clips, as well as
use global tools for enabling processes, picking colours, searching for clips, and
browsing the filesystem.
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After selecting a project and user on start-up, the desktop appears. The desktop
is your in-session work area. You capture clips to the desktop, organize them
in clip libraries, and then maintain a desktop selection of clips that you need
for the composites and effects you are working on at each step.

From the desktop, you can:

Create virtual clips such as colour bars, coloured frames, and noise.
Capture clips from tape or import image sequences from the filesystem.
Edit clips using gestural editing techniques, and apply timewarps.

Save clips to and load clips from clip libraries. That is a timewarp.

Apply format processes to clips such as Resize, Interlace, Filed Merge, and
Change Timecode/Keycode.

B Execute image processing commands such as Monochrome, Flip, Burn-In
Timecode, and Logical Operations.

B Load clips into modules, gaining access to complex image processing and
compositing tools such as Paint, the Modular Keyer, the Colour Corrector,
Action (a 3D compositing environment supporting unlimited composite
layers), and Batch (a batch processing environment providing integrated,
uncommitted access to almost all the above image processing commands
and modules).

B Output clips to tape or export images sequences and QuickTime® movies.

B Create archives to file or tape.

NOTE Descriptions and procedures in this chapter assume default desktop settings.
The desktop can be customized and the settings can be saved with user preferences.
See Setting Preferences on page 827.

Desktop Layout

The desktop appears on start-up, and it is your top-level work environment
in each session. Once you start the application and select a project and user
with which you want to work, the application initialises. When initialisation
is complete, the message “Startup complete” appears in the message bar. Tap
the pen, click the mouse, or press Enter. Five buttons comprising the Main
menu appear in the lower-left corner of the screen. This is the desktop.
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LIBRARY Input Clip
EDITING Import Image

PROCESSING Import EDL

EFFECTS Import Audio

FORMAT

I
a

(@) Main menu

The Main menu buttons are described as follows.

Library (or press 1) Opens the Library menu. The Library menu provides
management and archiving functions for clips and image files. You can use
the network library to access clip libraries in other projects on the local system
or from remote systems. You can also transfer clips to and from an external
recording device (such as VIRs) or the filesystem.

Editing (or press 2) Opens the Editing menu. The Editing menu provides
commands for editing and assembling clips. You can cut, splice, reverse, and
copy clips. You can also perform mixes, dissolves, crossfades, change the
timing of a clip, and access the EDL menu for importing EDLs.

Processing (or press 3) Opens the Processing menu. The Processing menu
provides image processing commands that are applied to frames in a clip. You
can also change the colours of a clip and perform colour corrections.

Effects (or press 4) Opens the Effects menu. The Effects menu contains
modules for compositing and adding special effects to clips.

Format (or press 5) Opens the Format menu. The Format menu contains
video and film setup commands. There are commands for changing the field
dominance and for interlacing, deinterlacing, and merging the fields in a clip.

Clip Spacing 108
| Lock ctp

(a) Desktop reels (b) Menu
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The menu contains Reel display options, controls for the currently selected
menu, Undo/Redo buttons (and lists for multiple undo), and the Help and
Preferences buttons.

The desktop contains reels to which you capture, create, and load reels. If you
are starting a new project, the reels are empty.

Desktop Files

Desktop files are saved continuously during a session. When you exit and
then restart Flame with a project, its previous desktop reappears, even if you
did not save the clips on the desktop to a clip library. See Autosave on page
839.

Using the Pen

In most cases, you work with a pen-and-tablet input device instead of a mouse.
Here are some tips on using the pen:

B To move the cursor over the screen without activating any controls, hold
the tip of the pen over the tablet without touching it.

B To click a button or select an item, touch the pen to the tablet.

m To drag an item, touch the pen to the tablet and drag. Release when you
are done.

B If you see instructions where you have the option to Ctrl-click, press the
button on the side of the pen as you click. For example, to use X-copy
functionality, drag the selection and then press the button as you touch
the tablet to set the destination for the copied text.

Working with the pen takes a little time to get used to, but it is an ideal input
device for working with Flame. You can set pen-and tablet preferences in
Flame. See Pointer Preferences on page 830.

For more information on using the pen-and-tablet, consult the documentation
provided by the manufacturer.

NOTE If you cannot use the pen-and-tablet, use the mouse to move the cursor.

To switch from the tablet to the mouse while running Flame, press Shift+M+Insert.
To switch back to the pen-and-tablet, press Shift+T+Insert. To initialise Flame to
work with the mouse, see Start-up Options on page 920.
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Buttons

The most common user interface element is a button, and buttons come in a

few varieties.

Button Type

Appearance

Description

Menu toggle

Opens a menu, usually to the right of the
button. In other cases, a menu toggle
button (with a light blue triangle) shows
and hides the menu associated with the
button without changing the previous
menu selection. The Animation menu
toggle button in all modules is an ex-
ample.

