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Using This Guide

Congratulations on your purchase of an Avid

® ®

Interplay™ Assist application. You can use

your application to log, annotate, and archive your work.

% The documentation describes the features and hardware of all models. Therefore, your
system might not contain certain features and hardware that are covered in the

documentation.

Symbols and Conventions

Avid documentation uses the following symbols and conventions:

Symbol or Convention Meaning or Action

A

Bold font

Italic font
Courier Bold font

Ctrl+key or mouse action

A note provides important related information, reminders,
recommendations, and strong suggestions.

A caution means that a specific action you take could cause harm to
your computer or cause you to lose data.

This symbol indicates menu commands (and subcommands) in the
order you select them. For example, File > Import means to open the
File menu and then select the Import command.

This symbol indicates a single-step procedure. Multiple arrows in a list
indicate that you perform one of the actions listed.

Bold font is primarily used in task instructions to identify user interface
items and keyboard sequences.

Italic font is used to emphasize certain words and to indicate variables.
Courier Bold font identifies text that you type.

Press and hold the first key while you press the last key or perform the
mouse action. For example, Ctrl+drag.




If You Need Help

If you are having trouble using your Avid product:

1. Retry the action, carefully following the instructions given for that task in this guide. It
is especially important to check each step of your workflow.

2. Check the latest information that might have become available after the documentation
was published:

- If'the latest information for your Avid product is provided as printed release notes,
they are shipped with your application and are also available online.

- If'the latest information for your Avid product is provided as a ReadMe file, it is
supplied on your Avid installation CD or DVD as a PDF document
(README_product.pdf) and is also available online.

You should always check online for the most up-to-date release notes or ReadMe
because the online version is updated whenever new information becomes
available. To view these online versions, select ReadMe from the Help menu, or visit
the Knowledge Base at www.avid.com/readme.

3. Check the documentation that came with your Avid application or your hardware for
maintenance or hardware-related issues.

4. Visit the online Knowledge Base at www.avid.com/onlinesupport. Online services are
available 24 hours per day, 7 days per week. Search this online Knowledge Base to find
answers, to view error messages, to access troubleshooting tips, to download updates,
and to read or join online message-board discussions.

Viewing Help and Documentation on the Interplay
Portal

14

You can quickly access the Interplay Help, PDF versions of the Interplay guides, and useful
external links by viewing the Interplay User Information Center on the Interplay Portal. The
Interplay Portal is a web site that runs on the Interplay Engine.

You can access the Interplay User Information Center through a browser from any system in
the Interplay environment. You can also access it through the Help menu in Interplay Access
and the Interplay Administrator.

The Interplay Help combines information from all Interplay guides in one Help system. It
includes a combined index and a full-featured search. From the Interplay Portal, you can run
the Help in a browser or download a compiled (.chm) version for use on other systems, such
as a laptop.


http://www.avid.com/readme
http://www.avid.com/onlinesupport

Avid Training Services

To open the Interplay User Information Center through a browser:
1. Type the following line in a web browser:
http://Interplay Engine name

For Interplay_FEngine_name substitute the name of the computer running the Interplay
Engine software. For example, the following line opens the portal web page on a system
named docwg:

http://docwg
2. Click the “Avid Interplay Documentation” link to access the User Information Center
web page.
To open the Interplay User Information Center from Interplay Access or the Interplay

Administrator:

P Select Help > Documentation Website on Server.

Avid Training Services

Avid makes lifelong learning, career advancement, and personal development easy and
convenient. Avid understands that the knowledge you need to differentiate yourself is always
changing, and Avid continually updates course content and offers new training delivery
methods that accommodate your pressured and competitive work environment.

For information on courses/schedules, training centers, certifications, courseware, and
books, please visit www.avid.com/support and follow the Training links, or call Avid Sales
at 800-949-AVID (800-949-2843).

15
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Kl Getting Started with Avid Interplay
Assist

Avid Interplay Assist provides you with tools to log and archive footage in several ways.
You can log captured material and use locators to mark specific points of interest in footage.
You can annotate the locators and note a usage restriction on a portion of the footage. You
can also work with shotlists containing more than one clip, and you can archive the logs.
Assist supports international character input. Traditional Chinese, Simplified Chinese,
Japanese, French, Italian, German, and Spanish are supported.

Video material comes from the Avid Interplay Engine and shared storage. Assist can search
and browse the Interplay Engine, and it can access workspaces shared with Avid editing
applications.

This chapter helps you get started with Avid Interplay Assist. See the following topics:
*  Uses for Logging

»  Basic Interplay Assist Workflow

» Starting Interplay Assist

* Disabling Desktop Compositing

»  Exiting Interplay Assist

*  Using Interplay Assist Help

*  Working with MultiRez and Dynamic Relink

*  Understanding Source Mode and Shotlist Mode

*  Understanding Undo and Redo

*  Changing the Font

*  Printing the Logging Panel

*  Setting an Automatic Timeout for Interplay Assist and Avid Instinct
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Uses for Logging

18

Avid Interplay Assist offers a range of functions; one person can use it in different ways, or

several different users can specialize in particular tasks. The most frequent uses are likely to
be:

* Logging ingest or captured material, classifying assets based on where they came
from, and entering basic information about the material. For example, a college student
might be hired to work from a script and add a basic set of comments (metadata) to
every clip that comes in.

* Adding locators to the previously identified clips. For example, you can mark all the
significant plays in a championship sports event with locators and create subclips from
the marked locations.

*  Marking restrictions on particular clips or portions of clips. For example, you can
mark beginning and ending restriction points to indicate the following: material that
should not be used, material that can be used only after rights are available on a certain
date, material that the organization will need to pay for upon use, material that has
copyright requirements or other legal restrictions that limit its use, and so on.

* Providing a detailed description of the video. For example, a more experienced user of
Assist might use the application to type a running commentary while watching the
previously annotated video, associating words and sentences with specific timecodes
and creating locators as a result.

* Searching for clips through the Interplay Engine and the archive that are relevant to a
particular production, and annotating and creating new sequences. For example, a
production assistant might search for master clips, find specific frames and annotate
them for use in the production, find or create new sequences, annotate them with
editorial notes, and so on.

»  Reviewing clips, subclips, and sequences, marking up specific items with notes for the
assistant or the editor, creating a rough cut for a final sequence, and sending the video to
playback or to an Avid editing application. For example, the producer would review the
material prepared by the production assistant, make changes, assemble the final
sequence, mark up the production for last-minute changes, and send it to air.

* Archiving video at the end of the production workflow. For example, the archivist or
librarian would review and update the metadata content for every clip, sequence, and
shotlist going into the archive, assist others in finding material, define the location and
hierarchy of stored video, and do other archival tasks.



Basic Interplay Assist Workflow

Basic Interplay Assist Workflow

Basic use of Interplay Assist might include the following steps:

1.
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11.

Start Assist.

. Navigate to the material you want to log or search for clips sharing certain attributes.
. Load a clip into the Video monitor.

. Play the material and mark events with locators.

. Add comments to the locators.

. Add metadata to the clips.

. Assemble the clips into a shotlist.

. Add metadata to the shotlist.

Flag restricted material.

. Save the shotlist.

Send the shotlist to play back on a playback device, if appropriate.

Starting Interplay Assist

The Interplay Assist application runs as a client in an Avid Interplay system, which includes
a shared storage systems, such as Avid Unity™ MediaNetwork or Avid Unity ISIS®. Before
you use Assist, an administrator needs to complete the following requirements:

Install Assist and other required Interplay applications on your workstation. For
installation information, see the Avid Interplay Software Installation and Configuration
Guide.

(Option) If you are running Interplay Assist on Windows Vista or Windows 7, disable
desktop compositing. See “Disabling Desktop Compositing” on page 21.

Create an Interplay user account that you will use to log in to Assist. For more
information, see the Avid Interplay Engine and Avid Interplay Archive Engine
Administration Guide.

19
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» Ifyou need to send material to playback, you need to install Avid Unity MediaNetwork
or Avid Unity ISIS client software and create an Avid Unity user account with write
privileges to a selected workspace. For more information, see “Accessing Avid Unity
Workspaces for Send to Playback” on page 141.

*  Specify site settings in the Interplay Administrator. These settings are stored in the Avid
Interplay database and are used by Assist when it is retrieving media objects managed
by Avid Interplay. The settings include target and working resolutions, user permissions,
and other workgroup settings. For more information, see the Avid Interplay Engine and
Avid Interplay Archive Engine Administration Guide.

To start Interplay Assist:

1. Do one of the following:
» Double-click the icon on your desktop.
»  Click the Start button, and select All Programs > Avid > Avid Interplay Assist.
The Avid Interplay Assist Login window opens.
2. Type the name of your Avid Interplay Engine in the Asset Manager text box.
3. Type your name in the User Name text box.
4. Type your password in the Password text box.
Interplay Server passwords are case sensitive.
5. Click Login.

The Assist application opens, and you can work with assets in the Interplay database.
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Disabling Desktop Compositing
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Disabling Desktop Compositing

To run Interplay Assist or Avid Instinct on Windows Vista or Windows 7, desktop
compositing must be disabled. (Desktop compositing supports Aero desktop themes that
include transparent window borders and other effects.)

Interplay Assist and Avid Instinct automatically disable desktop compositing when you
launch the application and restore desktop compositing when you close the application.
Alternatively, you can select a non-Aero desktop theme or disable desktop compositing
through a system setting. These alternative methods prevent a brief flash from appearing
when the application disables desktop compositing.
To disable desktop compositing:

1. Access the Control Panel.

2. Do one of the following:

P Click System and Security, then click System.

» In Classic view, double-click System.
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3. Click “Advanced system settings.”
4. In the System Properties window, click the Advanced tab.
5. Under the Performance area, click Settings.

6. Uncheck “Enable desktop composition.”

Exiting Interplay Assist

To exit Interplay Assist:
» Select Exit from the File menu or press Ctrl+Q.

If you exit Interplay Assist, and attempt to open it immediately afterwards, you might
get a message that another instance of the application is already running or is still
exiting. Wait approximately thirty seconds and start the application again.

Using Interplay Assist Help

Interplay Assist includes a Help system that contains the same information as this guide.

To view the Help:
1. Select Help > Avid Interplay Assist Help.
The Help opens.

2. For more information about using the Help, click the Contents tab and explore the Using
Help topic.

Working with MultiRez and Dynamic Relink

MultiRez (a term derived from “multiple resolutions™) allows you to associate a clip with
multiple media files of different resolutions. For example, you can associate the same audio
clip with both low-resolution MP2 and uncompressed PCM, and the uncompressed files can
be associated with more than one sample rate or bit depth. MultiRez works with both audio
and video files.

When you work with MultiRez, you can easily switch between the different resolutions.
This switching is referred to as dynamic relink. Dynamic relink is useful when you want to
work with low-resolution media (working resolution) and create your final output in
high-resolution media (target resolution).
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Working with MultiRez and Dynamic Relink

Your Interplay administrator sets dynamic relink options in two locations in the Avid
Interplay Administrator: in the Editing Settings tab of the Application Database Settings and
in the Instinct/Assist User Settings. If dynamic relink is enabled, the following relink options
must be changed from the default value (“not set”) before the functionality is applied to a

site or a user:

Option Setting

Description

Dynamic Relink (Editing Enabled or Disabled
Settings tab, Application
Database Settings)

Send to playback (Editing Target resolution,
Settings tab, Application  primary
Database Settings)

Audio Target Resolution

Video Settings
(Instinct/Assist User
Settings)

Working Resolution

Audio Settings
(Instinct/Assist User
Settings)

Working Resolution

Enables or disables Dynamic Relink.

Sets a resolution for output to a playback
device. The default is DV 25 411.

Sets an audio resolution for output to a
playback device. The default is PCM.

Also sets the Sample Rate and Bit Depth of
the audio for playback.

Sets the user’s working video resolution.

Sets the user’s working audio resolution. If
the working resolution is set to PCM, you can
select a sample rate and a bit depth for audio
clips.

When your Avid Interplay administrator enables dynamic relink, Assist or Instinct loads
video and audio clips in your working resolution. When you send a sequence to playback,
the media clips are automatically relinked to the target resolution. If dynamic relink is
disabled, Assist or Instinct loads clips using the resolution the media clips are currently
linked to, and Instinct does not relink media when you export it.

For more information on Avid Interplay settings, see the Avid Interplay Engine and Avid
Interplay Archive Engine Administration Guide or the Interplay Help.

To check if dynamic relink is enabled:

1. Select Help > About Avid Interplay Assist or Help > About Avid Interplay Instinct.

2. Click the MultiRez tab, and check that the Dynamic Relink Enabled option is set to Yes.

MultiRez Enabled is also displayed and should be set to yes. MultiRez enabled means
that the application is capable of using MultiRez and dynamic relink.

3. Click OK.
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Understanding Source Mode and Shotlist Mode

24

In Interplay Assist, you work in one of two modes: Source mode or Shotlist mode. You can
add locators and metadata to either source clips or shotlists.

Source material comes from capture. To log material, you move through it, mark IN and
OUT points, create subclips, and note significant events with locators, annotations, and
metadata.

Shotlists are composed of source material. A shotlist can be an ordered set of clips that ends
up as a rough cut for a sequence in an Avid editing application, for example. It can also be an
unordered set of similar clips from which the best instance is chosen or which is archived as
a group. Shotlists can be marked with locators and metadata.

Most of your work, after you find and navigate to clips and shotlists, is done in the Video
monitor and the Logging panel. You click the Source button to enter Source mode, and the
Shotlist button to enter Shotlist mode.Each mode includes a Metadata tab and a Locator tab,
as shown in the following illustration.

Video monitor Source button  Shotlist button Source tabs Shotlist tabs

i Avid Interplay Assist

File Ecit View Locators Metadata Preferences

01;05,05;07 | GoldenGate

Source Locators  Source Mekadata shotlist Locators  Shotist Metadata
"GoldenGate" User: Administrator Working: DW2SP 411,PCM Target: DY 25 411,PCM

‘ Source duration is 1314
e




Understanding Undo and Redo

% You cannot modify a sequence (or shotlist) in Source mode and Shotlist mode at the same
time. For example, if you add a locator to a sequence in Source mode, then load the
sequence in a Shotlist tab, you can no longer add locators to the sequence in Source mode.
When you drag a sequence or shotlist from the Source monitor to a Shotlist tab, Assist saves
the sequence automatically and then prevents further edits to the sequence in Source mode.

If you want to add locators to the sequence in Source mode, clear the shotlist tab by
selecting File > New Shotlist, then View > Refresh All.

For more information, see the following topics:

*  “Playing and Marking in the Video Monitor” on page 57

*  “Logging Events With Locators” on page 95

*  “Working with Shotlists” on page 125

*  “Working with Metadata” on page 115

Understanding Undo and Redo

You can undo many of the actions you carry out in Interplay Assist. Undoing reverses the
last operation you performed.
Also consider the following:

» If you are working on a source clip and then load a new clip, the Undo history starts
over. You cannot go back to the first clip and undo your actions.

+ Ifyou are working on a shotlist and then create a new shotlist, the Undo history starts
over. You cannot go back to the first shotlist and undo actions.

*  The Undo history is separate for the Source tabs and the Shotlist tabs. If you are in the
Source Locators tab, for example, and then click and work in the Shotlist locators tab,
you can still return to the Source Locators tab and undo an action. You don’t lose your
Source tab Undo history by working in a Shotlist tab; the reverse is also true.

You can redo an action.

Undoing and Redoing

To undo an action:

» Do one of the following:
- Select Edit > Undo.
- Press Ctrl+Z.

Certain operations cannot be undone. These are noted in the appropriate topics.
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To redo an action:

» Do one of the following:
- Select Edit > Redo.
- Press Ctrl+Y.

Changing the Font

26

You can change the default fonts and font sizes for the following areas of the Interplay Assist
interface using the Fonts menu options:

*  Locator and metadata text
* Directory panel

¢ Research panel

Font changes are saved as user settings and do not affect other Assist systems.

To change the font in Assist:
1. Do one of the following:
»  Select Preferences > Fonts > [font option].
» Inany panel, right-click and select Set [font option] font.

The Select [font option] font dialog box opens. The dialog box allows you to select and
preview options other than Font and Size, but those options do not take effect in the
application; you can change only Font and Size. You must have locators displaying in a
Locators tab if you want to change the locator text font.



Printing the Logging Panel

f Select Locators/Metadata font (family & size only)
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2. Select a font and a size, and then click OK.

The font in the Interface area you selected changes.

To restore the default fonts in the Assist interface:

p  Select Preferences > Fonts > Reset Fonts to Default.

Printing the Logging Panel

You can print the currently open tab in the Logging panel. You can select a single locator or
clip for printing or you can print the entire tab. You can print the contents of any of the tabs.

The Logging panel must be visible to print it. If you are in Large Monitor mode and are
viewing the Video monitor, you need to click the Display button to return to the panels view.
See “Using Large Monitor Mode” on page 61.
To print the contents of a tab:

1. (Option) Select File > Page Setup, select options in the Page Setup dialog box, and click
OK.
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2. Do one of the following:
» Select File > Print /printable item] Preview, then preview the item and click Print.
» Select File > Print /printable item].

» Right-click in a locator or a clip and select Print. (Do not right-click in the header
area.)

A standard Print dialog box opens.
3. Select one of the following:
»  All: the entire tab prints.
»  Selection: the currently selected locator or clip prints.

»  Pages: specify which pages you want to print. In general, it is more effective to
select All or Selection.

4. Select other options and then click Print.

% Headframes that are not visible on the screen might not be fully loaded when you decide to
print. The print function waits for the headframes to load, after a certain period of time, you
might see a message box asking you if you want to wait longer.

The contents of the tab print. The header information from the tab, such as user name,
working resolution, and so on, does not print. A default header prints, however,
containing the name of the clip or shotlist, the name of the tab, and the date and time. If
you print more than one page, the pages break at locator or metadata boundaries.

5. (Option) If the Logging panel is too wide and the right-hand edges of the locators print
onto a second page, do one of the following and then repeat the printing procedure:

» In the Print dialog box, click Preferences, select Landscape, and then click OK.

»  Click the right-hand edge of the application and drag it to the left to resize
application to a more narrow width.



Setting an Automatic Timeout for Interplay Assist and Avid Instinct

Setting an Automatic Timeout for Interplay Assist
and Avid Instinct

An Interplay administrator has the option of letting Interplay Assist and Avid Instinct
automatically time out after a specified period of inactivity. This feature helps in license
management, because it enables an unused license to be freed up without the administrator
manually finding and closing inactive applications on user desktops.

If a timeout period is set, and the application does not detect any activity during that period,
the application displays a message that asks if you want to quit. Click Yes to quit, or click
No to keep the application open. If you do not click Yes or No, the application quits in
twenty seconds.

The default setting is one hour. This setting applies to the entire database.

To set the timeout period:

1.

Start Interplay Administrator and log on to the database for which you want to set the
automatic timeout.

In the Application Settings section of the Interplay Administrator, click the Application
Database Settings icon.

3. Click the Application Defaults tab.

Select the database (AvidWG).

5. In the Assist/Instinct - Defaults section, enter a value in hours for the Automatic

Timeout option. Decimal values are allowed. For example, for a timeout period of one
and a half hours, enter:

1.5

If you do not want a timeout period, enter 0 (zero).

. Click Apply.

The timeout period begins the next time you launch the application.
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EJ Preparing to Log

Before you can log your material, you need to find, organize, and load the clips you need.

See the following topics:

Understanding Asset Markers
Navigating to Assets

Searching for Assets

Interplay Assist Search Options
Organizing Folders

Loading Clips

Updating the Application Display

Understanding Asset Markers

Assets can carry two different kinds of markers:

Reservations: Reservations protect assets from deletion and moving. Assets protected
by a reservation are marked by a circular red icon. You cannot set reservations in
Interplay Assist. Shotlists you create in Assist might have reservations automatically
placed on them depending on how your administrator has configured your Interplay
system. For more information about reservations, see the Avid Interplay Access User’s
Guide.
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2 Preparing to Log

* Restriction locators: Restrictions mark limitation warnings on the use of assets. Assets
that include a restriction locator are marked by a triangular red icon. For more
information about restrictions, see “Restricting Material” on page 100.

The Big Swell Bin

Type | Mame

Restriction locator marker

GoldenGate

Navigating to Assets

Before you load assets for logging, you need to navigate to their location in the Interplay
database using the Directory panel. You can use the hierarchical display of folders to
navigate, or you can search for particular assets (see “Searching for Assets” on page 33).

In Interplay Access, an administrator can set the text color of the names of folders and assets
(the default is black). Any colored text is also visible in Interplay Assist.

You can navigate from a selected asset to a folder that holds the asset. See “Navigating to a
Folder That Contains a Selected Asset” on page 36.

To navigate through folders:
» In the Directory panel, navigate to the asset you want to log and click the folder.

The navigation results appear in the Research panel.

Directory panel Research panel
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Searching for Assets

You use the Media Search tab in the Research panel to search for assets that meet the criteria
you specify. For the best response times for your search, make it as specific as you can.
To search for media assets:
1. Do one of the following:
» Select File > Search Media.
» In the Directory panel, right-click and select Search.

The Media Search tab appears in the Research panel, and the Search functions
area opens.

Search
functions | Interplay Transfer Thumbnails | Fire Bin | Media Search

area \ « Oiternis) x

Type | Marme Creation Date | &
Texk: [

i | Text Fields - Mame
¥ |9earch In:Ice Island

#|Types - Master Clip, Subclip, Sequence
Master Clip
Subclip
Sequence

@ Cabegory

Time: | All dates and times a

v

2. Type the text you want to search for in the Text text box and then select options to
further refine the scope of your search:

P Click the arrow to open the Text Fields area, and select the kinds of text fields to
search in.

