8150 Operations Intfroduction

Timelines

Introduction

This section discusses 8150 TimeFramel Effects editing,
including:

® saving and recalling Snapshot effects

m creating Timeline effects

» saving and recalling Snapshot and Timeline effects to and from
system memory, the floppy disk, and the optional hard disk
Both Snapshot and Timeline effects store individual parameters
as keyframes. The two effect types are saved and recalled

differently, however, as detailed in this section.

Snapshot Effects

The 8150 can "take a snapshot" of itself, which stores all the
settings for the keyers, wipe generators, color correctors,
SuperMatte generator, Aux outputs, and internal DVE
parameters. It saves the snapshot as a single keyframe. There are
25 memory registers available for storing Snapshot effects. When
you save a snapshot, you store all of the current switcher settings
for later recall. When you recall a Snapshot effect, the 8150
immediately configures itself to match all the settings saved in
that snapshot.

Some edit controllers let you "upload" and "download" switcher
settings as part of their EDL (edit decision list). As of this writing,
Axial and CMX edit controllers can upload and download the
8150’s Snapshot keyframe registers to their own memory.
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Some switcher settings, of necessity, are not saved as part of a
keyframe. These include framestore contents (except for
internally generated test patterns), input names, crosspoint bus
assignments, and Engineering menu settings. However, you can
save these settings separately as TIF, YUV, Y10, ENG, or PER files.

Timelines

You can string two or more keyframes together to create a
sequence, called a Timeline. When you run a Timeline, the 8150
begins by configuring itself according to the first keyframe. It then
looks ahead to the next keyframe to determine what its
configuration needs to be at the time designated by that keyframe.
The 8150 interpolates smoothly from its current settings to the
settings in the next keyframe. This continues until it reaches the
last keyframe on the Timeline.

Each keyframe has its own location and duration on a Timeline.
Keyframe durations default to one second, but you can set them
from 1 field to 5000 frames long. You can vary the length of each
keyframe independently and vary the start or end points of each
keyframe relative to other keyframes. You can also vary the
length of the entire Timeline while keeping the duration of each
keyframe proportional to the others.

Timeline Effects

You can use up to four Timelines in a Timeline effect. With two
or more Timelines in an effect, each Timeline runs simultaneously
with the other Timelines in the effect, and you can edit and offset
each Timeline independently.

You can assign different switcher settings to different Timelines.
For example, you can assign all M/E Color Correctors, M/E
Transitions, PGM/PST Color Correctors, and PGM/PST
Transitions to one Timeline (the default state), or divide them
between two Timelines, or have each parameter set on its own
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Timeline. Each parameter set can belong to only one Timeline in
any single effect. However, you can offset the relative start and
end time of each Timeline to create complex effects, letting some
parameters coincide with each other, while others can be
completely independent. A list of the assignable parameter sets
appears later in this section.

Running Timeline Effects with an Editor

You can play back a Timeline effect from an edit controller in the
same way that you play back a videotape ona VTR. The 8150 puts
out a timecode value (on its remote port) that corresponds to the
current time on its master Timeline. Each effect starts at a time of
00:00:00:00, but an edit controller can "preroll" the effect, just like
a VTR, to synchronize the effect with VIRs or other devices. Other
controls include pausing the effect, jog, rewind, fast-forward, cue,
and variable-speed playback.

Because a Timeline effect stores a large amount of data, it is
currently not possible to "upload" and "download" Timeline
effects to edit controllers. However, some edit controllers do let
you recall and run Timeline effects from the 8150’s own registers.

Saving and Recalling Timeline Effects

After creating an effect, you can save it to the 8150 on-line memory.
There are 100 Timeline effect registers available. With the standard
8 MB DRAM memory, there is enough on-line memory to save
Timeline effects in all 100 registers.

You canalso save Timeline effects to the floppy disk for archiving,
or for use with another 8150. Note that individual Snapshot effect
registers are stored on disk as EFF files; Timeline effect registers
are stored on disk as TIM files.
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Saving and Recalling Snapshot Effects

The Control Panel buttons used to store and recall individual
Snapshot effect registers appear below. Use the SAVE
KEYFRAME and RECALL KEYFRAME buttons with the
numeric keypad to store and recall Snapshot effect registers. You
can be in any menu when you save or recall a Snapshot effect
register.

You can save and recall up to 25 individual Snapshot effects in
on-line memory. They are are not part of any Timeline effect. The
following is an example.

STEP 1: Enter the number of the register you want to save in
the numeric keypad. You can enter register numbers
in the range 0 - 24. The number appears in the keypad
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The Register Save and Recall Buttons
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STEP 2:

STEP 3:

STEP 4:

STEP 5:

area of the menu screen. Press the SAVE KEYFRAME
button.

Change a crosspoint, or make some other change to
the switcher.

Enter the number of the saved register in the numeric
keypad. It appears in the keypad area of the menu
screen. Press RECALL KEYFRAME. Recalling the
register returns the switcher to the state it was in when
you saved the register.

To view a list of the Snapshot keyframe registers, press
the EFFECTS button to bring up the Effect menu and
press the Snapshot Effects softkey. Registers that have
keyframes stored in them display the time and date
that they were saved. Unused registers display
"Empty."

To protect a Snapshot keyframe from being
overwritten, use the Scroll pushknob to highlight the
register and press the Protect softkey. The letter "P"
appears on the line, indicating that you cannot save
another keyframe in that register. To unprotect it,
press Protect again to remove the "P."

NOTE: Recalling a Snapshot or Timeline effect
register does not automatically update the keyerand
color corrector source memories. See Section 4 —
Keying, and Section 8 - Color Correction, for
information on updating source memories by
recalling effects.

9100-0204-04 - APRIL 96 Timelines 10-5



Introduction 8150 Operations

Saving Snapshot Effect Registers to Disk
Back up Snapshot effect registers on a floppy disk or the optional
hard disk for archiving as follows:

STEP1: Set up the switcher and save the Snapshot effect
register as outlined on pages 10-4 and 10-5.

STEP 2: Insert a formatted 1.44MB or 720KB floppy disk into
the Control Panel or (optional) external floppy drive.
You can use a preformatted DOS floppy or format one
with a PC or the 8150. See Section 11 — Disk Operations
for information on formatting.

STEP 3: Press the DISK menu button and, if needed, select
Internal, External, or Hard Drv with the Drive softkey.
(It defaults to the internal drive unless you previously
selected another drive.) The menu displays
information about the size of the disk, available space,
and lists any disk files in the box in the center of the
menu. The internal Control Panel drive is A: the
external drive is B:, and the optional hard drive is C:.

STEP 4: Set the File Type pushknob to EFF and select the
register number you want to save with the Register
Number pushknob.

STEP 5: Press the Save softkey to highlight Name File. A
naming box appears in the bottom of the menu. If there
is a PC AT keyboard connected to the 8150 Control
Panel, you can use it to give the file a standard
eight-character name. If a PC keyboard is not
available, you can use the Cursor and Character
pushknobs to name the file as discussed in Section 11
— Disk Operations. The 8150 automatically adds the
tile extension based on the file type currently selected,
in this case, .EFF. See the 8150 Technical Guide for
information on connecting a PC keyboard to your 8150
Control Panel.
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STEP 6: Press the Confirm softkey. The 8150 writes the file to
the disk, and prompts when it is done. The menu
display updates to list the new file.

STEP 7: You can save acomment up to 80 characters long with
any existing .EFF file. To do this, press the Comments
(Set) softkey.

STEP 8: Use the File List pushknob to scroll to the file name
you want to add the comment to.

STEP 9: Enter the comment with the pushknobs or keyboard.
It appears in the comment box as you enter it.

STEP 10: When you finish entering the comment, press
Confirm. This saves the comment with the disk file.

STEP 11: To read a file comment, scroll to the file name and
press Comment (Show). The comment appears in the
comment box. If the comment is longer than 34
characters, turn the Cursor pushknob to move the
cursor and read the rest of the comment.

See Section 11 — Disk Operations for information on saving
multiple registers to disk in one operation.

Recalling Snapshot Registers from Disk

Recall Snapshot effect registers from disk as follows:

STEP 1: Insert the floppy disk with the register file into the
Control Panel or (optional) external floppy drive.

STEP 2: Press the DISK menu button and, if needed, select
Internal, External, or Hard Drv with the Drive softkey.

STEP 3: Set the File Type pushknob to EFF. The file list in the
menu only lists files of the selected type, unless you
set the File Type pushknob to ALL.

STEP 4:  Use the File List pushknob to scroll the highlight bar
in the file list and select the file you want to recall.

9100-0204-04 - APRIL 96 Timelines 10-7



Infroduction 8150 Operations

STEP 5: Use the Register Number pushknob to select the
register number to which you want to recall the file.
Note that this does not have to be the same register
from which you originally saved the file to disk.

STEP 6: Press the Confirm softkey. The 8150 recalls the file
from the disk, and prompts when it is done. You can
recall the register by entering the number and pressing
the RECALL KEYFRAME button.

NOTE: Recalling a Snapshot keyframe register does
not update keyer source memory settings. Pressing
the current crosspoint button on the key fill bus row
recalls the source memory settings and overrides the
settings that were recalled with the Snapshot effect
register. However, by adjusting any Key menu
setting you copy all the current key settings into the
source memory. In this way, you can save the current
key settings, or use the ones saved in the register.

See Section 11 — Disk Operations for information on recalling
multiple files from disk in one operation.
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Credating Timeline Effects

A Timeline is a set of keyframes connected sequentially in time,
and a Timeline effect is a combination of one to four Timelines
running in parallel. You create a Timeline effect with the buttons
in the Timeframel] Effects Editor and Quick Keyframes sections
of the Control Panel, and with the Timeline menu. You can save
and recall entire Timeline effects to and from on-board memory,
and back up and restore them to and from floppy disk, or the
optional hard disk drive, as .TIM files.

The 8150 saves Timeline effect keyframes differently than
Snapshot effect keyframes. It saves the first keyframe of a
Timeline effect as if it were a full snapshot, but successive
keyframes are saved only as differences from the first keyframe.
This avoids using large amounts of memory space for every
keyframe. It also, however, means it cannot accurately predict
how many more keyframes you can create before running out of
on-line memory. Since the number of total keyframes that you can
save to on-line memory varies, the only indication of how much
memory is left is in the Display Timelines submenu "Free
Memory" readout. It is a good idea to occasionally check the
amount of free memory to avoid running out at an inopportune
moment.

Basic Timeline Operations

When you create a Timeline effect keyframe, you save the current
switcher settings to a part of memory called the effect workspace.
This workspace is where you edit and run all Timeline effects. To
create a Timeline effect, you create a keyframe in the workspace,
where it is automatically inserted on one or more Timelines. The
workspace is the only place where you can run or edit a Timeline
effect. When you save a Timeline effect to memory, you save the
effect workspace to a Timeline effect register. Also, when you
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recall a Timeline effect register, it puts the contents of that register
in the workspace so that you can run or edit the effect.

Each keyframe has a default duration of one second, displayed
as 1:00. You can change each keyframe’s duration independently
or change all the keyframes. The last keyframe on a Timeline, by
definition, has no duration because there is no next keyframe for
interpolation or transition. However, if you add a keyframe to the
end of a Timeline, the former last keyframe duration is again
valid, and the new last keyframe has no duration.

You can also change the overall duration of the Timeline. This
changes the duration of each keyframe proportionally to
maintain the original timing relationships within the Timeline.
Also, if there is more than one Timeline in an effect, you can offset
the start and end points of one Timeline relative to the other(s),
or even start one Timeline after another’s end.

There are twelve sets of parameters that you can assign to
different Timelines. The default state assigns all twelve parameter
sets to Timeline 1, but you can easily change their assignments,
or unassign them if you do not want them in the effect at all. The
parameter sets are as follows:

m Keyer 1 parameters, including Key 1 Fill Color Corrector
settings and all crosspoint assignments (fill, key, mask, and
border fill sources)

m Keyer 2 parameters, including Key 2 Fill Color Corrector
settings and all crosspoint assignments (fill, key, mask, and
border fill sources)

m DSK parameters, including DSK Fill Color Corrector settings
and all crosspoint assignments (fill, key, mask, and border fill
sources)

m M/E Transition parameters (Background A, Background B,
Key 1, Key 2, and Priority), including crosspoint assignments
and the M/E Wipe(s) settings
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» PGM/PST Transition parameters (Program /Preset and DSK),
including crosspoint assignments and the Program/Preset
Wipe settings

® M/E Background A and Background B bus Color Corrector
settings

m PGM/PST Program and Preset bus Color Corrector settings

m Miscellaneous parameters: all framestore parameters, all Aux
bus output crosspoint selections, GPI outputs (GPOs), and
Timeline effect pauses

® SuperMatte generator settings

® DVE Channel A parameters, if the internal DVE is installed
® DVE Channel B parameters, if the internal DVE is installed
» DVE Global parameters, if the internal DVE is installed

The Timeline Display

Press the green TIMELINE button to access the Timeline menu.
Press the Display Timelines softkey to bring up the Timeline
graphic display. See the figure on the next page.

The four Timelines start at the left side of the menu at 00.00, which
indicates the start of the Timeline effect. Time markers along the
bottom of the display show the time relationships of the
keyframes on the various Timelines. Keyframes appear as vertical
lines on the Timeline displays. The amount of space between two
keyframes corresponds to the keyframe’s duration: the amount
of time it takes to interpolate from one keyframe to the next. Note
that, since the last keyframe on a Timeline has no "next" keyframe
for interpolation, ithas no duration. However, a duration appears
in the End pushknob label when you toggle the TimeLine softkey
to This KF. This duration is active only if another keyframe
follows this one.

The Timeline cursor is between the four Timelines. This is a
vertical line that indicates the "current time." The current time is
the location on the Timeline that corresponds to how far the effect
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has progressed, and is common to all four Timelines. If the
Timeline cursor is on a keyframe boundary or between two
keyframe boundaries, that is the "current keyframe."

A status line below the Timelines shows which Timeline is the
master, which keyframe is the current keyframe, and how much
memory is available. For example, the status line
Timelinel  Kf2of6 Free Memory 99.6%

means that Timeline 1 is the master, Keyframe 2 is the current
keyframe of a total of six in the effect, and that 99.6 percent of the
on-line effects memory (including all effect registers) is still
available.

The Master Timeline

The master Timeline’s parameters appear in the pushknob labels
in the Display Timelines submenu. Also, the TL softkey for the
master Timeline is highlighted. By default, Timeline 1 is the

This TL Timeline Menu -
This KE o Display
TimeLine Timelines
Assign
TL 1 [ } Timelines
Keyframe
TL2 } Events
Global
L3 } Events
Paths
a4 | |
I |
00 .00 01.00 02.00 03.00 04 .00 05 .00 06 .00 07 .00 LINC
Timeline 1 Kf 0 of O Free Memory 100 .0%
Offset Length Scroll Time Keypad
0:00 0:00 0:00 0:00

The Display Timelines Submenu
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master Timeline, but you can select any Timeline as the master.
To make another Timeline the master, press its TL softkey or
double press the blue delegation button for that Timeline
(TIMELINE 1 through TIMELINE 4).

Delegating Timelines

At least one Timeline, the master, must be delegated in any effect.
If a Timelineis delegated, or active, you modify it when you create
or change a keyframe in the effect. Undelegated Timelines do not
change when you insert, modify, remove, or delete keyframes.
When you run the effect, however, all Timelines run whether they
are delegated or not.

You can delegate one Timeline or any combination of the four by
pressing the blue Delegation buttons on the Control Panel
(TIMELINE 1 through TIMELINE 4). The LED in the button

Timeline Menu :
Display
Add o o Timelines
Timeline 1 Timeline 2
] Keyer 1 [ Empty ]
Keyer 2
DSK :
Assign
M/E Xition ! ;
Delete PIP Xition Timelines
M/E CCR
P/P CCR
Misc
SuperMatte Keyframe
DVE Chn[A Events
DVE Chnl B
DVE Global
o o Global
Timeline 3 Timeline 4 Events
[ Empty | [Emply ]
Paths
LINC
Parameter Keypad
Select P
Keyer 1

The Assign Timelines Submenu
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lights to indicate that the Timeline is delegated and enabled for
editing.

Creating Timeline Effects

The buttons in the Quick Keyframes section of the Control Panel
let you quickly and easily create a Timeline effect. These buttons
are as follows:

m INSERT NEXT - creates a keyframe from the current settings.
The new keyframe is inserted on all delegated Timelines after
the current keyframe, with the default duration of 1:00.

® DELETE -deletes the current keyframe, including its duration,
from the delegated Timelines. If the Timeline cursor is between
keyframes when you press the DELETE button, nothing
happens.

® MODIFY - copies the current switcher settings to the current
keyframe on the delegated Timelines. If the Timeline cursor is
between keyframes when you press the MODIFY button,
nothing happens.

» UNDO KF EDIT -"undoes" the last keyframe edit you made.
When you change the current workspace, the existing
workspace (before you made the change) is copied into
temporary memory called the Undo Buffer. You can think of
the Undo Buffer as backup storage in case you make a mistake
in the workspace, or decide that the change is not what you
want. Pressing UNDO KF EDIT exchanges the workspace,
which is the effect with the unwanted change, with the Undo
Buffer, which is the effect before you made the change.

Also, when you save the workspace to an effect register, the
contents of that effect register are automatically copied to the
Undo Buffer before the effect in the workspace overwrites the
effect currently in the register, if any. This lets you recover the
previous effect register contents in case you saved the
workspace to the wrong effect register.

Similarly, when you recall an effect register, the current
contents of the workspace are automatically copied to the
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Undo Buffer before the effect register overwrites the
workspace. This lets you recover what was in the workspace if
you did not save it before recalling the new register. In either
case, pressing UNDO KF EDIT exchanges the workspace with
the contents of the Undo Buffer.

This is an example of creating a simple Timeline effect:

STEP 1:

STEP 2:

STEP 3:

STEP 4:

STEP 5:

STEP 6:

STEP 7:

Press the TIMELINE menu button to bring up the
Timeline menu. Check that the TIMELINE 1 button
LED is lit; if it is not, you can not insert keyframes on
Timeline 1.

Select the black crosspoint button on the Background
A bus row. Select another source on the Background
B bus row. Press and highlight the BGND and MIX
buttons. Thisis the first keyframe, the start of the effect.

Press the INSERT NEXT button in the Quick
Keyframes area. This stores the current switcher setup
as Keyframe 1 on Timeline 1.

Move the fader bar to the other end of its range to
transition from black to the source you selected on the
Background B bus. Press the WIPE transition button
to select a wipe as the next transition.