Menu radio

‘ LIBRARY ‘

Opens a menu, usually to the right of the
button. A menu radio button (with a dark
grey triangle) takes focus from another
menu in a given set. The Main menu but-
tons on the desktop are an example.

Action

o

Initiates an action. The Undo and Redo
buttons on the desktop are examples.

Command/Mod-
ule

|

Applies a desktop image process or loads
clips into a module.The right edge of these
buttons is dark grey.

Clicking a command button changes the
cursor to an arrow so you can select the
clip(s) to which you want to apply the
command. See Selecting Clips to Apply a
Desktop Command on page 43.

Clicking a module button changes the
cursor to an arrow so you can select the
clip(s) that you want to load into the
module. See Selecting Clips to Load Them
into a Module on page 43.

Toggle

Include Audio

Enables and disables a function. Toggle
buttons are recessed when enabled, raised
when disabled. The right edge of these
buttons is light blue when enabled, dark
blue when disabled.
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Button Type Appearance Description

With LEDs Some buttons have LEDs to indicate states.
I In .

For example, the In and Out buttons in
the Player that you use to mark in and out
points have an LED that lights up when
an in or out point has been marked on the
current clip. LEDs indicate different states
in each case, and these states are docu-
mented with the relevant procedure.

Inactive In some cases, another process in progress
b

will deactivate a button or a set of buttons,

meaning you cannot use the button tem-

porarily. In this case, the text on the but-

ton is darker and clicking the button has
no effect.

Boxes

Boxes contain two or more options. Boxes are dark blue.

To select an option, press the box to make its options appear and then drag
the cursor over the option that you want to select. When you release the
cursor, the box displays the current selection.
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Fields

Context2

Context1
Out Matte
Matte
Back
Front
CurResult

MK Schm

If the box has only two options, it behaves like a toggle button: it does not
expand to show the other option; rather, it switches to the other option
immediately.

Use fields to enter numeric values and text. Fields are recessed, light blue
boxes.

Numeric Fields

The following descriptions presume you have numeric indicators enabled (the
default setting) in your preferences. See User Interface Preferences on page 831.
A horizontal bar appears on the lower edge of numeric fields when the Numeric
Fields button is enabled.

Numeric Field Appearance Description
Type

Unrestricted A numeric field with an unrestricted value
(e .
e range accepts any numeric value.
Restricted _ A numeric field that accept values within a
Contrast 100 . L
preset range. The small white numeric indic-
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Numeric Field Appearance Description
Type

ator shows the current value relative to the
range for the field.

With numeric indicators enabled, fields provide the following feedback:

B If a numeric field is set to its default value, the horizontal bar running
along the lower edge of the field is blue.

B If a numeric field is set to another value, the horizontal bar running along
the lower edge of the field is black.

B If the numeric field accepts a restricted range of values, the current value
is indicated relative to the range by a white marker along the horizontal
bar that runs along the lower edge of the field.

You can enter values into numeric fields gesturally or using the on-screen
calculator.

TIP To reset a field to its default value at any time, Ctrl-click the field.

To enter a value in a numeric field using the calculator:

1 Click the numeric field.
The calculator appears.

2 Use the calculator to enter a value and then press Enter.

TIP You can use the numeric keypad keys on your keyboard to operate the
calculator. See Calculating Values for Numeric Fields on page 68.

To enter a value in a numeric field using the calculator:

1 Drag over the field to change its value:
B Drag left to decrease the value.

B Drag right to increase the value.

TIP Numeric fields respond to tablet pressure; the harder you press while
dragging, the more quickly the value changes.

2 When you reach the value you need, release the cursor.
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Text Fields

Text fields are primarily used for naming purposes, for example, to name a
node in a Batch processing setup, or to name a setup file when you save it
using the file browser. You can also use X-copy functionality to enter text into
a field.

imaget

To enter text in a field:

1 Click the text field to activate it.
2 DPress Esc to delete the current contents.

3 Type the new text using the keyboard.

TIP You can use the up and down arrow keys on your workstation keyboard
to retrieve previously typed character strings.

4 Press Enter.

To enter text in a field, you also have the option of using the on-screen
keyboard. Set this preference in the User Interface section of the Preferences
menu. When On-screen Keyboard is enabled, you enter text in the on-screen
keyboard that appears when you click a field. For certain commands, for
example, naming reels and desktops, the on-screen keyboard automatically
appears.

a
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CANCEL Keyboard

(a) Keyboard field

Use the on-screen keyboard as you would use your workstation's keyboard.
When you press a key on the screen, the character appears in the Keyboard
field. To save text from the on-screen keyboard, click Enter or click Exit
Keyboard. You can also press Enter on the workstation's keyboard. To return
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to the previous menu from the on-screen keyboard without saving your
changes, click Cancel Keyboard.