P Click the arrow to open the Search In area, and select a folder to search in.
Click the arrow to open the Types menu, and select a type of asset.

P Click the arrow to open the Category menu, and select one or more categories of
assets.
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» Select a range of creation times or modification times during which you want to
search.

See “Interplay Assist Search Options” on page 35 for more detailed descriptions of the
search options. For the best response times for your search, make it as specific as you
can. The search options you select are saved as a user setting and appear the next time
you start Assist and run a search.

. Click Search.

The results of the search appear in the Results tab of the Research panel. As the search
progresses, the number of items found appear at the top right corner. The number
increments while the search is ongoing, and then reports the total number found when
the search is finished. The search finds up to the first 2500 assets that meet your search
criteria. A subsequent search replaces the previous results. If you want to keep more
than one set of search results open at a time, you can “pin” the results display to
preserve it as a tab in the Research panel and then open new search results as a separate
tab. This way, you can keep multiple search results open at once.

Search
| The Big Swell Bin : snow T text
~ (Results of query: "snow" 2item(s) |42 | Pin
. . =1 ——button
Type | Mame Creation Date Duration :
Number
of items
B |Avalanche.Sub.0z.new. 01 4§19/2006 $:37:23 PM | 00;00;01;25 found
B avalanche.new.01 4§19/2006 ¢:37:23 PM | 00;00;05;25
I L/
AdrninLayouk w |4 iij ']_..|

4. To return to the Search functions area, click the double arrow.

5. To keep the results of the search open as a tab, click the Pin button.

The search is preserved as a tab in the Research panel.

After you preserve several searches, you might not be able to see tabs for all of them.
This depends on your screen size. You can close tabs you opened earlier to see newly
preserved searches.



Interplay Assist Search Options

Interplay Assist Search Options

The following table describes options you can select when performing a search for assets in
the Interplay database. For more information, see “Searching for Assets” on page 33.

Search Category Options

Description

Text

Text Fields

Search In

Types

Category

Time

User-supplied text

* Any system
property or
custom metadata
containing a text
field

e Select All
e Clear All

Master Clip
Subclip
Sequence

Local News
Politics
International
Sports
Weather

All dates and times
Last 10 minutes
Last hour

Last 24 hours

Last week

Last month

Last year

Allows you to search all text-based entries, for example, Name,
Tape, Video ID, Comments, and so on.

Allows you to search in any text field you select; Name is selected
by default.

Allows you to search in any Interplay folder in the database.

Allows you to specify the type of asset for your search (you must
select at least one type for each search).

Allows you to specify which category to search. The specific
categories are defined by the system administrator.

Allows you to set a time parameter for your search (time
parameters refer to the date the media object was last modified).
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Navigating to a Folder That Contains a Selected
Asset

You can use a command to navigate (go to) to a folder that contains a selected asset.

To navigate to a folder that contains a selected asset:
1. Right-click one of the following and select Open Enclosing Folder:
- Animage in the Video monitor (Source mode or Shotlist mode)

- A clip in the Source Locators tab, the Source Metadata tab, the Shotlist Locators
tab, or the Shotlist Metadata tab

- The metadata area of the Shotlist Metadata tab
- An asset in the Research panel (a folder tab or a search tab).

The Open Enclosing Folder dialog box opens and displays a list of folders that contain
the asset.

2. Select a folder and click OK.

The folder is selected in the directory tree and the contents of the folder are displayed in
a tab in the Research panel, with the selected asset highlighted.

Organizing Folders

36

To organize your folders, you might want to create new folders in which to store material,
create a shortcut to a folder, or remove a folder. You should create a folder in which to store
your shotlists, for example. You create new folders in the Directory panel.

It is possible to create a new folder, load a clip in the Video monitor, open the new folder in
the Research panel, select Source mode in the Video monitor, and click the clip and drag it to
the Research panel. If you then click the same clip and drag it to the new folder in the
Directory panel, it appears and now exists twice in the same folder with the same name. If
you do this, make sure you change the clip’s name to something unique.

You can also copy, move, and duplicate clips. See “Moving, Copying, and Duplicating Clips
or Sequences” on page 38.

To create a new folder:
1. Navigate to the folder in the Directory panel.
2. Right-click the icon for the folder, and select Create Folder.
The Create Folder dialog box opens.



Organizing Folders

3. Type the folder name in the Name of Folder text box, and click OK.

To delete a folder:

The new folder appears.

1. In Interplay Access, delete the contents of the folder.

You cannot delete the contents of the folder from within Assist.

2. In Assist, navigate to the folder in the Directory panel.

3. Right-click the icon for the folder, and select Delete Folder.
The folder is deleted.

To create a shortcut to a project or folder:

1. Navigate to the project or folder in the Directory panel.

2. Right-click the icon for the project or folder, and select Create Shortcut.

The shortcut appears in italic above the server name in the Directory panel.

Shortcut
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To rename a shortcut:
P Right-click the shortcut name, and select Rename Shortcut.

To remove a shortcut to a project or folder:

»

Right-click the shortcut name, and select Delete Shortcut.

The shortcut is removed.

You can move or copy clips and shotlists to other folders in the Directory panel in order
to group and organize various types of material based on project needs.
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Moving, Copying, and Duplicating Clips or Sequences

To move clips or sequences from one folder to another:
1. In the Research panel, select the clip or sequence that you want to move.
2. Drag the clip or sequence to the destination folder in the Directory panel, and release the
mouse button.
To copy clips or sequences from one folder to another:
1. In the Research panel, select the clip or sequence that you want to copy.

2. Press and hold Ctrl as you drag the clip or sequence to the destination in the Directory
panel, and release the mouse button. This creates a link to the original clip, and hence a
copy of the asset within the new folder.

When you copy clips from one folder to another, any custom columns that you created
in the first folder are also copied to the second folder. The custom columns appear in the
order in which you created them.

To duplicate a clip:

» Right-click the clip or sequence and select Duplicate.
A new copy of the clip or sequence with a new Creation date is created. Assist appends

a number such as .01 to the end of the name, creating a new name.

% The duplicated clip refers to the original media; the media can be deleted accidentally when
the duplicated clip is deleted.

Loading Clips

When you load a clip into the Video monitor, the head frame is displayed. Locators for that
clip that were defined by the current user are shown in the Source Locators tab. Locators
created by other users are not visible unless you choose to show them. For more information
about showing locators, see “Displaying All Locators and Annotations” on page 109 or
“Displaying Locators and Annotations for Particular Users” on page 110.

To load a clip into the Video monitor:
» Click the head frame of a clip in the Research panel.

You cannot undo this operation. Click the head frame of another clip to replace a clip in
the Video monitor.
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Updating the Application Display
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Research panel

Updating the Application Display

If material is ingesting as you are working or other people are working in the same project,
you might need to update the application display to see the latest content.

To update the application display, do one of the following:
P Select View > Refresh all.
P Press F5.

The Directory panel, the Research panel, the Source tabs, and the Video monitor update
to the latest content. In the Research panel, this includes only the tab in front if you have
more than one tab. Tabs that are behind the active tab don’t update. If you try to update
before a previous update operation has completed, Assist ignores the second attempt.
Search result tabs are also not updated.

39



2 Preparing to Log

To refresh the tabs that are behind the active tab:
1. Click the tab you want to update to bring it to the front.
2. Select View > Refresh all.
The tab updates to the latest content.

To refresh just the Research panel:
»  Click the Refresh button.

The Big Swell Bin
ditemnis)

Refresh button

To update a search result tab:

» Execute the search again.
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Customizing the Research Panel

You can modify how the Research panel displays information about the assets stored on the
Interplay Engine. You can also specify the information you want to view about each asset by
customizing column headings and column displays.

For more information, see the following topics:

Changing the Research Panel and Logging Panel Sizes
Using the Research Panel Display

Opening Multiple Tabs in the Research Panel
Changing Writable Properties

Viewing Thumbnail Images

Changing the Research Panel and Logging Panel

Sizes

You can adjust the sizes of the Research panel and the Logging panel to maximize the
display area of the panel you need for your work. The Research panel and the Logging panel
sizes are connected: when you make one larger, the other becomes smaller.

To change the Research panel and Logging panel sizes:

1. Move the mouse over the Resize bar at the top of the Research panel.

- 3
_ The Big Swell Bin | Media Search |
4itemis) | a1 %

The Big Swell Bin

: Type Marme | Creation Date Duration |

B Mixed.03 |5/15/2006 10:35:29 AN |00:02:29:13

B |avalanche.new,01 [4/19/2008 4:37:23 PM | 00;00;05;25




3 Customizing the Research Panel

The cursor displays arrows pointing up and down.
2. Click the Resize bar and drag it up or down to resize the panel.

The Logging panel can enlarge to show only the maximum number of entries in a
particular tab. For example, if you drag the Resize bar down, the Source Locators tab in
the Logging panel enlarges only to the extent that it contains locators.

Using the Research Panel Display

The Research panel provides you with information on all Avid assets stored on the Interplay
Engine, including audio and video clips, graphics, and text files. See the following topics:

e “Asset Icons” on page 42

*  “Working with Column Headings” on page 43

»  “Selecting Values for a Custom Property” on page 46
*  “Selecting Asset Types” on page 49

*  “Displaying Resolutions” on page 50

*  “Creating New Columns” on page 50

*  “Enlarging or Reducing Column Size” on page 51

*  “Working with Layouts” on page 51

¢ “Default Column Headings” on page 52

Asset Icons

An icon identifies the type of asset for each asset, as summarized in the following table.

Asset Type Icon Object Description

&I Master clip A clip that references audio and video media files formed from
captured footage or imported files

& Subclip A clip that references a selected portion of a master clip

&R Shotlist or Sequence A media element, partial or complete, that you create from individual
clips

[#]Audio clip A clip that references audio media files formed from captured sound or
imported audio files

ﬁRestricted clip A clip containing restricted material.
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Using the Research Panel Display

Asset Type Icon Object Description
= In

-progress master clip A clip in the process of being captured; when the capture is complete,
the icon updates to the standard master clip icon.

[

In-progress audio clip An audio clip in the process of being captured; when the capture is
complete, the icon updates to the standard audio clip icon.

Working with Column Headings

You can select individual or multiple column headings that you can display or hide in the
Research panel. Columns in the Research panel display metadata for assets in the Interplay

database. Metadata is also displayed in the Source Metadata and Shotlist Metadata tabs (see
“Working with Metadata” on page 115).

| TheBigSwellBin | Medis Search |
ditemis) [C )| %
Type | Mame Creation Date Duration Caomments E

[ The Big Swell Bin
Column ——
headings i

R Mized.03 5/15/2006 10:35:29 AM 00:02:29:13

Frame column

Your Interplay administrator needs to set your user privileges in the Instinct/Assist User
Settings view in the Interplay Administrator so you can modify column headings or create
new column headings. If you are having problems, see your Interplay administrator.

“Default Column Headings” on page 52 describes the default column headings. For
information about displaying resolution columns, see “Displaying Resolutions” on page 50.

You can sort the information in all of the columns except the Frame column. The Type
column sorts alphabetically depending on the type of object (audio clip, master clip,
sequence, subclip). Date columns sort chronologically.

To sort information in columns:
P Click the column heading. To reverse the sort order, click the column heading again.
To move a column in the Research panel:

1. Click the heading of the column that you want to move.

The entire column is highlighted.
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3 Customizing the Research Panel

2. Drag the column to the position you want, and release the mouse button.

The column appears in the new position, and columns to the right are moved to
make room.

To hide a column:
» Right-click the column heading and select Hide this Column.

When you hide columns, they are listed on the menu below the Hide this Column
option. You cannot hide the Frame column.

-~
The Big Swell Bin

Select Working Sek of Columns

Avalanche,sub, 02, neve,01 |4§19/2006 437,23 P |00;00;01;25

T - = ation Date Duratian
- Hide this Column
- Show Tracks 2006 10:35:29 AM |00:02:29:13
Show Tape
Shows Fred Customn Colurin 2006 413
F Shiows D4 50
.- New Column 3/2004 10:21:59 AR 00;00;01;14
ﬂ

To display a hidden column:

» Right-click a column heading and select Show heading.

To select a working set of columns:
1. Right-click a column heading and select Select Working Set of Columns.

The Select Working Set of Columns dialog box opens. The dialog box displays three
sections of properties as defined in the Interplay Administrator, separated by dotted
lines: System, Custom, and Resolutions.
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Using the Research Panel Display

f Select Working Set of Columns

[] Reservation L&
[] storvID

Tape

[] Tracking
Tracks

Type

[] Version Mumber
[ video 1o
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[] Directed By

[ insertas

[] MresID

[] ©regonshats
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5 i

[ 15:1s v

[CIearSelection] I ok H Zancel ]

2. Select the columns you want to show in the Research panel.
3. (Option) To clear the selection and start over, click Clear Selection.
4. Click OK.

The columns you selected appear in the Research panel.

Modifying Values for a Column

Columns in the Research panel display metadata for assets in the Interplay database. You
typically enter metadata for properties on the Metadata tab or Shotlist tab in the Logging
panel (see “Entering Metadata” on page 116). You can also enter or edit values for properties
displayed in columns in the Research panel. To modify column properties, your Interplay
administrator needs to set a permission in the Instinct/Assist User Settings view in the
Interplay Administrator.

You cannot type information in all columns. Some properties are set as read-only by your
system administrator or by the system (such as Created By) and cannot be changed.

To enter a value or modify a value in a column:

P Click the cell for an asset and type or edit a value.
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3 Customizing the Research Panel

Selecting Values for a Custom Property

You can select a property value from a list for a custom property rather than typing it in. You
can select this value from a column in the Research Panel or from a field in the Source
Metadata or Shotlist Metadata tab. Your system administrator needs to first create a custom
property in Interplay Administrator and then import an XML file containing the values into
Interplay Administrator. For more information, see “Adding a Custom Property” in the Avid
Interplay Engine and Interplay Archive Engine Administration Guide.

For example, you might want to specify the status of a particular asset. The XML file might
contain status values such as Opened, Approved, and so on. In the Research panel, you can
click the Status column cell for an asset and select a value rather than typing it in each time.

To select a value for a custom property in the Research panel:

1. Make sure your Administrator has set up the custom property and imported the list of
values.

2. Right-click a column heading and select Select Working Set of Columns.

The Select Working Set of Columns dialog box opens. The dialog box displays three
sections of properties as defined in the Interplay Administrator, separated by dotted
lines: System, Custom, and Resolutions.

tf Select Working Set of Columns E]E|

[] Reservation A
[] storyD n
Tape

[] Tracking
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Type

[] version Murmber
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[] oOregonsShots
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3. Navigate to the new custom column heading, select it, and click OK.

46



Using the Research Panel Display

4. Locate the custom column in the Research panel and click it in the cell for the asset you
want to label.

The list of values for the property appears.

~
The Big Swell Bin

| TheBigSwellBin |
Sitemis) | 4w = I

Creation Date

5f15/2006 10:35:29
| 4/19/2006 4:37:23 1| Aeproved
10/13/2004 10:21:5

14/19/20060 43723 1

- Rejected
i Reopened

5. Select a value.

The value appears in the cell.

MPEGZ MPL 352 | MPEG S0

Mixed 02

fevalanche.

Goldenizats

fevalanche.

| TheBig SwellBin |

-
The Big Swell Bin

Sitemn{s) | 4w | x

Type

LI

Creation Date Status

47772008 9:22:01 Al Opened
5/15/2006 10:35:29
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6. Select values for additional assets.

MPEGZ MPL 352

MPEG S0

ri
Marme 4

GoldeniGate
Mixed. 03

fovalanche,
GoldenGate

fevalanche.
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3 Customizing the Research Panel
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| The Big Swell Bin |

”~
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Type Creation Date Status MPEGZ MPL 352 | MPEG 50 Marme &
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To select a value for a custom property in a Metadata tab:

@] GoldenGats

1. Make sure your Administrator has set up the custom property and imported the list of
values.

2. Load a source clip or a shotlist and click the Source Metadata tab or the Shotlist
Metadata tab.

3. Select Metadata > Modify Metadata Fields.
The Metadata Field Editor dialog box opens.

4. Select the custom property in the Field Dictionary and click Show.
The property is displayed in the Displayed Fields list.

5. (Option) If you want the field to appear in all clips or shotlists, select the property and
select Important Field.

6. Click OK.

The custom property appears in the metadata for the source clip or shotlist.



Using the Research Panel Display

7. Click the custom field.
The list of values for the property appears.

'JSnurceLocatnrs JTSourceMetadata \
"GoldenGate.01"

B
Name | GoldenGate.01
Comments
Created By Adrninistrator
|Status :

- Rejected
-~ Reopened
e Approved

8. Select a value.

The value appears in the cell.

Selecting Asset Types

To select asset types and reference clips to display:
1. Right-click the Type column heading in the Research panel and select Set Type Filter.

% You need to right-click the column heading. If you right-click elsewhere in the column, the
option does not appear in the context menu.

T .
Ty Hide this Calumn gl

B pew Column 12005 4:03:24 P

Select Working Sek of Columns

B2 et TypeFilter... /1999 5:04:10 PM
T

The Set Type Filter dialog box opens.
2. Select the asset types you want to display.

3. (Option) Select “Show reference clips” to display objects that are referenced by
sequences.

4. Click OK.

5. (Option) Save the layout if you want to preserve your type filter settings.

49



3 Customizing the Research Panel

Displaying Resolutions

Among the column headings you can show are the resolutions associated with the clip,
subclip, or sequence (see “Working with Column Headings” on page 43). The information in
the resolution column describes the resolution status of the clip, subclip, or sequence as
shown in the following illustration.

5/28/1997 3331PM VIATZ 00000203 | Bell South elements ° — Online resolution
5/28/1997 34802 PM Y1412 |0000:31:29 | Bell South elements o} - Offline 'or not availalble
resolution
9/7/2005 103158 20 (W1 AT-2 TCT|00:00:53:09 © — Partially online resolution
I R v
| Drfault® - |4 i >

The circles indicate the following:

»  Filled circle: online

*  Empty circle: offline or not available

*  Half-filled circle: partially online

You must click the clip, subclip, or sequence in the Research panel to accurately display the

resolution status. When you click the item, the system retrieves the latest resolution status.
The status might not be correct if you are viewing an unselected subclip or sequence.

For more information about resolution status, see “Viewing Media Status” in the Avid
Interplay Access User’s Guide.

Creating New Columns
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You can create new column headings in the Research panel, if you have the user privileges
set in the Instinct/Assist User Settings view in the Interplay Administrator. When you create
a new column heading, it also appears in the list of system properties in the Field Dictionary
of the Metadata Field Editor, however, you must exit Interplay Assist and log in again for the
new property to appear. For more information about the Metadata Field Editor, see
“Working with Metadata Fields” on page 117.

You cannot create two headings with the same name. If the new heading has the same name
as a system property or a user property — for example, FPS (frames per second) — the new
column displays the properties for the heading already in the database.



Using the Research Panel Display

Check your heading name carefully. If it is incorrect, click Cancel or change it. Once
you click OK, you cannot undo the action, change the name, or remove it from the list
of column headings. You can hide any heading (see “Working with Column Headings”
on page 43).
To create a new column:
1. Right-click a column heading and select New Column.
The Add New Column dialog box opens.
2. Type a name for the new column, and then click OK.
The new column appears to the left of the selected column in the Research panel.

3. Type information in the new column for at least one clip or shotlist.

Enlarging or Reducing Column Size

You can reduce the column size to conserve screen real estate, or enlarge it to better view the
head frames or the information in a column. If you change the column in which the head
frames are displayed, the size of the frame changes. You cannot change the size of an
individual frame; you must enlarge or reduce all cells in the column together. When you
enlarge or reduce the head frame column, the frames enlarge or reduce in height and width.
Other columns only widen or narrow.
To enlarge or to reduce the column size:

1. Move the mouse over one of the borders of a column heading in the Research panel.

The cursor displays arrows pointing outward.
2. Click the cursor and drag it to the right or the left to resize the column.

The column enlarges or reduces.

Working with Layouts

Any time you modify a column, the Research panel maintains the custom layout for the
individual folder during your current work session even if you switch projects or folders.
When you quit your session, the customized layout is lost unless you save it. You can apply
saved layouts to any asset display in the Research panel. The Default layout includes the
columns listed in “Default Column Headings” on page 52. You cannot modify or delete the
Default layout.

To save a layout:
1. Open a project and select a folder.

2. Modify the columns according to your preference.
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3 Customizing the Research Panel

3. Click the Layout menu, and select Save Layout As.

" The Eig Swell Bin

Type | Mame

B |avalanche.new.01

Default

REGlayout

REGLayouk2

REGLavoUtS 1
AdminLayout

Save Layout As,.,

Layout
menu —— Default

The Enter Column Layout Name dialog box opens.
4. Type a name for the custom view, and click OK.

The layout is saved and added to the list of layouts in the Layout menu. You can select
any of the saved layouts from the Layout menu.

5. (Option) If you want to save changes to an existing layout, click Save Layout.

To open a saved layout:

» Click the Layout menu, and select a saved menu from the menu list.

To delete the current layout:
1. Click the Layout menu, and select Delete Current Layout.
A message box appears asking if you want to permanently delete the layout.

2. Click OK.

Default Column Headings

The following table lists the column headings that are displayed by default.

Heading Description

[Frame] For video clips, displays a thumbnail of the clip. This might be the first frame of a clip
(also called a head frame), or if the clip was checked in from an Avid editing
application, it might be some other representative frame. For audio clips, displays a
standardized waveform.