Select another source on the Background B bus and
press the INSERT NEXT button. This stores the new
switcher setup as Keyframe 2.

Move the fader bar to the other end of its range to
perform the new transition. Press the INSERT NEXT
button to store this setup as Keyframe 3.

Press the RUN button. The 8150 program output
shows a fade up from black to the first source you
selected, then a wipe from that source to the second
source you selected.
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In this way, you can create an effect with as many keyframes as
needed to perform as many functions as needed. In the above
example, you used only the M/E Transitions parameter. You can
use any or all of the parameters listed in the Assign Timelines
menu by changing their settings between keyframes. The 8150
interpolates between the settings to smoothly change from one
setting to the next.

This example adds a key and the SuperMatte to the effect that you
built in the previous steps.

STEP 1: Press the END (FF) button to go to the end (last
keyframe) of the effect, in this case, Keyframe 3.

STEP 2:  Select SuperMatte on the Background B bus. Press the
Quick Keyframes MODIFY button (not the
Timeframe[d Effects Editor MODIFY button). This
changes the current keyframe so that it is ready to
transition to the SuperMatte.

STEP 3: Move the fader bar to transition this source to the
Background A bus. Press the KEY 1 button and set up
a key on Keyer 1 (either a luminance or chroma key)
with the key and fill sources of your choice.

STEP 4: When the key is set up, transition the key off, making
sure that only the KEY 1 button is lit. (Since the
transition mode selected is Wipe, the key transitions
off as a wipe unless you change it to another mode.)
Press the INSERT NEXT button to save this setup as
Keyframe 4.

STEP 5: Transition the key on. Press the INSERT NEXT button
to save this setup as Keyframe 5.

STEP 6: Press the MISC button. Press the Super Matte
Attributes submenu softkey, then the Super Matte
Adjust softkey. Change the SuperMatte colors so that
the transition from the original colors to the new ones
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STEP 7:

is obvious. When finished, press INSERT NEXT to
save this setup as Keyframe 6.

Press the RUN button. You should see the following
happen in this order:

1 - A fade up from black to the first source.

2 — The second source wipes on over the first source.
3 — The SuperMatte wipes on over the second source.
4 — Key 1 wipes on over the SuperMatte.

5 — The SuperMatte changes color under the key.

So far, you have used only one Timeline. If, for example, you want
to delay or advance the SuperMatte changes relative to the
transitions, you can assign the SuperMatte parameter set to
another Timeline and move it relative to the first Timeline.

Assign the SuperMatte parameters to another Timeline as

follows:
STEP 1:

STEP 2:

STEP 3:

STEP 4:

In the Timeline menu, press the Assign Timelines
softkey.

Use the joystick to move the black square in the menu
display to the box with the word "Empty" beneath the
"Timeline 2" label. The box highlights.

Use the Parameter Select pushknob to select
SuperMatte. Press the Add softkey. This moves the
SuperMatte parameters from Timeline 1 to Timeline 2.

Press the Display Timelines softkey. Note that
Timeline 2 now has a timeline display. Press the TL2
softkey, or double press the blue TIMELINE 2
delegation button below the menu. This delegates
Timeline 2 as the master timeline.
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STEP 5:  Set the Offset pushknob to 2:00. This delays the start
of Timeline 2 from the start of the effect by two
seconds.

STEP 6: Press the RUN button. Watch the effect and note that
the key transitions on as before, but the SuperMatte
color does not change until two seconds later than it
did previously.

You can use this to change timing relationships between any
parameters sets listed in the Assign Timelines menu.

Motion Path Types

When you create a Timeline effect, at least some settings change
from one keyframe to the next. This change from one keyframe
value to another can be calculated in several ways, depending on
what type of parameter is changing. These ways of calculating
changes are known as "motion paths," or simply "paths."

The 8150 supports five different motion path types, but most
parameters let you select only the first three. The motion path
types are as follows:

= JP (Jump)

This is similar to "Hold" on DVEs. A jump motion path does not
interpolate or ramp from one value to another; it jumps from the
value in one keyframe to the new value in the next keyframe.

Many 8150 settings are flags. These are static settings, for example
video sources, border types, or color corrector modes. If this type
of parameter changes in an effect, it must change instantly, as no
"in-between" settings apply. Flags can only use a JP path, and you
cannot change their path type. You can also apply JP to any
parameter that is a numeric value. This makes the parameter
jump from one setting to the next instead of interpolating or
ramping.
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LN (Linear)

A linear path changes or interpolates in a completely linear
fashion from the current value to the next. With this motion path
type, values change at a constant rate from beginning to end,
without acceleration or deceleration. All 8150 numeric
parameters default to this path type, except for the wipe pattern
position parameters and most internal DVE position parameters,
which default to SM (described later).

m SL (Smooth-Linear)

A smooth-linear path changes or interpolates from the current
value to the next by starting out slowly at the beginning of the
current keyframe and accelerating to a constant speed. It holds
this speed until it approaches the end of the current keyframe,
when it decelerates to a stop at the next keyframe. You can assign
this path type to any numeric parameter.

® T1 and T2 (Tension-Continuity-Bias 1 and 2)

Tension, continuity, and bias (TCB) are three interactive motion
attributes. T1 and T2 are identical in function; having two sets
means you can apply one set of TCB values to some parameters
and a different one to others.

As of this writing, only wipe pattern position, rotation, and split
level switcher parameters accept the T1 and T2 path types, as well
as most of the position parameters for the optional internal DVE.
This is because you can only apply T1 and T2 to parameters that
actually define the physical position of an object in the image. In
the 8150, the wipe patterns are the only "objects" that you can
move in the image. This means that only the wipe H Position, V
Position, Rotation, and Split Level parameters can use T1 and
T2. (Whileitis true that you can change the position of the internal
key mask edges in a Timeline effect, they are not true "objects,"
and therefore are not motion splined.) Additionally, because the
internal DVE actually repositions images, those parameter can
also use T1 and T2.
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A "spline" is a mathematically generated curved path, and a TCB
spline is one way to define a curved path. Besides the curve, there
is acceleration and deceleration through the path. The degree of
this non-linear speed depends on the tension value.

An important aspect of TCB is that, to apply the spline
predictably, it must "look behind" to the previous keyframe on
the Timeline and "look ahead" to the next. This lets it calculate
how much and in which direction to curve the motion path for
the current keyframe. This means that effects that use TCB must
be at least three keyframes long, or you will not see the splined
path. Also note that no matter how much the motion path curves
between keyframes, the moving object always "lands" on each
keyframe location exactly, if only for the duration of one field.

Tension, continuity, and bias define interrelated attributes of the
motion path, and therefore are not completely independent. For
the following descriptions, imagine a simple effect that moves a
square wipe pattern around the screen in three keyframes.
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The Tension value defines how much the wipe pattern’s path
curves as it changes direction between keyframes. At the
minimum tension value of -1.0, the motion path appears the same
asa Smooth-Linear (SL) path: the wipe pattern moves in a straight
line, accelerates and decelerates at the beginning and end of each
keyframe, and makes a sharp turn at the keyframe boundary.

Increasing tension toward its maximum value of 1.0 curves the
path between keyframes so that the pattern turns less sharply at
the keyframe boundary. Also, much like a running person
"rounds off" a turn to avoid having to slow down too much, a
more positive tension value lets the wipe pattern decelerate less
as it approaches, and accelerate less as it leaves, the keyframe.

The default tension value of 0.7 provides a natural looking curved
motion path. This is where the "look behind" and "look ahead"
calculations determine how much and in which direction the path
curves. They must "know" the positions of the previous and next
keyframes relative to the current keyframe.

KF3

Positive
Tension

-1
_ /

N

Positive
Tension
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Continuity defines how smooth or continuous the motion path
is between keyframes. This is useful for creating movement that
appears to "bounce" without any added deceleration or
acceleration. The default value of 0.0 shows no discontinuity at
all: the wipe pattern finishes one keyframe and begins the next
with no visible disturbance.

Positive continuity bends the motion path at the keyframe
boundary so that the wipe pattern approaches the keyframe
position from "outside" its normal path. It lands on the keyframe
position, then "bounces" out of that position, again to the
"outside" of where its normal motion path would take it.

KF3

Tension

Tension

Positive
Continuity
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Negative continuity bends the wipe pattern’s motion path to the
"inside" of its normal path. It lands on the keyframe position, then

"bounces” toward this "inside" path.

The effect must "look behind" to the previous keyframe and "look
ahead" to the next keyframe to determine where its "normal" path
would be, and then bend the actual path accordingly.

NOTE: The effect of the continuity value varies with
the amount of tension applied. With no tension
-1.0), continuity has no effect on the
motion path.

(tension =

KF3

Tension

A
KF1

/q—\

Negative
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Bias defines the motion path’s direction as it enters and exits the
keyframe boundary: it "overshoots" or "undershoots" the
keyframe position. This is useful for adding "momentum" to a
moving object. The default value of 0.0 causes the wipe shape to
enter and exit the keyframe position symmetrically.

Positive bias forces the wipe pattern to "overshoot" the keyframe
position, move through it, then continue in the same direction
briefly before turning toward the next keyframe position.

KF3

Greater
Tension

Kll /

Positive Bias
Lesser
Tension
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Negative bias forces the wipe pattern to "undershoot" the
keyframe position: it turns toward the next keyframe position
before it reaches the current keyframe, then continues through
the current keyframe on its way to the next one.

The effect must "look behind" and "look ahead" to know where
the previous and next keyframes are located This lets it produce
the correct overshoot or undershoot direction.

NOTE: The effect of the bias value varies with the
amount of tension applied. With no tension (tension
=-1.0), bias has no effect on the motion path.

KF3

Lesser
Tension

KF1
N Je:
!

Greater
Tension

Negative Bias

If you apply the T1 or T2 path type to some keyframes but not
others, only the keyframes with T1 or T2 as the path type will look
ahead and behind to those keyframes. Also, since the first
keyframe in an effect cannot "look behind," and the last keyframe
cannot "look ahead," you may get unexpected results if you apply
T1 or T2 to the first and last keyframes. You may want to use
another path type for these keyframes, for example, SL
(Smooth-Linear). Because of the way tension, continuity, and bias
interact, you may want to set aside some time to explore this.
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= SM (Smoothed Motion)

A smoothed motion path defines the motion path by taking into
account the position of all keyframes on a Timeline. As of this
writing, only wipe pattern position, rotation, and split level
switcher parameters accept the SM path type, as well as most of
the position parameters for the optional internal DVE. As with T1
and T2, this is because you can only apply SM to parameters that
actually define the physical position of an object in the image. In
the 8150, the wipe patterns are the only "objects" that you can
move in the image. This means that only the wipe H Position, V
Position, Rotation, and Split Level parameters let you use SM,
which is their default path type. (While it is true that you can
change the position of the internal key mask edges in a Timeline
effect, they are not true "objects," and therefore are not motion
splined.) Additionally, because the internal DVE actually
repositions images, those parameter can also use SM.

Smoothed motion creates the smoothest possible motion path, in
both time and motion, by eliminating as many sharp turns and
changes in speed as each keyframe position and duration allows.
Note that with the SM path type, the object’s position exactly
coincides with the original keyframe position as created, albeit
for just the duration of one field.

If you do not apply SM to all keyframes, the keyframes with
another path type use the one assigned. However, the 8150 uses
all keyframes in the effect to calculate the smoothed motion for
the keyframes with SM.

Assigning Path Types

All "keyframable" settings in the 8150 show the two-character
motion path abbreviation, for the type assigned, in their
pushknob labels. A parameter without a pushknob label is a flag
(toggle), and can only jump between settings during an effect. If
the parameter has a pushknob label, but no path type display, it
is either not a keyframable setting, or motion paths do not apply.
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To assign a path type to anindividual parameter, press the PATH
button in the numeric keypad. A display in the Keypad Buffer
toggles the path types (JP, LN, SL, T1, T2, and SM) as you press
PATH. Highlight the path type you want, then press the
parameter’s pushknob. The label shows the currently assigned

path type.

To assign a path type to a group of parameters, you can select the
path type you want, then press and hold PATH and press a
control softkey, a submenu softkey, or a green menu button to
assign that path to all parameters associated with that softkey,
submenu, or menu. If there are parameters in that group that
cannot accept the selected path type, they change to the "highest"
path type level possible for the parameter, which is SL for most
switcher parameters.

NOTE: Copying values from one parameter to
another with the Keypad Buffer does not copy the
path type; if necessary, you must change the path
type manually for each parameter.

Triggering GPI Outputs (GPOs)

The 8150 has eight independent GPI (General Purpose Interface)
Outputs that you can trigger as part of a Timeline keyframe. The
GPOs are pulses that you can use to trigger a function in another
device, such as starting an effect in a DVE or recalling a page in a
character generator. See the 8150 Technical Guide for information
on connecting GPOs to other equipment.

Trigger one or more GPOs as part of a Timeline effect as follows,
using the Timeline effect that you built in the previous discussion
as an example.

STEP 1: In the Personality menu, press the Remote Port
Enables softkey. Verify that the GPOs softkey is On.
This enables the GPOs.
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STEP 2: In the Timeline menu, press the Display Timelines
softkey to bring up the Timeline graphic display.

STEP 3: Double press the blue TIMELINE 1 button to delegate
Timeline 1 as the Master. Use the PREVIOUS or NEXT
buttons (near the fader bar) to move the Timeline
cursor to Keyframe 2.

STEP 4: Press the Keyframe Events softkey. Use the Select
GPO pushknob to select GPO 1.

STEP 5: Press the Toggle GPO softkey. Note that the GPO
Select display changes from None to 1- - — - - - - to
indicate that GPO 1 is selected.

STEP 6: Turn the Select GPO pushknob to select GPO 4, and
press Toggle GPO again. Note that GPO Select now
displays 1 - -4 - - — —, to indicate that GPOs 1 and 4
are selected.

STEP 7:  Press the Quick Keyframes MODIFY button to modify
Keyframe 2 (see step 2) to trigger GPOs 1 and 4.

STEP 8: Run the effect by pressing the RUN button. The GPO
Select display reads None until it reaches Keyframe 2,
when it changes to 1 — — 4 — — — . When it reaches
Keyframe 3, it reverts to None again for the rest of the
effect. Any external device connected to GPOs 1 or 4
is triggered at Keyframe 2 in this effect.

STEP 9: Repeat steps 6 and 7 to add more GPOs or trigger
GPOs on other keyframes. Numbers in the GPO Select
display indicate that those GPOs are active if saved as
part of a keyframe. To remove GPOs from a keyframe,
select the GPO number with Select GPO and press
Toggle GPO to remove it from the GPO Select display.
Press the Quick Keyframes MODIFY button to modify
the current keyframe and deactivate the GPO trigger.

You can use this method to use GPOs in any 8150 Timeline effect.
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Pausing an Effect

The Keyframe Events submenu has a Pause softkey. You can
pause any Timeline effect by toggling Pause On and saving it as
part of a keyframe. If you insert new keyframes later, be sure to
toggle Pause Off again. All keyframes that you create with Pause
On pause when you run the effect. Pause flags are part of the
Miscellaneous parameter set, which you can assign to any
Timeline.

If a keyframe has Pause On, the effect pauses at the beginning of
that keyframe, and the STOP NEXT button lights. To continue
running the effect from the point at which it paused, press the
RUN button. To run the effect from the beginning, press the
STOP NEXT button to turn it off, then press RUN.

Press the REV button to run the effect in reverse, from the last
keyframe to the first. While running in reverse, a keyframe with
a pause causes the effect to pause when it reaches that keyframe,
i.e., at the "end" of the keyframe when viewed from the true start
of the effect. Pressing REV with STOP NEXT lit runs the effect in
reverse from the point at which it paused. Pressing REV with
STOP NEXT off runs it in reverse from the end. You can also run
the effect in the opposite direction after a pause, making the effect
run toward the point at which it started.

To manually pause an effect, press the STOP NEXT button to
light it. With the STOP NEXT button lit, the fader bar does not
control transitions. Instead, it is a manual Timeline position
control, and moves the Timeline cursor within the boundary of
one keyframe as a fine manual "jog" of the effect. This mode is
active regardless of which menu appears in the display. Moving
the fader bar without touching either end-stop slides the Timeline
cursor back and forth within the current keyframe. Moving the
fader bar to its end-stop moves the cursor to the next keyframe.
The fader bar moves the cursor within this next keyframe until it
reaches its end-stop, when it moves the cursor to the next
keyframe, and so on until you reach the end of the effect. You
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cannot step backward to the previous keyframe with the fader
bar in this mode.

In the Display Timelines submenu, you can use the joystick to
manually move the Timeline cursor, effectively moving back and
forth in the Timeline. The STOP NEXT button lights in this mode
to indicate that the effect is paused. Unlike the fader bar, the
joystick works like this only in the Display Timelines submenu.

Looping an Effect

The Global Events submenu has a Loop softkey. Toggle Loop On
to put the current effect in an endless loop. Because the last
keyframe has no duration, the effect "cuts" from the last keyframe
to the first keyframe. For a seamless loop, you can make the last
keyframe of the effect the same as the first one by pressing;:

COPY — START (REW) — TO — END (FF) — ENTER

However, if there is a transition involved in the last keyframe,
you may have to modify the last transition so that it blends
smoothly to the first keyframe: select the source used in the first
keyframe on the Background B or Preset bus in the last keyframe.

Setting the Preview output source to Auto (look-ahead preview)
is helpful for determining what the completed transition will look
like. Observing the Preview output, select the sources and active
bus transitions so that the Program output resembles the current
(last) keyframe and the Preview output resembles the first
keyframe. Modifying the last keyframe now allows a graceful
transition from the end of the Timeline back to the beginning
when Loop is enabled.

Defeating Crosspoint Memory in an Effect

You may want to run an effect but use different crosspoint sources
than the ones used when you created the effect. You can use the
Xpoints softkey in the Global Events submenu to toggle All On,
All Off, or Inh Aux.
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When you create a Timeline effect keyframe, it saves all
crosspoint matrix settings, regardless of this flag’s setting,
including bus row selections, Aux output sources, key fill, key
source, and key mask selections, Framestore inputs, etc. With the
Xpoint softkey, you can enable or disable recall of the crosspoint
selections as needed.

m All On enables all crosspoint selections and recalls all sources
exactly as they were when you created the effect.

m All Off defeats recall of all crosspoint selections that were
current when you created the effect. This lets you run the same
effect but use different sources each time without having to
modify and resave keyframes. Note that the original source
selections are still saved with the effect; they are just not active
in All Off mode.