To enter text into a field using X-copy functionality:

1

With the cursor over the Flame interface, press Alt+F3 to send Flame to
the background.

In, for example, a gedit window, drag a text selection of the text you
want to copy.

With the cursor over the Flame interface, press Alt+F1 to bring Flame to
the foreground.

Click the text field to activate it. Do not make a text selection in the field.
Press Esc to clear the current text in the field.

Click the text field again, pressing the pen button at the same time as
you click to enter the text selection that you made in step 2.

TIP You can use this technique to copy large text files for text rolls and text crawls
into a layer in the Text module. See Creating Text Rolls and Text Crawls on page
1937.

Colour Pots

Use colour pots to set colours associated with functions and objects. For
example:

Set the colour of a coloured frame that you create on the desktop or in
Batch.

Set the display colour of splines and tangent handles in the GMask menu.

Set the colour suppression target colour when keying.

|+

(a) Colour pot

When you click a colour pot, the colour picker appears. Use the colour picker
to set a colour by adjusting channel values, selecting a colour stored in colour
pots or from a mixing palette, or by sampling from a frame in a clip. See
Picking Colours on page 71.
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Accessing System Messages

Cursors

The message bar that appears on the desktop and in most input/output and
import/export modules provides feedback from the system.

You can also access a log of the system messages at any time during the current
session. The next time you start a session, the message history is cleared and
the system begins logging messages for that session.

To prevent too many messages from being displayed, the log identifies identical
messages instead of listing each one separately. It also identifies messages that
are similar. For example, the first and last frames of a processing operation
are listed as two separate messages yet all the frames processed in-between are
treated as similar and are grouped into one processing message.

To access the message history for the current session:

1 From anywhere in the application, press Ctrl+Alt+F7.

The Message History window appears showing a list of all messages logged
for the current session. Identical and similar messages are identified in
the Repeat column.

# ¥ Time Message Source  Repeated
1 ThuMar 23 15:37:46 2006 Processing: Bum In — frame 10 of 10 — 00:00. message

3 ThuMar 23 15:37:45 2006 Processing: Bum In — frame 0 of 10 — 00:00. message

(a) Four similar processing messages indicate processed frames between the first
and last frames, which are listed as separate processing messages.

You can set the number of values saved, reset the message history, and
do specific searches. For information on these settings, see Miscellaneous
Preferences on page 835.

The default cursor is a yellow cross.
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However, the cursor changes under some conditions:

B If you are processing a clip, the cursor becomes a grey icon, indicating that
you cannot interact with Flame until processing is complete.

B If you click a desktop command or module button, the cursor changes to
an arrow, and its colour indicates the action you are expected to take.

Use: To select:

Red arrow The front clip.

Green arrow The back clip.

Blue arrow The matte clip.

White arrow The destination reel for the processed result.

Other cursors will appear, such as schematic editing cursors in Action and
Batch. These other cursors are explained in the procedures in which they
occur.
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Selecting Clips to Apply a Desktop Command

Desktop commands apply image processes to clips on the desktop. When you
click a desktop command button, the cursor changes, indicating the clip
selection requirements for the command you want to apply.

To apply a desktop command:

1

Click the desktop command button in, for example, the Processing menu.
The cursor becomes a red arrow.

The red arrow indicates that you should select:

B The front clip, if the command performs a compositing process, such
as Quick Composite (see Quick Compositing on page 1777).

B The first input clip, if the command is a mix operation, such as a
Multiply logical operation (see Using Logical Operations on page 1433).

To select the front or first input clip on the desktop reels, click its
upper-left corner.

If the cursor becomes a green arrow, select the back clip or second input
clip. Otherwise, continue with the next step.

If the cursor becomes a blue cursor, select the matte clip (the blue cursor
only appears with compositing commands and modules). Otherwise,
continue with the next step.

Once all the input clips for the command are selected, the cursor becomes
a white arrow. The white arrow indicates that you are ready to select the
destination desktop reel for the processed result clip. Click any desktop
reel.

The processed clip appears on the destination reel that you selected, with
ared outline. The most recently processed clip on the desktop always has
a red outline.

Selecting Clips to Load Them into a Module

When you enter modules from the desktop, you select the input clips that
you want to work with. Each module allows for different variations of input
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clips, but the loading process is the same: front first, back second, and matte
third (as applicable). Exceptions to this are:

The Paint and Text modules, where you have the option of entering
without clips.

The Batch module, where you enter without clips and then input clips to
the Batch desktop using Batch nodes.

To load clips into a module:

1

Click the module button in, for example, the Effects menu.
The cursor becomes a red arrow.

The red arrow indicates that you should select the front clip.
To select the front clip on the desktop reels, click its upper-left corner.

If the cursor becomes a green arrow, select the back clip. Otherwise,
continue with the next step.