Type Type of clip information for each media file.
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Opening Multiple Tabs in the Research Panel

Heading Description

Name Name of the clip or sequence.

Creation Date Date and time the clip or sequence was created.

Modified Date Date and time a sequence was last changed.

Tracks All tracks used by this media object.

Duration length of the clip.

Video ID Identification number created to track a clip in a broadcast environment.

Tape Source tape name.

Comments Any comments added as metadata to the media file when it was originally captured.

Opening Multiple Tabs in the Research Panel

When you open a new folder, it replaces the current folder in the Research panel. If you want
to keep the contents of more than one folder open at a time, you can “pin” the folder display
to preserve it as a tab in the Research panel and then open a new folder as a separate tab.
This way, you can keep multiple project folders open at once.
To open multiple project folders in the Research panel:
1. Click the tab you want to preserve in the Research panel, and then click the Pin button.
The folder is preserved as a tab.

2. In the Directory panel, click a different project folder.

The folder opens as a new Media tab in the Research panel, and the pinned tab remains
in the panel but becomes inactive.

3. Click an inactive tab to open it.

The active tab becomes inactive. After you pin several project folder tabs, you might not
be able to see all of them. This depends on your screen size. You can close tabs you
opened earlier to see newly opened tabs.

Multiple Media tabs Close button

Fire Story Bin © | The Big Swell Bin | Media Search /

The Big Swell Bin 4item(s) x

Type | Name Creation Date Tracks Duration | Wideo ID Tape |~

B |Mixed.03 S/15/2006 10035123 AM W12 AL-4 TC| 0002129013

'!y 2 |avalanche.new.01 4/19/2006 4:37:23PM W1AL-Z |O0;0005;25 The Big Swel L
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3 Customizing the Research Panel

To close a tab in the Research panel:

» Click the tab you want to close, and then click the Close button.

Changing Writable Properties

54

If you have write privileges in your Interplay environment, you can change several of the
properties associated with assets, for example, Comments or Name. These are called
writable properties. If you try to change a writable property that another user modified after
you accessed the asset, the Property Merge dialog box opens.

tf Property Merge g@|
A

Agzzal Archfive
Property: Mame

§ IAlchivetestinmerger I
Your change: I.t’-‘n.lchive I

] Current [on server]: IA[chiveNew I

terged Value:
I.&rchive I

Submit ta Server |Update from Server ;—

For example, someone else who accessed a clip in Interplay Access after you loaded the
same clip in the Research panel might have changed the name of the clip on the server; when
you then try to rename that clip, the Property Merge dialog box opens. The change could
have been made in any Interplay application, including Assist, Instinct, Interplay Access, or
the Interplay Window in an Avid editing application.

You can view the original status of the writable property, your change, and the current status
of the property on the server, and you can choose to update the asset on the server or to
update the asset on your system. You can update the asset on the server by merging the
changes; you can also can create the text of the change.

To update your asset with the change from the server:

» In the Property Merge dialog box, select Update from Server.

The asset is updated with the change from the server.



Viewing Thumbnail Images

To update the server with your change:

1. In the Property Merge dialog box, select the version of the property you want to see in
the Merged Value text box:

- Original - the state of the asset before you accessed it
- Your change - this version is selected by default
- Current (on server)

You can select any combination of the versions. The versions appear in the Merged
Value text box in the order in which you select them.

2. (Option) Edit the text in the Merged Value text box to create the change you want.
3. Select Submit to Server.

The asset is updated with the text in the Merged Value text box.

Viewing Thumbnail Images

You can choose to display thumbnail images of a master clip or a subclip that is loaded in the
Video monitor. Thumbnail images of a clip are time-based and are displayed every ten
seconds. You can also choose to display thumbnail images of locators in a clip. You have the
option of showing only thumbnails, only locator thumbnails, or both. If you click a
thumbnail, the position indicator moves to that location in the Video monitor.

You can choose to view the thumbnails in a Research Panel tab or in a separate window.
Viewing in a window might be useful when you have a wide monitor or a second monitor.

During Frame Chase capture, additional thumbnails are added to the view.

To display thumbnails:

1. Load a clip or a subclip into the Video monitor.

2. Select one of the following:
P Preferences > Thumbnail Viewer > Show in tab.
P Preferences > Thumbnail Viewer > Show in window.

3. Select one or both of the following:
P Preferences > Thumbnail Viewer > Show thumbnail every ten seconds.
P Preferences > Thumbnail Viewer > Show frame locator thumbnails.

4. Select View > Show Thumbnail Viewer.
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3 Customizing the Research Panel

The thumbnails are displayed in a separate window or in a tab in the Research panel
(click the tab to view the thumbnails). Thumbnails are displayed in a grid, with the
timecode of each thumbnail below it. Locator thumbnails display an icon to the right of
the timecode; time-based thumbnails do not display an icon.

-
| Thumbnails | Maxshatlists l

-
Thumbnails

x

e

03322703

0 03;32:47,03 ' 03,3256, 16

Bl
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If the media is ingesting, additional thumbnails appear at the bottom of the grid
approximately every 10 seconds.

. (Option) Click a thumbnail image.

The position indicator in the Video monitor goes to the frame corresponding to the
thumbnail.



I} Playing and Marking in the Video
Monitor

The Video monitor provides you with the controls you need to play, cue, and mark video
clips as you log material.

See the following topics:

*  Video Monitor Controls

*  Changing the Video Monitor Size

* Selecting Functions from the Video Monitor Context Menu
*  Changing the Aspect Ratio

* Playing Video

»  Using the Zoom Bar

*  Marking and Cueing Footage

*  Monitoring Audio and Video

*  Creating Subclips

»  Using Match Frames
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Video Monitor Controls

The following illustration and table describe the video monitor controls:

Clip title

tf Avid Interplay Assist
Fle Edit ‘iew | Locators Metadata Preferences  Help

Timecode

display — 01;05;05;08 |GDIdenGate "I  swoTLsT | Display mode buttons

H

i S

W] | — — Preview area
: ; e 0 Duration
Goto : = :
Start
button  ——— 44 | R Position bar
1 u || ———— Zoom bar

[ Create Subclip button
@— Add Locator button

Transport controls Mark Clip controls

Interplay Assist Video Monitor Controls

Control Description

Timecode display Describes the hours, minutes, seconds, and frame number of the current frame. The
default start timecode is 01.00.00.00. You can also click the Timecode display and
use the numeric keypad to go to a specific timecode. See “Using Timecode to Find a
Frame” on page 72.

Clip title In Source mode, displays the name of the active source.

In Shotlist mode, displays the name of the active shotlist.
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Video Monitor Controls

Interplay Assist Video Monitor Controls (Continued)

Control

Description

Display mode buttons

Preview area

Duration

Go to Start button

Position bar

Zoom bar

Transport controls

Mark Clip controls

Create Subclip button

Add Locator button

Indicates which clip or shotlist is displayed in the Video monitor:
* Source — source clip most recently selected in the Research panel

» Shotlist — active shotlist currently loaded
Displays the video for the selected clip or sequence.

Displays the length (hours:minutes:seconds) of the material between the Mark IN
and Mark OUT points.

Moves the position indicator to the start of the clip or the sequence.

Displays a graphical representation of the clip or sequence length and contains the
position indicator. See “Using the Position Bar and the Position Indicator” on
page 69.

Lets you zoom in on a section of the position bar so that you can more easily work
with long clips and sequences. See “Using the Zoom Bar” on page 74.

Allows you to step or move through a clip or a sequence. For keyboard shortcuts, see
“Using the Keyboard” on page 149.

Allow you to mark IN and OUT points and move to those points. For keyboard
shortcuts, see “Using the Keyboard” on page 149.

Creates a subclip from the marked region. See “Creating Subclips” on page 89.

Adds a locator. See “Logging Events With Locators” on page 95.
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4 Playing and Marking in the Video Monitor

Changing the Video Monitor Size

You might want to work with the Video monitor and the other panels in different sizes.
Several monitor modes are available: Large Monitor mode, Medium Monitor mode, Small
Monitor mode, and Full-Screen Monitor mode. The application opens by default in Small
Monitor mode.

9 Avid Interplay Assist D@@
Fle Edit View Locators Metadata Preferences  Help
00:00:00:00 | EEIES o

Source Locators  Source Metadata Shotlist Lacatars — Shatlist Metadats

Video Monitor Logging Panel

Source locators are displayed here.

4
' o '
, . r
« I / \ in € ===
—-d mK ’- \. +—4
t I > ] out ‘1— y 8
§ o -
Media
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Video assets are displayed here

The next time you open the application, it opens in the same mode it was in when you
closed it.

You select the Video monitor size from the View menu.
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Using Large Monitor Mode

In Large Monitor mode, you have the option of displaying only the Video monitor. This
might help you as you log footage. You can switch the display when you want to use the
other three panels. You can resize these panels; see “Resizing Panels” on page 65.

To use Large Monitor mode:
1. Select View > Large Monitor.

The application displays either the Video monitor or the other three panels. The Video
monitor includes a Locator Editor in the bottom right corner, Next Locator and Previous
locator buttons, and a large timecode display to the left of the controls. When you add
locators, you can type and edit the locator text in the Locator editor so you don’t have to
leave the Video monitor workspace. See “Adding Locator Text in Large Monitor Mode”
on page 99.

Display button

d} Avid Interplay Assist

file Edit View Locators Metadata  Preferences  Help

[0 GoldenGate

. . . -l " e of in Al
01’05’06’03 M s ) e ) (e )
]
Locator Previous  Next
Editor Locator Locator
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4 Playing and Marking in the Video Monitor

2. If the Video monitor is open, click the Display button to see the other panels.

The rest of the application is displayed.
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3. To see the Video monitor again, click the Display button.
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Using Medium Monitor Mode

In Medium Monitor mode, the Video monitor is displayed with the other three panels. The
Logging panel occupies the entire right side, allowing you to work more effectively with
shotlists. You can resize the Directory panel and the Research panel; see “Resizing Panels”
on page 65.

To use Medium Monitor mode:

p Select View > Medium Monitor.

All four panels are displayed, with a large timecode display to the left of the Video
monitor controls.
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4 Playing and Marking in the Video Monitor

Using Small Monitor Mode

In Small Monitor mode, the Video monitor is displayed with the other three panels. The
Logging panel shares the right side with the Research panel. This mode might be helpful
when you are searching for media and setting up custom layouts in the Research panel. You
can resize the Logging panel and the Research panel; see “Resizing Panels” on page 65.

To use Small Monitor mode:

» Select View > Small Monitor.

Each panel is displayed in its own quadrant, with the timecode display in the upper left
corner of the Video monitor.
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Changing the Video Monitor Size

Using Full-Screen Monitor Mode

In Full-Screen Monitor mode, the Video Monitor completely fills the screen of the computer
monitor. If you have a dual-monitor system, the Video Monitor fills the screen of the
computer monitor that is not displaying the Assist application window. This feature is
especially useful if you use a large monitor for playing and reviewing your material.

When you use Full-Screen Monitor mode, the Video Monitor in the Assist application
window becomes inactive. All controls for playing media remain active. If you are using
Full-Screen Monitor mode with a single computer monitor, you are not able to see the video
and playback controls at the same time, but you can use the keyboard shortcuts (such the
space bar or J-K-L play) to control playback.

To switch to Full-Screen Monitor mode:
P Select View > Full Screen Monitor or press Ctrl+Shift+8.

To leave Full-Screen Monitor mode, do one of the following:

p  With focus on the Full-Screen Monitor, press Esc or Ctrl+Shift+8 to switch to Small
Monitor mode.

P Use a menu command or keyboard shortcut to switch to another mode. For example,
press Ctrl+9 to switch to Medium Monitor mode.

Resizing Panels

In the different monitor modes, you can adjust the sizes of the panels to maximize the
display area of the panel you need for your work. The panel sizes are connected: when you
make one larger, the other becomes smaller.

In Small Monitor mode and Large Monitor mode, you can vertically resize the Logging
panel and the Research panel. In Medium Monitor mode, you can horizontally resize the
Directory panel and the Research panel. In Large Monitor mode, you can horizontally resize
the Directory panel and the Logging and Research panels.
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4 Playing and Marking in the Video Monitor

To change panel sizes:

1. Move the mouse over the Resize bar.

Resize bar

=

| The Big Swell Bin rLI\"!n_at;li_gn Search l

‘\

The Big Swell Bin ditem(s) | 4w |

: Type Mame | Creation Date Duration

B Mixed.03 |5/15/2006 10:35:29 AM |00:02:2%:13

The cursor displays arrows pointing up and down for vertical resizing or left and right
for horizontal resizing.

2. Click the Resize bar and drag it to resize the panel.

Selecting Functions from the Video Monitor
Context Menu

You can select several functions from a context menu in the Video monitor.

To select a function from the Video Monitor context menu:

» Right-click in the Video monitor and select a function.
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Changing the Aspect Ratio

GoldenGateshatist. 001 - swommr K

Hide lacators in monitar
v Allow Full Resolution Video
Change Aspect Ratio »
Makch Frarme

For more information on these functions, see the following topics:
*  “Adding Locators” on page 96

*  “Marking Restricted Material” on page 101

+ “Displaying Locator Indicators” on page 99

+ “Displaying Footage at Full or Half Resolution” on page 73

*  “Changing the Aspect Ratio” on page 67

*  “Using Match Frame to Apply a Restriction” on page 102

Changing the Aspect Ratio

You can change the aspect ratio for the current source clip. Changing aspect ratio resizes the
video and the monitor.

To change the aspect ratio:

P Select Preferences > Change Aspect Ratio > aspect ratio.
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The video changes to the aspect ratio you selected. You cannot undo this operation.
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Repeat the procedure to restore your original aspect ratio.

Playing Video

68

You can play video in several ways. You can do the following:

Play using the Play button; see “Playing Video Clips” on page 69.

Instantly access frames or move through footage using the position indicator within the
position bar under the Video monitor (scrub). See “Using the Position Bar and the
Position Indicator” on page 69.

Play or step through the footage using the Transport controls. See “Using the Transport
Controls” on page 70.

Use the J-K-L keys for three-finger play. See “Playing Footage with the J-K-L Keys
(Three-Button Play)” on page 71.



Playing Video

*  Move to a particular timecode with the Timecode display. See “Using Timecode to Find
a Frame” on page 72.

* Play or step using keyboard equivalents. For keyboard shortcuts, see “Using the
Keyboard” on page 149.

For information about what resolutions you can play, see the following topics:.

»  “Displaying Footage at Full or Half Resolution” on page 73

*  “Enabling Two-Field Video Playback™ on page 73

*  “Understanding Target Resolution and Working Resolution” on page 74

Playing Video Clips

When you are in Source mode, you play source clips. When you are in Shotlist mode, you
play clips in the shotlist. You can also play sequences and shotlists in Source mode.
To play the video clip:

1. Load a clip into the Video monitor. For information on loading video clips, see
“Loading Clips” on page 38.

2. Do one of the following:
@ »  Click the Play button.
P  Press Ctrl+space bar.

For more additional keyboard shortcuts, see “Using Predefined Key Mappings” on
page 157.

To stop or pause playback:

P  Click the Play button or press Ctrl+space bar again.

Using the Position Bar and the Position Indicator

You can use the position indicator that appears in the position bar under the Video monitor to
move to a specific point in a clip or sequence. This allows you to scrub through the video
clip to locate the frame you want to cue or mark.

Timing marks are displayed in the position bar at five-minute intervals.

The zoom bar is located below the position bar. You can use the zoom bar to zoom in on a
section of the position bar so that you can more easily work with long clips and sequences.
For more information, see “Using the Zoom Bar” on page 74.
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4 Playing and Marking in the Video Monitor

To access frames within a clip in the Video monitor or to move through the footage:

1. Move the position indicator within the position bar under the monitor by clicking

anywhere in the position bar or by dragging the position indicator to the left or right.
The speed with which you drag the position indicator determines the speed at which you
move through the footage.

Position bar Position indicator

|t
m ] [l

. (Option) Alt+drag the position indicator to fine-tune its movement as you scrub through

the video clip.

Using the Transport Controls

70

Step Back
One Frame
button

You can use the Transport Control buttons that appear under the Video monitor to play and
step through your footage. You can also use the keyboard to manipulate footage. See “Using
Predefined Key Mappings” on page 157.

Step Forward One Frame button  Play IN to OUT button

Rewind
button

Fast Forward button  Play button

To play the clip:
» Do one of the following:

- Click the Play button.
- Click the Play IN to OUT button.

To play the clip backward or forward in one-frame increments:

» Do one of the following:

- Click the Step Back One Frame button.
- Click the Step Forward One Frame button.



Playing Video

To play backward or forward at double speed:
» Do one of the following:

- Click the Rewind button.

- Click the Fast Forward button.

Playing Footage with the J-K-L Keys (Three-Button Play)

The J-K-L keys on the keyboard allow you to play, step, and shuttle through footage at
varying speeds. This feature, also referred to as three-button or variable-speed play, allows
you to use three fingers to manipulate the speed of playback for greater control.

To shuttle through the footage using the J-K-L keys on the keyboard:

1. Do one of the following:

P Load a clip or sequence into the Source or Record monitor.Load a clip or sequence
into the Source/Record monitor.

»  Open a pop-up monitor.
P Select a clip in a bin in Frame view.
2. Use the following keys to shuttle at varying speeds:
P Press the L key to move forward through the footage at normal speed.

P Press the L key multiple times to move forward through the footage at faster speeds,
as described in the following table:

Press the L Key To Play Footage at NTSC Rate PAL Rate 24p Rate

2 times 2x normal speed 60 fps 50 fps 48 fps
3 times 3x normal speed 90 fps 75 fps 72 fps
4 times 5x normal speed 150 fps 125 fps 120 fps
5 times 8x normal speed 240 fps 200 fps 192 fps

P Press the J key to move backward at the same shuttle speed increments.

P Press the K and L keys together for slow forward (8 fps for NTSC, 6 fps for PAL,
and 6 fps for 24p projects).

P Press the K and J keys together for slow backward.

P Press and hold the K key and tap the L key or the J key to step through footage one
frame at a time.
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4 Playing and Marking in the Video Monitor

To slow or change play direction one speed at a time:

»

»

4

Press Alt (Windows) or Option (Macintosh) while you tap the J or L key.

Play slows or changes direction one speed at a time from the speed at which you are
currently playing.

DU

-8x -5x -3x -2X -1x 0 1x 2x 3x 5x 8x

For example, you are shuttling backward with the J key at 2x normal speed. Press and
hold Alt and tap the L key once. Play slows to backward at normal speed (1x speed).
Hold Alt (Windows) or Option (Macintosh) and tap L once again. Play stops. Continue
to hold Alt (Windows) or Option (Macintosh) and tap L once again. Play goes forward
at normal speed. Continue to hold Alt (Windows) or Option (Macintosh) and tap L once
again. Play goes forward at 2x normal speed. Continue to hold Alt (Windows) or Option
(Macintosh) and tap L once again; play goes forward at 3x normal speed. Release the
keys to continue playing forward at 3x normal speed.

To pause shuttling:

Press the K key.

To stop shuttling:

Press the space bar.

Using Timecode to Find a Frame

72

You can type timecode values by using the numeric keypad on the right side of the keyboard
to cue a loaded clip or sequence to a specific frame. Typing a number overwrites timecode
from right to left, which allows you to move to a frame near the current timecode by
modifying only the timecode values on the right of the timecode display. The default start
timecode is 01.00.00.00.
To cue to a frame based on timecode:

1. Click in the Video monitor to make it active.

2. Make sure the keyboard NumLock function is enabled.
3. Type the timecode for the frame on the numeric keypad on the right side of the

keyboard.



Playing Video

The new numbers appear in the timecode display as bold text, while existing numbers
appear dimmed. You can delete the new numbers by pressing the Delete key on the
numeric keyboard. You can cancel the timecode change by pressing the Escape key or
by clicking outside the Video monitor.

4. Press Enter on the numeric keypad.

The Video monitor displays the frame at the specified timecode.

Displaying Footage at Full or Half Resolution

The Assist application displays footage at full or half resolution, depending on the size of the
Video monitor. Large Monitor mode and Full-Screen Monitor mode display footage at full
resolution. Displaying at full resolution might negatively affect system performance. You
can select an option to always display footage at half resolution to conserve resources.

To display footage at half resolution in Large Monitor mode and Full-Screen Monitor
mode:

» Do one of the following:

- Select Preferences > Allow Full Resolution Video so it does not display a
check mark.

- Right-click in the Video monitor and select Allow Full Resolution Video so it does
not display a check mark.

To display footage at full resolution in Large Monitor mode and Full-Screen Monitor
mode:

» Do one of the following:
- Select Preferences > Allow Full Resolution Video so it displays a check mark.

- Right-click in the Video monitor and select Allow Full Resolution Video so it
displays a check mark.

Enabling Two-Field Video Playback

By default, if you are playing back interlaced media, Interplay Assist displays only one
video field in order to achieve the best results on your computer monitor. In most cases, you
should not need to change this setting. However, if desired, you can select an option to
display both fields when playing interlaced media in Full-Screen Monitor mode.
To enable two-field video playback:

1. Select Preferences > Allow Two-Field Video so that the option displays a check mark.

2. Switch to Full-Screen Monitor mode (select View > Full Screen Monitor or press
Ctrl+Shift+8).
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4 Playing and Marking in the Video Monitor

To disable two-field playback:

» Select Preferences > Allow Two-Field Video so that the option does not display a check
mark.