» Inh Aux inhibits recall of only the Aux crosspoint selections in
a Timeline effect. It recalls all other crosspoint selections, but
leaves the Aux outputs undisturbed, so you can use them for
unrelated operations while running the effect.

Xpoints is strictly a recall function, which you can set differently

as needed, for the same Timeline effect.

Forcing or Inhibiting a Transition

In a Timeline effect, the 8150 normally executes a background
transition only when the source selected on the Background B or
Preset bus is different from the one selected on the Background
A or Program bus. If the same source is selected on both buses, it
does not execute a transition. However, sometimes you might
want to transition from a source to itself, for example to wipe
between the source and a color corrected version of the same
source. Conversely, you can inhibit a transition from one source
to another so that it executes a cut instead of the selected
transition.

The M/E Trans and P/P Trans softkeys in the Keyframe Events
submenu independently control the transition status for all M/E
buses and PGM/PST buses. The defaultis Auto. Toggling to Force
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forces a transition for that keyframe, even if the same source is
selected on both buses. Toggling to Off inhibits the selected
transition and the source changes with a cut at the next keyframe.
Since these settings are keyframe-based, you can force and/or
inhibit transitions as often as needed in a single Timeline effect.

Editing Timeline Effects

After creating a Timeline effect, you can change, or edit, it. Use
the buttons in the Timeframell Effects Editor section of the
Control Panel to modify an existing Timeline effect, or to create a
new effect. These buttons are INSERT, DELETE, REMOVE,
COPY, MODIFY, CLEAR KEYFRAME, START (REW), TO,
END (FF), THIS, ALL, and ENTER, as described below.

As you press these buttons, a dialog line shows the command
string that you are creating for the effects editor. In all menus, this
edit dialog line appears in the lower left corner of the menu
screen, above the left pushknob label.

NOTE: You can only edit delegated (active)
Timelines. To delegate a Timeline, press its blue
TIMELINE button to light its LED.

Use the INSERT button as follows:

m Press INSERT — ENTER to insert a new keyframe after the
current keyframe. This increases the Timeline’s overall length
by the new keyframe’s duration.

m Press INSERT — THIS — ENTER to insert a new keyframe at
the current location on the Timeline, whether it is between
keyframes or not. This does not change the overall Timeline
length. Instead, it shortens the durations of the previous and
next keyframes to make room for a new keyframe, and ripples
all subsequent keyframe numbers.
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m Press INSERT — START (REW) — ENTER to create a new
Keyframe 1 and ripple all subsequent keyframe numbers. This
increases the overall Timeline length by the new keyframe’s
duration.

® Press INSERT — END (FF) — ENTER to insert a new
keyframe at the end of the Timeline. This increases the overall
Timeline length by the duration of the old last keyframe, which
is now the next to the last keyframe.

® Press INSERT — <number> — ENTER to insert a new
keyframe at the specified keyframe location. If that keyframe
does not exist, the 8150 creates as many copies of the new
keyframe as it needs to reach the specified number. This
increases the overall Timeline length by the new keyframe’s
duration.

® Press INSERT — <number> — TO — <number> — ENTER
to create a range of identical keyframes starting with the first
number and ending with the second number. This inserts the
keyframes at the current timeline location, and ripples all
subsequent keyframe numbers. This changes the overall
Timeline length by the new keyframes’ total duration.

Use the DELETE button as follows:

® Press DELETE — ENTER or DELETE — THIS — ENTER to
delete the current keyframe. This shortens the Timeline by the
deleted keyframe’s duration, and ripples all subsequent
keyframe numbers.

m Press DELETE — START (REW) — ENTER to delete
Keyframe 1. This shortens the Timeline by the deleted
keyframe’s duration, and ripples all subsequent keyframe
numbers.

m Press DELETE — END (FF) — ENTER to delete the last
keyframe, make the old next to the last keyframe the last
keyframe, and set its duration to 0:00. This shortens the overall
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Timeline length by the duration new last keyframe used to
have.

m Press DELETE — <number>— ENTER to delete the specified
keyframe number. This shortens the Timeline by the deleted
keyframe’s duration, and ripples all subsequent keyframe
numbers.

® Press DELETE — <number> — TO — <number> — ENTER
to delete the specified range of keyframes. This shortens the
Timeline by the total durations of the deleted keyframes, and
ripples all subsequent keyframe numbers.

m Press DELETE — ALL — ENTER to delete all keyframes on a
Timeline. This sets the Timeline length to 0:00.

Use the REMOVE button as follows:

® Press REMOVE — ENTER or REMOVE — THIS — ENTER
to delete the current keyframe and ripple all subsequent
keyframe numbers. This also adds the deleted keyframe’s
duration to the previous keyframe to maintain the same overall
Timeline length. Removing the first keyframe shortens the
overall Timeline length by the removed keyframe’s duration.
Removing the last keyframe shortens the overall Timeline
length by the duration the new last keyframe used to have.

® Press REMOVE — START (REW) — ENTER to delete
Keyframe 1 and its duration. This ripples all subsequent
keyframe numbers, but does not move the location of the new
Keyframe 1 relative to other timelines. This shortens the
Timeline by the removed keyframe’s duration.

m Press REMOVE — END (FF) — ENTER to delete the last
keyframe on a Timeline. This shortens the Timeline by the
duration the new last keyframe used to have. (same as DELETE
— END — ENTER).

m Press REMOVE — <number> — ENTER to delete the
keyframe. This adds its duration to the previous keyframe to
maintain the same overall Timeline length.
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® Press REMOVE — <number>— TO — <number>—ENTER
to delete a range of keyframes. This adds their total duration
to the previous keyframe to maintain the same overall Timeline
length.

m Press REMOVE — ALL — ENTER to delete all keyframes in
a Timeline (same as DELETE — ALL — ENTER).

Use the COPY button as follows:

® Press COPY — START (or) THIS (or) END (or) <number> —
TO — START (or) THIS (or) END (or) <number> — ENTER
to copy a keyframe to another location on the Timeline. This
overwrites the parameters in the destination keyframe.

m Press COPY — START (or) THIS (or) END (or) <number> —
TO — START (or) THIS (or) END (or) <number> — INSERT
— ENTER to copy a keyframe to another location on the
Timeline. In this case, instead of overwriting the parameters in
the existing destination keyframe, it inserts a new keyframe in
front of the specified destination keyframe and ripples all
subsequent keyframe numbers.

m Press COPY — START (or) THIS (or) <number> — TO —
THIS (or) END (or) <number>—TO —START (or) END (or)
<number> — ENTER to copy a range of keyframes to another
location on the Timeline. This overwrites the parameters in the
destination keyframe(s). This copies the first keyframe in the
range to the destination keyframe, and the rest of the range is
added by overwriting existing keyframes or creating new
keyframes as needed. Note that when you enter a range of
keyframes, the editor dialog line in the menu display changes
the first "TO" to "THRU" to indicate a range.

m Press COPY — START (or) THIS (or) <number> — TO —
THIS (or) END (or) <number>—TO —START (or) END (or)
<number>—INSERT —ENTER to copy a range of keyframes
to another location on the Timeline. In this case, instead of
overwriting the parameters in the existing destination
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keyframes, it inserts a new range of keyframes in front of the
specified destination keyframe and ripples all subsequent
keyframe numbers.

Use the MODIFY button as follows:

® Press MODIFY — ENTER or MODIFY — THIS — ENTER to
overwrite the existing keyframe with the current switcher
settings. If the Timeline cursor is between keyframes, nothing
happens.

® Press MODIFY —START (or) END (or) <number>—ENTER
to overwrite an existing keyframe with the current switcher
settings.

® Press MODIFY — ALL — ENTER to overwrite only the
parameters that are different, in all keyframes, from the
settings at the "current time" (indicated by the Timeline cursor)
with the actual settings (the way the switcher is currently,
actually set up). This is known as an "absolute modify." For
example, a Timeline has three keyframes that set a border hue
to 30 in the first keyframe, 60 in the second keyframe, and 90
in the third keyframe. The current time is at the first keyframe,
and you change the border hue to 120. Pressing MODIFY —
ALL — ENTER changes the border hue in all three keyframes
to 120.

m Press the MODIFY — TRIM — ALL — ENTER to trim only
the parameters that are different, in all keyframes, between the
settings at the current time and the actual settings. This is
known as a "relative modify." Using the above example, the
difference in the settings at the current time (hue = 30) and the
actual settings (hue = 120) is 90. Pressing MODIFY — TRIM
— ALL — ENTER offsets the hue by 90 in all three keyframes,
resulting in hue settings of 120, 150, and 180.

m Press MODIFY — START (or) THIS (or) <number>— TO —
THIS (or) END (or) <number>—ENTER to overwrite arange
of keyframes that are different from the settings at the current
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time. This is the same as MODIFY — ALL — ENTER except
that it modifies only the specified range of keyframes, not all
keyframes.

® Press MODIFY — TRIM — START (or) THIS (or) <number>
— TO — THIS (or) END (or) <number> — ENTER to trim a
range of keyframes that are different from the settings at the
current time. This is the same as MODIFY — TRIM — ALL —
ENTER except that it trims only the specified range of
keyframes, not all keyframes.
Besides the uses described above, you can press the START
(REW) button alone to immediately go to the first keyframe on
the master Timeline. Press the END (FF) button alone to
immediately go to the last keyframe on the master Timeline. Use
the TO button to go immediately to the start of a keyframe on the
master Timeline by pressing TO — <number> — ENTER.

The THIS, ALL, and ENTER buttons are used in Timeline effect
editing dialog as described above.

Press the PREVIOUS button in the Timeline button section to
stop a running effect at the beginning of the previous keyframe.
Press the NEXT button to stop a running effect at the beginning
of the next keyframe. These buttons do not pause the effect but
actually stop it.

To go to a specific point in time in the effect, enter the time on the
numeric keypad and press the Time pushknob. The effect jumps
immediately to the entered time, which is now the effect’s
"current time."
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Using LINC

LINCO (Locally Integrated Node Control) is a serial remote
control protocol developed by Abekas to give the switcher control
over other devices, such as DVEs and DDRs (digital disk
recorders), as part of the switcher Timeline effect. With LINC you
can run these devices repeatably and frame-accurately. They are
actually part of the effect.

The LINC submenu lists 16 devices, which correspond to the 16
available LINC addresses. Highlight a device with the Scroll
pushknob and toggle the Dev Enable softkey to enable or disable
that device as part of a switcher Timeline effect. Each device’s
ON/OFF status appears next to its LINC address.

Since each LINC device reports back to the 8150 every video field,
there is a maximum number of LINC devices that you can use in
a single Timeline effect. This number varies according to the type
of device, but should be limited to ten devices or fewer.

Because of the size of the 8150 Control Panel, manual control of
LINC devices is limited to Play, Stop, and Jog. However, these
controls should let you find the exact point in the DVE effect or
off-disk video that you want to correspond to a point in the
switcher Timeline effect.

To define the relative timing of the Timeline, DVE, and DDR, you
must use the Offset control. The use of this control varies
depending on the device, as explained below. After you enter the
offsets for each device, they are saved and recalled with the
Timeline effect.

Adding a DVE to a Timeline Effect

If you have a DVE that supports LINC protocol (Abekas A57,
DVEOUS, A51, or Component A53-D, for example), you can
integrate an effect on the DVE into an 8150 Timeline effect. If the
DVE effect is to start at the same time as the Timeline effect, enter
a 0:00 value in Offset, since they start simultaneously.
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To begin the DVE effect after the Timeline effect starts, enter a
positive offset. This delays the start of the DVE effect until after
the start of the Timeline effect. Enter the number of frames (or
seconds and frames) for the DVE effect start delay in the Offset
pushknob.

To run the DVE effect from a point after its own start point, enter
a negative offset value. This cues the DVE effect to a point past
the start of the effect: it starts from there when you run the
switcher Timeline effect. Note that, in either case, the DVE effect
does not always run from its own start point; it runs from the
point determined by the Offset value.

You may need to synchronize a certain point in the DVE effect
with a certain point in the switcher Timeline effect. To calculate
the offset, subtract the Timeline effect’s time code ("current time")
at that point from the time code of the DVE effect at that point.
Theresultis the needed offset value, which can be either a positive
or negative number.

Adding a DDR to a Timeline Effect

If you have a digital disk recorder that supports LINC protocol
(Abekas Diskus or A66, for example), you can integrate the off
disk video into an 8150 Timeline effect. To use the video at a time
code location of 00:00 on the disk in the effect, enter 0:00 in the
Offset pushknob.

If the off-disk video starts at a time code location after 00:00, enter
that value as a negative number. Since you want to exclude the
off-disk video before the time code location, you must offset the
start of the disk (defined as 00:00) before the start of the switcher
Timeline effect by that same amount. This lets the correct video
appear at the beginning of the effect.

An easy way to do this is to go to the beginning of the Timeline
effect (press START), then use the JOG pushknob to position the
DDR at the start of the desired video footage. Then just press JOG
to copy the timecode number into the Keypad Buffer, and press
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Offset to load that number as its timecode offset. However, since
the offset value must be a negative number, press the +/- button
and press Offset to make the number negative.

Note that, when the effect runs, the DDR instantly cues to, and
runs from, the time code location specified by the Offset value; it
does not run from the beginning of the disk.

You may need to synchronize the off-disk video with a certain
point in the switcher Timeline effect. To calculate the offset,
subtract the Timeline effect’s time code ("current time") at that
point from the time code of the needed off-disk video. The result
is the needed offset value, usually a negative number.

The 8150 controls DDRs as either playback or record devices. To
use a DDR as a recorder, press the LINC softkey in the Timeline
menu and turn the Scroll pushknob to highlight the address of
the desired DDR in the list. Its status, next to its address number,
should read PLA. Press the Dev Enable softkey to toggle its status
to REC. Use the Record Len pushknob to enter a record length,
and use the Offset pushknob to enter a record "in" point. As noted
above, you must enter the "in" point as a negative number so that
the DDR’s timeline is offset correctly from the switcher timeline.

Now, when you run this Timeline effect, the DDR will cue to the
assigned "in" point and begin recording as the effect runs,
dropping out of record as it reaches the end of its assigned record
length.

To assign this DDR as a playback device, toggle Dev Enable
through OFF to PLA. Alternatively, assigning REC status to
another DDR automatically changes the status of the current DDR
back to PLA.

For more information on using the 8150 and the Abekas Diskus
as a Cache Recorder, see the 6100 10-Bit Cache Recorder
Configuration and Operations Manual, P/N 9100-0252.
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Saving and Recalling Timeline Effects

After building a Timeline effect, you can save it for use later. With
the standard 8MB DRAM memory, there is enough memory to
let you save Timeline effects to all 100 on-line effect registers.

Save and recall Timeline effects as follows:

STEP 1:
STEP 2:

STEP 3:

STEP 4:

Press the EFFECT menu button.

Press the Name softkey and enter a name (up to eight
characters) with the Cursor and Character pushknobs,
or a PC AT compatible keyboard connected to the
Control Panel KEYBOARD port.

Use the Scroll pushknob to select the register to which
you want to save the effect. You can use any effect
register number (0 through 99).

Press the Confirm softkey to save the effect. It is stored
in battery backed RAM, and remains available, even if
the 8150 is powered down or rebooted.

WARNING: Performing a RAM update in the
Engineering menu, or removing the Switcher
board from the Main Chassis, clears all Timeline
effects saved to memory. Be sure to save all

Timeline effects to disk before doing either.

Recall a Timeline effect from an effect register as follows:

STEP 1:
STEP 2:

STEP 3:

STEP 4:

In the Effect menu, press the Recall softkey.
Use the Scroll pushknob to highlight the Timeline
effect you want to recall.

Press the Confirm softkey to load the selected Timeline
effect into the active workspace.

When the effect is loaded, the switcher configures
itself to the first keyframe of the effect. You can press
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the RUN button to run the effect, press the NEXT and
PREVIOUS buttons to step through the effect one
keyframe at a time, or edit the effect without running
it.

NOTE: Recalling a Timeline effect register does not
automatically update the keyer and color corrector
source memories. See Section 4 - Keying, and
Section 8 — Color Correction, for information on
updating source memories by recalling effects.

Saving Timeline Effect Registers to Disk

Back up a Timeline effect to disk as follows:

STEP 1: Create a Timeline effect and save it to an effect register
as outlined above.

STEP 2: Inserta 1.44MB or 720KB floppy disk into the Control
Panel or (optional) external floppy drive. You can use
a preformatted DOS floppy, or format one with a PC
or the 8150. See Section 11 — Disk Operations for
information on formatting.

STEP 3: Press the DISK menu button and, if needed, select
Internal, External, or Hard Drv with the Drive softkey.
(It defaults to the internal drive unless you previously
selected another drive.) The menu displays
information about the size of the disk, available space,
and lists any disk files in the box in the center of the
menu. The internal Control Panel drive is A: the
external drive is B:, and the optional hard drive is C:.

STEP 4: Set the File Type pushknob to TIM and select the
register number you want to archive with the Register
Number pushknob.
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STEP 5:

STEP 6:

STEP 7:

STEP 8:

STEP 9:

STEP 10:

STEP 11:

Press the Save softkey to highlight Name File. A
naming box appears in the bottom of the menu. If you
have a PC AT keyboard connected to the 8150 Control
Panel, you can use it to give the file a standard eight
character name. If a PC keyboard is not available, you
can use the Cursor and Character pushknobs to name
the file as discussed in Section 11 — Disk Operations.
The 8150 automatically adds the file extension based
on the file type currently selected, in this case, .TIM.
See the 8150 Technical Guide for information on
connecting a PC keyboard to your Control Panel.

Press the Confirm softkey. The 8150 writes the file to
the disk, and prompts when it is done. The menu
display updates to list the new file.

You can save a comment up to 80 characters long with
any existing .TIM file. Press the Comments (Set)
softkey.

Use the File List pushknob to scroll to the file name
you want to add the comment to.

Type or enter the comment, which can be up to 80
alphanumeric characters. The comment appears in the
comment box as you type.

When you finish typing the comment, press Confirm.
This saves the comment with the disk file.

To read any file comment, scroll to the file name and
press Comment (Show). The comment appears in the
comment box. If the comment is longer than 34
characters, use the Cursor pushknob to move the
cursor along the full length of the comment.

See Section 11 — Disk Operations for information on saving
multiple registers to disk in one operation.
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Recalling Timeline Registers from Disk
Recall Timeline effect registers from disk as follows:

STEP 1: Insert the floppy disk with the Timeline file into the
Control Panel or (optional) external floppy drive.