If the cursor becomes a blue cursor, select the matte clip. Otherwise,
continue with the next step.

Once all the input clips for the module are selected, the cursor becomes
a white arrow. The white arrow indicates that you are ready to select the
destination desktop reel for the processed result clip. Click any desktop
reel.

When you process clips from the module, they appear on the destination
reel that you selected, with a red outline. The most recently processed
clip on the desktop always has a red outline.

To enter a module with the same clips as the previous session:

1
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Click the module button in, for example, the Effects menu.

An “S” appears on the right edge of the button.

H E

With the arrow cursor, click the “S”.

The module opens with the clips from the previous session. The most
recent settings are also restored.
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Using the Desktop Module Editor

The Desktop Module Editor option lets you preview a command before it is
applied to the clip. The option is only available for certain commands, and is
indicated by an “E” that appears on the button prior to selecting the clip
destination.

e |

See Previewing Results for Processing Commands on page 1427, and Previewing
Results for Format Commands on page 1446.

Working with Clips on the Desktop

Clips on the desktop are collapsible, low-resolution versions of the entire clip.
Depending on the preferences you set, clip information can appear as an
overlay. You can scrub desktop clips, entire reels, or jump to a specific frame
in a clip based on its frame number or timecode.

By default, clips scrub left-to-right, although you can change playback direction
or orient reels vertically, as described in the next section. Procedures in this
document assume the default left-to-right settings.

Setting Display Options for Reels
Use the controls on the left side of the desktop menu to set desktop reel display
options. These can also be set in the Preferences menu.

a b
I

4 Reels Clip Spacing 103
Right -> Left

il

Edit Video & Audio | Search

(a) Reels field (b) Reel Direction box (c) Clip Spacing
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Reels field Use to change the number of reels that are visible on the desktop.
You can choose between four and eight reels. The reels automatically scale to
fit the desktop as you change the number of reels.

NOTE If you reduce the number of reels that are visible on the desktop when
there are clips on all reels, the clips remain on the hidden reels. If you save the
desktop, all reels including the hidden ones are saved.

Reel Direction box Use to change the orientation (horizontal or vertical)
and direction of the reels on the desktop. The direction of the reels determines
which way the frame numbers increment in a clip. The following options are
available:

Right —> Left
Left —> Right

Bottom —> Top

Top —> Bottom

NOTE The default orientation and direction is Right —> Left.

Clip Spacing Set the amount of space between clips in reels on the desktop.

Clip Information

Thumbnails, or proxies for each frame in the clip, display information about
the clip and frame. Frame numbers, record timecode, and/or keycode appear
in the upper-left corner. The name and duration of the clip appears in the

lower-left corner. If the clip has a resolution that does not match the project
resolution, timecode or frame numbers that appear on the clip are light blue.

For more information on the display of keycode on clip proxies, see Displaying
Timecode and Keycode on page 405.
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(a) Frame number and selection area (b) Name of clip and number of frames in the
clip

Soft-import clips have an icon in the lower-right corner that indicates the file
format of the source images. See About Soft-Import and Proxies on page 199.

(a) Soft-import icon

Clips that have a clip history associated with them have an “H” in the
upper-right corner. See Clip History on page 807.

(a) Clip History icon

You can also set preferences to display source and/or record timecode, frame
rate (24 fps, 25 fps, 30 fps, 50 fps, or 60 fps), and resolution (image size in
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pixels, bit depth, and aspect ratio). For information on setting clip display
preferences, see General Preferences on page 836.

Collapsing and Expanding Clips
You can expand and collapse clips on the desktop. Expanding clips makes it

easier to see the progression of a clip from frame-to-frame. When clips are
collapsed, you can fit more on the visible part of the desktop reel.

A collapsed clip is a stack of frames.

To collapse and then expand a clip:

1 Move the cursor over any frame of an expanded clip.

2 Press C.

3 To expand the clip, move the cursor over the collapsed clip and press C.

To collapse and then expand all clips on a reel:

1 Position the cursor over a grey area between clips on a reel.

2 Press C.
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3 To expand all clips on a reel, repeat the previous two steps.

To collapse and then expand all clips on the desktop:
1 Position the cursor in the menu.
2 Press C.

3 To expand all clips on the desktop, repeat the previous two steps.

Scrubbing a Clip

You can scrub a clip by dragging left or right on the upper-left corner of a
frame. A yellow indicator along the upper edge of the frame indicates the
relative position in the clip of the currently displayed frame.

a
|
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(a) Yellow indicator

When you scrub through an expanded clip and then release the cursor at a
particular frame, the clip slides along the reel so the frame displayed when
you finish scrubbing is under the cursor.

Scrubbing a Reel

Desktop reels have a set of scrubbing controls that you can use to scrub forward
and backward, jump to the previous or next clip on the reel, load clips to the
reel from a clip library, or load clips into the Player for full-resolution playback.
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To:

Go to the first frame of the clip over the reel's playback controls. Clicking
a second time advances to the last frame of the previous clip.