Understanding Target Resolution and Working Resolution

Your Interplay administrator sets the target resolution for playback in the and the working
resolution for all users in the Interplay Administrator. Target resolution for playback is set in
the Editing Settings tab of the Application Database Settings view, and working resolution is
set in the Instinct/Assist User Settings view.

To work with footage, your working resolution must be at least equal to the resolution of the
video clip you want to use, or you must have user permission settings that allow you to work
with the necessary resolution.

Your working resolution and your target resolution are displayed at the top of all tabs in the
Logging panel. For more information, see “Sending Material to Playback™ on page 139.

Using the Zoom Bar
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The zoom bar is located below the position bar. You can use the zoom bar to zoom in on a
section of the position bar so that you can more easily work with long clips and sequences.
For example, in a two-hour clip, you can use the zoom bar to expand the position bar to show
only a few minutes of the clip.

When you open a clip, the entire position bar is displayed and the zoom control fills the
zoom bar. As you adjust the amount of zoom, the zoom control becomes narrower.

The following illustrations show a two-hour clip and the same clip zoomed in to a duration
of slightly more than five minutes. The clip includes two locators that are marked a few
seconds apart. In the first illustration, both locators are represented by a single locator mark,
which is shown by a white cross on the locator mark. In the second illustration, both locators
are visible.



Using the Zoom Bar

Position bar for a two-hour clip (marks every 5 minutes)

\‘m_‘

Zoom bar with the zoom control filling the zoom bar

Position bar for the same clip, zoomed in

e s

You can drag the zoom control to another part of the position bar, while keeping the same
amount of zoom (the zoom factor). This action does not affect the position indicator, so the
image in the monitor does not change until you move the position indicator (for example, by
clicking in the position bar).
To zoom in or out on a particular area of the position bar:

1. Drag the position bar or the zoom control to an area you want to focus on.

2. Change the zoom by doing one of the following:

P  Click and drag either end of the zoom control. Drag in to zoom in and drag out to
zoom out.

P With the mouse pointer over or near the position bar and zoom bar, rotate the mouse
wheel forward to zoom in and backward to zoom out.

P Select View > Position Bar Zoom In or View > Position Bar Zoom Out.
P Press Ctrl++ to zoom in or Ctrl+- to zoom out.
In all cases except clicking and dragging, the position indicator scrolls into view if
needed and stays in view throughout the zoom.
To zoom in on an area marked by IN and OUT points:
P Select View > Zoom In on Marks.

The application zooms and scrolls so that the IN point is visible near the left end of the
position bar and the OUT point is visible near the right end. (Instinct only) In trim
mode, as you select clips to trim, this function is performed automatically.
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Note the following features:

Position indicator and auto-scroll: If you play while zoomed in, the position bar
maintains the amount of zoom and scrolls to keep the position indicator visible
(auto-scroll). If you drag the position indicator or IN and OUT points while zoomed in,
the position bar also maintains the amount of zoom and auto-scrolls. The further you
move the mouse pointer from the end of the position bar, the faster the auto-scroll.

If the position indicator is not visible in the position bar when you start to play a clip, the
position bar automatically scrolls so that the position indicator comes into view.

You can zoom in or out or drag the zoom control while playing. If you make the position
indicator visible by zooming or scrolling, auto-scroll resumes when needed.

The position bar also scrolls if you move to a specific point in the clip, for example, by
using the Go to IN or Go to OUT buttons, or by jumping to a locator.

Frame-chase editing: If you zoom in on an in-progress clip, the zoom bar automatically
zooms and the position bar scrolls so that your view of the position bar remains
consistent as more material becomes available. Auto-scrolling keeps the position
indicator visible when playing. For example, if you zoom in to view the last 10 minutes
of a clip and play near the end, you continue to see the last 10 minutes of the available
media for the entire capture operation.

Maximum zoom in: The maximum zoom in expands the position bar enough so that you
can see locators on adjacent frames. You might not be able to zoom in for clips less than
ten seconds long; the exact duration depends on the width of the monitor.

Marking and Cueing Footage

You can mark clips with IN and OUT points and cue the footage to specific timecodes. See
the following topics:

“Marking IN and OUT Points” on page 76
“Dragging IN Points and OUT Points” on page 79
“Cueing the Footage” on page 79

Marking IN and OUT Points

76

You can mark IN and OUT points for your source clips, which allows you to build a shotlist
quickly by splicing the marked clips into place one after another. You cannot mark IN and
OUT points on clips in a shotlist; you must mark them on source clips. You cannot undo

marking IN and OUT points. The Mark IN point frame and the Mark OUT point frame are

included when you create a subclip from the clip or drag the clip into a shotlist.



Marking and Cueing Footage

To mark IN points and OUT points before adding them to a shotlist:

1. Load a source clip into the Video monitor. For information on loading video clips, see
“Loading Clips” on page 38.

2. Make sure you are in Source mode.

3. Play or step through the material.

4. When you find the appropriate frame, mark an IN point by doing one of the following:
»  Click the Mark IN button under the monitor.
»  Press Alt+L.

For more additional keyboard shortcuts, see “Using Predefined Key Mappings” on
page 157.

If the clip is playing, marking an IN point does not stop playback. If you entered Shotlist
mode by clicking the Shotlist button, the Mark IN and Mark OUT buttons are not
available. You must be in Source mode. The Mark IN point moves to the selected point
to indicate the Mark IN frame.

5. (Option) Use the Mark IN point to scrub through the clip to set an IN point.

This stops playback. For more information, see “Dragging IN Points and OUT Points”
on page 79.
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6. Continue playing or stepping through the video clip.
7. Mark an OUT point by doing one of the following:
- » Click the Mark OUT button under the monitor.
» Press Alt+O.

If the clip is playing, marking an OUT point does not stop playback. The Mark OUT
point moves to the selected point to indicate the Mark OUT frame.

8. (Option) Use the Mark OUT point to scrub through the position bar to set an OUT point.
This stops playback. For more information, see “Dragging IN Points and OUT Points”
on page 79.
To clear an IN point or an OUT point, do the following:

»  Use the preceding procedure to set the Mark IN point to the beginning of the clip or the
Mark OUT point to the end of the clip.

78
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Dragging IN Points and OUT Points

You cannot undo this operation.

To position IN points and OUT points based on visual feedback, do one of the
following:

4

Click the Mark IN point or the Mark OUT point, and then drag it to a new location.

The clip in the Video monitor plays forward or backward as you move the IN or OUT
points.

Click the Mark IN point, drag it against the Mark OUT point, pushing the Mark OUT to
where you want it, and then drag the Mark IN point back to where you want it.

Cueing the Footage

You can cue the footage in the Video monitor to the marked edit points by using the Go to IN
and Go to OUT buttons. This allows you to move quickly to the IN point and the OUT point.
You can use the Play IN to OUT button to play the clip from the marked IN point to the OUT
point. For keyboard shortcuts, see “Using Predefined Key Mappings” on page 157.

If you entered Shotlist mode by clicking the Shotlist button, the Go to IN and Go to OUT
buttons are not available. You must be in Source mode.

To cue footage to an IN point or an OUT point:

1.

Load a clip into the Video monitor. For information on loading video clips, see
“Loading Clips” on page 38.

. Make sure you are in Source mode. If you are not sure, click the Source button.

SOURCE BHOTLIET

. Set an IN point or an OUT point. For information on marking video clips, see “Marking

and Cueing Footage” on page 76.

. Do one of the following:

p  Click the Go to IN button.
»  Click the Go to OUT button.
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Go to IN button

Go to OUT button

To play footage from an IN point to an OUT point:

1. Load a clip into the Video monitor. For information on loading video clips, see
“Loading Clips” on page 38.

2. Set an IN point or an OUT point. For information on marking video clips, see “Marking
and Cueing Footage” on page 76.

Ix[ 3. Click the Play IN to OUT button.

To stop playing footage:
» Click the Play IN to OUT button or the Play button.

Monitoring Audio and Video

80

You can monitor audio and video in several ways. You can disable tracks so you play none of
your video tracks and only selected audio tracks. You can play all or none of your video
tracks and up to 16 audio tracks (source clips and sequences can include up to 24 tracks of
audio; you can play only 16 at a time). Media from disabled tracks does not use bandwidth
to play over the network. You can also select an audio monitoring mix mode. You can set
these options in the Audio/Video Monitoring dialog box.

You can also use the Local Audio Mixing controls as an alternative to the Audio/Video
Monitoring controls. See “Working with the Local Audio Mixing Controls” on page 83.

Disabling tracks is only for playing in the Video monitor. Your actual media is not affected,
and the tracks are not disabled when, for example, you send a shotlist to playback.
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If video tracks are disabled, the words “Video Disabled” appear in a blank Video monitor.

To set up audio and video monitoring:

1. Do one of the following:
P Select Preferences > Audio/Video Monitoring.

P  Press Ctrl+M.
The Audio/Video Monitoring Preferences dialog box opens.
'I Audio/Video Monitoring Preferences BJ

Widen tracks enabled
[oa |
16 sudio kracks enabled

CERICER CER I CEN CERI CER I CERI CEN

[ £ A9 I [ Aaln I [ Al I [ alz I [ Als I [ Ald I [ Als I [ Ala I

(@217 (@8] (@43 [@am] [@azt | [@a22] @4z [ @az4]

[ Disable all ] [Enable Firsk 16 tracksl

Audio Monitoring Mix Mode: | Stereo w

[] Enable Local Audio Mixing [ OF ] [ Cancel l

2. Click the button in the “Video tracks enabled” area to select All or None.
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3. Do one of the following:

» Click the Audio track buttons for the audio tracks that you want to play. You can
select up to 16 tracks to play, and you can select discontiguous tracks.

p  Click Disable All to disable all audio tracks.
p  Click Enable First 16 Tracks to enable the first 16 audio tracks.
4. Select an Audio Monitoring Mix Mode option as described in the following table.

Option Description

Mono Maps to a center pan, which creates a mono mixdown of all audio tracks and outputs the
resulting track to two channels. This results in two identical channels of audio, each
containing the original audio tracks.

Stereo Maps to a left/right alternating pan (odd tracks on one channel, even tracks on the other
channel), creates a stereo mixdown of all audio tracks, and outputs the resulting two tracks
to two channels. This results in two different channels of audio.

Direct Out Does not combine audio in any way; all audio tracks remain as they are in the source
media and play back through separate output channels.

If you are playing back from the Video monitor through two-channel output such as
headphones or two speakers, you might not be able to detect that all audio tracks
are playing. However, the source media maintains all audio tracks.

% An administrator sets one of these options for mixdown and send to playback in the Editor
Settings tab of the Application Database Settings view in the Interplay Administrator. See
“Sending Material to Playback” on page 139.

5. Click OK.

When you disable a track, it stays disabled for every clip and sequence you load as long
as the Assist application is open. The next time you start Assist, all tracks are
enabled again.
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Working with the Local Audio Mixing Controls

The Local Audio Mixing controls let you adjust audio settings for clips or subclips that you
load in the Video monitor. These controls are designed for the Assist user only; any audio
adjustments you make apply only to audio tracks that you play in Assist.

You can use these controls to enable or disable individual audio tracks, and to set their pan
and volume. One way to use these controls is to monitor only selected tracks. For example, if
a clip has two tracks recorded by a camera microphone, and two tracks recorded by an
attached microphone, you can disable the tracks recorded by the camera microphone, and
monitor the tracks recorded by the attached microphone.

The following illustration shows the Local Audio Mixing controls for a clip with four audio
tracks. The controls are displayed in the upper left corner of the Monitor. The number of
tracks displayed depends on the number of audio tracks in the clip or subclip.

®f Avid Interplay Assist

File Edit wiew Locators Metadata Preferences Help
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Local Audio
Mixing controls
for a clip with
four audio
tracks.

These controls are available for clips and subclips but not for sequences. For more
information about how to use the controls, see “Using the Local Audio Mixing Controls” on
page 86.

Enabling the Controls and Setting Default Values

The Local Audio Mixing controls are enabled as a site setting in the Interplay Administrator.
An administrator can also set default values. See “Enabling Local Audio Mixing in the
Interplay Administrator” on page 84.
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4 Playing and Marking in the Video Monitor

Working with Shotlists

As you add clips and subclips into a shotlist, your source audio settings are carried over to
the shotlist. However, while you are working in Shotlist mode, you cannot adjust audio for
individual clips. In Shotlist mode, you can control whether or not you hear your changes by
clicking the Ignore/Respect Local Audio Mix button.

How Audio Settings Are Saved

The values that you set using the Local Audio Mixing controls apply locally — that is, they
apply only to audio tracks that you play in Interplay Assist. Values are saved as follows:

*  Values that you set for clips or subclips are only temporary. They are not saved with the
clips and apply only for the current session.

e Values for clips or subclips that you add to a shotlist are saved with the shotlist, and
apply anytime you play the shotlist in Assist. However, they do not apply to other
applications. For example, an editor who plays a clip or shotlist in Media Composer will
not hear the adjustments you make in Interplay Assist.

*  Values for clips, subclips, or shotlists do not apply when you send to playback. Audio
mix when sending to playback is controlled by settings in the Editor Settings tab of the
Application Database Settings view in the Interplay Administrator.

Enabling Local Audio Mixing in the Interplay Administrator
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An Interplay administrator uses the Application Defaults tab in the Interplay Administrator
to enable and set default values for the Local Audio Mixing controls in Interplay Assist (see
“Working with the Local Audio Mixing Controls” on page 83).

These controls also apply to audio monitoring in Interplay Access.

The following illustration shows audio tracks 1 through 16 enabled, with left/right
alternating pan (the initial default setting). Buttons for enabled tracks display a green icon.
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To enable local audio mixing and set the default values:

1. Open the Interplay Administrator.

2. In the Application Settings section, click the Application Database Settings icon.
3. Click the Application Defaults tab.
4

. Select the Enable Audio Mixing Defaults option so that a green check mark is
displayed.

5. For each track, click the corresponding button to enable the track, so that the button has
a green icon.

6. For each track, select Left, Mono, or Right to assign the track to an output channel.
7. Click Apply.
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Using the Local Audio Mixing Controls

86

The Local Audio Mixing controls let you adjust audio settings for clips and subclips that you
load in the Monitor (see “Working with the Local Audio Mixing Controls” on page 83).

An administrator can enable the Local Audio Mixing controls in the Interplay Administrator
(see “Enabling Local Audio Mixing in the Interplay Administrator” on page 84). Default
values are also set in the Interplay Administrator.

If Local Audio Mixing is enabled in the Administrator, a user can disable the controls (and
enable them again) in the Audio/Video Monitoring Preferences dialog box in Interplay
Assist.

To enable or disable Local Audio Mixing in Interplay Assist:

1. In Interplay Assist, select Preferences > Audio/Video Monitoring.

The Audio/Video Monitoring Preferences dialog box opens.

if Audio/Video Monitoring Preferences
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Audio Monitoring Mix Mode: | Stereo w

2. To enable Local Audio Mixing, select the “Enable Local Audio Mixing” check box.

If Local Audio Mixing is enabled in the Interplay Administrator, the “Enable Local
Audio Mixing” check box is already selected. To disable it, deselect the check box.

If Local Audio Mixing is enabled, the selected Audio Monitoring Mix Mode option
(Mono, Stereo, or Direct Out) and the track enable buttons do not apply to clips or
subclips, or to shotlists that you create using these clips. However, the selected mix
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option and the track enable buttons do apply to sequences and to shotlists that are not
created with Local Audio Mixing. The selected mix option and track enable buttons also
apply to shotlists when Local Audio Mixing is disabled.

3. Click OK.

To use the Local Audio Mixing controls:
1. Load a clip or a subclip into the monitor.

A small vertical window appears for a few seconds in the upper left corner of the
monitor. This window displays the video tracks of the loaded clip or subclip. Enabled
tracks are marked by a green indicator, and disabled (muted) tracks are marked by a
gray indicator.

Controls for
a clip with
four audio
tracks Edit

03;57:51

Enabled
tracks

Disabled
tracks

If this is the first clip you loaded in an editing session, it uses the default audio values as
set in the Interplay Administrator. If you adjust the default values and then load another
clip, the new clip uses the values that you selected for the previous clip.

2. To display the full window, click anywhere in the small vertical window. If the small
vertical window is not displayed, move the mouse pointer over the upper left corner of
the Monitor.
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2§ Avid Interplay Assist
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3. Do one or more of the following:

Volume
sliders

» To enable a track, click the corresponding indicator so that it turns green.

» To disable or mute a track, click the corresponding indicator so that it turns gray.

You can enable or disable multiple adjacent tracks by clicking an indicator and
dragging the mouse over the other appropriate indicators.

To solo a track, Ctrl+click the indicator for the track.

To adjust the pan for a track, click the indicator for L (left), C (center), or R (right),

or click and drag to the desired indicator.

» To adjust the volume, drag the slider. The volume increases as you drag the slider to

the right, and decreases as you drag the slider to the left.

» To return to the default values as set in the Interplay Administrator, click Default.

4. To close the controls, move the mouse away from the controls or click in the Video

monitor.

To add a clip with adjusted audio to a shotlist:

» Click one of the Shotlist tabs and drag the clip into a new or existing shotlist.

Audio for the shotlist plays with local audio adjustments. To return to the unadjusted
audio levels of the clips in the shotlist, click the Ignore/Respect Local Audio Mix button

so that a red line appears through it.
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Source Locators Source Metadata Ignore/Respect Local Audio Mix
"Shiotlist. 001" — button enabled to play with local

audio adjustments

| Source Locakors _ Source Metadata Ignore/Respect Local Audio Mix
"Shiotlist.001" —button disabled to play with

unadjusted audio.

If you load and play a shotlist that was not created with Local Audio Mixing, the
Ignore/Respect Local Audio Mix button is inactive.

The audio settings are saved with the shotlist, but apply only when you play the shotlist
in Assist.

Creating Subclips

You can create subclips from the master clip. You might want to enter a portion of a clip into
a shotlist instead of the entire master clip or you might want to break a long master clip into
more manageable pieces. Use only standard characters when you type subclip names. You
cannot use the following special characters: \/: * <>| %, “? . You also cannot use a period
or a double period (..) as a name, and you cannot end a name with a period.

Q Interplay Assist allows you to save multiple different subclips with the same name. It
does not warn you that a previous subclip exists with that name, and it does not
overwrite the previous subclip. Make sure the name you type is unique unless you want
two different subclips that have the same name.
To create a subclip:
1. Mark IN and OUT points on a master clip.
2. Do one of the following:
P Select File > New Subclip.
. p  Click the Create Subclip button.
The Save Subclip As dialog box opens.
3. Select a location from the Save In menu.

Avid Interplay Assist provides you with a Default folder, but it is a better practice to set
up a folder that is named appropriately and that makes sense to you. You cannot select
the top-level folder as a location for saving subclips.
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4. (Option) Sort the items in the destination folder to check for a previously named item by
doing one of the following:

Icon column Name column sorted

¥0! Save Subclip As...

/
M arme / L'.-‘\

|

&3 Beacon Run

B Bostonwalking

EE Canadian Airlines Clips
checks watch

ity goene 2

dancer arches

dancer zping

g dancer

QIS hotlizts

plane I;l

Save b |Ticketbgeny |

B[ EE EE ERER

I Save l [ Cancel ]

» Click the arrow above the Name column to sort in alphabetical order. Click the
arrow again to sort in reverse alphabetical order.

» Click the Icon column, and then click the arrow to sort by type: folder, clip, subclip,
or shotlist.

5. Do one of the following in the Save As text box:
»  Accept the unique default name that appears.
» Type a subclip name.

6. Click Save.

7. Wait until the Save Subclip As dialog box closes before you click the Create Subclip
button again.
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Using Match Frames

The Match Frame feature lets you load the master clip for a specific frame of a shotlist or

sequence. This is useful if you are working with a shotlist or sequence, and you want to add
a restriction or locator to a master clip (see “Using Match Frame to Apply a Restriction” on
page 102). You can also use this feature to match the frame of a subclip with its master clip.

To load a source clip for a specific frame of a shotlist or sequence:

1. With a shotlist or sequence loaded in the Video monitor, move the position indicator to
the frame for which you want to load the master clip.

2. Right-click and select Match Frame.

&f Avid Interplay Assist

Fie Edit %iew Locators Metadata Preferences  Help

01;00;23;22 | Goldenateshotiist, 001 L[| =ounce T
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Hide locators in monitor
v Allow Full Resolution Yideo
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IMatch Frame

The master clip that contains the frame is loaded in the monitor, with the matching
frame displayed, and replaces the current shotlist or sequence. If you were working in
Shotlist mode, the application enters Source mode.
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The master clip loaded matches the frame for the top-most non-filler video track of the
shotlist or sequence. If no video track is present at that location, or if the video tracks
contain only filler, the master clip for the first non-filler audio track is loaded.
To return to your shotlist after finding the master clip frame:
1. Click the title above the Video monitor.

Up to the last 10 items you loaded into the Video monitor appear.
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2. Select the item you want to return to.

Using Match Frames
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EJ Logging Events With Locators

You can log events by adding markers called locators to master clips, subclips, or shotlists.
The system automatically saves your clips with the locators. See the following topics:

* Adding Locators

*  Setting Locator Color

* Locator Indicators

*  Restricting Material

* Annotating Locators

*  Showing Other Users’ Locators

*  Finding Items in the Logging Panel
*  Moving to Locators

*  Deleting Locators

*  Exporting Locators

Understanding Locators

A locator functions as an electronic bookmark that you use to identify specific frames. You
can add locators to source clips, subclips, sequences, and shotlists in the Source Locators
tab, and you can add locators to sequences and shotlists in the Shotlist Locators tab. Locators
that you add to a sequence or shotlist are displayed and saved only with the sequence or
shotlist. They are not automatically added to the corresponding source clip.