STEP 2: Press the DISK menu button and, if needed, select
Internal, External, or Hard Drv with the Drive softkey.

STEP 3: Set the File Type pushknob to TIM. The file list in the
menu only lists files of the selected type, unless you
set the File Type pushknob to ALL.

STEP 4:  Use the File List pushknob to scroll the highlight bar
in the file list and choose the file you want to recall.

STEP 5:  Select the register number you want to recall the file to
with the Register Number pushknob. Note that this
does not have to be the same register number from
which you originally saved the file to disk.

STEP 6: Press the Confirm softkey. The 8150 recalls the file
from the disk, and prompts when it is done. You can
now recall the Timeline effect from the Effect menu.

See Section 11 — Disk Operations for information on recalling
multiple files from disk in one operation.
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The Timeline Menu

This TL Timeline Menu -
This KF + : Display
TimeLine Timelines
‘ ] Assign
TL 1 | Timelines
Keyframe
TL2 } Events
Global
L3 } Events
Paths
a4} |
I I I I I I I I
00 .00 01.00 02.00 03.00 04 .00 05 .00 06 .00 07 .00 LINC
Timeline 1 Kf 0 of O Free Memory 100 .0%
Offset Length Scroll Time Keypad
0:00 0:00 0:00 0:00

The Timeline Menu

Press the green TIMELINE button to bring up this menu. Here
you can view graphics of existing Timeline effects, assign
parameters to different Timelines, and establish and use LINC
communications.. The display includes the current time from the
start of the effect, and lets you scroll up and down the Timeline
display. You can also use this menu to adjust keyframe start and
end times, Timeline durations, and Timeline offsets.
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Display Timelines Submenu

Press the Display Timelines softkey to bring up a graphic display
of the four Timelines. There are controls for scrolling through the
displays and adjusting lengths and offsets of all Timelines, one
Timeline, or individual keyframes.

Each Timeline is displayed horizontally on the LCD screen, with
the start (00.00) of the effect on the left side and the seven-second
point (07.00) on the right side. Timeline effects can be any length,
but the display can only show a seven second segment at a time.

At the left of each Timeline are softkeys labeled TL 1 through TL
4. Pressing a softkey highlights the label and makes the selected
Timeline the master Timeline.

This TL Timeline Menu .
This KF S Display
Timeline Timelines
‘ ] Assign
TL 1] | Timelines
Keyframe
TL2 | Events
Global
L3 } Events
Paths
TL4 ! ]
I I I I I I I I
00 .00 01.00 02.00 03.00 04 .00 05.00 06 .00 07 .00 LINC
Timeline 1 Kf 0 of O Free Memory 100 .0%

Offset Length Scroll Time Keypad

[

0:00 0:00 0:00 0:00

The Display Timelines Submenu
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Timeline
Press this softkey to toggle This TL, This KF, and ALL. Selecting
This TL or ALL brings up these pushknob controls:

Offset - use to move the selected Timeline (or all Timelines if
ALL is selected) relative to 00.00, the effect start point. Note that
the Timeline effect always starts at 00.00, even if none of the
timelines start at that point.

Length - use to change the overall length of the selected
Timeline (or ALL Timelines) by changing each keyframe’s
length proportionally in the Timeline.

Scroll - use to move the Timeline display backward or forward
to see the current part of the effect. This does not change the
Timeline effect; it just lets you see other parts of the effect.

Time - the display shows the current time at the cursor location.
You can use the joystick to move forward or backward on the
Timeline. To go to a specific point on the Timeline, enter the
time in the numeric keypad and press the Time pushknob.

NOTE: The 8150 interprets numbers entered for
times or durations as frames. For example, it
interprets an entry of 1 — 0 — 0 as 100 frames, and
displays it as 3:10 in 525 or 4:00 in 625. To enter
seconds and frames, enter the seconds, press the
decimal (*) button, then enter the frames. For
example, an entry of 1 —* — 0 — 0 is interpreted as
1 second 0 frames, and is displayed as 1:00 in both
line standards. To enter seconds and frames plus
one field, enter the seconds, press the decimal
button, enter the frames, then press the decimal
button again. For example, an entry of 1 —* — 0 —
0 — * is 1 second 0 frames plus 1 field, and is
displayed as 1:00* in both line standards.
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If you select This KF with the TimeLine softkey, the pushknob
labels change as follows.

m Start - use to adjust the point in time that the current keyframe
starts relative to the beginning of the Timeline effect. Note that
the first keyframe always starts at 00.00, and that the last
keyframe has no duration, and therefore no "start" or "end."
This does not change the overall Timeline length because it
changes the duration of the previous keyframe accordingly.

» End - use to adjust the point in time that the current keyframe
ends relative to the beginning of the Timeline effect. Note that
the last keyframe has no duration, and therefore no "start" or
"end." This does not change the overall length of the Timeline,
because it changes the duration of the next keyframe
accordingly with one exception. The exception is that changing
the end time of the next-to-last keyframe does change the
overall Timeline length, because the last keyframe has no
duration.

® Duration - use to adjust the current keyframe’s duration. This
adjustment does change the overall length of the Timeline
because it does not affect the duration of any other keyframe.

® Time - the display shows the current time at the cursor location.
You can use the joystick to move forward or backward on the
Timeline. To go to a specific point on the Timeline, enter the
time in the numeric keypad and press the Time pushknob. See
the note on the previous page about entering times with the
numeric keypad.
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Assign Timelines Submenu

Use the Assign Timelines softkey to assign different sets of
switcher attributes to the Timelines. With this feature, you can
change some switcher parameters independently of others
during a Timeline effect.

This submenu has four columns labeled "Timeline 1" through
"Timeline 4." You can assign any switcher parameter set to any
Timeline column. To move a parameter set to a different Timeline,
use the joystick to move a small black square, called the Assign
cursor, to highlight a parameter box in any of the four Timeline
columns. (If the Timeline column has no parameters assigned, a
box with the word "Empty" appears in that column.) Select the
parameter set that you want to assign to that Timeline with the
Parameter Select pushknob, then press the Add softkey. If that
parameter set is assigned to another Timeline column, it is

Timeline Menu ,
Display
Add o o Timelines
Timeline 1 Timeline 2
[ ] Keyer 1 [ Empty ]
Keyer 2
DSK :
Assign
M/E Xition Hiagar
Delete PIB Xition Timelines
M/E CCR
P/P CCR
Misc
SuperMatte Keyframe
DVE ChnlA Events
DVE Chnl B
DVE Global
o o Global
Timeline 3 Timeline 4 Events
[ Empty | [Emply ]
Paths
LINC
Parameter Keypad
Select P
Keyer 1

The Assign Timelines Submenu
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automatically deleted when you add it to the new column. You
cannot assign a parameter set to more than one Timeline at once.

To remove a parameter set from all Timelines, move the joystick
to highlight the parameter set that you want to delete, then press
the Delete softkey. However, once you have deleted a parameter
set, if you recall it later, that parameter set has no keyframes of its
own. To avoid this, just move the parameter set to another
Timeline instead of deleting it entirely.

The Parameter Select pushknob toggles the parameter sets:

m Keyer 1 — all attributes for M/E Keyer 1, including fill, key,
mask, and border fill sources, and the Keyer 1 Fill Color
Corrector; this does not include transitioning the key on or off.

m Keyer 2 — all attributes for M/E Keyer 2, including fill, key,
mask, and border fill sources, and the Keyer 2 Fill Color
Corrector; this does not include transitioning the key on or off.

m DSK - all attributes for the Downstream Keyer, including fill,
key, mask, and border fill sources, and the DSK Fill Color
Corrector; this does not include transitioning the key on or off.

® M/E Xition (Transition) — all M/E transitions, including
background transitions, key transitions, key priority
transitions, or any combination; the Background A and B bus
crosspoint selections; all M/E Wipe generator(s) attributes.

m P/P Xition (Transition) — all PGM/PST transitions, including
Program /Preset bus transitions, DSK transitions, or both; the
Program and Preset bus crosspoint selections; all the
Program/Preset Wipe generator attributes.

m M/E CCR - all attributes for the M/E Background A and
Background B Color Correctors.

m P/P CCR - all attributes for the Program and Preset bus Color
Correctors.

® Misc — Aux bus output source selections; all Framestore
attributes, including source selections; GPO (GPI output)
triggers; Timeline effect pauses.
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® Super Matte — all SuperMatte generator attributes.

= DVE Chnl A - all parameters from Channel A of the optional
internal DVE, if installed.

# DVE Chnl B - all parameters from Channel B of the optional
internal DVE, if installed.

» DVE Global - all global parameters of the optional internal
DVE, if installed.

Add

Press this softkey to add a parameter set to a Timeline column.
Select the parameter set with the Parameter Select pushknob. Use
the joystick to move the Assign cursor to any parameter in the
Timeline column (including "Empty"), then press the Add softkey.

Delete

Press this softkey to remove a parameter from a Timeline column.
Use the joystick to move the Assign cursor and highlight the
parameter, then press the Delete softkey. Note that if you delete
a parameter set from a timeline and later recall it, the parameter
set contains no keyframes of its own.
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Keyframe Events Submenu

Use the controls under the Keyframe Events softkey to:

m enable, disable, or force M/E and PGM /PST transitions

® add or remove a pause

m trigger the GPI outputs.

The M/E Transition control applies to the M/E Transition
parameter set, the PGM/PST Transition control applies to the
P/P Transition parameter set. The settings for the Pause flag and

Toggle GPO (GPIOutputs) are part of the Miscellaneous Timeline
parameter set, which you can assign to any Timeline.

M/E Trans

This softkey toggles Auto, Force, and Off. This is a keyframable
parameter, so you must modify the keyframe(s) that you want to
use this setting with.

Ao Timeline Menu P
F((J) rfcfe T'\rlla/nEs Time‘l)im)e/s

Auto )
Assign
Force P/P / !
%‘ Trans Timelines

Keyframe
Events

Global
Events

Off Paths

On Pause
LINC

Toggle

GPO
Select GPO GPO Keypad
Select P
1 1o mm e

The Keyframe Events Submenu

10-52 Timelines 9100-0204-04 - APRIL 96



8150 Operations The Timeline Menu

® Auto, the default mode, executes the active M/E background
bus transition if the crosspoint selected on Background A is
different from that selected on Background B.

® Force executes the transition even if the same source is selected
onbothbuses. This is useful if you need a wipe pattern to move
through the picture without changing the background source.

m Off executes the transition only as a cut. This is useful if you
want to perform a cut on the Background A bus instead of the
active transition.

P/P Trans

This softkey toggles Auto, Force, and Off. This is a keyframable
parameter, so you must modify the keyframe(s) that you want to
use this setting with.

m Auto, the default mode, executes the active PGM/PST bus
transition if the crosspoint selected on the Program bus is
different from the crosspoint selected on the Preset bus.

® Force executes the transition even if the same source is selected
onboth buses. This is useful if you need a wipe pattern to move
through the picture without changing the background source.

m Off executes the transition only as a cut. This is useful if you
want to perform a cut on the Program bus instead of the active
transition.

Pause

Toggle this softkey On to pause a Timeline effect at the beginning
of a keyframe when run forward, or at the end of the keyframe
when run in reverse. You must insert or modify the keyframe
with Pause On for the Timeline effect to pause at that keyframe.

Since this flag is a part of the Miscellaneous parameter set, you
can assign pauses to only one Timeline in an effect. Note that the
entire effect pauses at keyframes with the Pause flag On, not just
the Timeline to which you assign the pause.
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Toggle GPO

You can trigger GPOs (GPI outputs) during any keyframe in the
Timeline with the Miscellaneous parameter set assigned to it.
Select the GPO (1 through 8) that you want to trigger with the
Select GPO pushknob. When you press Toggle GPO, the GPO
Select display shows that number and a series of dashes. Select
another GPO with the Select GPO pushknob, then press Toggle
GPO again to add that GPO to the display. To remove a GPO from
the display, select its number with Select GPO and press Toggle
GPO. This removes that GPO number from the GPO Select
display.

The GPOs shown in the GPO Select display are saved as a
keyframe parameter on the Timeline that has the Miscellaneous
parameter set assigned to it. When you run the Timeline effect, it
triggers the selected GPOs at the beginning of that keyframe. You
can trigger any combination of GPOs in any or all keyframes.

NOTE: Be sure to enable the GPOs by toggling
GPOs On in the Personality Remote Port Enables
submenu. If the GPOs setting is Off, no GPOs are
triggered, even if they are part of a Timeline effect.
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Global Events Submenu

Press the Global Events softkey to bring up controls for looping
a Timeline effect and for enabling or disabling crosspoint recall
in a Timeline effect.

Loop

Toggle this softkey On to place the current Timeline effect in an
endless loop when you run it in either direction. For a seamless
transition from the end keyframe to the start keyframe, add anew
end keyframe that is the same as the start keyframe by pressing
COPY — START — TO — END — ENTER.

When Loop is On, a reverse highlighted "L" appears in the menu
display next to the Timeline keyframe status message above the
Keypad Buffer. This reminds you that the current Timeline effect
will loop continuously when you run it in either direction.

off Timeline Menu Display
[ On | Disp
On Loop Timelines
AllOn ;
. Assign
inf fug Xpoints Timelines

Keyframe
Events

Global
Events

Paths

LINC

Keypad

The Global Events Submenu
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XPoints

Press this softkey to toggle All On, All Off, and Inh. Aux. Note
that Timeline effects always save crosspoint settings, regardless
of the Xpoints setting; this flag only affects recalling the
crosspoint settings.

m All On (the default) recalls all crosspoint matrix settings in an
effect, including all bus row selections, Aux outputs, key fill,
source, and mask settings, Framestore inputs, etc.

» All Off does not recall any crosspoint settings when you run a
Timeline effect, so that you can build and save an effect using
one set of crosspoint sources, then select different sources and
run the effect using the new sources.

® Inh. Aux recalls all crosspoint settings except the four Aux bus
outputs. This lets you run Timeline effects without affecting
the Aux outputs, which you can then use for other unrelated
purposes.
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Paths Submenu

The Timeline Menu

Press the Paths softkey to bring up controls for setting tension,
continuity, and bias values for the T1 and T2 presets. See the
discussion that begins on page 10-18 for details on the path types.
In brief, tension, continuity, and bias (TCB) are time and motion
parameters that define the path a parameter takes during the
course of a Timeline effect. T1 and T2 are both TCB presets. There
are two presets so that you can apply one set of TCB values to
some parameters, and different set to others. As of this writing,
only wipe pattern position, rotation, and split level switcher
parameters take the T1 and T2 (as well as SM) path types.

T1
Select

Timeline Menu

Tension

0.7

Continuity

0.0

Bias

0.0

Display
Timelines

Assign
Timelines

Keyframe
Events

Global
Events

Paths I

LINC

Keypad
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Select

Press this softkey to toggle T1 and T2. Use the Tension,
Continuity, and Bias pushknobs to set the values for the selected
motion path (T1 or T2). The discussion beginning on page 10-18
outlines each setting in detail.

® Tension — controls how sharply the motion path bends as it
changes direction.

m Continuity — controls how smooth, or continuous, the motion
path is as it enters and leaves a keyframe.

® Bias — controls the symmetry of the motion path as it enters
and leaves a keyframe.
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LINC Submenu

Press the LINC softkey to access the listing and controls for LINC.
To enable LINC, set Editor Port 3 for LINC protocol and enable
the port. See the 8150 Technical Guide for information on physical
connections to LINC devices.

Dev Enable

Press this softkey to select or deselect a LINC device. Use the
Scroll pushknob to move the highlight in the list and select the
device’s LINC address. Press Dev Enable to toggle the device ON
and OFF. If the device is a DDR (digital disk recorder), the status
in this column toggles between PLA (playback), REC (recorder),
and OFF.

Use the Offset pushknob to select an offset value for the timecode
from the selected LINC device. If the LINC device is a DVE, you

Timeline Menu :
Dev I Display
Enable Timelines
Location Offset

1 00:00:20:00 ___23:59:40:00

2 REC 6100 00:00:39:15  23:59:21:15 )
Play 3 ON 5100 00:00:06:10  00:00:00:00 Tiﬁfgl'i%”es

4 ON  NONE 00:00:00:00  00:00:00:00

5 ON  NONE 00:00:00:00  00:00:00:00

6 ON  NONE 00:00:00:00  00:00:00:00

7 ON  NONE 00:00:00:00  00:00:00:00 Keyframe
Stop 8 ON  NONE 00:00:00:00  00:00:00:00 Events

9 ON  NONE 00:00:00:00  00:00:00:00

10 ON  NONE 00:00:00:00  00:00:00:00

1 ON  NONE 00:00:00:00  00:00:00:00 Global

12 ON  NONE 00:00:00:00  00:00:00:00 Events

13 ON  NONE 00:00:00:00  00:00:00:00

14 ON  NONE 00:00:00:00  00:00:00:00

15 ON  NONE 00:00:00:00  00:00:00:00

16 ON  NONE 00:00:00:00  00:00:00:00 Paths

LINC I
Scroll Offset Record Len Jog Keypad
1 -20:00 04:20 20:00

The LINC Submenu
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can begin running its effect after the beginning of the 8150
Timeline effect. To do this, enter a positive offset value in Offset.

If the LINC device is a DDR (digital disk recorder), you can play
back disk video that has a beginning time code number higher
than 00:00:00:00. To do this, enter a negative offset value in Offset.
The value should equal to the time code number at the start of the
piece of video. This runs the disk from the selected time code
location as the 8150 Timeline effect runs. You can enter an offset
value of up to +/- 10,000 frames, which is 5:33:10 in 525, and
6:40:00 in 625.

If youare using a DDR (digital disk recorder) as a Cache Recorder,
you can set the record length for that device with the Record Len
pushknob. Enter the desired record duration in frames or seconds
and frames using the normal method.

Use the Jog pushknob or the joystick to jog or step the selected
LINC device through its effect or recorded material. You can also
cue the device to a certain time code number by typing the desired
time code number and pressing Jog. The time value in the Jog
display is the time code output by the device.

Play

Press this softkey to play or run the selected LINC device. Use the
Scroll pushknob to move the highlight in the list and select the
device’s LINC address.

Stop

Press this softkey to stop or pause the selected LINC device. Use
the Scroll pushknob to move the highlight in the list and select
the device’s LINC address.
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The Effect Menu

Effect Menu —
Timeline
Save Effects
0) opening
Recall Eff] 1) clientl
Recall 2) client2 Snapshot
3) sports Effects
4) weather
5) joesmove
6) closing
7) EMPTY
8) EMPTY
9) EMPTY
10) EMPTY
11) EMPTY
12) EMPTY
Protect 13) EMPTY
Copy
Current
Confirm
Scroll Cursor Character Keypad
5 < Move > Change

The Effect Menu

Press the green EFFECT button to access the Effect menu. Use this
menu to save and recall Timeline effects and Snapshot keyframes
to and from on-line battery-backed memory. The standard 8150
with 8MB of DRAM memory can store 100 Timeline effects in
effect registers from 0 through 99.