Scrub the reel backward.

Load the clip over the playback controls into the Player for full-resolution
playback. See Playing Clips in the Player on page 94.
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Load a clip from the clip library currently selected in the Clip Library box.
This is similar to clicking Load in the Library menu and selecting the destin-
ation reel, except you can load a clip directly to a reel even when the Library
menu is not showing.
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Scrub the reel forward.

Go to the last frame of the clip currently over the reel's playback controls.
Clicking a second time advances to the first frame of the next clip.

You can also drag over the hot spots to perform these reel scrubbing operations
gesturally. In this case, dragging the cursor works much like turning a jog
wheel on a VIR control panel: scrub speed and direction respond interactively
to cursor movements.
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(a) Scroll-forward hot spot (b) Scroll-backward hot spot

To: Drag:
Scrub forward Over the scroll-forward hot spot and to the left.
Scrub backward Over the scroll-forward hot spot and to the right.

Lastly, you can scrub a clip by clicking the middle of a frame and dragging
left or right. In this case, you move the clip the same amount as you move
the cursor.

Going to a Frame in a Clip

To go to a specific frame in a clip, use the Go To button, or the Go To hot
key.

To go to a frame in a clip using the Go To button:

1 Click Go To.

Output Clip

Export Image

Export Audio

The cursor changes to a purple arrow, and the Go To menu appears in
the area beside the Go To button.
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(a) Go To Method box (b) Go To Mode box (c) Go To Target field

From the Go To Method box, select an option.

Select: To:

Absolute Go to the destination frame or timecode entered in the Go To
Target field.

Relative Move the number of frames—backward (negative value) or for-

ward (positive value)—entered in the Go To Target field.

From the Go To Mode box, select an option.

Select: To:

Source Timecode Enter a Go To target using source timecode.

Frame Enter a Go To target using frame numbers.

In the Go To Target field, enter a target value.

Using the purple arrow cursor, select the clip containing the frame to
which you want to go.

The frame you specified appears under the cursor. If you selected Relative
from the Go To Method box, click again to repeat the Go To operation.

Click any grey space in the menu to deactivate the Go To operation.

To go to a frame in a clip using the Go To hot key:

1
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Place the cursor over the clip containing the frame to which you want
to go.

Press G.
The numeric keypad appears.
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3 Enter the number of the frame that you want to find.
The clip advances to the specified frame number.

TIP Entering frames or source timecode depends on the desktop display
preferences you have set during the session. See General Preferences on page
836.

Adding Notes to Clips

You can add notes to clips on the desktop using the built-in notepad, which
is a simple text editor. Each entry is annotated with the creation date and
time of the note and the user who entered it, so you can use the clip notepad
as an informal discussion area for clips in progress.

Notes are saved as part of the clip's metadata, so the information is preserved
if you transfer the clip to another workstation using Wire. When you copy a
clip on the desktop that contains notes, the notes are copied too. When you
archive a clip, its notes are saved with the archived clip.

To add notes to a clip's notepad:
1 Put the cursor over a clip on the desktop and press V.

2 Enter your notes in the notepad that appears.

Flower_giH

3 Click anywhere outside the notepad to close it.

An icon with the letter “N” appears on the clip, indicating that it has a
note.
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(a) Note icon

To edit a clip's notepad:

1 Put the cursor over a clip on the desktop that has a note and press V.

The notepad appears with an annotation that tracks the creation date
and time and the user who added each note.

a
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hew clip for gradin?
<Created by default, 10/26/06 12:51:55>

(a) Annotation

2 Place the cursor after the last line and then enter your notes.

TIP When you enter a note, the annotation is always added as the last line.
To ensure an easily trackable sequence of notes, add new notes at the end.

3 Click anywhere outside the notepad to close it.

To delete a clip's notepad:
1 Put the cursor over a clip on the desktop that has a note and press V.

2 Select all text in the notepad and then delete it.
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3

Click anywhere outside the notepad to close it.
The “N” icon disappears, indicating the note has been deleted.

To resize a notepad:

1

Click the lower-right corner of the notepad and drag.

A red outline of the notepad appears as you drag.

Locking and Unlocking Reels

You can lock reels to constrain their scrubbing behaviour to a selected clip. If
you lock a clip on two different reels, you scrub them in sync. This is helpful
when you want to scrub different versions of a clip simultaneously.

To lock a reel to a selected clip:

1

Hold the cursor over the frame of the clip on a reel and press L.

A light blue border appears around the selected clip, and the clip—if it
was collapsed—expands to show all frames.

Scrub the reel.

Only the selected clip is scrubbed.

To unlock a reel, hold the cursor anywhere over the reel that you want
to unlock and press L.