You can add locators while video is playing or paused, or while it is being captured.

Your system administrator needs to set your user privileges in the Avid Interplay
Administrator so you can add locators. If you are having problems adding or modifying
locators, see your system administrator.
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You can label a locators with the following additional kinds of information:

»  Color: Specify a color for a particular locator or a particular type of locator. See “Setting
Locator Color” on page 98.

* Annotation: Add a marker to identify a particular attribute. See “Annotating Locators”
on page 105.

You can also set flags on a marked portion of a clip and use them to describe a restriction on
their use. See “Restricting Material” on page 100.

Locators that you add to clips, sequences, and shotlists in Interplay Assist are displayed in
Avid editing applications. Locators that you add in Avid editing systems, and check in to
Interplay, are displayed in Interplay Assist. Similarly, edits that you make to locator text in
Interplay Assist are displayed in Avid editing applications, and edits that you make to
locator text in Avid editing systems and check in are displayed in Interplay Assist.

Adding Locators
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To add a locator to a source clip or subclip:
1. Load a source clip or a subclip into the Video monitor. For more information, see
“Loading Clips” on page 38.
2. Move through the material by dragging the position indicator or using the Transport
controls. See “Marking and Cueing Footage” on page 76.

3. When you see an event of interest, click the Source Locators tab and do one of the
following:

p  Click the Add Locator button.
p  Select Locators > Add Locator.
»  Press the Tab key.

A new locator headframe labelled with the timecode and user name appears in the
Source Locators tab. The locator appears in the list in timecode order. The icon is
accompanied by an empty text box. A locator indicator is displayed in the Video
monitor (see “Locator Indicators” on page 98).

If you add a locator while the clip is playing, you see the message “Loading” instead of
the head frame. The head frame does not appear in the Logging panel until the clip stops

playing.
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4. Type text in the Comment text box. You can type as much as you want to. Pressing the
Enter key creates a new line.

5. Press the Tab key to create a new locator and a new text box.

The locator displays the timecode of the frame shown when you pressed the Tab key.
You can add more than one locator with the same timecode. Your work is saved as you
go along. If you already created locators for this clip and press Tab, your new locator
might appear after an existing locator, not directly after the one you were in when you
pressed Tab.
To add a locators to a sequence or shotlist:
1. Load a sequence or shotlist.

You can review the sequence or shotlist in Source mode, or drag it from the Video
monitor to the Shotlist Locators tab.

2. Click the Source Locators tab or the Shotlist Locators tab and add a locator as described
in the previous procedure.

Locators are added as follows:

- To the V1 track, if one exists

- To the lowest-numbered video track, if one exists

- To the lowest-numbered audio track, if no video tracks exist

After you add or make a change to a locator, the Source or Shotlist Modified indicator

(an asterisk, *) appears to indicate that you need to save your changes.
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3. Select File > Save Source and Shotlist.

You cannot modify a sequence or shotlist in Source mode and Shotlist mode at the same
time. For example, if you add a locator to a sequence in Source mode, then load the
sequence in a Shotlist tab, you can no longer add locators to the sequence in Source mode.
When you drag a sequence or shotlist from the Source monitor to a Shotlist tab, Interplay
Assist saves the sequence automatically and then prevents further edits to the sequence in
Source mode.

If you want to add locators to the sequence in Source mode, clear the shotlist tab by selecting
File > New Shotlist, then View > Refresh All.

Setting Locator Color

To set a default color for locators:
» Do one of the following:
- Select Locators > Set Default Color > color.

s ) - Right-click the Add Locator button, and select Change Default Color > color.

All new locators are created with the color you select.

To change the color for a specific locator:

1. Right-click the locator in the Source Locators tab or the Shotlist Locators tab, outside of
the text box.

2. Select Change Color > color.

The color is set for that locator.

Locator Indicators

The Video monitor displays locator indicators. Locator indicators appear in the position bar
and also in the Video display. A locator selection indicator appears above the currently
selected locator indicator. Text for the selected locator is displayed in the video monitor. If
one or more locators are covered by another locator (for example, if two locators are on the
same frame, or on adjacent frames), a cross is displayed on the top locator.
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Locator  Position indicator Locator Selection  Multiple locator
indicator and locator indicator indicator indicators

You can choose to show or hide the locator indicators.

Displaying Locator Indicators

To hide locator indicators:
» Do one of the following:
- Select Preferences > Hide locators in monitor.
- Right-click in the monitor and select Hide locators in monitor.

The locator indicators disappear from the monitor and the menu option changes to Show
locators in monitor.

To show locator indicators:
» Do one of the following:
- Select Preferences > Show locators in monitor.
- Right-click in the monitor and select Show locators in monitor.

The locator indicators appear in the monitor and the menu option changes to Hide
locators in monitor.

Adding Locator Text in Large Monitor Mode

In Large monitor mode, you can add and edit locator text in editing mode. You can also
manipulate the locator indicators. For more information about Large Monitor mode, see
“Using Large Monitor Mode” on page 61.

To add locator text in Large Monitor mode:

1. Enter Large Monitor mode.
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2. Do one of the following:
» Addalocator. A locator indicator appears.
» Click a locator indicator in the position bar.

» Click a locator indicator in the Video display.

The Locator editor is active for that locator. You are now in editing mode.

¢ IO

01,05;06;16

ol
|

Locator editor

3. Type your locator text into the Locator editor.

As long as the Locator editor is active, you can use the transport controls to move
around in the monitor display, and you can use the Next Locator button to step forward
or the Previous Locator button to step backward to other locators.

4. (Option) Add additional text or edit the text you have.
5. To leave editing mode, do one of the following:

»  Press Enter to save the text.

»  Press ESC to cancel the changes.

The Locator editor is no longer active and focus is elsewhere in the Video monitor.

Restricting Material
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You can mark a section of a clip with a restriction locator. Examples of restrictions include
the following:

*  Material that should not be used.
*  Material that can be used only after rights are available on a certain date.
*  Material that the organization will need to pay for upon use.

*  Material that has copyright requirements or other legal restrictions that limit its use.



Restricting Material

The restriction appears in the Logging panel as locators with triangular flags at the
beginning and ending timecodes of the restricted area. If you bring a shotlist containing
restriction locators into an Avid editing application, the restriction and its accompanying
comments appear.

You can also find the master clip of a given frame in a shotlist or sequence (using the Match
Frame feature) and then apply a restriction to the master clip. After you apply the restriction,
you can easily return to your shotlist.

The restriction giyes you not.ice that the material is restricted for some reason; it does not
protect the material from being worked on.
See the following topics:
»  “Marking Restricted Material” on page 101
*  “Creating Subclips of Restricted Material” on page 102
*  “Using Match Frame to Apply a Restriction” on page 102
»  “Deleting Restrictions” on page 104

Marking Restricted Material

To mark restricted material:
1. Mark IN and OUT points in the Video monitor.
2. Do one of the following:
P Select Locators > Add Restriction.
s | P Right-click the Add Locator button, and select Add Restriction.

Locators marked with red triangular flags appear at the timecodes of the IN and

OUT points.

g:easrttll’:‘;%on v IDD;lS;DEI;EEI . Can't uze footage with faces.

marker

Ending A I 00;13;41;17 | | end of restiction starting at 00;13:02,28
Restriction V. .

marker

3. Type remarks about the restriction in the Comment text box of the starting Restriction
locator. You cannot type in the Comment text box for the ending Restriction locator.

Your system administrator needs to set your user privileges so you can add and modify
restriction locators. See your system administrator.
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Creating Subclips of Restricted Material

If you mark restricted material on a clip and then create a subclip, the restriction locator
carries over to whatever portion of the subclip includes restricted material.

The following figure illustrates several examples, with the filled boxes representing
restricted material.

Example 1 Example 2 Example 3
op  H | 23—
Clip start Clip end Clip start Clip end Clip start Clip end
subclip |f }_%_{
\
Subclip start ~ Subclip end Subclip start  Subclip end Subclip start  Subclip end

For example, the first clip includes a restriction locator that begins several frames into the
clip and extends until the end of the clip. The subclip made from the clip includes a
restriction locator that begins at the same place and extends until the end of the subclip,
because the subclip is shorter than or equal to the length of the master clip. In the second
example, the entire subclip is within the restricted area of the master clip, so the entire
subclip includes the restriction locator. In the third example, while the subclip is shorter than
the master clip, the area of restriction on the master clip is shorter than the duration of the
subclip. In this case, the entire restriction locator is also included in the subclip.

For more information about creating subclips, see “Creating Subclips” on page 89.

Using Match Frame to Apply a Restriction
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You can use the Match Frame feature to apply a restriction to the master clip of any given
frame in a shotlist or sequence. After you apply the restriction, you can easily return to your
shotlist.
To apply a restriction to a master clip in a shotlist or sequence:

1. Load a shotlist or sequence into the Video monitor.

2. Click the frame where you want to place the restriction.

3. Right-click and select Match Frame.



Restricting Material
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The master clip that contains the frame is loaded in the monitor, with the matching
frame displayed, and replaces the current shotlist or sequence. If you were working in
Shotlist mode, the application enters Source mode.
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The master clip loaded matches the frame for the top-most non-filler video track of the
shotlist or sequence. If no video track is present at that location, or if the video tracks
contain only filler, the master clip for the first non-filler audio track is loaded.
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4. Apply the restriction you want (see “Marking Restricted Material” on page 101).

To return to your shotlist after finding the master clip frame:
1. Click the title above the Video monitor.

Up to the last 10 items you loaded into the Video monitor appear.
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2. Select the item you want to return to.

Deleting Restrictions

You can undo adding a restriction locator within the current logging session. After you leave
the session and then reenter the application, you can delete a restriction locator only if you
have the appropriate privileges within the Avid Interplay system. See your
system administrator.
To delete a restriction locator:
1. Select the restriction locator.
2. Do one of the following:
» Select Edit > Delete.
» Right-click, and select Delete.

If neither of these options is available, see your system administrator.
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Annotating Locators

You can annotate a locator with a predefined label, as described in the following table. You
can also define other annotation labels if you have the appropriate user privileges, and can
use your own icon graphic as an annotation label (see “Defining an Annotation Label” on

page 106).

Annotation Icon Description

Best Audio Q) This segment represents the “best” audio for the desired purpose, as
i determined by the current logger.

Best Video Hi This segment represents the “best” video for the desired purpose, as

determined by the current logger.

The available labels depend on which annotation labels your administrator has chosen to
show.

Annotating an Existing Locator

The available annotation labels depend on which annotation labels your administrator has
chosen to show (see “Defining an Annotation Label” on page 106). If no annotation labels
appear, see your system administrator.

To annotate a locator:
1. Do one of the following:
P Right-click a locator anywhere outside the text box.
P  Select a locator, and then select Locators > Annotate Locator.

2. Select an annotation label with which to mark a locator.
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5 Logging Events With Locators

Source Locators Source Metadata Shotlist Lacatars 1Shﬂt|ist IMetadats

"GoldenGate” User: jeditor  ‘Working: DY 25 411,PCM  Target: DV 25 411,PCM

Under bridge
01;05;05;08

jeditor

Pan out

Best Audio
annotation

01;05:05; 16
jeditar

@

Best bridge shot
01;05;06;06

jeditar

Curling
(01130530608

jeditar

Best Video
annotation

|
01;05;06;16

jeditar

3. (Option) You can add more than one annotation to a locator.

Removing an Annotation from a Locator

To remove an annotation:
1. Right-click the locator.

2. Select the annotation.

| 01;25;02;00 | Feet closeup

tor

) Best dudia  F7

|ﬁ Besl

@ KICKERS

E Sports
Weather

Change Colar »

Delete

The annotation is removed from the locator.

Defining an Annotation Label

If you have Administrator privileges, you can define new annotation labels, and you can
choose which labels you want to appear to the user and which to hide from view.
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Annotating Locators

If you do not have Administrator privileges, Define Annotations is not available.

To define a locator annotation label:

1. Select Locators > Define Annotations.

The Locator Annotations Editor dialog box opens.

¥ Locator Annotations Editor

Annatation Dictionary

4] Bastdwudia
-l Boctiidas

Mame: |Weather

@ leon: | [none)

¥|

() Labet: | | Color: |White [none] |

Show -»

Dizplayed Annotations

) Best Audio
Hl BestVideo

Cancel

2. Type a name in the Name text box.

3. Do one of the following

P Select a preset icon by selecting Icon and then selecting an existing icon from the

list.

P Create a custom icon by selecting Label, typing a one-character label in the text

box, and selecting a color.

A rectangular icon is created in the color you selected with the character inside it.

4. (Option) If you make an error or decide you don’t want that annotation, click Delete.

5. Click Add.

The new annotation appears in the Annotation Dictionary.
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Annotation Dictionary

Annotation Dictionany
441 Besthudia
H Beatiiden
@) kKICKERS

New |I| P P E New
) i Special Attention .
wihproser B Se=e aith oustom
icon Yudaathar label and
color

Marme: |F'ri0rity Earthquake |

M arne: |Specialhttentinn |
@) leom |{}Stal.png v| ) loon: |[nnne] |
(O Label | | Color: |WhitB [none] | (%) Label |! | Color: |Green v|

6. Click Show.
The annotation moves to the Displayed Annotations list.
7. Click OK.

You can now select the annotation from the Locators > Annotate Locator menu or the
Locators context menu.

8. (Option) You can add more than one annotation to a locator.

Adding Your Own Annotation Icon Graphic
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If you have Windows administrator privileges on systems running the Interplay Assist
application, you can add your own icon graphic to the set of icons that came with your Assist
application. An icon graphic must be in the form of a 16-pixel x 16-pixel .png file.

To add a new annotation icon:

1. Navigate to the default icon folder at C:\Program Files\Avid\Avid Interplay
Assist\Resources\Images\Annotations.

2. Copy your icon graphic into the folder.

The next time you enter the Locator Annotations Editor, your icon appears in the
Icon list.

3. (Option) For the custom icon graphic to be available on other systems running the Assist
application, repeat steps 1-2 on the other systems.

For more information about the Locator Annotations Editor, see “Defining an
Annotation Label” on page 106.



Showing Other Users’ Locators

Showing Other Users’ Locators

Because assets are shared, other users might have created locators for the same assets you
are working on. You can display the other locators in different ways. For more information
about showing and hiding locators, see “Displaying All Locators and Annotations” on
page 109 and “Displaying Locators and Annotations for Particular Users” on page 110.

In locators created by other users, you can add additional comments or edit the existing
comments. You can also add or remove annotations on those locators.

Displaying All Locators and Annotations

You might want to display all locators created by all users. Your system administrator needs
to set your user privileges so you can see other users’ locators and annotations.
Administrators set these privileges in the Instinct/Assist User Settings view of the Interplay
Administrator. If you are having problems, see your system administrator.
To display all locators and annotations:
1. Click the Source Locators tab.
2. Select Locators > Set Visibility > Show all locators.
You cannot undo this operation.
All locators appear.

The Set Visibility menu also contains Hide or Show options for the names of all the
users who entered locators for that clip, as shown in the following illustration.

Wl (nl Metadata Preferences  Help
Add Locator source [T

Add Restrickion | Source Lo
Annotake Locator GDldenGai
Set Default Colar 3 ‘ I
Siet Wisihility Shaw all lacators
Hide lagger — Currentuser

Hide jeditor Other user who entered locators

Hide all locators except logger
— g 11 -
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5 Logging Events With Locators

Displaying Locators and Annotations for Particular Users

Your system administrator needs to set your user privileges so you can see other users’
locators and annotations. If you are having problems, see your system administrator.
To display or hide locators created by certain users:

1. Click the Source Locators tab.

2. Select Locators > Set Visibility > Show username.

3. Select Locators > Set Visibility > Hide username.

To hide all locators except those you created:
1. Click the Source Locators tab.
2. Select Locators > Set Visibility > Hide all locators except username.

You cannot undo these operations.

Finding Items in the Logging Panel

You can use the Find function to look for particular text in the Logging panel, and you can
refine your search by the kind of object you want to look in. The Find function searches
within clips and shotlists for text in locators and annotations. It is different from the Search
function, which searches the media database (see “Interplay Assist Search Options” on

page 35).
To look for an item in the Logging panel:
1. Do one of the following:
» Press Ctrl+F.
» Select Edit > Find.
The Find dialog box opens.

Find: | . v Find
Using: [*, 7 or [] Wildcards Edl [ Match Case - :
Lol i — Find Previous

In: |Locakors bt

<skatus=

2. Type the text for which you want to search in the Find text box.
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Finding Items in the Logging Panel

3. Select from the Using menu whether you want to use wildcards in your search or a full

regular expression (that is, the exact text for which you want to search).

Find: |camel” v
[] Match Case
Selected match 1 of 2

The wildcards are described in the following table.

Wildcard Description

k

Use the asterisk (*) to stand in for none, one, or more than one character. For example,
if you type *boat* in the Find text box, the results include airboat and boats.

Use the question mark (?) to stand in for one character. For example, if you type bo?t,
the results include boat and boot.

Use the square brackets ([]) to include a choice of several specific characters. For
example, if you type bo[ao]t, the results include boat and boot but not bout.

4. Select the kind of object in which you want to search from the In menu.

If you are in the Source Locators or Shotlist Locators tab, the In menu lists Locators,
Annotations, and Locators and Annotations. If you are in the Source Metadata tab or the
Shotlist Metadata tab, the In menu lists metadata objects. For more information, see
“Finding Items in Metadata” on page 123.

Fird: |came|" v|

Using:

® 7 o [ wWildcards w [] Match Case
Lacatars

In:

Selectef

Annotations
Locators and Annotations

111



5 Logging Events With Locators

Fird: | “ Er

Uszing: | *, ¥ or []Wildcards V| [] Match Case

Find Previous

I | Metadata Test A4
tetadata Fields
tetadata Text and Fields

5. Click Find.
The results of the Find operation appear in the Logging panel.

/J.Source Locatars ISource Metadata | | Shotlist Locatars | Shatlist Metadata l
"GoldenGate" User: logger  Working: MPEG2-MPML MTSC,MP2  Target: DV 25 411,PCM

A

=

v 01;05;05;07

jeditar

Under bridge

item jeditor

Starting pan out
01;05;05;09

logger

il

First found -
sl
il

Find: |bridge ~| | Find Mext |

Using: [*, 7 or [] Wildcards v [ Match Case

I |L0cat0rs A |

Selected match 1 of 2

JET¢

6. Click Find Previous or Find Next to move to the previous or next found item.

Moving to Locators

You can move to a locator in several ways:

e  Click the button containing the locator timecode in the Source Locators tab or the
Shotlist Locators tab.

¢ Select the locator in the Source Locators tab or the Shotlist Locators tab.
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Deleting Locators

Ctrl+click in the position bar to move to the nearest locator.
Click the Previous Locator button or the Next Locator button in Large Monitor mode.
Click a locator indicator in the Video monitor.

Press Ctrl+Shift+Left Arrow or Ctrl+Shift+Right Arrow.

To move to a locator using the Locator Timecode button:

P  Click the button containing the timecode for the locator.

Locator Timecode button

01;05;06;06

jeditor

Best bridge shot

jeditor

Curling
i.': 01;05;06;03

Deleting Locators

Your system administrator needs to set your user privileges in the Instinct/Assist Settings
view in the Interplay Administrator so you can delete locators. If you are having problems
deleting locators, see your system administrator. You can delete locators in the Logging
panel or in the Video monitor.

To delete a locator, do one of the following:

»

4
4
>

Select the locator and press the Delete key.

Select the locator indicator in the Video monitor and press the Delete key.
Select the locator and hen select Edit > Delete.

Right-click the locator and select Delete.
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5 Logging Events With Locators

Exporting Locators

114

You can export a list of locators in one of the following formats:

Simple text file that lists the timecode and text for each locator.

A tab-delimited text file that you can import into Media Composer or another Avid
editing application. For more information, see the documentation for the Avid editing
application.

XML file for use in other applications.

To export locators as a file:

1.
2.

Click the Source Locators tab or the Shotlist Locators tab.

Select Locators > Export Source Locators or Export Shotlist Locators, depending on
which tab is active.

. Select the type of file you want to export: simple text, MC (Media Composer)

compatible text, or .xml.

The Export Locators to Text File dialog box opens.

. Accept the default file name or type a new name.
. Navigate to the location where you want to save the file.

. Click Save.



I Working with Metadata

Metadata is textual data you can use to identify and describe the creation, contents, and
disposition of the clip or shotlist you are logging. Avid Interplay Assist provides access to
system metadata; you can also add your own user-customized metadata that fits your needs.
See the following topics:

*  Understanding Metadata

*  Entering Metadata

*  Working with Metadata Fields

* Finding Items in Metadata

Understanding Metadata

The default Interplay system metadata includes information about your material such as
Name, Comment, and TapelD, as well as film, timecode, and other kinds of information.
Interplay Assist provides you access to an extensive list of system metadata items. For a list
of all system metadata properties, see the Avid Interplay Engine and Avid Interplay Archive
Engine Administration Guide or the Avid Interplay Access User’s Guide.

You view metadata in the Logging panel, in the Source Metadata tab or the Shotlist
Metadata tab. You can also view metadata as columns in the Research Panel.

You control display of metadata in the Logging panel through the Metadata Field Editor. See
“Displaying Metadata Fields” on page 117.



6 Working with Metadata

You can add user-customized information that suits your particular work environment.
Examples of custom metadata include those in the following table. For information on
creating custom metadata items, see “Adding a New Metadata Field” on page 122.