To recall independent DVE effects, such as for Effect transitions,

use the DVE Misc menu, which you can access by pressing the
EFFECT TRANS menu button.

You can also save a total of 25 Snapshots as Keyframes 0 through
24. The Snapshot keyframes have their own registers that are
separate from the Timeline registers. You cannot name a
Snapshot keyframe; however, the 8150 stamps each register with
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the current time and date when you store a Snapshot keyframe
in it. Note that you do not have to be in this menu to save or recall
Snapshot keyframes; the menu simply displays the status of the
25 registers. To save or recall a Snapshot keyframe, enter the
keyframe number (0 through 24) in the numeric keypad and press
the SAVE KF or RECALL KF button.

Each Timeline effect register shows the date that it was saved, the
total number of keyframes in it, and an eight-character name that
you can assign to it. A PC AT keyboard connected to the 8150
Control Panel makes naming Timeline effects quick and easy.

To save and recall Timeline effect and Snapshot keyframe
registers to and from disk, see Section 11 — Disk Operations.

Converting Snapshots Created with Earlier Software
Snapshot keyframes that are created with one version of software
may not be compatible with a later version; however, Timeline
effects are compatible with later software versions. If you have
Snapshot keyframes that you will need to use after a software
update, use the following procedure to convert them.

NOTE: You should perform this procedure BEFORE
the software update, as you will be unable to recall
old Snapshot keyframes (even if they were saved to
disk) with the new software.

STEP 1: Recall a Snapshot keyframe that you wish to use after
the software update by typing the keyframe number
and pressing RECALL KEYFRAME.

STEP 2: To keep the process simple, assign all parameter sets
to Timeline 1. Press the Assign Timelines softkey and
verify that all 12 parameter sets are assigned to
Timeline 1, and that all other Timeline columns read
"EMPTY."
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STEP 3:

STEP 4:

STEP 5:
STEP 6:

STEP 7:

STEP 8:

STEP 9:

STEP 10:

STEP 11:

Double-press the TIMELINE 1 button, lighting its
LED. Press INSERT NEXT to create a timeline effect
keyframe out of the current setup.

Save this one-keyframe timeline effect into one of the
Timeline effect registers. You can name it if you wish.

Save this Timeline effect to disk as a .TIM file.

Repeat the above steps for all Snapshot keyframes that
you wish to save. See Section 11 — Disk Operations for
a method of saving multiple registers to disk in one
operation.

Perform the software update per the instructions that
came with the update kit.

After the update is complete, restore the Timeline
effects from disk that you saved earlier. See Section 11
— Disk Operations for a method of recalling multiple
disk files in one operation.

Recall one of these Timeline effects. Once it is recalled,
enter the Snapshot keyframe number for which you
want to save it, and press SAVE KEYFRAME.

Repeat the previous step for all other Snapshot
keyframes that you saved as Timeline effects. Once
they are saved as Snapshot keyframes, you can delete
them from the Timeline effect registers if you wish.

If necessary, save the converted Snapshot keyframes
to disk as .EFF files.
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Timeline Effects Submenu

Press the Timeline Effects softkey to name, save, and recall
Timeline effects to and from battery-backed memory.

The upper middle part of the menu lists all the Timeline effects
registers. If there isno effect stored in aregister, "EMPTY" appears
at that register number.

Save (Name Eff)

Press this softkey to assign an eight-character name to a Timeline
effect that you are ready to save. Three pushknobs appear: Scroll,
Cursor, and Character. Use the Scroll pushknob to move the
highlight in the list and select a register to which you want to save
a Timeline effect. If you know the register number, you can enter
itand press Scroll to move directly to that register. You can assign
an eight-character name to each Timeline effect before you save

Effect Menu :I ,
Timeline
Save I Effects

0) opening
[TRecall EFff] i
Recall Eff %} g“zﬂg Snapshot
Recall
3) sports Effects

4) weather
5) joesmove
6) closing

7) EMPTY
8) EMPTY
9) EMPTY
10) EMPTY
11) EMPTY
12) EMPTY
Protect 13) EMPTY

Copy
Current

Confirm

Scroll Cursor Character Keypad

5 < Move > Change

The Timeline Effects Submenu
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it. You can use a PC AT keyboard connected to the Control Panel
KEYBOARD port to name the effects.

If a PC AT keyboard is not available, you can use the Cursor and
Character pushknobs to name the effect. Use the Character
pushknob to select a character in the naming box, then press the
pushknob to enter the character. The cursor automatically
advances to the next character position. To move the cursor, use
the Cursor pushknob. To clear the naming box, press the CLEAR
button in the numeric keypad, then the Character pushknob.

After entering the name and selecting the register to which you
want to save the effect, press the Confirm softkey.

To protect a Timeline effect register from being overwritten, select
the register with the Scroll pushknob, then press the Protect
softkey. "P" appears to indicate that that register is now protected.
To remove the overwrite protection, select the register with the
Scroll pushknob, then press the Protect softkey.

NOTE: All Timeline effects, protected or not, are
deleted if you clear the RAM or update software in
the Engineering menu, or remove the Switcher
board from the Main Chassis. Save all needed effect
registers to disk before executing any of these
functions.

Recall (Recall Eff)

Press this softkey to recall a Timeline effect from a register. Use
the Scroll pushknob to move the highlight in the list and select
the register to recall. You can also enter the register number and
press the pushknob to highlight the register. Press the Confirm
softkey to load the effect into the effect workspace, where you can
run or edit it.
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Protect

Use this softkey to protect an effect register from being
overwritten. Select a register with the Scroll pushknob, then press
the Protect softkey. "P" appears to indicate that the register is
protected. To unprotect a register, highlight it with the Scroll
pushknob and press Protect.

Copy Current

Press this softkey to copy a Timeline effect name to the naming
box for editing. (This does not copy Timeline effects, only effect
names.) Use the Scroll pushknob to highlight the register name
in the list, then press Copy Current. You can edit the name with
a PC AT keyboard or the Cursor and Character pushknobs. You
can use the edited name to save the current Timeline effect to
another register.

Confirm
This softkey acts as an "enter" button: it enters the settings in the
other controls in this menu.
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Snapshot Effects Submenu

Press the Snapshot Effects softkey to save and recall Snapshot
keyframes to and from battery backed memory.

The upper middle part of the menu lists the Snapshot keyframe
registers. If there isno effect stored in aregister, "EMPTY" appears
at that register number. If there is a keyframe stored, the display
includes the register’s time and date stamp. You cannot name a
Snapshot keyframe.

Save (Save Eff)

Press this softkey to save a Snapshot keyframe to one of the 25
registers. Use the Scroll pushknob to move the highlight in the
list and select a register. You can also enter the register number
in the numeric keypad and press Scroll to highlight that number.
Press Confirm to save the Snapshot keyframe.

Effect Menu —
Timeline
Save I Effects

0) 11-16-95 15:50

[TRecall EFff] =1 ;
Recall Eff] %} :FEIJ\}II;L‘I?YQS 9:40 Snapshot
Recall 3) EMPTY Effects
4) EMPTY

Delete Eff

7) EMPTY
Delete 8) EMPTY
9) EMPTY
10) EMPTY
11) EMPTY
12) EMPTY
Protect 13) EMPTY
Confirm
Scroll Keypad
5

The Snapshot Effects Submenu
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To protect a Snapshot keyframe register from being overwritten,
select the register with the Scroll pushknob, then press the
Protect softkey. "P" appears to indicate that that register is now
protected. To remove the overwrite protection, select the register
with the Scroll pushknob, then press the Protect softkey.

NOTE: All Snapshot keyframes, protected or not,
are deleted if you clear the RAM or update software
in the Engineering menu, or remove the Switcher
board from the Main Chassis. Save all needed effect
registers to disk before executing any of these
functions.

Recall (Recall Eff)

Press this softkey to recall a Snapshot keyframe from a register.
Use the Scroll pushknob to move the highlight in the list and
select the register to recall. You can also enter the register number
and press the pushknob to highlight the register. Press the
Confirm softkey to load the Snapshot keyframe, which
immediately configures the switcher to the settings in the
keyframe.

Delete (Delete Eff)

Press this softkey to clear or remove a Snapshot keyframe from a
register. Use the Scroll pushknob to move the highlight in the list
and select the register to delete. You can also enter the register
number and press the pushknob to highlight the register. Press
the Confirm softkey to delete the Snapshot keyframe.
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Protect

Use this softkey to protect a Snapshot keyframe register from
being overwritten. Select a register with the Scroll pushknob,
then press the Protect softkey. "P" appears to indicate that the
register is protected. To unprotect a register, highlight it with the
Scroll pushknob and press Protect.

Confirm
This softkey acts as an "enter" button: it enters the settings in the
other controls in this menu.
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Disk Opera’rlons

Introduction

Use the Disk menu to save and recall switcher files. The 8150 has
a built-in 3.5" floppy disk, located on the right side of the Control
Panel. You can also add an optional external floppy drive, which
is useful if your Control Panel is mounted in a console that covers
the integral disk drive. An optional 1GB SCSI hard drive is also
available to store all files, including image files. This drive mounts
in the Main Chassis.

The floppy drive supports 1.44MB and 720KB floppy disks.
Floppy disks are in the MS-DOS format, letting you manage files
off-line on a personal computer. Because you can save switcher
setups and effects to disk, you can easily and precisely recreate
switcher setups. You should always back up engineering setup,
personality, and effect files to disk before performing a system
update or removing the main board from the Main Chassis.

NOTE: If you connect an external floppy drive to the
Control Panel, you must reboot the Control Panel
before it recognizes the new drive.
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Saving Files to Disk

8150 Operations

When you save a file to disk, the 8150 "stamps" it with the current
time and date. If your 8150 is new, set the time and date before

saving disk files.

Setting the Date and Time

STEP 1: Press the DISK menu button, then the Misc softkey.

STEP 2:  Press the Date softkey and select today’s date with the
Month, Day, and Year pushknobs.

STEP 3: Press the Time softkey and select the current time with
the Hour (00-23) and Minute pushknobs. The 8150
uses a 24 hour clock instead of 12 hour AM and PM

settings.

ﬁm——I
Date

Save
Recall

Date: 4/1/95 Time: 12:32
Adiust MORNOPEN.EFF JAN-02-1995 16:15:58
[ Adjust [ . JOES_BAR.EFF JAN-06-1995 12:20:12
Time
Path: A:
Disk Size: 1457664
Disk Free: 1423872
File Size: 3346
Set
Date &
Time
Month Day Year
4 1 1995

Directory

Delete
Copy

Format
Misc I

Keypad

The Miscellaneous Submenu
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STEP 4: After entering the current date and time, press the
Date & Time softkey. This enters the settings into the
8150’s real-time clock, where it remains even if the
battery backed RAM is cleared. When you save a file
to disk, it is "stamped" with the current date and time
according to this system clock.

Formatting a Floppy Disk

If you have a new or unformatted floppy disk, you must first
format it before using it with the 8150. You can use a DOS
compatible PC or the 8150 Control Panel. The hard disk is already
formatted by Abekas and should not need re-formatting.

Format a floppy disk with the 8150 Control Panel as follows:

STEP 1: Inserta 1.44MB or 720KB floppy disk into the Control
Panel or (optional) external floppy drive.

STEP 2: Press the DISK menu button and, if needed, select
Internal or External with the Drive softkey. (It defaults
to the internal drive unless you selected another drive
previously.) The internal Control Panel drive is A:, the
external drive is B:.

WARNING: Formatting a disk erases all the
information stored on it. Be sure the floppy does
not have files you want to keep, and that you

select the correct drive, before formatting a floppy
disk.
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STEP 3: Press the Format submenu softkey on the right side of
the display. Press the Format softkey on the left side
of the display, then Confirm. The prompt "Are you
SURE you want to do this?" appears. If so, press
Confirm again. The 8150 senses whether the disk is
1.44MB or 720KB, then starts formatting the floppy as
an industry standard MS-DOS disk. It prompts when
it is finished.

Internal Disk Menu

External Drive Save

Hard Drv Recall

Date: 4/1/95 Time: 12:32
<No Files>
Directory

Delete
Copy

Path: A:
Disk Size: 1457664 Format
Format Disk Free: 1457664

Misc

[Confirn

Confirm

Keypad

The Format Submenu
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Saving Files to Disk

Saving Files to Disk
Save a file to a formatted floppy disk, or the optional hard disk

drive, as follows:

STEP 1: Select the destination disk drive with the Drive
softkey. Internal is the disk drive installed in the
Control Panel; the A: drive. External is the optional
disk drive connected to the Control Panel EXTERNAL
FLOPPY connector; the B: drive. Hard Dro is the
optional hard disk drive; the C: drive. To use a floppy
drive, insert a formatted disk in the drive.
STEP 2: Press the Save Recall submenu softkey, then the Save
softkey on the left side of the menu.
STEP 3: Use the File Type pushknob to select the type of file
you want to save. These are the file types:
— —I
Hard Drv Drive Recall
Date: 4/1/95 Time: 12:32
Ishowl ] Comment _ Directory
Set Delete
Comments Copy
Path: A:
rﬂm@m I Disk Size: 1457664 Format
Save Disk Free: 1423872
File Size: 3346
Recall File Misc
Recall
[Confirm .
T
RNi%%tgrr 'I!:yi:)ee Cursor Character Keypad
1 EFF < Move > Change
The Save Recall Submenu
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EFF - saves the single-keyframe Snapshot effect in the
currently selected Snapshot effect register. Use the
Register Number pushknob to select the register (0 -
24) you want to save.

TIM - saves the Timeline effect in the currently
selected Timeline effect register. Use the Register
Number pushknob to select the register (0-99) you
want to save.

WIP - saves the wipe setup in the currently selected
user wipe register. Use the Register Number
pushknob to select the user wipe register (1 - 20) you
want to save.

CCR -saves the Color Corrector setup in the currently
selected user Color Corrector register. Use the
Register Number pushknob to select the user Color
Corrector register (1 - 20) you want to save.

KEY - saves the keyer setup in the currently selected
user keyer register. Use the Register Number
pushknob to select the user keyer register (1 - 20) you
want to save.

MAT - saves the SuperMatte setup in the currently
selected user SuperMatte register. Use the Register
Number pushknob to select the user SuperMatte
register (1 - 20) you want to save.

PER - saves the current Personality menu settings.
There is only one register available.

ENG - saves the current Engineering menu settings.
There is only one register available.
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Saving Files to Disk

TIF - saves the image frozen in the framestore as a
TIFF (Tag Image File Format) file. The 8150 saves
TIFF images as compressed 8-bit RGB files. Use the
Register Number pushknob to select the framestore
(1 or 2) image that you want to save. Saving a TIFF
file to the hard disk takes several seconds; saving it
to a floppy disk may take several minutes.

YUV - saves the image frozen in the framestore as a
full bandwidth 8-bit YUV (A60 format) file. Use the
Register Number pushknob to select the framestore
(1 or 2) image that you want to save. Saving a YUV
file to the hard disk takes about three seconds;
saving it to a floppy disk takes several minutes.

Internal Disk Menu
External Dri Save
Hard Drv rve Recall
Date: 4/1/95 Time: 12:32
Sh MORNOPEN.EFF JAN-02-1995 16:15:58
[IShow ] JOES_BAR.EFF JAN-06-1995 12:20:12 Directory
Comment
Sell Delete
Comments Copy
Path: A:
Disk Size: 1457664 Format
Save Disk Free: 1423872
File Size: 3346
Recall File Misc
Recall
[Confirn
Confirm
JOESTART.EFF
T
Register File Cursor Character Keypad
Number Type
1 EFF < Move > Change
The Save Recall Submenu
9100-0204-04 - APRIL 96 Disk Operations 11-7




Saving Files to Disk 8150 Operations

Y10 - saves the image frozen in the framestore as a
full bandwidth 10-bit YUYV file. Use the Register
Number pushknob to select the framestore (1 or 2)
image that you want to save. Saving a Y10 file to the
hard disk takes about three seconds; saving it to a
floppy disk takes several minutes.

STEP 4 Name the file. If you have a PC AT keyboard
connected to the 8150 Control Panel, you can use it to
give the file a standard eight character name. If a PC
keyboard is not available, use the Cursor and
Character pushknobs to name the file.

If there is already a name in the naming box, you can
clear it by pressing the CLEAR button in the numeric
keypad, then the Character pushknob. (This leaves
one character in the box, since valid file names must
have at least one character.) Use the Cursor pushknob
to move the cursor in the naming box; push it to
backspace through the name to delete characters. Use
the Character pushknob to select a character; push it
to enter the current character in the current cursor
position. You can enter numbers in the file name with
the numeric keypad. The 8150 uses standard DOS
filenames, so you can only use the characters available
with the Character pushknob.

The 8150 automatically adds the file extension based
on the file type currently selected.

STEP 5: Press the Confirm softkey. The 8150 saves the file to
the disk, and prompts when it is finished. The menu
display updates to list the new file on the disk.
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Recalling Files from Disk

STEP 1:

STEP 2:

STEP 3:

STEP 4:

STEP 5:

STEP 6:

Insert the floppy with the files you want to recall into
the Control Panel or (optional) external disk drive.

Press the DISK menu button and select Internal,
External, or Hard Drv with the Drive softkey. (The
internal drive is the default unless you selected
another drive previously.) The menu displays
information about the size of the disk, available space,
and lists any files in the list box in the center of the
menu. The Control Panel drive is A:, the external drive
is B:, and the optional hard drive is C:.

Press the Save Recall submenu softkey, then the
Recall softkey on the left side of the menu display.

Use the File Type pushknob to select the type of file
you want to recall. See the list of file types in the
discussion on saving disk files. ALL lists all files on the
disk, regardless of type or extension.

Use the File List pushknob to move the black highlight
bar through the file list and select the file you want to
recall.

Press the Confirm softkey. The 8150 recalls the file
from the disk, and prompts when it is done. For
Personality and Engineering menu files, this
automatically sets the switcher to the settings in the
recalled file.
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Deleting Files from Disk

STEP 1: Insert the floppy with the files you want to delete into
the Control Panel or (optional) external disk drive.