NOTE Clicking a command or module button also unlocks all reels.

To scrub clips on different reels in sync:

1
2

Expand the clip on an unlocked reel that you want to scrub.

Line up a reference frame of the clip on the locked reel over the Play
button in the reel playback controls.

Press L to lock the reel to that clip.

Line up the corresponding reference frame of the expanded clip on
another unlocked reel with the frame you chose in step 2.

Although the clips scrub in sync, you can offset their alignment by
positioning them relative to each other prior to locking the reels.

Hold the cursor over the corresponding reference frame and press L.
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A light blue border appears around the selected clip.

6 Scrub either reel.
The selected clips scrub in sync.

7 Lock other reels to add clips to the set.
8 To unlock a reel, hold the cursor anywhere over the reel that you want
to unlock and press L.
To navigate clips on locked reels:

1 Use the following reel controls.

Do this: To:

Click Go to the next end (to the left) of the clips in the locked set.
Alt-click Go to the next transition (to the left) of the clips in the locked set.
Click El Play the locked set backward.

Play the locked set forward.
civc I

m Go to the next transition (to the right) of the clips in the locked set.
Alt-click

Go to the next end (to the right) of the clips in the locked set.
cio I

Press left arrow Frame step backward by the specified number of frames (10 by
default). See Reels on page 851.

Press right arrow  Frame step forward by the specified number of frames (10 by de-
fault). See Reels on page 851.

Locking Clips to Prevent Changes

You can lock clips, reels, or desktops to prevent changes to them. Locking a
clip prevents it from being deleted or edited (including unprocessed timewarps).
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You can save locked clips to a library, but their locked status is not maintained.
You can also bypass a lock to delete a clip if necessary.

The procedures in this topic are not related to locking reels to selected clips.

NOTE If you use the Force Render command, it will affect all selected clips even
locked clips. See Force Rendering Clips on page 966.

To lock a clip on the desktop:

1

On the desktop, click Lock Clip.
I

At ciospoy 0

Lock Clip

2 Select to lock a clip, all clips on a reel, or the entire desktop from the Lock

option box that appears.

Select the clip that you want to lock.

The selected clip, all clips on the same reel as the selected clip, or all clips
on the desktop are locked. The clip's timecode or frame number display
turns red, indicating a locked clip. If you try to edit or delete a locked
clip, a message appears in the message bar indicating that the operation
is not permitted.

To unlock a clip:

1
2
3

On the desktop, click Lock Clip.
Select an option from the Lock option box.

Select the locked clip, and confirm.

The timecode or frame number display turns white. To bypass the need
to confirm, Alt+click the red frame number.

To delete a locked clip:

1

Hold down the Alt key.
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2 Delete the clip as described in Deleting Clips on page 66.

Naming Clips, Reels, and Desktops

To help keep track of clips in-progress, it is a good idea to give them meaningful
names. You can name clips, reels, and desktops.

Naming Clips

You can name clips using the Name button or the Name hot key.

NOTE Naming a clip does not save it to a clip library. To save a clip, see Saving
to Clip Libraries on page 561.

To name a clip using the Name button:

1 From the desktop, click Name.

2 With the red arrow cursor, select the clip that you want to name.
3 To clear the current contents of the Name field, press Esc.

4 Enter a name for the clip and then press Enter.
The new name appears on the clip proxy, provided this display option

is enabled. See General Preferences on page 836.
To name a clip using the Name hot key:
1 Hold the cursor over the clip that you want to rename.

2 Press N.
The on-screen keyboard appears.
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3 Type a name for the clip and then press Enter.

Naming Reels

Place clips into groups on a reel and then name the reel to identify the group.

NOTE Naming a reel does not save it to a clip library. To save a reel, see Saving
to Clip Libraries on page 561.

To name a reel:

1 Click the Reel Name field for the reel that you want to name.

Foi
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The on-screen keyboard appears.
2 To clear the current contents of the field, press Esc.

3 Enter a name for the reel and then press Enter.

Naming Desktops

Name a desktop to provide a description of the current selection of clips on
all reels.

NOTE Naming a desktop does not save it to a clip library. To save a desktop, see
Saving to Clip Libraries on page 561.

To name a desktop:

1 Click the Save Desktop Name field.
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The on-screen keyboard appears.
2 To clear the current contents of the field, press Esc.

3 Enter a name for the desktop and then press Enter.

Moving, Copying,and Deleting Clips on the Desktop

You input, import, and load clips to destination reels on the desktop. Once
clips are on the desktop, you can move, copy, and delete them. Note the
following about these functions:

B Copying clips on the desktop does not duplicate frames on the framestore.

B Deleting clips from the desktop does not remove them from the framestore,
provided they were previously saved to a clip library.

m All clip moving, copying, and deleting operations are tracked in the Undo
and Redo boxes.