Custom Metadata

Example Name Example Description
Air Date When the clip was used during the broadcast.
Keywords A collection of search keywords intended to help locate this clip once it

has been archived.

Legal Restrictions Limitations on how and where you can use this clip.
Location Where this clip was recorded.
Reporter The reporter narrating the clip.

Entering Metadata

116

You enter metadata in either the Source Metadata tab or the Shotlist Metadata tab. In the
Shotlist Metadata tab, you can enter metadata in the header for the entire shotlist, or in fields
for individual shots in the shotlist. The metadata shown for a shot in a shotlist is the metadata
for the clip that the shot represents. If you change the metadata here, it changes for the
source clip and all instances of that clip in the shotlist.

If you want to enter metadata specifically for a shot in a shotlist, create a subclip from the
original clip, add the subclip in the shotlist, and enter metadata for the shot.

You cannot type information in all of the metadata text boxes. Some metadata is set as
read-only by your system administrator or by the system (such as Created By) and cannot be
changed. The label for this kind of metadata appears in italics.

You can select a property value from a list for a custom property rather than typing it in. See
“Selecting Values for a Custom Property” on page 46.
To enter metadata:

1. Load a clip in the Video monitor.

2. Click the Source Metadata tab or the Shotlist Metadata tab.



Working with Metadata Fields

| Source Lacatars : Source Metadata | Shatlist Locators | Shatlist Metadaka |
| "Ocean flyower.new, 02" User: Administrator  Waorking: OV 25 411,MP2  Target: DV 25 411,PCM|
= |
i - Name Ocean Flyaver i
i % Comments Looks like Oregon i
i Creafted By Composerl i
i |Oregon5hots Use all these shats, | i
| |

3. Click one of the text boxes, and type information in it. You can speed up your work by
using keyboard shortcuts; see “Speeding Your Logging by Mapping Keys” on page 149.

4. Do one of the following:
P Press Enter to finish the entry.
P Press Tab to finish the entry and move to the next text box.

P Press Shift+Tab to move backward through the text boxes.

Working with Metadata Fields

You can choose which metadata fields to display, and you can create new fields.

See the following topics:

»  “Displaying Metadata Fields” on page 117

*  “Adding a Default Value” on page 120

*  “Adding a New Metadata Field” on page 122

Displaying Metadata Fields

You can specify which metadata fields are displayed for the following three locations:

»  For clips, sequences, and other sources, in the Source Metadata tab of the Logging pane.
*  For entire shotlists, in the header area of the Shotlist Metadata tab of the Logging pane.
*  For individual shots in a shotlist, in the Shotlist Metadata tab.

You set the display for each of these locations independently in the Metadata Field Editor

dialog box. For example, the preferences you set for the Source Metadata tab are displayed
only in the Source Metadata tab. Preferences are saved for the logged-in user.

17
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Fields that you select to display are shown in the Logging panel for any clip or shotlist you
load (depending on how each location is configured: Source, Shotlist, or Shot), If you want
the field to appear in bold, flag the field as “Important.”

The following fields are always displayed:

*  Name (bold)

*  Comments (bold)

*  Created by (bold and italics - read-only property)

The Metadata Field Editor dialog box displays the same set of system properties as the
“Select Working Set of Columns” dialog box. See “Working with Column Headings” on
page 43.

The behavior of metadata user preferences changed in Interplay Assist version 2.2. Fields
marked as Important in an earlier version of Assist are brought forward to the new version
and users can modify them as desired. If a user modifies the metadata display in Interplay
Assist version 2.2, and then opens the earlier version of Assist, the earlier display is
preserved.

To display a metadata field:

1. Inthe Logging panel, select the Source Metadata tab, the Shotlist Metadata tab, or a shot
in a shotlist.

2. Select Metadata > Modify Metadata Fields.

The Metadata Field Editor dialog box opens. The Field Dictionary is displayed on the
lefts side of the dialog box and includes the system metadata fields as well as custom
metadata fields.



System
and
custom
metadata

Working with Metadata Fields

¥ Metadata Field Editor (Source)

Field Dictionarny

Dizplayed Fields [Source]

AumilianTC3
AumilianTC4
AumilianTCh
AvwlnkDur
AuminkEdae
AvlinkEnd
AvlnkFilrn
AumTC24
Cadence
Camera
Carmroll
Categom
Categom_Walues
CFPS

Color
Comment
Created- By

CreationD ate

Hame
Comment
Created By

Hid

Dirag and drop to change field order
] Impartant Field
Defaul Walue:

| Mo Default

&

DizolawDBPath
-

Field Mame: I:l

| 3

Add

0K ] [ Cancel ]

The title bar of the Metadata Field Editor refers to (Source), (Shotlist), or (Shot),
depending on your selection before you opened the field editor.

Selected shot

JSDur[e Locators  |Source Metadata |

| Shotlist Locatars | Shotlist Metadata

|

in a shotlist ——

Reference to
(Shot)

Name | BesiCamels
Comment
Created By f jeditor
101 :
CreationDate 1 2/28/2006 8:31:46 &M
ShooiDale |
Name
i Comment
Created By

| Camels up dloss

¥ Metadata Field Editor (Shot)

Field Dictionary
WG SOURCE_HOSTHA
T TRARSFER TYPE
11

1:1 Frogressive

Displayed Fields [Shot]

Name

Comment
Created By
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6 Working with Metadata

7.

. Do one of the following:

» Select a field in the Field Dictionary, and then click Show.
» Double-click a field in the Field Dictionary.

The field appears in the Displayed Fields list and becomes marked through with a line in
the Field Dictionary.

(Option) To display a field heading in bold face in the Logging panel, select the field
and select the Important Field check box.

. (Option) To set the order of the fields, select a field and drag it to the desired position.

(Option) To remove the field from the Displayed Fields list, select the field and click
Hide.

Click OK.

Adding a Default Value

120

A

You can set a default value for a metadata field if your user permissions let you modify
column properties. Your Interplay administrator sets this permission in the Instinct/Assist
User Settings view in the Interplay Administrator.

If a logged-in user sets a default value for a property, the value is automatically
assigned to the property in the Interplay database for any asset the user loads into the
Source monitor. Use this option carefully.

If a clip already includes a value for the metadata field, the existing value will not be
changed.

To add a default value:

1.
2.

Select the Source Metadata tab or the Shotlist Metadata tab in the Logging panel.
Select Metadata > Modify Metadata Fields.
The Metadata Field Editor dialog box opens.

. Select a field in the Display Fields list. For more information about adding to the

Displayed Fields list, see “Displaying Metadata Fields” on page 117.

Select a kind of default value from the Default Value menu. Options include the
following:

- No Default

- User Default, a value of your choosing

. Type a default value in the Default Value text box.



Working with Metadata Fields

¥ Metadata Field Editor (Source)

Field Dictionarny Dizplayed Fields [Source]

_WGE_SOURCE_HOSTHA| & Name
_WGE_TRANSFER_TYPE | | Comment

” b
» Hid
1:1 Progressive s Fath

101
10:1 Progressive
10:7m
141
151 Drag and drop to change field order
151z Progressive 2
Important Field
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215 | Uzer Default v

21z Progressive
201 Llze all these shots. Default value

20:1 Progressive
281
1

A1 Pronressive

BT AT
Field Mame: I:l

Add ] [

%]

ak Caticel

6. Click OK.

The default value appears in the field in the Source Metadata tab or the Shotlist
Metadata tab for any clip that does not have a value for the field.

j'SDurce Locatars JTSDurce Metadata

'l'Ocean Flyover" User: jeditar working: DY 25 411,
{72
Name E Ocean fpowver
Comment * Looks like Oregon
Created By :
Path :
OregonShots ' Use all these shotz.  —— Default value

To set the value to No Default:
1. Select Default Value > User Default.
2. Clear any text from the Default Value text box.
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6 Working with Metadata

3.
4.

Select Default Value > No Default.
Click OK.

Adding a New Metadata Field

122

You can a new metadata field if your user permissions let you create new properties. Your
Interplay administrator sets this permission in the Instinct/Assist User Settings view in the
Interplay Administrator.

To add a new metadata field:

1.
2.

Select the Source Metadata tab or the Shotlist Metadata tab in the Logging panel.
Select Metadata > Modify Metadata Fields.
The Metadata Field Editor dialog box opens.

The title bar of the Metadata Field Editor refers to (Source) or (Shotlist), depending on
which tab you select before you open the field editor. If you select the Shotlist Metadata
tab and then select a shot within that tab, the title bar refers to (Shot).

. Check the Current Field Dictionary to see if a field has already been added for your

purpose. If not, type a name in the Field Name text box.

Check your field name carefully. If it is incorrect, click Cancel or change it. After you
click Add, you cannot undo the action, change the name, or remove it from the
Field Dictionary.

4,

Click Add.
The new field appears in the Field Dictionary.

. Do one of the following:

»  Select the new field in the Field Dictionary, and then click Show.
» Double-click the new field in the Field Dictionary.

The field appears in the Displayed Fields list and becomes marked through with a line in
the Field Dictionary.

A field that you select to show appears in the Logging panel for all clips or shotlists..

(Option) To display a field heading in bold face in the Logging panel, select the field
and select Important.

(Option) To set the order of the fields, select a field and drag it to the desired position.

(Option) To remove the field from the Displayed Fields list, select the field and click
Hide.

Click OK.



Finding Items in Metadata

You must click OK to save your changes. If you click Cancel, your changes are lost.

The new field does not appear as a column heading in the Interplay database or the
Select Working Set of Columns dialog box until you have entered information in it for at
least one clip or shotlist. For more information about working with column headings,
see “Working with Column Headings” on page 43.

Hiding a Metadata Field

To hide a metadata field:

1.
2.

Select the Source Metadata tab or the Shotlist Metadata tab in the Logging panel.
Select Metadata > Modify Metadata Fields.
The Metadata Field Editor dialog box opens.

. Do one of the following:

» Inthe Displayed Fields list, select a metadata field, and then click the Hide button.
P Double-click a metadata field in the Displayed Fields list.

The field moves from the Displayed Fields list to the Field Dictionary, and the entry in
the Field Dictionary is no longer displayed with a line marked through it.

. Click OK.

Finding Items in Metadata

You can use the Find function to look for particular text in metadata. You can look in
metadata text, metadata fields, or both.

To find items in metadata:

1.
2.

Click the Source Metadata tab or the Shotlist Metadata tab.
Press Ctrl+F.
The Find dialog box opens.

Fitd: w Er
dging: | ", 7 or [ wWildcards w [ Match Case - -
Find Previous
It | hMetadata Text w

| Metadata Tewt

hetadats Fields
ketadats Text and Fieldz
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6 Working with Metadata

3. Type the text you want to search for in the Find text box.

4. Select an option from the Using menu and from the In menu. For more information
about these options, see “Finding Items in the Logging Panel” on page 110.

5. Click Find.

The clips containing the metadata text or metadata fields you searched for appear in the
Source metadata tab or the Shotlist metadata tab.
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Working with Shotlists

Shotlists are collections of clips or subclips that you assemble. Shotlists are essentially the
same entities as sequences in the Avid Instinct or Avid editing applications. Shotlists can be
used as rough cuts for production assistants and editors, can be saved for playback to a video
server, or can be used for editing in an Avid editing application. They can also be used as
unordered collections of clips from which, for example, the best clip could be selected.

See the following topics:

*  Creating a New Shotlist

»  Saving Your Shotlist Work

*  Opening an Existing Shotlist

* Adding to a Shotlist

*  Moving Through a Shotlist

* Finding Items in a Shotlist

*  Changing a Shotlist

*  Entering Metadata for Shotlists

* Saving a Copy of a Shotlist

For information about sending a shotlist to playback, see “Sending Files Out” on page 139.

Creating a New Shotlist

To create a new shotlist:
1. Click the Shotlist Locators tab or the Shotlist Metadata tab.
A new, empty shotlist appears.

2. Move the mouse over the upper right corner of the Video monitor until the word
SOURCE appears in a box, and then click the box and drag it into the top area of the
shotlist tab.
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SOURCE box Blue bar
HIIIHE BHOTLIST
| Source Locators Source Metadata Shotlist Locators Shatlist Metadata
"Shotlist. 001" User: jeditor  Working: DV 25 411,PCM Target: DV 25 411,PCM

{no metadata present)

U_—

The word SOURCE indicates that you selected a source clip rather than a shotlist. A
blue bar appears and follows the mouse pointer, indicating where in the shotlist the clip
will be inserted.

. Release the mouse.

The Save Shotlist As dialog box opens with a default unique name for the shotlist in the
Save As text box. The shotlist is named Shotlist.nnn, where the number is incremented
for each new shotlist.

Up button

¥ Save Shotlist As. ..

Saveln J_AvidWG\F'miects\l:anadian Airlinesz V| [ p ] ’ Mew l

Save In—
list MHame

BEH Canadian filines Clips
checks watch

city scene 2

dancer arches

dancer sping

mz dancer
QldShatlizts

plane

shuttle

uzable skin

l il R R ]

Icon
column Save As: Moo rising |

I Save I [ Cancel ]

. In the Save In list, navigate to the location where you want to save your shotlist. Click

the Up button to navigate to a higher-level folder, or the New button to create a
new folder.



Creating a New Shotlist

You should always create and use a folder with a unique name in which to save your
shotlists. Shotlists and sequences are represented by the same icon in Interplay Assist
and have very different functions in the broadcast environment.

You cannot save a shotlist on the server at the top level.

5. (Option) Sort the items in the destination folder to check for a previously named item by
doing one of the following:

P Click the arrow above the Name column to sort in alphabetical order. Click the
arrow again to sort in reverse alphabetical order.

P Click the Icon column, and then click the arrow to sort by object type (folder, clip,
subclip, or sequence).

¥ Save Shotlist As. ..

Save In | Avidw G \ProjectshCanadian Airlines

Mame

Canadian dirlines Clips
checks watch

city scene 2

dancer arches

dancer sping

ms dancer

plane

shuttle

uzable skin
QldShotlizts

I‘DB]B][EEHEEEEEEE

Icon column—
sorted by

type

Save Az |Moon rizsing

6. Do one of the following in the Save As text box:
P Accept the default unique name.
P Type a name for the shotlist in the Save As text box.
Interplay Assist allows you to save multiple different shotlists with the same name. It
does not warn you that a previous shotlist exists with that name, and it does not

overwrite the previous shotlist. Make sure the name you type is unique unless you want
two different shotlists that have the same name.

Use only standard characters when you type names. You cannot use the following

special characters: \/: * <>| %, “? . You also cannot use a period or a double period
(..) as a name, and you cannot end a name with a period.
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7 Working with Shotlists

7. Click Save.
The shotlist opens in the Logging panel.

Saving Your Shotlist Work

When you make a change to a shotlist, an asterisk appears indicating that the shotlist has
been modified but not yet saved to the Interplay database.

Asterisk indicating a modified shotlist
|

Metadata  Preferences Helpl

source | [EETEE *
| | Source Locators | Source Metadata
\ "GoldenGateShotlist.001"
A \ Shotlist: GoldenGateShotlist,001
\\ I\\
IS Clip 1 of 2. Duration is 40,25
b, 1

To save a shotlist to the Interplay database, do one of the following:
» Press Ctrl+S.
» Select File > Save Shotlist.
The shotlist is saved.
» (Option) Exit the Assist application, and the shotlist is saved automatically.

Opening an Existing Shotlist

You can open an existing shotlist in the Source tabs to play material, view restrictions and
locators, and modify metadata.
To open an existing shotlist:

1. Navigate to the folder in which the shotlist resides in the Directory panel.

2. Click the shotlist name in the Research panel.

The shotlist opens in the Video monitor and in the Source tabs of the Logging panel.
You can now play the shotlist, view restrictions and locators, and modify
other metadata.
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lip 1 of 2, Duration is 40,25

Iy

-]

[l e Big Swel
= &3 DocwG
- £3 Projects

E [ st

- (] Sequences
Tnkerplay Demo

jeditar

jeditor

01,00;40;26

Clip 2 of 2, Duration s 1;14

01;00;40;25

Under bridge

| =

01;00;41;04

jeditor b/
The Big Swell Bin
The Big Swell Bin skem(s) (C | (%
Type | Name Creation Date Tracks | Duration | Video ID Tape [a]

&8
& [0 scarlet
T Test project exteral
-3 testl
= {3 The Big Swell
(23 The Big Swell Bin
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To work with the shotlist in the Shotlist tabs:

1.
2. Click one of the Shotlist tabs.
3,
4

. Move the mouse over the upper right corner of the Video monitor until the word

Open a shotlist as in the preceding procedure.

Select File > New Shotlist, if needed.

SHOTLIST appears in a box, and then click the box and drag it into the shotlist.

The word SHOTLIST indicates that you selected a shotlist, rather than a source clip. A
blue bar appears and follows the mouse pointer, indicating where in the shotlist the

shotlist will be inserted.

. Release the mouse.

The shotlist that you opened in the Video monitor appears in the Shotlist tabs.
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7 Working with Shotlists

You can now perform any of the shotlist operations: adding or deleting shots, adding
locators, and working with metadata. You cannot work with restrictions in either of the
Shotlist tabs.

Adding to a Shotlist

You can add a source clip to a shotlist. You can also add the clips in an existing shotlist to
another shotlist. Information carries over from the source clip to the shotlist in the following
ways:

*  Locator information is copied from the source clip to the clip in the shotlist: the locators
in the shotlist are separate objects from the locators in the source clip. If you make a
change in the locator information in the shotlist, the same change does not appear in the
source clip.

*  Restriction and metadata information is linked from the source clip to the clip in the
shotlist: restrictions and metadata in the shotlist refer to the same information as the
source clip. If you change the restriction comment in the source, the change is reflected
in the shotlist, as well. You cannot change restrictions in the shotlist.

You cannot modify a restriction that you see in a shotlist even if your user settings appear to
allow you to modify restrictions.
See the following topics:
¢ “Adding a Source Clip to a Shotlist” on page 130
*  “Adding a Shotlist to a Shotlist” on page 131

Adding a Source Clip to a Shotlist

To add a source clip to a shotlist:
1. Navigate to the desired clip.
The clip loads into the viewer.
2. (Option) Mark an IN point and an OUT point.
3. Click the Shotlist Locators tab or the Shotlist Metadata tab.

4. Move the mouse over the upper right corner of the Video monitor until the word
SOURCE appears in a box, and then click the box and drag it into the shotlist.

A Dblue bar appears and follows the mouse pointer, indicating where in the shotlist the
clip will be inserted.

5. Select where you want to insert the clip and release the mouse.
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Adding to a Shotlist

The clip is added to the shotlist. If the system is busy, the mouse pointer changes to an
hourglass. You must wait until the mouse pointer returns to normal before you can add
another clip to the shotlist.

You cannot mix frame rates or formats in a shotlist. For example, you cannot mix
sources captured at 24 frames per second (fps) with sources captured at 30 fps, or
progressive projects with interlaced projects. When you move the mouse over the upper
right corner of the Video monitor and your source clip is incompatible with existing
sources in the shotlist, the box reads WRONG FORMAT and you cannot drag it into the
shotlist.

6. Save your shotlist. See “Saving Your Shotlist Work™ on page 128.

Adding a Shotlist to a Shotlist

To add the contents of a shotlist to an existing shotlist:
1. Load the desired shotlist into the Video monitor.
2. Click the Shotlist Locators tab or the Shotlist Metadata tab.

3. Move the mouse over the upper right corner of the Video monitor until the word
SHOTLIST appears in a box, and then click the box and drag it into the shotlist.

A blue bar appears and follows the mouse pointer, indicating where in the shotlist the
shotlist clips will be inserted.

SHOTLIST box

Metadata Preferences  Help|

Source Locators Source Metadats Shatlist Locakors Shotlist Metadata

"Explorations, 001" User; jeditor  Working: DV 25 411,PCHM Target: DV 25 411,PCM
Name Explorations.001
Comments

treated By jeditar

Name divers

Comments

Creafed By Composerl

The shotlist expands and displays its component clips.
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7 Working with Shotlists

Source Locators Source Metadata
“Explorations. 001"

Mame Explorations.001
Comments

rreated By jeditar
Mame
Comments

treated By

Name

Comments

Created By

r‘\ Name
Comments

treated By

MName

Comments

treated By

Interplay Assist looks at any sequence loaded into the Source tab to determine if the
sequence can be interpreted as a shotlist. Because shotlists are very simple sequences —
cuts-only with at most one video track and no effects — most sequences from an Avid
editing application are not shotlists. Only a shotlist can be loaded into one of the Shotlist

tabs.

divers

Zomposerl

Fenguins

good clip

Composer

Seagull

Composerl

Penguins

good clip

Composer 1

Shotlist Locators Shotlist Metadata
User: jeditor Working: DV 25 411, PCM Target: DY 25 411 PCM
A

If you move the mouse over the upper right corner of the Video monitor when a

sequence that is not a shotlist is loaded into the monitor, the words SEQUENCE NOT
SUPPORTED appear and you cannot drag the sequence into one of the Shotlist tabs.

4. (Option) Repeat the procedure to add additional shotlists.

5. Save your shotlist. See “Saving Your Shotlist Work™ on page 128.

Moving Through a Shotlist

After you add one or more clip or subclip to a shotlist, you can move through it as you would

through a sequence.

To move through a shotlist:

1. Click the Shotlist Metadata tab or the Shotlist Locators tab.
2. Click the Shotlist button in the Video monitor.
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Timecode

Moving Through a Shotlist

The shotlist appears in the Video monitor, and an arrow-shaped Video guide appears to
the left of the components of the shotlist in the Logging panel.