STEP 2: Press the DISK menu button and select Internal,
External, or Hard Drv with the Drive softkey. (It
defaults to the internal drive unless there is an external
drive connected, in which case it defaults to the
external drive.) The menu displays information about
the size of the disk, available space, and lists any files
in the center of the menu. The internal Control Panel
drive is A:, the external drive is B:, and the optional
hard drive is C:.

STEP 3: Press the Delete Copy submenu softkey.

STEP 4: Use the File Type pushknob to select the type of file
you want to delete. See the list of file types in the
discussion on saving disk files. In addition to the
individual file types, you can select ALL to display the
full contents of the current disk or directory.

STEP 5:  Use the File List pushknob to scroll the black highlight
bar through the file list and select the one you want to
delete.

STEP 6: Press the Confirm softkey to delete the file. The 8150
deletes the file, and prompts when it is finished.
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WARNING: The 8150 does not prompt before
deleting a file. Be sure you have the correct file
selected before pressing the Confirm softkey. If
you delete a floppy disk file by mistake, you can
use the "undelete" function in a DOS PC to
recover the file.
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Saving and Recalling File Comments

You can add comments of up to 80 characters to each 8150 disk
tile, except for image files (TIF, YUV, Y10). The file must already
be saved on the disk before you can add comments to it; you
cannot save a comment to a file that you have not yet saved.

The 8150 saves file comments as ASCII text at the beginning of
each file. If you are archiving files on a PC, you can use the "type
[filename.ext]" command at the DOS prompt to view the
comments for a given file.

Save comments to a file as follows:

STEP 1: Press the DISK menu button, then the Save Recall
softkey.

STEP 2: Press the (Set) Comments softkey and scroll through
the list of files with the File List pushknob to highlight
the file to which you want to add comments. A large
"comment box" appears in the lower part of the menu
display.

STEP 3: IfyouhaveaPC AT keyboard connected to the Control
Panel Keyboard port, you can use it to enter the
comment. If a PC AT keyboard is not available, you
can use the Cursor and Character pushknobs to enter
the comment. Turn the Cursor pushknob to move the
cursor in the comment box. Turn the Character
pushknob to select the character, and press it to enter
the character at the current cursor position. In either
case, you can use up to 80 characters for the comment.

STEP 4:  After typing the comment, press the Confirm softkey
to save the comment with the highlighted disk file. The
time and date stamp is not updated when you save the
comment.

Recall a comment previously saved with a file as follows:
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STEP 1: Press the DISK menu button, then the Save Recall
softkey.

STEP 2:  Press the Recall File softkey and scroll through the list
of files with the File List pushknob, highlighting the
tile whose comment you want to recall.

STEP 3: Press the (Show) Comment softkey. The "comment
box" appears in the lower part of the menu display
with the file comment, if one exists for that file.
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Saving and Recalling a Range of Files

To save more than one register of the same type to the disk, you
can specify a range of registers to save. All register in the range
are saved with a common file name, to which the 8150
automatically adds a two digit number according to each
register’s place in the range. For instance, if you want to save eight
registers in the range 3 through 10, you assign a single file name,
to which the 8150 adds the numbers 01 through 08 to indicate in
what order the registers were originally saved.

Saving a Range of Files

Follow these steps to save multiple registers of the same type to
disk with a single command.

STEP 1: In the Disk menu, press the Save Recall softkey,
followed by the Name File (Save) softkey.

STEP 2: To specify the range of registers that you want to save,
use the numeric keypad to type the number of the first
register in the range, followed by the decimal point,
followed by the number of the last register in the
range. Then press the Register Number pushknob to
enter the range.

For instance, to specify registers 3 through 10, type 3 —
. — 10, then press Register Number. The pushknob
display now reads 3 thru 10.

STEP 3: Turn the File Type pushknob to select the type of
register file you want to save. You can save a range of
registers of any file type except for PER(sonality) and
ENG¢(ineering), each of which have only one register
available. Note that you can save arange of image files,
(TIF, YUV, or Y10), but the range is limited to two,
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STEP 4:

STEP 5:

since there are only two framestores (registers) in the
system.

Using an external PC AT keyboard connected to the
Control Panel KEYBOARD port, or using the Cursor
and Character pushknobs, type a file name, which all
registers in the range will use when saved to disk. The
8150 automatically adds a two digit number to the file
name to indicate the order that each register has in the
range. If you type a name longer than six characters,
the two digit number replaces the seventh and eighth
characters in the file name.

For instance, for a range of timeline effect registers
using the file name ENDING.TIM, the files on the disk
would appear as ENDINGO01.TIM, ENDINGO02.TIM,
etc. However, for a file name of CLOSINGS.TIM, the
files on the disk would appear as CLOSIN01.TIM,
CLOSINO02.TIM, etc.

Press the Confirm softkey. This saves all registers in
the specified range to the disk with the file name that
you entered, including the two digit number as
described above. The menu prompts when it is done.

Recalling a Range of Files

To recall more than one file of the same type from the disk, you
can specify a range of registers to which you want to recall those
files. The files must be adjacent in the menu file list for this feature
to work. For instance, if you want to recall eight files of the same
type from the disk to registers 3 through 10, those eight files must
be sequential in thelist. You specify a range of registers into which
you want to recall those files, and the files are recalled in the order
in which they appear in the file list.
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Follow these steps to recall multiple files of the same type with a
single command:

STEP 1: In the Disk menu, press the Save Recall softkey,
followed by the Recall File softkey.

STEP 2: To specify the range of registers to which you want to
recall the files, use the numeric keypad to type the
number of the first register in the range, followed by
the decimal point, followed by the number of the last
register in the range. Then press the Register Number
pushknob to enter the range.

For instance, to specify registers 3 through 10, type 3 —
. — 10, then press Register Number. The pushknob
display now reads 3 thru 10.]

STEP 3: Turn the File Type pushknob to select the type of file
that you want to recall. You can recall a range of any
file type except for PER(sonality) and ENG(ineering),
each of which have only one register available. Note
that you can recall a range of image files (TIF, YUV, or
Y10), but the range is limited to two since there are only
two framestores (registers) in the system.

NOTE: Do not select ALL as the file type. If there are
files of different types sequentially in the list, they
will not be recalled correctly.

STEP 4: Turn the File List pushknob to select the first file in the
range. That file is highlighted, and in addition, a
number of files below the first file is highlighted,
indicating the files that will be recalled in to the
specified range of registers. You cannot "mark" or
otherwise specify files that do not directly follow the
first highlighted file.
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For example, if the range that appears in the Register
Number pushknob display is 3 thru 10 (a total of eight
registers), the selected file name plus the next seven
are highlighted to indicate that these files will be
recalled into registers 3 through 10.

STEP 5: Press the Confirm softkey. This recalls all highlighted
files to the specified range of registers. The menu
prompts when it is done.
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Copying Files between Disks

If your 8150 has the optional external floppy disk drive, or the
optional hard drive, you can copy files between disks with the
Delete Copy submenu, as follows:

STEP 1: Insert a floppy into the Control Panel or (optional)
external disk drive.

STEP 2: Press the Disk menu button, then the Delete Copy
softkey.

STEP 3: Toggle the Drive softkey to select the source drive: the
disk drive that has the file that you want to copy. If the
file is in a subdirectory, use the Directory submenu to
change to that subdirectory.

Tnternal Disk Menu
. Save
External Drive
Hard Drv Recall
Date: 4/1/95 Time: 12:32
o MORNOPEN.EFF JAN-02-1995 16:15:58
[ Copy[] JOES_BAR.EFF JAN-06-1995 12:20:12 Directory
From
[Copy[T
co Delete
To Copy
Path: A: )
Delete Disk Size: 1457664 Format
Delete Disk Free: 1423872
File Size: 3346
Misc
[Confirn
Confirm
File File Keypad
Type List P
EFF Scroll

The Delete Copy Submenu
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STEP 4:

STEP 5:

STEP 6:

STEP 7:

Press the From softkey. Use the File List pushknob to
scroll the highlight in the list and select the file you
want to copy.

Press Confirm. The message "Copy file" with the
filename and extension appears in the menu to
indicate that you selected that file as the source, or
"from," file.

Toggle the Drive softkey to select the destination
drive: the disk drive to which you want to copy the
file. To copy the file to a subdirectory, use the
Directory submenu to change to that subdirectory.

Press the To softkey, then Confirm. The "Copy file"
message adds "to" and the destination drive and
filename. When it is finished, it prompts "Copy file . .
...done."
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Menu

The Disk Menu

Press the green DISK button to bring up this menu.

Save Recall Submenu
This softkey accesses the Save Recall submenu, where you can
save and recall files to and from a floppy disk or the optional hard
disk drive.

8150 Operations

A box in the center of the menu lists all the files of the selected
type on the selected disk with their time and date stamp.

Internal Disk Menu
External Dri Save
Hard Drv rve Recall
Date: 4/1/95 Time: 12:32
Sh MORNOPEN.EFF JAN-02-1995 16:15:58
[IShow ] JOES_BAR.EFF JAN-06-1995 12:20:12 Directory
Comment
Sell Delete
Comments Copy
Path: A:
Disk Size: 1457664 Format
Save Disk Free: 1423872
File Size: 3346
Recall File Misc
Recall
[Confirn
Confirm
JOESTART.EFF
T
Register File Cursor Character Keypad
Number Type yp
1 EFF < Move > Change
The Save Recall Submenu
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Drive

The Disk Menu

Toggle this softkey to select the Internal (Control Panel) or
External (optional) floppy disk drive, or Hard Drv (optional SCSI
disk drive). You cannot select the external or hard drive if they

are not installed.

Show Comment
Press this softkey to view the comment added to the current file
in the list. Use the File List pushknob to scroll the black highlight
bar in the list and select the file. Press Show Comment to view the
file comment. You can also view comments on a PC by entering
"type <filename.ext>" at the DOS prompt.

Internal
. Save
Hiard Dov Drive Recall
Date: 4/1/95 Time: 12:32
Sh MORNOPEN.EFF JAN-02-1995 16:15:58
[IShow ] JOES_BAR.EFF JAN-06-1995 12:20:12 Directory
Comment
Sell Delete
Comments Copy
Path: A:
Disk Size: 1457664 Format
Save Disk Free: 1423872
File Size: 3346
Recall File Misc
Recall
[Confirn
Confirm
JOESTART.EFF
T
Register File Cursor Character Keypad
Number Type yp
1 EFF < Move > Change
The Save Recall Submenu
9100-0204-04 - APRIL 96 Disk Operations 11-21




The Disk Menu 8150 Operations

Set Comments

Use this softkey to add a comment to a file that is already on the
disk. (You cannot add a comment to a file that does not yet exist
on the disk.) A comment box appears, and you can use a PC AT
keyboard connected to the Control Panel KEYBOARD port to
enter a comment of up to 80 characters. Comments do not have
the same constraints as DOS filenames, so you can use almost any
character, including spaces, in a comment. Press Confirm to add
the comment to the file.

If you do not have a keyboard, you can use the Character
pushknob to select characters and numbers for the comment.
Press the pushknob to enter the character at the current cursor
location. Use the Cursor pushknob to move the cursor in the
comments box. Press the CLEAR button in the numeric keypad,
then the Character pushknob, to clear the comments box. Press
the Confirm softkey to add the comment to the current file.

Save

Press this softkey to bring up controls for naming and saving a
file. Select the file type with the File Type pushknob. Use the
Register Number pushknob to select the register that you want
to save. You can use a PC AT keyboard connected to the Control
Panel to assign a standard eight character DOS name to the file,
then press Confirm to save it.

If a PC keyboard is not available, you can use the Character
pushknob to select characters and numbers for the file name.
Press the pushknob to enter the current character at the current
cursor position in the naming box. You can use the numeric
keypad to enter numbers in the file name. Use the Cursor
pushknob to move the cursor in the naming box. After selecting
the register to save, press the Confirm softkey to save the file.
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Recall

Press this softkey to list the files of the selected type on the disk.
Select the file type with the File Type pushknob. Use the File List
pushknob to scroll through the file list to select a file. Select the
register to which you want to recall the file with the Register
Number pushknob, then press the Confirm softkey.

Confirm
This softkey acts as an "enter" button: it confirms the operation
set up in the other controls in this menu.
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Directory Submenu

Press the Directory softkey to create, remove, or change
directories on the disk.

Drive

Toggle this softkey to select the Internal (Control Panel) or
External (optional) floppy disk drive, or Hard Drv (optional SCSI
disk drive). You cannot select the external or hard drive if they
are not installed.

Make Directory

Press this softkey to create a new directory on a floppy or the
optional hard disk. Use a PC AT keyboard connected to the
Control Panel to enter a standard eight character DOS directory
name. If a PC keyboard is not available, you can use the Cursor
and Character pushknobs to enter the name.

Internal Disk Menu
External Dri Save
[Hard Drv[] rve Recall
Date: 4/1/95 Time: 12:32

<No Sub-Dir>
Directory I
Make Delete
Directory Copy

Path: C:

Remove Disk Size: 1079736832 Format

Remove Disk Free: 1074146304
Directory

[Change] Mi
Change ¢
Directory

[Confirn

Confirm

Cursor Character Keypad

< Move > Change

The Directory Submenu
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Remove Directory

Press this softkey to remove a directory from a floppy or the
optional hard disk. Use the Directory List pushknob to scroll the
highlight in the list of directories and select the one you want to
delete. The directory must be empty before you can delete it.

Change Directory

Press this softkey to change from the current directory to another
directory on the same disk. Use the Directory List pushknob to
scroll the highlight in the list of directories and select the one to

"non

which you want to change. Select ".." to move up one directory.

Confirm
This softkey acts as an "enter" button: it confirms the operation
set up in the other controls in this menu.
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Delete Copy Submenu

Use the Delete Copy submenu to delete files or to copy files from
one disk to another.

Drive

Toggle this softkey to select the Internal (Control Panel) or
External (optional) floppy disk drive, or Hard Drv (optional SCSI
disk drive). You cannot select the external or hard drive if they
are not installed.

From

Use this softkey to select the file that you want to copy. Use the
File List pushknob to scroll the highlight in the file list and select
the file, then press Confirm. The lower part of the menu prompts
"Copy file <filename.ext>" to indicate that you selected that file
to copy.

Internal DISK MenU
External Dri Save
Hard Drv rve Recall
Date: 4/1/95 Time: 12:32
Co MORNOPEN.EFF JAN-02-1995 16:15:58
[ ICopy[] JOES_BAR.EFF JAN-06-1995 12:20:12 Directory
From
[TCopy[]
Co Delete
To Copy
Path: A: ‘
Delete Disk Size: 1457664 Format
Delete Disk Free: 1423872
File Size: 3346
Misc
[Confirn
Confirm
File File Keypad
Type List P
EFF Scroll

The Delete Copy Submenu
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To

Press this softkey to select the destination disk or directory for the
copy. Use the Drive softkey to select the destination drive. You
can select a different directory on the drive in the Directory
submenu. Press Confirm. The lower part of the menu prompts
"Copy file <filename.ext> to A:/<subdir>/<filename.ext>."
When it is finished, it prompts "Copy file . . . .. done."

Delete

Press this softkey to bring up controls for deleting files. The File
Type pushknob selects type of file listed. Use the File List
pushknob to scroll the highlight in the list and select the file. Press
the Confirm softkey to delete the file.

WARNING: The 8150 does not prompt before
deleting a file. Be sure you select the correct file
before pressing the Confirm softkey. If you delete
a floppy disk file by mistake, you can use the
"undelete" function in a DOS PC to recover the
file.

Confirm
This softkey acts as an "enter" button: it confirms the operation
set up in the other controls in this menu.
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Format Submenu

Use this submenu to format floppy disks for use with the 8150.
The format is MS-DOS, so you can use a PC to format disks
instead of tying up the 8150 in your suite. The optional hard disk
is already formatted by Abekas, but you can reformat it from this

menu as a last resort, for example, to get rid of a corrupted file on
the hard disk.

Drive

Toggle this softkey to select the Internal (Control Panel) or
External (optional) floppy disk drive, or Hard Drv (optional SCSI
disk drive). You cannot select the external or hard drive if they
are not installed.

Internal Disk Menu

External Drive Save

Hard Drv Recall

Date: 4/1/95 Time: 12:32
<No Files>
Directory

Delete
Copy

Path: A:
Disk Size: 1457664 Format
Format Disk Free: 1457664

Misc

[Confirn

Confirm

Keypad

The Format Submenu
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Format

Press this softkey to enable the disk format. Press the Confirm
softkey to format the currently selected disk (floppy or the
optional internal hard disk).

WARNING: Formatting a disk erases all the
information stored on it. Be sure the disk does
not contain files you want to keep, and that you
select the correct drive, before formatting a disk.

Confirm
This softkey acts as an "enter" button: it confirms the operation
set up in the other controls in this menu.
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Miscellaneous Submenu

The Miscellaneous submenu lets you set the system date and
time. Since the 8150 uses the system date and time to "stamp" files,
this can help you find archived setups or effects.

Date
Press the Date softkey to set the system date. Use the Month, Day,
and Year pushknobs to select today’s date.

Time

Press the Time softkey to set the system time. Use the Hour and
Minute pushknobs to set the current time. The Hour softkey uses
a 24 hour clock; 00.00 is midnight.

ﬁm_—I Disk Menu
Save
Date Recall
Date: 4/1/95 Time: 12:32
Adiust MORNOPEN.EFF JAN-02-1995 16:15:58
[ TAdjust [ . JOES_BAR.EFF JAN-06-1995 12:20:12 Directory
Time
Delete
Copy
Path: A:
Disk Size: 1457664 Format
Disk Free: 1423872
File Size: 3346
Misc I
Set
Date &
Time
Month Day Year Keypad
4 1 1995

The Miscellaneous Submenu
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(Set) Date & Time
After selecting the current time and date, press this softkey to
reset the system clock to match.

NOTE: You must press (Set) Date & Time to update
the system clock to the current settings.
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Personality

The Personality Menu

Personality Menu
Input Names
Inputs
2 input2 serial-601 ]
3 input3 serial-601 Input Assign
4 inputd serial-601
5 inputs parallel-601
6 inputé parallel-601
7 input7 SMPTE/EBU User Keys
8 input8 SMPTE/EBU Key & MISC
9 input9 SMPTE/EBU GBR
10 inputl0 SMPTE/EBU Key
11 inputll 60Hz Beta wSU
12 inputl2 60Hz Beta wSU GPls
13  inputl3 serial-601
14  inputl4 serial-601
[ TCopy[ ] Remote Port
Current Enable
Selection
Assign Preview Monitor
Overlays
Name
IrL1|psLt|t Cursor Character Keypad
Scroll < Move > Change

The Personality Menu

Press the PERSONALITY menu button to bring up this menu.
Here you can name and assign inputs, and configure your system
to meet your needs.