For gestural techniques to work, the Drag & Drop option must be selected in
the Preferences menu. See Desktop Preferences on page 848.

Moving Clips

Move clips from reel to reel using the Move button or gestural techniques.
You can also move a single frame or a range of frames by extracting them
from a clip, move the audio tracks associated with a clip, or move all clips on
a reel.

To move a clip or all clips on a reel using the Move button:

1 From the desktop, click Move.
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2 From the Move Mode box, select an option.

Delete

Select: To move:
Clip A single clip.
Reel All clips on a reel.

3 With the red arrow cursor, select the clip or reel that you want to move.

4 With the white arrow cursor, select the reel to which you want to move
the clip or reel.
The clip is moved to the destination reel.

To move clips gesturally:

1 Drag a clip from one reel to a destination reel.

To move a single frame gesturally:

1 Ctrl-drag a frame from one clip to a destination reel.

TIP Move clips by clicking in the middle of a frame and then dragging upward
or downward. If you drag from the edges of frames, you risk cutting the clip.
If you drag to the left or right, you simply scrub the reel.

To move a single frame using the Move button:
1 From the desktop, click Move.

2 From the Move Mode box, select Frame.
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Delete Frame Cut Video & Audio
Name

Move

Copy

GoTo

(a) Move Mode box (b) Range Mode box

3 From the Range Mode box, select an option.

Select: To extract:

Cut Audio & The range of video frames with its corresponding audio range.
Video

Cut Video The range of video frames but attach the entire audio track.

4 With the red arrow cursor, select the frame that you want to move.

5 With the white arrow cursor, select the reel to which you want to move
the frame.

The frame is removed from the source clip to the destination reel.

To move a range of frames using the Move button:
1 From the desktop, click Move.

2 From the Move Mode box, select Range.
The Range Mode box appears.
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Delete Cut Video & Audio

Mame
Move

Copy
GoTo

(a) Move Mode box (b) Range Mode box

3 From the Range Mode box, select an option.

Select: To extract:

Cut Audio & The range of video frames with its corresponding audio range.
Video

Cut Video The range of video frames but attach the entire audio track.

4 With the red arrow cursor, select the first frame in the range that you
want to move.

5 With the green arrow cursor, select the second frame in the range that
you want to move.

6 With the white arrow cursor, select the reel to which you want to move
the range.

The range is removed from the source clip to the destination reel.

To move an audio track from one clip to another:
1 From the desktop, click Move.

2 From the Move Mode box, select Audio.
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Copy
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3 With the red arrow cursor, select the clip to which the audio that you
want to move is associated.

4 With the white arrow cursor, select the clip to which you want to move
the audio.

Copying Clips

Copy clips on the desktop using the Copy button or gestural techniques. You
can also copy a single frame or a range of frames, copy the audio tracks
associated with a clip, copy timecode, copy keycode, or copy all clips on a
reel.

To copy a clip or all clips on a reel using the Copy button:
1 From the desktop, click Copy.

2 From the Copy Mode box, select an option.

Delete

Mame

Move

Copy

Go To
Select: To copy:
Clip A single clip.
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Select: To copy:

Reel All clips on a reel.

3 With the red arrow cursor, select the clip or reel that you want to copy.
4 With the white arrow cursor, click the destination reel for the copied clip
or reel.
To copy clips gesturally:

1 While pressing Spacebar, drag a clip to another reel. The copy appears
as a partially transparent clip until you drop it.

TIP You can adjust proxy transparency. See Desktop Proxies on page 850.

To copy a single frame gesturally:
1 While pressing Shift+spacebar, drag a clip to another reel. The copy
appears as a partially transparent clip until you drop it.
To copy a source clip from an edited clip gesturally:

1 While pressing Shift, drag a frame belonging to the source clip that you
want to copy to another reel. The copy appears as a partially transparent
clip until you drop it.

To copy a range of frames, or to copy frames with or without audio:

1 Follow the instructions for the comparable Move button procedures. See
Moving Clips on page 60.

TIP Copy clips by clicking in the middle of a frame and then dragging upward
or downward. If you drag from the edges of frames, you risk cutting the clip.
If you drag to the left or right, you simply scrub the reel.

To copy the timecode from one clip to another:
1 From the desktop, click Copy.

2 From the Copy Mode box, select Timecode.
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Delete Timecode
Name Record TC

tMove

Copy

(a) Copy Mode box (b) Timecode Mode box

3 From the Timecode Mode box, select an option.

Select: To copy:
Record TC The record timecode.
Source TC The source timecode.

4 With the red arrow cursor, select the clip with the timecode that you
want to copy.

5 With the white arrow cursor, select the clip to which you want to copy
the timecode.

The timecode is copied to the clip.

Deleting Clips

Delete clips from the desktop using the Delete button or gestural techniques.
You can also delete a single frame or a range of frames, delete the audio tracks
associated with a clip, or delete all clips on a reel.