Shotlist button

File | Edit ‘iew Locators Metadata  Preferences He\[:l

01;02;06 ‘Exp\nratluns.ﬂﬂl

[ sounce D

Source Locators | Source Metadata | Shotlist Locators | Shotlist Mstadata
\ J | A
& "Explorations. 001" User: jeditor  ‘Working: DV 25 411,PCM Target: DV 25 411,PCM

lA
- Clip 1 of &, Duration is 40;25
> m Clip Z of 6. Duration is 14;08

F\ Clip 3 of &, Duration is 21;03

Position Indicator ~ Shotlist Video guide

The Video guide appears if you entered Shotlist mode by clicking the Shotlist button
and one of the Shotlist tabs is active. (It also appears if you are in Source mode and one
of the Source tabs is active.) It does not appear if you are in Source mode and have
clicked one of the Shotlist tabs, nor does it appear if you are in Shotlist mode and have
clicked one of the Source tabs.

. Do one of the following:

»  Drag the Shotlist Video guide in the Logging panel up or down.
» Drag the position indicator in the Video monitor right or left.
p In the Shotlist Locators tab, click a Locator Timecode button.

The Video guide and the position indicator move in tandem with each other and always
point to the same timecode. You cannot undo moving in the shotlist.
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7 Working with Shotlists

Finding Items in a Shotlist

You can use the Find function to look for particular text in a shotlist. You can look in shotlist
locators or in shotlist metadata.

To find items in metadata:
1. Click the Shotlist Locators tab or the Shotlist Metadata tab.
2. Press Ctrl+F.
The Find dialog box opens.
3. Type the text you want to search for in the Find text box.

4. Select options from the Using menu and the In menu. For more information, see
“Finding Items in the Logging Panel” on page 110.

5. Click Find.

The clips containing the text you searched for appear in the tab.

Changing a Shotlist

You can rearrange shots in a shotlist or remove a shot. You cannot trim clips in a shotlist.

See the following topics:

*  “Rearranging Shots in a Shotlist” on page 134

*  “Removing a Shot from a Shotlist” on page 135

e “Changing IN Points and OUT Points in a Shotlist” on page 135
*  “Changing Shotlist Starting Timecode” on page 135

»  “Setting the Shotlist Start Timecode for Interplay Access and Interplay Assist” on
page 136

Rearranging Shots in a Shotlist

To change the order of shots in a shotlist:

1. Open an existing shotlist in the Shotlist Locators tab. See “Opening an Existing
Shotlist” on page 128.

2. Select a shot.
3. Drag the shot to a new location in the shotlist.
A blue bar appears and follows the mouse pointer, indicating where in the shotlist the

shot will be inserted.
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Changing a Shotlist

Removing a Shot from a Shotlist

To remove a shot from a shotlist:
1. In the shotlist, select a specific shot or the row that contains the shot.
2. Do one of the following:
P Press the Delete key.
P Select Edit > Delete.

The shot is removed.

Changing IN Points and OUT Points in a Shotlist

You cannot trim shots in a shotlist. You have to remove the shot, change the IN and OUT
points in the source clip, and add it again.

To change the IN and OUT points of a clip you have already added to a shotlist:
1. Remove the shot from the shotlist. See “Removing a Shot from a Shotlist” on page 135.
2. Return to the source clip.
3. Set different IN or OUT points. See “Marking and Cueing Footage” on page 76.
4. Add the clip to the shotlist again.

Changing Shotlist Starting Timecode

You can change the starting timecode of the current shotlist from within Assist. You cannot
change the starting timecode of a master clip.

For information on changing the default starting timecode, see “Setting the Shotlist Start
Timecode for Interplay Access and Interplay Assist” on page 136.

To change the starting timecode of a shotlist:

1. Open a shotlist and make sure you are in Shotlist mode.
You must be in Shotlist mode.

2. Select Edit > Edit Shotlist Start Timecode.
The Change Start Timecode dialog box opens.
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7 Working with Shotlists

if AvidAssist

Skart Time Code: 01;)0;00;00

I Ok l [ cancel ]

3. Type the starting timecode you want in the Start Timecode text box, and then click OK.
The starting timecode for the shotlist is changed.
4. Save the shotlist.

Setting the Shotlist Start Timecode for Interplay Access and Interplay

Assist

136

An administrator can set the default starting timecode for shotlists that are created in
Interplay Access or Interplay Assist. The default starting timecode for shotlists is
01;00;00;00 (drop frame) or 01:00:00:00 (non-drop frame). For example, you can use this
setting to change the starting timecode hour from 01 to 00.

This setting applies to the entire database only. You cannot set it for individual folders.

Interplay Access and Interplay Assist determine the format of the timecode differently:

*  For Interplay Access, the timecode format is determined by the first clip in the shotlist.
You cannot mix drop-frame and non-drop-frame clips in the same shotlist.

* For Interplay Assist, you set the default starting timecode as Drop Frame or Non-Drop
Frame in the Interplay Administrator. If you select Drop Frame, and if the frame rate of
the first clip in the shotlist supports drop-frame timecode (for example, 29.97 fps), the
timecode will be drop-frame. If you select Non-Drop Frame, or the first clip in the
shotlist does not support drop-frame timecode, the default timecode will be
non-drop-frame. You can mix drop-frame and non-drop-frame clips in the same shotlist.

Interplay Assist users can change the starting timecode for an individual shotlist by using
the command Edit > Edit Shotlist Start Timecode.
To set the shotlist start timecode:

1. Start Interplay Administrator and log on to the database for which you want to set the
shotlist start timecode.

2. In the Application Settings section of the Interplay Administrator window, click the
Application Database Settings icon.

3. Click the Application Defaults tab.
4. Select the database (AvidWG).



Entering Metadata for Shotlists

5. For the Shotlist Start Timecode option, enter the timecode in the format HH:MM:SS.

You cannot enter a default starting frame.

6. For Interplay Assist, specify the Default NTSC Shotlist Format as Drop Frame or

Non-Drop Frame.

7. Click Apply.

Entering Metadata for Shotlists

For more information about metadata, see “Working with Metadata” on page 115.

To enter metadata for shotlists:
1. Open a shotlist.
2. Click the Shotlist Metadata tab.

Metadata for the entire shotlist is shown as well as metadata for each shot in the shotlist.

| Soures Lacatars Saurce Metadats

"Explorations, 001"

divers
alictle dark.

Composerl

Penguins

User: jeditor

| Shatlist Locators
working: DW 25 411,PCM

Shotlist Metadata

Target: DV 25 411,PCM
[al

Shotlist | Name Explorations. 001
metadata Comments
Ereated By jeditar
e Name
Comments
treated By
Metadata for
each shot — Name
Comments
treated By
,\ MName

.

Composerl

Seagull

<[

3. Type information in the first metadata field, and then press Enter or Tab. Tab moves you

to the next field.

The metadata shown for each shot is the metadata for the clip. If you change the
metadata here, it changes for all other instances of that clip.

If all the subclips in your shotlist come from the same master clip, when you enter

metadata for one subclip, it is reflected in same field for all the subclips. If your clips are
from different master clips, you can enter different information for each clip.

4. Press Shift+Tab to move to the start of the previous field.
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7 Working with Shotlists

Saving a Copy of a Shotlist

You can save a copy of a shotlist with a new name.

To save a copy of a shotlist with a new name:

1. Select File > Save As.

The Save Shotlist As dialog box opens with a default unique name for the shotlist.

2. In the Save In menu, navigate to the location where you want to save your shotlist.
You should always create and use a folder with a unique name in which to save your
shotlists. Shotlists and sequences are represented by the same icon in Interplay Assist
and have very different functions in the broadcast environment.

You cannot save a shotlist on the server at the top level.

3. (Option) Sort the items in the destination folder to check for a previously named item by
doing one of the following:

» Click the arrow above the Name column to sort in alphabetical order. Click the
arrow again to sort in reverse alphabetical order.

» Click the Icon column, and then click the arrow to sort by object type (folder, clip,
subclip, or sequence).

4. Do one of the following in the Save As text box:
»  Accept the default unique name.
» Type a name for the shotlist in the Save As text box.
Interplay Assist allows you to save multiple different shotlists with the same name. It

does not warn you that a previous shotlist exists with that name, and it does not
overwrite the previous shotlist. Make sure the name you type is unique.

Use only standard characters when you type names. You cannot use the following
special characters: \/: * <>| %, “? . You also cannot use a period or a double period
(..) as aname, and you cannot end a name with a period.

5. Click Save.

138



E] Sending Files Out

You can send source files or shotlists to playback or to archive.

See the following topics:
*  Sending Material to Playback
*  Sending Clips or Shotlists to the Archive

Sending Material to Playback

You can send a shotlist with at least one entry to play back on a playback device, and you
can also send source clips.

When you log in to Assist, the application automatically gets a list of playback devices
available from the Interplay Transfer server. You can select your playback device from the
Send to Playback menu.

If dynamic relink is enabled in the Avid Interplay Administrator, Assist automatically
relinks all clips in your sequence to media in the target resolution. Clips that are not
available from the asset manager in your target resolution are marked with a yellow border.

Yellow border indicating
clip is not available in the
target resolution.

The Send to Playback function fails if your shotlist includes a clip unavailable in the target
resolution. Before you send a sequence that contains clips marked with a yellow border to
playback, you must have your system administrator or your producer acquire all marked
clips in the appropriate resolution.
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If dynamic relink is not enabled, Assist does not perform any relink operations and other
relink functionality is disabled — for example, the yellow border used to indicate
unavailable target resolutions does not appear, and working and target resolutions do not
appear above the main window of the application. For more information, see “Working with
MultiRez and Dynamic Relink™ on page 22.

Assist mixes down audio tracks before sending to playback, using the Audio Mixdown
Mode setting in the Editor Settings tab of the Application Database Setting view in the
Interplay Administrator. An administrator can select one of the following output modes for
audio:

*  Mono: Creates a mono mixdown of all audio tracks and outputs the resulting track to
two channels when sent to playback. This results in two identical channels of audio,
each containing the original audio tracks.

»  Stereo: Creates a left/right alternating pan (odd tracks on one channel, even tracks on the
other channel), creates a stereo mixdown of all audio tracks, and outputs the resulting
two tracks to two channels when sent to playback. This results in two different channels
of audio.

* Direct Out: Creates separate output channels for each audio track in the source clip or
shotlist when it is sent to playback. This setting does not combine audio in any way; all
audio tracks remain as they are in the source clip or shotlist. Select this option to retain
the greatest flexibility to do further audio manipulation after the clip or shotlist is sent to
the playback device.

Your Interplay administrator needs to set your user privileges so you can send to playback. If
you are having problems, see your Interplay administrator.

If a clip in a shotlist you want to send to playback is still in the process of being captured, it
might appear with the yellow border and the partially online icon even if it is correctly at the
target resolution. In this case, make a subclip and use that in a shotlist to send to playback.
For more information about resolutions, see “Displaying Resolutions” on page 50. For more
information about creating subclips, see “Creating Subclips” on page 89.

You need to set up your system for transfer before you send to playback. For information on
configuring your system for transfer, see the Avid Interplay Transfer Setup and User’s Guide
or see your system administrator. For information on site settings, see the Avid Interplay
Engine and Avid Interplay Archive Engine Administration Guide.

See the following topics:

*  “Accessing Avid Unity Workspaces for Send to Playback™ on page 141

*  “Working and Target Audio Resolutions” on page 141

»  “Setting the Working Resolution for Audio” on page 142



Sending Material to Playback

*  “Sending a Shotlist to Playback” on page 142
*  “Sending a Source to Playback” on page 144

Accessing Avid Unity Workspaces for Send to Playback

To send a clip, sequence, or shotlist to playback using the Send to Playback feature, you
need the following:

*  An Avid Unity account with write access to at least one shared-storage workspace

» A workspace to which you have write access specified in the Editor Settings tab of the
Application Database Setting view of the Interplay Administrator, in the option “Media
Creation Workspace.”

If your Windows username and password exactly match the Avid Unity username and
password, access to the workspace is automatic. If your Windows username and password
do not match, you need to log in through the Client Manager (for Avid Unity ISIS) or the
Connection Manager (for Avid Unity MediaNetwork). See your system administrator for
more information.

Working and Target Audio Resolutions

Your Interplay administrator can set the working audio resolution when the Dynamic Relink
option is enabled in the Instinct/Assist User Settings view. The working resolution can be set
to one of the following audio formats:

*  PCM — Pulse Code Modulation (PCM) is an industry-standard audio format for digital
audio; it is used for export and send-to-playback operations and for when you need a
high-quality audio playback

*  MP2 — MPEG-1 Layer I (MP2) a compressed audio format that is useful when you do
not require high-quality playback

The target audio resolution is used when you send media to playback. The default target
audio resolution is PCM, which cannot be changed. If your sequence contains audio clips
that are not available on the asset manager in your target resolution, your Interplay
administrator must acquire the audio in the appropriate resolution before you can send the
sequence to playback.

Working resolutions are user settings; target resolutions are database settings and you use
the default target resolution in send-to-playback operations. Your Interplay administrator can
set the appropriate audio working resolutions in the Instinct/Assist User Settings view in the
Avid Interplay Administrator. The administrator sets target resolutions in the Editing
Settings tab of the Application Database Settings view.
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%

If your target or working resolution is set to PCM, your Interplay administrator can also set
the sample rate and bit depth used for audio clips. The broadcast standard sample rate for
most high-end production houses is 48 kHz. A 16-bit bit depth is generally used for
CD-quality audio. Your Interplay administrator can select the appropriate values based on
the requirements of your facility.

You can set the working audio resolution only if dynamic relink is enabled in the Editor
Settings tab of the Application Database Settings view in the Interplay Administrator.

Setting the Working Resolution for Audio

To set the working audio resolution:

1. If you have administrative privileges, in the Avid Interplay Administrator, click
Instinct/Assist User Settings.

2. In the Instinct/Assist User Settings view, select a user from the user list.
3. In the Audio Settings section, select a Working resolution:
- PCM
- MP2
You cannot change the target audio resolution.
4. If you set your working resolution to PCM, do the following:
a. Click the Sample Rate menu and select a sample rate.
b. Click the Bit Depth menu, and select an audio bit depth.
5. Click Apply.

For more information on setting working and target resolutions and other Instinct/Assist
User settings, see the Avid Interplay Engine and Avid Interplay Archive Engine
Administration Guide.

Sending a Shotlist to Playback

142

You can send a shotlist to a playback device. When you are working in a MultiRez
environment, your Interplay administrator sets a target resolution for playback, based on the
requirements of a particular playback device. As a result, when you send a shotlist to
playback, the clips in the shotlist are automatically relinked to match the target resolution set
on the playback device. For example, the shotlist might be composed of low-res MPEG-2
clips, but the shotlist is sent to playback as DV 50 media. The target resolution is displayed
at the top of all tabs in the Logging panel.



To send a shotlist to playback:

1. Load a shotlist into one of the Shotlist tabs.

Sending Material to Playback

2. Select File > Interplay Transfer > Send Shotlist to Playback > server/playback device.

The Send to Playback menu lists all playback devices available to Interplay Transfer.

If your asset is marked with restrictions, a message box might open. Click the option of
your choice: OK; OK, Don’t warn again; Cancel. If one or more additional message
boxes opens, see your system administrator.

The Send to Playback dialog box opens.

ll' Send To Playback

Send: GrantRidesBlueBoard
To: PUBSCYCPC/airspace

Owerwrite
[] High Priority
Yideo ID: |50 3emax

[req]

Send ] ’

Cancel

Relink. Settingz [Input)

Target Video Rezolution: 00 25 411
Target dudio Bezolution:

Target dudio Bezolution Sample B ate:
Target dudio RBezolution Bit Depth:;

Audio Mix Settings [Qutput]

Mode:

Bit Depth: 16

Media Creation Workspace: WORKSPACES

3. (Option) Select from the following transfer options:

- Overwrite: Select this option if you want to overwrite any sequence with the same

Video ID already sent to the playback device.

- High Priority: Select this option if you want the asset to play before the transfer to
the playback device is finished. (This option is referred to as PWT in Avid editing

applications.)

- Send to STP: This option is displayed only if you have an STP (Send to Playback)
Encode provider configured. Select this option to send the sequence to the provider.
For more information, see the Avid Media Services Set Up and User’s Guide or the

Interplay Help.
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4. Type the Video ID for your sequence in the Video ID text box.

The dialog box also reflects your current Relink settings and your Audio Mix settings.
The Relink Settings indicate target resolutions as set in the Interplay Administrator. The
Audio Mix Settings indicate the audio settings of your playback device.

. Click Send.

A message box opens and displays the progress of audio mixdown.

Creating audio mixdown,

When the audio mixdown is complete, the shotlist is sent to Interplay Transfer, and it is
checked into the Interplay database as a new sequence with the extension .xfer. The
Interplay Transfer Status tab opens in the Research panel and shows, for each item being
transferred, how the transfer is progressing and when it has completed.

To show Interplay Transfer status if you close the Interplay Transfer Status tab:

» Select File > Interplay Transfer > Show Status.

To remove completed entries from the Interplay Transfer Status tab:

» Select File > Interplay Transfer > Clear Status.

Entries for completed transfers are removed. Transfers still in progress remain in the tab.

Sending a Source to Playback

144

You can send master clips, subclips, and sequences to playback.

Because of the complexity of sequences, consider the following:

If the sequence contains effects, you must have already relinked it to the target
resolution and you must have already rendered the effects to the target resolution in an
Avid editing application. For information about relinking and rendering, see the Help
for your Avid editing application.

Your user settings must be configured so that your working resolution matches your
target resolution as well as the playback resolution, as set on the playback device. For
assistance with settings, see your system administrator.

To send a source to playback:

1. Load the source clip or subclip into the Video monitor.

2. Select File > Interplay Transfer > Send Source to Playback > server/playback device.



Sending Clips or Shotlists to the Archive

The Send to Playback menu lists all playback devices available to Interplay Transfer.

If your asset is marked with restrictions, a message box might open. Click the option of
your choice: OK; OK, Don’t warn again; Cancel. If one or more additional message
boxes open, see your system administrator.

The Send to Playback dialog box opens.
3. (Option) Select from the following transfer options:

- Overwrite — select this option if you want to overwrite any sequence with the same
Video ID already sent to the playback device.

- High Priority — select this option if you want the asset to play before the transfer to
the playback device is finished.

4. Type the Video ID for your sequence in the Video ID text box.

The dialog box also reflects your current Relink settings and your Audio Mix settings.
The Relink Settings indicate target resolutions as set in the Interplay Administrator. The
Audio Mix Settings indicate the audio settings of your playback device.

5. Click Send.

The source is sent to Interplay Transfer, and it is checked into the Interplay database as a
new clip with the extension .xfer. The Interplay Transfer Status tab opens in the
Research panel and shows, for each item being transferred, how the transfer is
progressing and when it has completed.

To show Interplay Transfer status if you close the Interplay Transfer Status tab:

P Select File > Interplay Transfer > Show Status.

To remove completed entries from the Interplay Transfer Status tab:
p Select File > Interplay Transfer > Clear Status.

Entries for completed transfers are removed. Transfers still in progress remain in the tab.

Sending Clips or Shotlists to the Archive

Archiving and managing the logged material involves selecting Avid Interplay Media
Services settings, sending the material to archive, and displaying some or all of the locators
and annotations for a given clip. If you are the archivist or librarian, you might add a detailed
description to a clip along with additional keywords and metadata. You also might assist
editors and producers in locating particular video clips from the archive or library. You need
to specify Interplay Media Services settings before you send the clip to archive.
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See the following topics:
*  “Selecting Interplay Media Services Settings” on page 146
*  “Sending a Source to the Archive” on page 147

e “Managing the Archive” on page 147

Selecting Interplay Media Services Settings

146

You can enable and specify your Interplay Media Services settings and whether you want to
send a confirmation e-mail message after the clip is successfully sent to Avid Interplay
Archive. For more information about Interplay Archive, see the Interplay Archive
information in the Avid Interplay Media Services Setup and User’s Guide.
To select settings:

1. Start Interplay Assist, and select a clip.

2. Select File > Send to Archive > Media Services Settings.

The Media Services Settings dialog box opens.

%0 Media Services Settings

Enable Media Services

Broker: |doctm
Email Motification

Email Address |Doch2@gmail.com

3. To enable sending to Interplay Archive, select Enable Media Services, and then type the
name of the Interplay Media Services broker in the text box.

4. To receive a confirmation e-mail, select e-mail Notification, and then type your
complete e-mail address.

You can specify only one e-mail address.
5. Click OK.
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Sending a Source to the Archive

To send a source to the archive:
1. Enable the Interplay Archive as described in the preceding procedure.

2. Make sure you are connected to an Interplay Media Services system and have access to
at least one Archive profile. For more information, see the Avid Interplay Media
Services Setup and User’s Guide or your system administrator.

3. Start Interplay Assist, and load a clip into the Video monitor.
4. Click one of the Source tabs.
5. Select File > Send to Archive > Archive Profile.

The menu lists available archive profiles.

The clip is sent to the archive. You do not see a confirmation message. If you selected
E-mail Notification in the Media Services Settings dialog box, an e-mail message
appears in the inbox of the e-mail address you provided.

You can watch the progress of your clip being sent to Interplay Archive in the Interplay
Media Services tool. For more information about Interplay Archive, see the Interplay
Archive information in the Avid Interplay Media Services Setup and User’s Guide.

If the sending fails, a message box opens. Make sure your system is configured and that
Interplay Media Services is running, or ask your system administrator.

Managing the Archive

You might need to do the following:

* Add new metadata information to aid in future searches.