When you save personality files to disk, you save all the settings
in this menu, and you can recall them as needed. See Section 11 —
Disk Operations for more information on saving personality files.
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Input Names Submenu

Press the Input Names softkey to bring up the Input Names
submenu. Here you can name the sources connected to the 8150’s
physical inputs. The box in the middle of the display lists the
inputs, not the crosspoints as they appear on the bus rows. Next
to each input name is the type of input module installed, e.g.
"serial 601," "parallel 601," or the analog input format selected if
the input module is a component analog one.

The input names appear in the box according to the physical input
number at the rear of the Main Chassis. By default, the input
names are Input 1, Input 2, etc. You can assign an name of up to
14 characters to each input. If there is no input module installed
at an input slot, that slot is blank in the list.

Personality Menu
Input Names
Inputs
2 input2 serial-601 .
3  input3 serial-601 Input Assign
4 inputd serial-601
5 inputs parallel-601
6 inputé parallel-601
7 input? SMPTE/EBU User Keys
8 input8 SMPTE/EBU Key &MISC
9 input9 SMPTE/EBU GBR
10 inputl0 SMPTE/EBU Key
11 inputll 60Hz Beta wSU
12 inputl2 60Hz Beta wSU GPls
13  inputl3 serial-601
14  inputl4 serial-601
Copy Remote Port
Current Enable
Selection
Assign Preview Monitor
Overlays
Name
Input Cursor Character Keypad
List
Scroll < Move > Change

The Input Names Submenu
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NOTE: You can use an external PC AT keyboard to
name inputs. See the 8150 Technical Guide for
information on connecting a PC keyboard to your
Control Panel.

Inputs

Press this softkey to bring up the Input List, Cursor, and
Character pushknobs, and a naming box. Use the Input List
pushknob to scroll the highlight bar through the list and select an
input.

You can use an external user-supplied PC AT keyboard to name
inputs. If there is no keyboard available, use the Cursor and
Character pushknobs to name inputs.

If there is already a name in the naming box, you can clear it by
pushing the CLEAR button in the numeric keypad, then the
Character pushknob. This leaves one character in the box, since
valid file names must have at least one character. Turn the Cursor
pushknob to move the cursor in the naming box; push it to
backspace through the name to delete characters. Turn the
Character pushknob to select a character; push it to enter the
current character in the current cursor position. You can enter
numbers in the name with the numeric keypad.

Current Selection

Press this softkey to copy the current input name from the list to
the naming box. This lets you edit existing names and assign them
to the same, or other, sources.

Name
Press this softkey to assign the name in the naming box to the
input currently selected in the list.
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Input Assign Submenu

The Input Assign submenu displays the crosspoint assignments
and lets you customize the crosspoint configuration.

8150 Operations

The center of this menu shows two bus rows of nine boxes. These
represent the buttons on the Control Panel. The top row shows
crosspoints 1 through 9, which are the unshifted crosspoints. The
bottom row shows crosspoints 10 through 18, which are the
shifted crosspoints. The input names currently assigned to the
crosspoints appear above the boxes. The black box is the selected
crosspoint button on the Background B or Preset bus row.

Personality Menu

Assign
black}
inputl
input2
input3
input4
input5
inputé
input7
‘ |nprt8
SuperMatte
input9
inputl0
inputll
input12
inputl3
DVE Video
Framestore 1
T Frﬁmestorez

Source

black

Input Names

Input Assign I

User Keys
& MISC

GPlIs

Remote Port
Enable

Preview Monitor
Overlays

Keypad

12-4

The Input Assign Submenu

Personality
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Assigning Crosspoints

When you assign a source to a crosspoint button, that source is
assigned to that button on all seven buses, not just the three buses
currently displayed. Assign sources to crosspoint buttons as
follows:

STEP 1:  Select the crosspoint you want to assign a source to on
the BKGND B or PRESET bus row. The black box in
the menu indicates that crosspoint.

STEP 2:  Use the Source pushknob to select a source name. The
sources you can use include the physical inputs that
youhave named, and the internally generated sources,
including black, the SuperMatte generator, and the
optional framestores.

STEP 3: Press the Assign softkey to assign the source to the
selected crosspoint button.

NOTE: In a fully-optioned system, you may have
more than 18 sources available, so not all can have
their own crosspoint button. You can assign the
eight most used sources to the unshifted crosspoints
(2 through 9, if you leave black on crosspoint 1) and
nine more sources to the shifted crosspoints (10
through 18). If there are one or more dedicated key
signal inputs, you do not necessarily have to assign
them to their own crosspoint buttons. You can still
select them in the Keyer, Preview, Aux Bus, Wipe,
Border, Framestore, and DVE menus.
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User Keys & MISC Submenu

Use the User Keys & MISC submenu to record three separate
macros of up to 50 button presses. A macro is a series of button
presses that you record. When you run the macro, the 8150
performs the functions, in the order recorded. Run macros by
pressing a User Key (F1, F2, F3), near the joystick. You can record
any button press in a macro, including pressing another macro
button, which starts a second macro as part of the first one.

The main uses for macros are toggling parameters from their
current state to a new state, or setting parameters to a specific
state.

For example, a macro that "presses" the Pvw Bus Ctrl & Misc
submenu Source softkey toggles it from its current setting to the
next, regardless of the current state. However, a macro that
presses and holds CLEAR and presses Source first toggles Source

Personality Menu
User Input Names
Keys
Input Assign
Record P g
User Kegs
Stop & MIS
GPlIs
Remote Port
%fnf Auto Enable
Menus
Disable Preview Monitor
[Enable[ ] MENE UNDO Overlays
ey
User Key IEipsL{t Keypad
F1 Scroll

The User Keys & MISC Submenu
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to a known setting (the default, Auto). The next press of Source
alone toggles it to its next state, which is always Select. You can
use macros this way to select known states or to toggle to
whatever the next state happens to be.

Recording a Macro

STEP 1:

STEP 2:

STEP 3:

Use the User Key pushknob to select a macro number
(F1, F2, or F3). You can also press the F1, F2, or F3
button to select it. The current User Key appears in the
pushknob label.

Press the Record softkey. The 8150 now records every
button press you make. As you record button presses,
the name of the button just pressed appears in the list
box below the menu title.

HINT: It is often helpful, especially when recording
long macros, to follow a script, since you cannot edit
macros after recording them.

To stop recording the macro without re-entering the
Personality menu, press F1, F2, or F3, (the active
macro) to disable macro record mode. (You can also
press the Stop softkey for this.) The recorded macro
now resides at the selected User Key. The box in the
middle of the menu lists the recorded button presses.

To replay a recorded macro, press the user button (F1, F2, or F3)
to which you recorded the macro. Use the Input List pushknob
to scroll through the list of macro steps (button presses).
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NOTE: When you recall a macro, the time interval
between button presses is fixed at about 1/4 second.
The 8150 ignores any pauses you make between
button presses when recording the macro. For this
reason, building effects with macros is not
recommended.

Auto Menus

Toggling this softkey On (default is Off) sets these menus to come

up automatically when you press their transition select and

delegation buttons:

® KEY 1 recalls the Keyer 1 menu

® KEY 2 recalls the Keyer 2 menu

® DSK recalls the DSK Keyer menu

m WIPE recalls the M/E Wipes menu if the M/E buses are active,
the Program /Preset Wipe menu if the PGM /PST buses are active

m EFFECT recalls the DVE Misc menu, which is the menu
accessed by the EFFECTS TRANS menu button (functional
only if the optional internal DVE is installed)
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MENU UNDO Key

Use this softkey to enable and disable the UNDO MENU button.
With this button enabled (the default), you can use it to "back up"
through button presses. As you press UNDO MENU, the 8150
steps backward and "undoes" button presses and menu settings.

You can "undo" all button presses made since you enabled this
feature. If you step back too far, you can press CLEAR + UNDO
MENU to redo the button presses that you have undone. If you
press any other button besides UNDO MENU, however, the
"undo" list is brought back to the end, and pressing CLEAR +
UNDO does not step forward from that point.

If you Disable the MENU UNDO button, you cannot
automatically "undo" button presses. The 8150 boots up with this
function enabled.
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GPls Submenu

The GPIs submenu lets you assign functions to the eight input
GPIs. When the 8150 receives a GPI trigger, it executes the
function assigned to that GPI input.

There are two list boxes in this menu: the top box lists the GPI
inputs and their assigned functions; the bottom box lists the
functions that you can assign to the GPI inputs. Black highlight
bars in each list box indicate the current GPIinput and the current
function.

NOTE: You must turn on the GPI port in the Remote
Port Enables submenu to enable GPI input triggers.

. Personality Menu
MI Input Names

<None>

2 ;

3 <None> Input Assign
4 <None>

5 <None>

6 <None>

7 <None> User Keys
8 <None> g mise

[ <None>__

Autotrans (Current)

Cut (Current) GPls
M/E Autotrans (current)

M/E Cut (Current)

M/E Key 1 Cut !

M/E Key 2 Cut
M/E Background Cut Rergr?;eblzort
P/P Autotrans (Current)

P/P Cut (Current)

Preview Monitor

Overlays
Sg{ Selﬁcsgion Keypad
Scroll Scroll
The GPls Submenu
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GPIs

Press this softkey to bring up the GPI List and Selection List
pushknobs. Use the GPI List pushknob to scroll the highlight bar
through the list of eight GPI inputs. The bar indicates the current
input. Use the Selection List pushknob to scroll the highlight bar
through the list of GPI input functions. The bar indicates the
current function.

Assign

Press the Assign softkey to assign the current function
(highlighted in the lower list box) to the current GPI input
(highlighted in the upper list box).

Input GPI Functions
The functions available for GPIinput triggers appear in the lower
list box. An input GPI can trigger the following functions:

= <None> - no function.

= Autotrans (Current) — executes the currently active transition,
just like pressing the AUTO TRAN button.

m Cut (Current) — cuts the currently active transition, just like
pressing the CUT button.

m M/E Autotrans <Current> — executes a transition on the M/E,
using its currently active transition mode, just like pressing the
AUTO TRAN button while the M/E buses are active.

# M/E Cut <Current> — executes a cut on the M/E, just like
pressing the CUT button while the M/E buses are active.

® M/E Key 1 Cut — cuts Keyer 1 on or off on the M/E, just like
pressing the CUT button with KEY 1 lit.

m M/E Key 2 Cut — cuts Keyer 2 on or off on the M/E, just like
pressing the CUT button with KEY 2 lit.

»  M/E Background Cut - cuts between the Background A and B
buses on the M/E, just like pressing the CUT button with
BKND lit.
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m P/P Autotrans <Current> —executes a transition on PGM /PST,
using its currently active transition mode, just like pressing the
AUTO TRAN button.

m P/P Cut <Current> — cuts the PGM/PST buses, DSK, or both
using the current transition mode, just like pressing the CUT
button.

m P/P DSK Cut - cuts the DSK on or off, just like pressing the
CUT button with DSK lit.

m P/P Cut — cuts Preset to Program on PGM/PST, just like
pressing the CUT button with PGM PST lit.

» P/P Fade-to-Black — executes a fade-to-black on the program
output, just like pressing the FTB button.

m P/P Cut-to-Black — executes a cut-to-black on the program
output, just like pressing the FTB button with a transition
duration of 0:00.

® Grab Image in Framestore #1 — freezes Framestore 1 with its
currently selected input video, just like pressing the
Framestore #1 Freeze softkey in the Framestore menu.

® Grab Image in Framestore #2 — freezes Framestore 2 with its
currently selected input video, just like pressing the
Framestore #2 Freeze softkey in the Framestore menu.

» Freeze/PassThru FS #1 Switch —toggles the state of Framestore
1, just like toggling between the Framestore #1 Mode and
Framestore #1 Freeze softkeys in the Framestore menu.

n Freeze/PassThru FS #2 Switch —toggles the state of Framestore
2, just like toggling between the Framestore #2 Mode and
Framestore #2 Freeze softkeys in the Framestore menu.

® F1, F2, F3 — executes the macro currently assigned to a User
Key, just like pressing one of the buttons (F1, F2, F3).

® Aux1 A/B Side Switch - triggers the Aux 1 A/B (front/back)
switch. This mode requires a simple state change as its input.
A TTL high (or open contact) designates the A or front side,
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and a TTL low (or closed contact) designates the B or back side.
Assign the sources for A and B in the Miscellaneous menu.

® Aux 2 A/B Side Switch - triggers the Aux 2 A/B (front/back)
switch as above.

® Aux 3 A/B Side Switch — triggers the Aux 3 A/B (front/back)
switch as above.

® Aux4 A/B Side Switch — triggers the Aux 4 A/B (front/back)
switch as above.

® Run Effect Forward — runs the current Timeline effect forward
from the start or its current position if paused, just like pressing
the RUN button.

= Run Effect Reverse—runs the current Timeline effectinreverse
from the end or its current position if paused, just like pressing

the REV button.
on Personality Menu
Input Names
Port 1
O .
OTr} Port 2 Input Assign

On User Kegs
offf Port 3 & MIS

On GPIs
off GPIs
On
Remote Port I
Off GPOs Enable
Preview Monitor
Overlays
Keypad

The Remote Port Enables Submenu
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» Jog Effect Forward — steps the current Timeline effect forward
by one field.

® Jog Effect Reverse —steps the current Timeline effect backward
by one field.

m Rewind Effect — sends the current Timeline effect to the first
keyframe, just like pressing the START (REW) button.

m FastFwd Effect — sends the current Timeline effect to the last
keyframe, just like pressing the END (FF) button.

m Previous Keyframe — steps the current Timeline effect to the
previous keyframe, just like pressing the PREVIOUS button.

m Next Keyframe - steps the current Timeline effect ahead to the
next keyframe, just like pressing the NEXT button.

NOTE: The delay between receipt of a GPI and its
execution is one frame.

Remote Port Enables Submenu

Use this submenu to enable and disable the remote ports. The
three serial remote ports and the GPOs default to On, the GPIs
default to Off.

Port 1
Toggle this softkey to enable/disable the remote port marked

"SERIAL 1" on the back of the Main Chassis.

Port 2
Toggle this softkey to enable/disable the remote port marked
"SERIAL 2" on the back of the Main Chassis.
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Port 3
Toggle this softkey to enable/disable the remote port marked

"SERIAL 3 (LINC)" on the back of the Main Chassis.

GPIs
Toggle this softkey to enable/disable the GPIs (General Purpose
Interface inputs).

NOTE: The default setting for GPIs is Off. You must
toggle this to On to enable both input and output
GPIs.

GPOs
Toggle this softkey to enable/disable the GPOs (GPI Outputs).

[oF] Personality Menu
| SafeAction |  Safe Input Names
Safe Title Action
Both
Off .
uares Grid Input Assign
Center + Overlay
White] User Keys
Black Overlay & MIS(¥
Color
[Off] GPIs
Horizontal Reference
Vertical Lines
Both
Remote Port
Off
Crosshair Cursor Enable
R Preview Monitor
\é%gléﬁ Cursor & Overlays
Xor Ref Line
Color
H Position V Position K
(pixels) (pixels) eypad
0.0000 0.0000

The Preview Monitor Overlays Submenu
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Preview Monitor Overlays Submenu

The preview monitor overlays are tools for picture conformation
and composition. These overlays appear only in the preview
monitor output.

Safe Action

Toggle this softkey to enable a safe action boundary, a safe title
boundary, or both. The safe action boundary is located 5 percent
from the edges of the full active picture; the safe title boundary is
located 10 percent from the edges of the full active picture.
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Grid Overlay

Toggle this softkey to Squares to turn on a 8x6 grid. Toggle it to
Center + for a large crosshair that is fixed exactly in the center of
the screen. The grid changes to 16x9 if you set the aspect ratio to
16:9.

Overlay Color
Toggle this softkey to set the safe action/safe title and
grid/crosshair color to white or black.

Reference Lines

Toggling this softkey turns on the movable reference lines. You
can use two horizontal lines, two vertical lines, or one of each.
These lines can be useful for precisely placing or locating screen
objects. Negative numbers are left or below the center of the
screen, positive numbers are right or above the center of the
screen.

NOTE: The cursor and the reference lines share the
same circuitry and therefore cannot appear at the
same time. The cursor overrides the reference lines.
Toggling the Cursor softkey to Crosshair or Box
removes the reference lines.

Horizontal enables two horizontal lines that you can move
independently with the joystick or pushknobs. Bottom Line
Position and Top Line Position values of 0.00 place the lines
exactly in the center of the screen. The top line is always above
the bottom line; if they meet, one "pushes" the other along with
it.

Vertical enables two vertical lines that you can move
independently with the joystick or pushknobs. Left Line Position
and Right Line Position values of 0.00 place the lines exactly in
the center of the screen. The right line is always to the right of the
left line; if they meet, one "pushes" the other along with it.
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Both enables one horizontal and one vertical line that you can
move independently with the joystick or pushknobs. H Position
and V Position values of 0.00 place the lines exactly in the center
of the screen.

Cursor

The Cursor softkey selects either a small Crosshair or Box, which
you can move with the joystick or pushknobs. This cursor is the
same one used for Color Pick. H Position and V Position values
of 0.00 place the cursor exactly in the center of the screen.

Cursor & Reference Line Color

Toggle this softkey to set the color of the movable (color pick)
cursor to White, Black, or Xor. The default is Xor, which sets the
cursor to change its color from black to white according to the
luminance level of the video beneath it.
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Engineering

Introduction

Almost all 8150 setups are controlled in software, so you can
adjust most of the engineering parameters at the Control Panel.
This makes 8150 setups easier to make and recall, since there is

no need for time consuming manual adjustments at the Main
Chassis.

When you save engineering (*.ENG) files to disk, you save all the
settings in the Communications, Input, Output, and
Miscellaneous submenus. When you recall an engineering file
from disk, it loads all those settings into memory.
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The Engineering Menu

Engineering Menu
Editor I
Port #1

8150 Operations

Communications I

Adjust
Editor
Port #2

Adjust
Editor
Port #3

HARDWARE

Wipe Generator:
Framestore Board:
ColorCorrector:

4:4:4ChromaKeying:

AUX 1/2:
AUX 3/4:
OutputBoard:
Memor

Control Panel:
Chassis:
Compile Date :

y:8Me
DVE Board:

SOFTWARE]

ADVANCED
INSTALLED
INSTALLED
INSTALLED
INSTALLED
INSTALLED
FRAME DELAY

g
INSTALLED
3.00

3.00
13:5504/15/96

Input

Output

Misc

Software
Update

Diags

Protocol

GVG

Baud

38400

Parity

Odd

Preview cmds
routed from:

None

Keypad

The Engineering Menu

Press the ENG menu button to bring up the Engineering menu.
The softkeys on the right side of the menu display call up
submenus that adjust communications, input and output
parameters, and miscellaneous settings. Use the Software Update
softkey to install new system software.