To delete clips using the Delete button:
1 From the desktop, click Delete.

2 From the Delete Mode box, select an option.
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Delete

Mame

tMove

Copy

Select: To delete:
Clip A single clip.
Reel All clips on a reel.

3 With the red arrow cursor, select the clip or reel that you want to delete.
The clip or reel is deleted from the desktop.

TIP If necessary, click Undo to restore the clip.

To delete clips gesturally:
1 Drag a clip from its reel to the bottom of the menu.

2 When the recycle cursor appears, release the clip to delete it.

To delete a range of frames, or to delete frames with or without audio:

1 Follow the instructions for the comparable Move button procedures. See
Moving Clips on page 60.

Deleting Desktops
Delete all clips on the desktop using the Delete button.
To delete all clips on the desktop:

1 From the desktop, click the Delete button.

2 From the Delete Mode box, select Desktop and then Confirm (or press
Enter).
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When the desktop is deleted, its name is cleared from the Desktop Name
field.

Undoing and Redoing Operations

You can undo most commands performed on the desktop using the Undo/Redo
controls in the lower right of the screen.

a
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(a) Undo and Redo buttons

Click Undo to undo the most recent operation.

Use the box on the right of the Undo button to perform a multiple undo by
selecting an operation in the Undo history. The selected operation, and all
commands appearing under it, are undone.

Click Redo to redo the most recent operation undone by clicking Undo.

Use the box on the right of the Redo button to perform a multiple redo by
selecting an operation in the Redo history. The selected operation, and all
those appearing it, are redone.

You can set the levels of Undo and clear the Undo buffer. See Undo on page
840.

NOTE Use undo controls in modules to undo operations performed in them.
Multiple levels of undo are supported in Batch, the Modular Keyer, and Action. In
other modules, a single undo can be performed.

Calculating Values for Numeric Fields

The calculator appears when you click a numeric field. Use it to calculate
integer values or timecode. The timecode calculator appears only when you
click a field that accepts timecode values and when you display preferences
that are set to use timecode, and not frame numbers.
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By default, the calculator appears over the field you clicked to open it. You
can move it to another location by dragging the grey bar along its upper edge.
You can also set calculator preferences to open the calculator at other locations.
See User Interface Preferences on page 831.

There is another type of calculator, the keycode calculator, used for inputting
keycode. The keycode calculator appears when you click a Keycode field. See
About the Keycode Calculator on page 410.

Calculating Numbers

The calculator that you use with fields that accept numeric values works like
a standard calculator, with options to add, subtract, multiply, and divide.

(a) Result field

To calculate integers:
1 Click a numeric field accepting integers to open the calculator.

2 Use the integer and operation buttons to determine the value that you
want to apply to the numeric field.

3 To add the value in the calculator to the current value in the numeric
field, click Add.

4 To subtract the value in the calculator from the current value in the
numeric field, click Sub.

5 To close the calculator without applying further changes to the value in
the numeric field, click anywhere outside the calculator.

6 To enter the current value in the calculator—replacing the previous
value—click the Result field in the calculator or press Enter.

The calculator closes.
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TIP You can use the keys on the numeric keypad section of your keyboard
to operate the calculator.

Calculating Timecode
The calculator that you use with fields that accept timecode and frame number

values works like a standard calculator, but provides additional tools for
calculating timecode and frame number values.

00:00:00:00 a

NDF | TC | Add | Sub b

(a) Result field (b) Calculation Mode box (c) Drop Frame box

The calculator opens with the timecode mode (24 fps, 25 fps, 30 fps, 50 fps,
and 60 fps) that applies to the default project resolution or the clip to which
you are applying the value.

To calculate timecode:

1 Click a numeric field accepting timecode and frame numbers to open
the calculator.

2 Use the integer and operation buttons to determine the value that you
want to apply to the numeric field.

TIP To enter two zeros for a timecode unit block, press . (period).

3 To switch between frame numbers and timecode, select an option from
the Calculation Mode box.

Select: To calculate:
FRM Values using frame numbers.
TC Values using timecode.
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TIP You can calculate a value in frames and apply the value to timecode. The
value is converted automatically.

4 To switch between drop frame and non-drop frame timecode modes,
select an option from the Drop Frame box.

Select: To calculate:
DF Values using drop frame timecode.
NDF Values using non-drop frame timecode.

TIP This box only appears when drop frame and non-drop frame modes are
valid options.

5 To add the value in the calculator to the current value in the field, click
Add.

6 To subtract the value in the calculator from the current value in the field,
click Sub.

7 To close the calculator without applying further changes to the value in
the field, click anywhere outside the calculator.

8 To enter the current value in the calculator—replacing the previous
value—click the Result field in the calculator or press Enter.

The calculator closes.

TIP You can use the keys o