* Add new metadata fields to assist in specialized retrievals.
*  Clean up or remove comments that are no longer relevant.

For information about adding, changing, or deleting metadata, see “Working with Metadata
Fields” on page 117.
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You can define your own key mappings and you can use predefined key mappings as
shortcuts during logging.

See the following topics:

*  Speeding Your Logging by Mapping Keys

»  Using Predefined Key Mappings

Speeding Your Logging by Mapping Keys

Several keys are predefined by the system for use as shortcuts; see “Using Predefined Key
Mappings” on page 157. Using shortcut keys can speed up your work as you log.You can
also create your own shortcut key mappings.

You might want to insert the same text into several locators; you can assign keys to do this.
For example, if you are logging a sports event, you can assign a player’s name to a key
combination so you can add it swiftly to the locator Comment text boxes whenever that
player appears in the material. You can also remove key mappings, and can edit the inserted
text for key mappings you created.

For details about key mapping, see the following topics:

*  “Assigning Keys to Insert Text” on page 150

*  “Assigning a Key Combination to an Annotation” on page 153

*  “Removing a Key Mapping” on page 155

+  “Editing Existing Inserted Text” on page 155

*  “Viewing Predefined Key Mappings” on page 156

*  “Using a Mapped Key Combination” on page 156
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Assigning Keys to Insert Text

You can assign a combination of keys to insert text that you frequently use. You cannot
assign a single key except for the F keys; you must use a single key in combination with one
of the following modifiers: Ctrl, Alt, or Shift. You can use more than one modifier.
To assign a key combination to insert text:
1. Select Preferences > Edit Keymappings.
The Keymapping Editor dialog box opens.

¥ Keymapping Editor

Key: | | @ Inserts: | |

() Annatation: | Select an Annaotation Add Key

Jzer-defined Key Mappings

Key Type Action

F7 Annatation  Best Audio
Annatation  Best Video
Annatation  KICKERS
Annotation  Priority E arthquake
Annotation Sports

Annotation  Wweather

Femowe Kep

Predefined ey Mappings

Fep Action [_“
Alt+, Steps backward one frame.

Alt+, Stepz forward one frame. i
A+ toves from tab to tab in the Logging panel. 1
Al+F5 Refreshes the Video manitar.

Alt+ Sets Mark IM.

Alt+0 Sets Mark OUT.

Al Moves to Mark M. r;'

o oo ]
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2. Press a key combination in the Key text box. Do not type the name of the key, for
example, ctrl. Press the CTRL key instead.

¥ Keymapping Editor

Kew |ClrI+E | (#) Inzerts: |Eest shat of buffald] |

() Annotation: | Select an Annotation | Add Key

If you enter a key combination that is already mapped, the system warns you that it
is taken.

3. Select Inserts.
4. Type the text in the Inserts text box.
5. Click the Add Key button.

The entry is added to the User-defined Key Mappings list and is listed as a Hotkey type.
You cannot undo this operation.

151



A Using the Keyboard

%0 Keymapping Editor,

Ky (#) Inzerts: |Best shat of buffald |

() Annotation: | Select an Annotation Replace Key

|Jzer-defined ey Mappingsz

Fep Type Action
Crl+B Haotkey Biest shot of buffalo New key
F7 Annatation  Best Audio mapping

Annotation  Best Video
Annotation  KICKERS
Annotation  Priarity Earthquake

Annotation  Sparts

Annotation  wWeather

Predefined K.ey Mappings

Key Action L&\

A+, Stepz backward one frame.

A+ Steps forward one frame. i

A+ tdoves fram tab to tab in the Logaing panel. 1

Al+FS Refrezhes the VYideo monitar.

Alt+ Sets Mark M.

Alt+0 Sets Mark OUT.

Al Moves to Mark IN. r;'
[ ok I [ Canicel ]

6. (Option) To remove a key combination, select it and then click the Remove Key button.
7. Click OK.
8. To see your modified key mappings on another system, exit the Assist application.

Your modified key mappings appear on any system where you use the
Assist application.
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Assigning a Key Combination to an Annotation

You can map a key combination to an annotation. The annotation to which you map can be
one of the predefined annotation labels or a custom annotation that you create. For more
information about annotations, see “Annotating Locators” on page 105. You can also change
the mapping for annotations to which you previously mapped keys.

To map a key combination to an annotation:

1.

Select Preferences > Key Mappings.
The Keymapping Editor dialog box opens.
Select an annotation from the Annotation list.

If the annotation already has a key combination assigned to it, it appears in the Key
text box.

3. Click the Key text box.

. Press a key combination in the Key text box to map to the annotation. Do not type the

name of the key, for example, ctrl. Press the CTRL key instead.

You cannot assign a single key except for the F keys; you must use a single key in
combination with one of the following modifiers: Ctrl, Alt, or Shift. You can use more
than one modifier, but you cannot use more than one single key in a key mapping. If you
enter a key combination that is already mapped, the system warns you that it is taken.
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%0 Keymapping Editor

Key: [FY | © Inserts: | |

(@) Arnotation: | Best Video |

Jzer-defined Key Mappings

Key Type Action

Ctrl+B Hatkey Best zhot of buffala

F7 Annatation  Best Audia
Annatation  Best Video
Annatation  KICKERS
Annotation  Priority E arthquake
Annotation  Sparts

Annotation  Wweather

Femowe Kep

Predefined ey Mappings

Fep Action L:
Alt+, Steps backward one frame.

Alt+, Stepz forward one frame. -
A+ toves from tab to tab in the Logging panel. b |
Alt+F5 Refrezhes the Yideo monitor.

Alk+ Sete Mark M.

Al+0 Sete Mark OUT.

A+ toves to Mark [N, [‘:

ak. ] ’ Cancel ]

5. Click the Replace Key button.

The annotation is assigned the new key combination.
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¥ Keymapping Editor

O st | |

(®) Annatation: | Best Wideo Replace Kep

Uzer-defined key Mappings

Key Type Auction

Chrl+B Hotkey Best shot of buffala
F7 Annotation  Best Audio

Fa Annotation  BestWideo

Annotation  KICKERS
Annotation  Priority Earthquake

Annotation  Sports

Annotation  wWeather

6. Click OK.

Removing a Key Mapping

To remove a key mapping:

1. Select the key mapping for a hotkey or an annotation in the User-defined Key Mappings
list.

2. Click the Remove Key button.
You cannot remove a mapping from the Predefined Key Mappings list.
3. Click OK.

If you selected a hotkey, the entire line is removed. If you selected an annotation, the
annotation remains in the list; only the keymapping is removed.

Editing Existing Inserted Text

To edit inserted text for user-defined keys:
1. Select Preferences > Edit Keymappings.
The Keymapping Editor dialog box opens.
2. Select the key mapping in the User-defined Key Mappings list.
The text in the Action column appears in the Inserts text box.
3. Select Inserts.

4. Type the text you want in the Inserts text box.
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5. Click the Replace Key button.
The text in the Action column changes.

6. Click OK.
Viewing Predefined Key Mappings

Predefined key mappings differ from user-defined key mappings in that they cause actions to
happen. You cannot change the predefined key mappings. The list provided in the
Keymapping Editor is for viewing only.
To view the predefined key mappings:
1. Select Preferences > Edit Keymappings.
The Keymapping Editor dialog box opens.
2. Scroll through the Predefined Key Mappings list.

Predefined ey Mappings

Fep Action A
Alt+, Steps backward one frame.

Steps forward one frame. T
A+ toves from tab to tab in the Logging panel.
Al+F5 Refreshes the Video manitar.
Alt+ Sets Mark IM.

Al+0 Sete Mark OUT.
A+ toves to Mark [N,

=l

I oK ] ’ Cancel ]

When you select a predefined key mapping, the Inserts button changes to the Action
button. You cannot, however, change the action assigned to the key mapping.

3. (Option) Type a key combination to see if it is associated with a predefined mapping.

Using a Mapped Key Combination

To use a mapped key combination:
1. Load a clip or shotlist into the Video Monitor.

2. Click the Source Locators tab or the Shotlist Locators tab. For more information about
locators, see “Adding Locators” on page 96.

3. In the Locator Comment text box, press the key combination you want.

The text is inserted into the Comment text box.
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Using Predefined Key Mappings

You can use the following keyboard shortcuts during logging.

On US keyboards, comma (.) corresponds to < and period (.) corresponds to >.

Shortcut Key

Panel Focus

Result

Alt+, (comma)

Ctrl+, (comma)
Ctrl+Alt+, (comma)
Ctrl+Alt+Shift+, (comma)
Alt+. (period)

Ctrl+. (period)
Ctrl+Alt+. (period)
Ctrl+Alt+Shift+. (period)
Alt+]

Alt+O

Alt+Q

Alt+W

Ctrl+M

Ctrl+space bar
Ctrl+5

Ctrl+6
Ctrl+7
Ctrl+8
Ctrl+9
Ctrl+0
F5

Alt+1

Any
Any
Any
Any
Any
Any
Any
Any
Any
Any
Any
Any

Any

Any

Any
Any
Any
Any
Any
Any

Any

Steps backward one frame.

Steps backward one second.

Steps backward ten seconds.

Moves to head frame of the clip or shotlist.
Steps forward one frame.

Steps forward one second.

Steps forward ten seconds.

Moves to end frame of the clip or shotlist.
Sets Mark IN.

Sets Mark OUT.

Moves to Mark IN.

Moves to Mark OUT.

Opens the Audio/Video Monitoring Preferences dialog
box.

Plays. Press again to stop play.

Plays Mark IN to Mark OUT.

Plays last three seconds before the OUT point.
Switches to Small Monitor mode.

Switches to Medium Monitor mode.

Switches to Large Monitor mode.

Refreshes information in all panels.

Switches to Video monitor.
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Shortcut Key

Panel Focus

Result

Alt+2

Alt+3

Alt+4

Tab

F1

Ctrl+Shift+, (comma)
Ctrl+Shift+. (period)
Alt+* (backquote)
F9

F10

ESC

J-K-L three-button play

Space bar
5

6
7

Alt+drag the position indicator

, (comma)
Left arrow

Ctrl+Left arrow
Ctrl+Alt+Left arrow
Home

. (period)
Right arrow

Ctrl+Right arrow

Ctrl+Alt+Right arrow
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Tabbed panels
Logging panel
Logging panel
Video monitor

Video monitor

Video monitor

Video monitor
Video monitor

Video monitor

Video monitor

Video monitor
Video monitor
Video monitor

Video monitor

Video monitor

Video monitor

Switches to Logging panel.
Switches to Directory panel.
Switches to Research panel.
Creates new locator.

Opens Help.

Moves to and selects previous locator.
Moves to and selects next locator.
Selects next tab.

Switches to Source mode.
Switches to Shotlist mode.
Switches input mode.

See “Playing Footage with the J-K-L Keys
(Three-Button Play)” on page 71.

Plays. Press again to stop play.

Plays IN to OUT.
Plays last three seconds before the OUT point.

Fine tunes the position bar movement as you scrub
through the video clip.

Steps backward one frame.

Steps backward one second.
Steps backward ten seconds.
Moves to first frame.

Steps forward one frame.

Steps forward one second.

Steps forward ten seconds.
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Shortcut Key

Panel Focus

Result

End

I
E
o)
R
Q
w

Video monitor

Video monitor

Video monitor

Video monitor

Video monitor

Moves to last frame.

Sets Mark IN.

Sets Mark OUT.

Moves to Mark IN.

Moves to Mark OUT.
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ABCDEFGHIJKLMNOPQRSTUVWXYZ

Index

Numerics

16x9 aspect ratio 67
4x3 aspect ratio 67

A

Add Locator command 96
Add New Column dialog box 50
Add Restriction command 100
Adding
annotation icons 108
locators 96
metadata field 122
Annotating locators 105
Annotation Dictionary, modifying 106
Annotations
adding 105
assigning keys to 153
customizing 108
defining new 106
described 105
removing 106
Application display
updating 39
Archive
managing 147
sending clips or shotlists to 145
sending source to 147
setting up sending to 146
Aspect ratio of clips 67
Asset icons 42
Asset types, selecting 49
Assets
changing properties of 54
navigating to by searching 33
types of 42

Assigning key mappings 149
Audio
target resolution 141
working resolution 141
Audio clips
displayed in Research panel 42
Audio mixdown during Send to Playback 139, 142
Audio Monitoring Mix Mode 80, 86
Audio tracks
monitoring 80
monitoring with local audio mixing controls 83
Audio/Video Monitoring Preferences dialog box 80,
86
Automatic timeout
setting 29
Avid
online support 14
training services 15
Avid Unity
workspaces for send to playback 141
Avid Unity ISIS 19
Avid Unity MediaNetwork 19

B

Backward

playing clips 70
Browsing the asset manager 32
Building a shotlist 76

C

Captured material, logging 18
Categories

searching in 35
Changing

monitor size 60



Index ABCDEFGHIJKLMNOPQRSTUVWXYZ

Changing locator color 98
Changing properties of assets 54
Clips

cueing, viewing, and playing back 69

finding text in 110, 123, 134
loading 38
marking IN and OUT points 76

moving, copying, and duplicating 38

Color, setting for locators 98
Column headings

described 43
Columns

creating 50

hiding 43

moving 43

selecting working set 43

sorting information in 43
Create subclip button 89
Creating

new folders 36

new shotlist 125

shortcuts 36
Cueing footage 79
Custom metadata 115
Custom property

value for 46
Customizing annotations 108

D

Default value

setting for a property 120
Define Annotations command 106
Defining annotations 106
Deleting

custom layout 43

folders 36
Directory panel

changing fonts 26

creating new folders in 36

deleting folders in 36
Disabling tracks 80
Displaying

column headings 43

resolutions at full or half 73

Dragging IN points and OUT points 79

162

Dynamic relink 139
setting 22

E

Edit Keymappings command 155
Editing text inserted with key mapping 155
E-mail notification of sending to archive 146
Enter Column Layout Name dialog box 51
Exporting

locators 114

F

F5 button, refreshing with 39
Fields
adding a new metadata 122
File types
searching for 35
Find dialog box 110
Find function, using to search clips and shotlists 110,
123, 134
Finding
frames 72
Folders
creating 36
deleting 36
navigating to from a selected asset 36
Fonts, changing 26
Footage
cueing 79
marking and subcataloging 76
playing 70
Forward
playing clips 70
Frames
accessing in footage 69
enlarging or reducing 51
finding 72
Full resolution
displaying 73
Full-screen monitor 65

G

Graphic, adding custom icon to annotation set 108
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H

Half resolution
displaying 73
Headings
creating 50
described 43
Hide this Column command 43
Hiding
column headings 43
locators 110

Icons
adding to annotation set 108
for assets 42
Ignore/Respect Local Audio Mix button 86
IN points
dragging 79
marking 76
Indicators
for locators 98
Ingest, logging 18
Inserting
annotations with key mapping 153
text with key mapping 150
Interplay
Assist client of 19
Interplay Assist
basic workflows 19
exiting 22
starting 19
workflows 18
Interplay database
setting working and target resolutions 141
Interplay Engine
displaying information stored on 41
logging in 19
navigating in 32
shotlist checked into 142, 144
Interplay Media Services
selecting settings 146
Interplay Portal
viewing 14
Interplay Transfer status, showing 142, 144

J

J-K-L keys
playing and shuttling footage with 71

K

Key mappings
described 149
predefined 157
Key Mappings command 153
Keyboard shortcuts 157
Keymapping Editor dialog box 150
Keys
assigning to annotations 153
inserting text with 150
removing mapping 155
using for logging 149

L

Large monitor mode 61
Layout
custom 51
deleting 43
saving 51
Local audio mixing controls
described 83
enabling in Interplay Administrator 84
using 86
Locator Annotations Editor dialog box 106
Locators
adding 96
adding new annotation 106
annotating with labels 105
color, setting 98
defining annotations 106
deleting 113
deleting restriction 104
described 95
exporting 114
indicators 98
marking restriction on 100
moving to 112
printing 27
restriction, marking 101
setting visibility 110
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showing and hiding 109
Logged clips

changing aspect ratio for 67
Logging ingest 18
Logging panel

changing size 41, 65

printing 27

M

Macro text, mapping keys for inserting 149
Mapping keys

described 149

predefined 157
Mapping new key combinations 149
Marking

entire clips or segments 76

events during ingest 96

IN and OUT points 76
Master clip, locating 102
Master clips

displayed in Research panel 42
Match Frame 91
Match Frame, using to apply restriction 102
Media

navigating to by searching 33
Media objects

audio clips 42

master clips 42

sequences 42

subclips 42
Media Services Settings dialog box 146
Media tabs 53
Medium monitor mode 63

Merging property changes with changes on the server

54

Metadata

adding a new field 122

custom, examples of 115

entering during ingest 116

entering for shotlists 137

hiding a field 123

system, examples of 115
Mix mode monitoring 80
Mixdown, audio

during Send to Playback 139, 142
Mixing formats in a shotlist 130
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Mixing frame rates in a shotlist 130
Monitor modes 60
Monitoring audio and video 80

with local audio mixing controls 83
Moving clips or sequences 38
MultiRez

described 22

option 74

setting 22

N

Navigating

by searching 33

through folders 32

to a folder from a selected asset 36
New Shotlist command 125
New Subclip command 89

(0

Online support 14
Option
sending to playback 139
Organizing folders 36
OUT points
dragging 79
marking 76

P

Permission
for viewing resolutions 74
Pin (Save) button 53
Playback
changing speed of 71
sending a shotlist to 142
sending a source to 144
Playback, sending to 144
Playing footage 70
Position bar
using 69
Position indicator
using 69
Predefined key mappings list 157
Preferences
fonts 26
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Printing
logging panel 27
Properties
selecting from a custom list 46
updating changes of 54
Property Merge dialog box 54

R

Ratcheting
play speed 71
Redoing actions 25
Refresh All button, refreshing application with 39
Refresh button, refreshing the Research panel with 39
Relinking media 22, 139
Removing annotations 106
Removing key mapping 155
Renaming a shortcut 36
Rendering effects before sending to playback 144
Research panel
audio clips displayed in 42
changing fonts 26
changing size 41, 65
closing tabs 53
creating new columns 50
customizing display 41
displaying multiple tabs 53
headings 43
hiding columns 43
master clips displayed in 42
moving columns 43
refreshing 39
saving custom display 51
sequences displayed in 42
subclips displayed in 42
Reservations
described 31
Resizing Research panel or Logging panel 41, 65
Resolutions
displaying at full or half 73
playing 74
working and target audio 141
yellow marker for unavailable 139
Restricted material
creating subclips of 102
deleting 104
marking 101

marking using Match Frame 102
Restriction marker on locator 100
Restrictions

described 31
Reversing actions 25
Reviewing 18
Rough cut 18

S

Save Shotlist As dialog box 125
Save Subclip As dialog box 89
Saving a shotlist with a new name 138
Saving shotlist work 128
Saving shotlists 125
Search options 35
Searching
for assets 33
Select Working Set of Columns dialog box 43
Send to Archive command 146, 147
Send to Playback dialog box 142, 144
Sending a shotlist to playback 142
Sending a source to playback 144
Sending to playback during capture 139
Sequence No Effects message 131
Sequences
cueing, viewing, and playing back 69
displayed in Research panel 42
moving, coyping, and duplicating 38
rendering effects in before sending to playback
144
Set Type Filter dialog box 49
Set visibility command 109
Setting visibility of locators 109
Shortcut
creating in Directory panel 36
renaming 36
Shortcut keys 157
Shotlist
adding a shot to 130
adding a shotlist to 131
changing default start timecode 136
changing start timecode 135
changing the order of shots in 134
creating new 125
entering metadata for 137
finding text in 110, 123, 134
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mode, described 24

moving through 132

opening existing 128

printing 27

removing a shot from 135

saving 128

saving copy of 138

sending to playback 139
Shotlist button, entering Shotlist mode with 24
Shotlist to playback, sending 142
Show All command 109
Show command 43
Showing locators 109, 110
Shuttling

J-K-L key method 71
Size of frame, changing 51

Size of Research panel or Logging panel, changing

41, 65
Small monitor mode 64
Sorting
column information in Research panel 43
items in Save As destination 89, 125, 138
Source
sending to archive 147
sending to playback 144
Source button, entering Source mode with 24
Source clips
finding text in 110, 123, 134
Source mode, described 24
Start timecode
changing default for shotlist 136
changing for shotlist 135
Status of Interplay Transfer 142, 144
Stepping
J-K-L key method 71
Subclips
creating 89
displayed in Research panel 42
of restricted material, creating 102
System metadata 115

T

Tabs, opening multiple 53

Target resolution
described 141
viewing 74
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Text fields
searching in 35
Three-button play (J-K-L keys) 71
Thumbnail images 55
Thumbnail tab 55
Time
searching for 35
Timecode

changing default start for shotlist 136

changing start for shotlist 135
finding frames with 72
Timeout
setting automatic 29
Tracks, disabling 80
Training services 15
Transfer options 142, 144
Transport controls, using 70
Troubleshooting 14
Two-field video playback 73

U

Unavailable resolution marker 139
Undoing actions 25

Unsaved shotlist icon 128
Updating asset properties 54
Users, displaying 109

\'

Variable-speed play 71
Video Disabled display 80
Video guide 132
Video ID 142, 144
Video monitor
controls 58
Video tracks
monitoring 80
Visibility
setting to show all locators 109
setting to show or hide user 110
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w

Workflows 18
basic workflow 19
Working resolution 141
setting 142
Wrong Format message 130

Y

Yellow border on clips 139
Yellow highlight for unavailable resolution 74

Y4

Zoom bar 74
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