NOTE: All software updates come with instructions,
which you should always use; the procedures in this
manual are a general outline only.

A display in the center of the Engineering menu shows the
options and features installed in your 8150, and the current
version of Main Chassis and Control Panel software.

13-2 Engineering
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Communications Submenu

Use the Communications submenu to set up the RS-422 serial
communications ports. These ports, labeled Serial 1, Serial 2, and
Serial 3 [LINC] on the back of the Main Chassis, can each have
different settings to accommodate your equipment. Select a port
with the softkeys on the left side of the display, and use the
pushknobs to select the communication settings.

The Protocol pushknob selects the communication protocol. The
8150 supports the following serial protocols. See the manual that
came with your editor for the needed protocol setting.

GVG —The 8150 emulates a Grass Valley Group Model 200 video
switcher. This is the most commonly used video switcher
protocol. This setting also supports Abekas A82/A83 and GVG
Model 1000 protocols for editors that do not support preview
switching with GVG 200 protocol.

SMPTE - Use this setting with an edit controller that supports
SMPTE protocol.

Sony — The 8150 communicates in Sony RS-422 protocol, so you
can run Timeline effects from the editor as if the 8150 were a Sony
VTR.

LINC - The 8150 controls external devices that support LINC
(Locally Integrated Node Control). LINC lets you
frame-accurately run DVEs, DDRs, etc. as part of an 8150 Timeline
effect. This setting is valid only for Editor Port 3.

SPARE - Reserved for future use.

The Baud pushknob sets the communication speed for the remote
port: 1200, 2400, 9600, 38400, or 76800. See your editor’s technical
manual for the correct rate. GVG 200, SMPTE, Sony, and LINC
protocols typically require 38400 baud.
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The Parity pushknob toggles Odd, Even, and Off. See your
editor’s technical manual for the correct parity setting. GVG 200,
SMPTE, Sony, and LINC protocols typically require odd parity.

Most edit controllers can send edit preview switch commands to
the switcher, which then performs the preview switch on an Aux
bus output. Since the 8150 uses the preview output as the edit
preview switcher, it must re-route the preview switch commands
to the preview output. In the Engineering Communications
submenu, the Preview cmds routed from: pushknob toggles
None, Aux 1, Aux 2, Aux 3, Aux 4, and Aux 5. This selects which
Aux bus command is processed as a preview output command.

For example, if you select None, it switches all Aux outputs
normally and does not switch the preview output at all. If you
select Aux 4, the 8150 routes any crosspoint switch commands
intended for Aux 4 to the preview output, and continues to switch

Engineering Menu —
Editor I WI
Port #1

A= HARDWARE
Editor HARDWAR Input
Port #2 Wipe Generator: ADVANCED

Framestore Board: INSTALLED
ColorCorrector: INSTALLED
4:4:4ChromaKeying:INSTALLED

T Adust ] Editor AUX 1/2: INSTALLED Output
Port #3 AUX 3/4:INSTALLED

OutputBoard: FRAME DELAY

Memory: 8 Meg

DVEBoard: INSTALLED

SOFTWARE| Mise
ControlPanel:3.00

Chassis:3.00
Compile Date:13:5504/15/96

Software
Update
Diags
Protocol Baud Parity Preview cmds Keypad
routed from:
GVG 38400 Odd None

The Communications Submenu
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other Aux buses normally. If you select Aux 5, you can set the edit
controller to execute preview switching on Aux 5. Since the 8150
has no Aux 5, this setting lets the editor control all four Aux
outputs, plus use the preview output for preview switching.
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Input Submenu

This submenu lets you select external DVE video and key inputs
for effects loops, set the input bit resolution and select the color
matte generator for digital inputs, and select and adjust
component analog input formats if you have one or more of these
input modules.

Effects Loop Inputs

The Effects Loop feature lets you "break out" video and key
signals from the processing path and send them out of the 8150
to an external DVE for further processing. The loop returns the
processed video and key to the same keyer, at the same point it
left, for the final compositing. The 8150 uses these input settings
for creating the four Effects Loops, which you select in the
Miscellaneous Aux Buses submenu:

Engineering Menu
Communications
ARDWARE
Wipe Generator: ADVANCED Input
Framestore Board: INSTALLED
ColorCorrector: INSTALLED
4:4:4ChromaKeying:INSTALLED
AUX1/2:INSTALLED
DVE 1 Effects AUX 3/4:INSTALLED Output
DVE 2 Loop OutputBoard: FRAME DELAY
Inputs Memory: 8 Meg
DVE Board: INSTALLED
Video W Misc
Setup Control Panel:3.00
[ Matte 7] Inputs Chassis:3.00
Compile Date:13:5504/15/96
10 Software
8 Input Update
Bits
Diags
DVE Video DVE Key Combiner Keypad
Input Input
1 2 Combiner Off

The Input Submenu - Effects Loop Inputs
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= M/E Keyer 1
= M/E Keyer 2

» M/E Background (the Background A and Background B mix
with Keyer 1 over it)

® DownStream Keyer
See Section 7 — Miscellaneous Functions for more information on
Effects Loops.

Because these signals are delayed significantly from house system
reference, the external DVE to which they are sent must be
referenced to the 8150 Aux Ref output. This is a sync signal with
timing that matches the Aux outputs. This lets the DVE properly
input the delayed signals. However, when the DVE output
returns to the 8150, it has the same delay, which would normally
not let it be re-entered into the 8150. The pushknob settings let the
8150 compensate for the returning DVE video and key signals’
delayed timing. This lets them re-enter the processing path at the
same point they originally left.

The Effects Loop Inputs softkey toggles DVE 1 and DVE 2. DVE
1 must use the Aux 1 and 2 outputs, while DVE 2 must use the
Aux 3 and 4 outputs. Each has its own settings for video and key
inputs. The DVE Video Input pushknob lets you select the
physical input number (not the crosspoint button number) to
which the DVE video output is connected. The DVE Key Input
pushknob lets you select the input number (not the crosspoint
button number) to which the DVE key output is connected.

Use the Combiner pushknob when feeding an external DVE that
is part of a multi-channel system. Turn Combiner On if the DVE
involved in the Effects Loop is feeding a combiner before re-entry
into the 8150, or if the external DVE is an Abekas DVEOUS (5100).
In most other cases, you can leave Combiner Off. See the 8150
Technical Guide for more information on this setting.
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There are no settings necessary in this menu when using the
optional internal DVE for Effects Looping.

NOTE: Setting both the DVE Video and DVE Key
Inputs to 0 disables effects looping for external
DVEs.

Setup Inputs

Press this softkey to select an input as a color matte generator if
the inputis digital, or to adjust analog setups if the input is analog.
There is a matte generator associated with each digital input
installed in the switcher. The first pushknob scrolls the input
numbers.

Engineering Menu
Communications
|
ARDWARE nput
Wipe Generator: ADVANCED
Framestore Board: INSTALLED
DVE 1 Effects Color Corrector: INSTALLED Output
DVE 2 Loo 4:4:4ChromaKeying:INSTALLED
Inpu?s AUX 1/2:INSTALLED
AUX 3/4:INSTALLED
OutputBoard: FRAME DELAY
- Memory:8 Meg .
Video Setup DVE Board: INSTALLED Misc
Inputs F}
Control Panel:3.00
Chassis:3.00
10 Compile Date:13:5504/15/96 Software
8 Input Update
Bits
Diags
Input Luma Sat Hue Keypad
Number s
(o] 4]
1 0.00 0.00 0.00
The Input Submenu - Setup Inputs
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The color matte generator is not available with the component or
composite analog input modules. This softkey does not appear
for inputs with an analog module.

NOTE: Since the input modules generate the matte
colors, you cannot select a source as a matte
generator if there is no input module installed at
that input location. However, you do not need to
have video connected to that input.

With Video selected for the input, the video signal connected to
that input feeds the system normally. Toggling the softkey selects
the Matte color field, which makes the matte generator the source
for that input. The pushknobs let you create a color for the matte
generator.

The Luma pushknob sets a luminance level in the range 0 percent
(black) to 100 percent (white).

The Sat pushknob sets a chroma saturation level in the range 0
percent (monochrome) to 100 percent saturation.

The Hue pushknob sets the tint or chroma phase of the matte
color, in the range 0 to 359 degrees.

Input Bits

Toggle this softkey to select the bit format for the video input:
8-bit or 10-bit. The default is 10-bit. Use the 8-bit setting if the
input source has only 8-bit resolution and does not set the two
LSBs (least significant bits) of the full 10-bit path to 0.

This setting is not available for the component or composite
analog input modules. This softkey does not appear for the inputs
at which an analog module is installed.

Analog Input Setups
NOTE: This softkey appears only when you use the
Input Number pushknob to select an input that has
a Component Analog Input module installed.
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If a Dual Component Analog or Component Video + Key input
module is installed at the selected input, Analog Input Setups,
Gain/Pedstl Offsets, and H Phase Offsets softkeys replace the
Setup Inputs and Input Bits softkeys. The Analog Input Setups
softkey accesses controls as described below.

These settings are saved to battery backed memory and are
recalled after a reboot or power cycle. Also, they are saved with
ENG files, so you can restore all analog setups from the disk ENG
tile after clearing the RAM.

The Input Number pushknob selects the physical input number.
This is the physical input number on the Main Chassis, not the
crosspoint button assignment. Since each component analog
input module has two inputs, there are always two adjacent input
numbers that recall these adjustments. The even input numbers

Engineering Menu

ARDWARH

Communications
Wipe Generator: ADVANCED
Framestore Board: INSTALLED
ColorCorrector: INSTALLED

Input I
4:4:4ChromaKeying:INSTALLED

AUX1/2:INSTALLED Output

DVE 1
Effects
DVE 2 Loop AUX 3/4:INSTALLED

Inputs OutputBoard: FRAME DELAY
Memory: 8 Meg
DVEBoard: INSTALLED

Analog SOFTWARE Mise
Input
Setups ControlPanel:3.00
Chassis:3.00
Compile Date:13:5504/15/96
Gain! Software
Offsets Update
[ THPhase[] Diags
Offsets
Input Format Master/ K
Number Slave eypad
8 SMPTE/EBU Master

The Input Submenu - Analog Input Setups
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(2, 4, 6, etc.) have a Master/Slave pushknob that the odd inputs
(1, 3, 5, etc.) do not have, as described later in this section.

The Format pushknob selects the type of analog signal for the
input selected with the Input Number pushknob. Each format
type is described below. If the Dual Component Input module is
installed, all of these formats are available for both inputs of that
module. If the Component Analog + Key module is installed, the
video formats are available only for the odd number input (1, 3,
5, etc.) of that module; the key formats are available only for the
even number inputs (2, 4, 6, etc.) of that module.

SMPTE/EBU - The SMPTE /EBU N10 700mV color difference
standard, with Y, R-Y, and B-Y components and black level at
OmV. This format is compatible with all 625-line standard and
MIIY VIRs and some 625-line Betacam® and Betacam SP VTRs
that have been modified for EBU levels.

50Hz Beta - Y/R-Y/B-Y color difference signals from 625-line
Betacam or Betacam SP VTRs.

60Hz Beta wSU — NTSC-related Y/R-Y/B-Y with 7.5 IRE
(54mV) black level (i.e., with setup). This format is compatible
with all 525-line Betacam and Betacam SP VTRs outside of
Japan.

60Hz Beta woSU - NTSC-related Y/R-Y/B-Y with 0 IRE (0OmV)
black level (i.e., without setup). This format is compatible only
with Japan-market 525-line Betacam and Betacam SP VTRs.

60Hz MII - Y/R-Y/B-Y with 7.5 IRE (53mV) black level. This
format is used on 525-line standard MII VTRs. 625-line MII
format VIRs use the SMPTE /EBU format.

SMPTE/EBU GBR - The SMPTE/EBU 700mV standard with
red, green, and blue components and no setup (OmV black level).

SMPTE/EBU KEY — A black and white (high contrast) signal used
as a dedicated key source at SMPTE/EBU levels (peak white =
700mV). This format internally copies the luminance value to the
Cb and Cr channels to provide a key signal for the chrominance
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samples of the fill signal. Use this setting if the input is a
dedicated monochrome key signal that has no chrominance.

# NTSC KEY wSU - A black and white (high contrast) signal with
751IRE (54mV) black level (i.e., with setup), used as a dedicated key
source at NTSC levels (peak white = 100 IRE or 714mV). This format
internally copies the luminance value to the Cb and Cr channels to
provide a key signal for the chrominance samples of the fill signal.
Use this setting if the input is a dedicated monochrome key signal
with setup and no chrominance.

The Component Analog + Key input module also lets you connect
wide band or high resolution RGB or Y/R-Y/B-Y video for use
with the 4:4:4 Chroma Key option. This feature is automatically
enabled when the following conditions are met:

m At least one keyer is set as a Chroma Key in the Keyer Main
submenu, with Chroma 444 selected as its Key Type in the
Advanced Chroma Key submenu.

» That keyer has the odd numbered "A" input of the Component
Analog + Key module selected as its 444 Cut Source #1. (You
should also select the even numbered "B" input of the same
module as the 444 Cut Source #2 for this feature to operate
correctly; this selection is not automatic).

With both of these conditions met, the input module changes its

sampling mode from 4:2:2 to 4:4:4 and uses the normal key path

for the extra chrominance samples, effectively eliminating the use

of the key input when in this mode. However, changing the 4:4:4

Cut Source #1 to any other source, or changing the keyer to any

other mode, restores normal video and key operation for the

input module. See the 8150 Technical Guide for more information
on this input module.

The Master/Slave pushknob appears only for even numbered
component analog inputs. The default setting is Master; set it to
Slave for input signals that have no sync on the G or Y channel,
or for key signals with no sync.
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The Component Analog + Key input module has a separate sync
input that you can use to supply separate sync for an RGB source
that does not have sync on green. See the 8150 Technical Guide
for more information on using this sync input.

NOTE: The Master/Slave function only works when
the signal without sync feeds the even numbered
input, and its companion signal with sync feeds the
odd numbered input on the same input module. See
the 8150 Technical Guide for more information on
this setting.

Press the Offsets (Gain) softkey to bring up the Y Gain, U Gain,
and V Gain pushknobs. Use them to fine tune each channel of the
selected input signal. The Pedestal pushknob appears only for
formats with setup (black level above 0). The default gain and
pedestal setting is 0.00. Negative values reduce the gain or offset,
positive increase them. With the Component Analog + Key
module installed, the key (even number) input has only a Key
Gain pushknob, plus a Pedestal pushknob if the NTSC Key wSU
format is selected.

NOTE: Do not substitute these controls for level
adjustments at the signal source; they are intended
only as compensation for possible nonunity gain
paths in the video system. See the 8150 Technical
Guide for more information on these controls.

Press the Offsets (H Phase) softkey to bring up the H Phase
pushknob. Use it to fine tune the horizontal picture position. The
default setting is 0.00. Negative values move the active picture to
the left, positive move it right.

9100-0204-04 - APRIL 96 Engineering 13-13



The Engineering Menu 8150 Operations

NOTE: Do not substitute this control for system
timing adjustments at the signal source; it is
intended only as compensation for possible timing
mismatches in the video system. See the 8150
Technical Guide for more information on this
control.
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Composite Input Setups
NOTE: This softkey appears only when you use the
Input Number pushknob to select an input that has
a Composite Analog Input module installed.

If a Composite Video + Key input module is installed at the
selected input, Composite Input Setups, Gain/ Pedstl Offsets, and
H Phase Offsets softkeys replace the Setup Inputs and Input Bits
softkeys. The Composite Input Setups softkey accesses controls
as described below.

These settings are saved to battery backed memory and are
recalled after a reboot or power cycle. Also, they are saved with
ENG files, so you can restore all analog setups from the disk ENG
file after clearing the RAM.

Engineering Menu
Communications
ARDWARE
Wipe Generator: ADVANCED
Framestore Board:INSTALLED Input
Color Corrector: INSTALLED
4:4:4 ChromaKeying:INSTALLED
AUX1/2:INSTALLED
DVE 1 AUX3/4:INSTALLED o
RvE] Effects OutputBoard : FRAME DELAY utput
Loop Memory: 8 Meg
Inputs DVE Board: INSTALLED
d i Control Panel:3.00 Misc
Comgglslte Chassis:3.00
Setups Compile Date:13:5504/15/96
Gain/Pedstl Software
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Number eypad
13 Adapt Vid 0.00 100.00

The Input Submenu - Composite Input Setups
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The Input Number pushknob selects the physical input number.
This is the physical input number on the Main Chassis, not the
crosspoint button assignment. Each composite analog input
module has one dedicated composite video and one dedicated
key (i.e., monochrome or luminance only) input, and the menus
change according to the input selected.

NOTE: Composite video inputs must contain color
burst in order for the built-in decoder to lock to the
input correctly. The video input does not support
signals without color burst. The key input, however,
can process monochrome signals with or without
color burst.

The Adaption pushknob selects the mode for decoding the
composite signal into component video.

m Adapt Vid - This is the default setting. It is an adaptive
combination of Notch and Comb modes (see below) that has a
high noise threshold. Use this for video that comes from
cameras, analog VTRs, or other sources that may be noisy. In
NTSC, this setting appears identical to the Adapt Gph mode;
with PAL, there is a difference between the two modes.

® Adapt Gph - This is an adaptive combination of Notch and
Comb modes (see below) that has a low noise threshold. Use
this for video that comes from computer graphics, character
generators, or other digital sources that are noise-free. In
NTSC, this setting appears identical to the Adapt Vid mode;
with PAL, there is a difference between the two modes.

® Notch — This is a simple bandpass filter that reduces or
eliminates dot crawl on horizontal edges. Vertical edges and
luminance frequencies close to the color subcarrier produce
color fringing, however. This setting is most useful with images
that have no vertical edges (i.e., horizontal detail).

m Comb - This is a comb filter that reduces or eliminates color
fringing on vertical edges and in luminance frequencies close

13-16 Engineering 9100-0204-04 - APRIL 96



8150 Operations The Engineering Menu

to the color subcarrier. Horizontal edges in the picture produce
dot crawl artifacts, however. This setting is most useful with
images that have no horizontal edges (i.e., vertical detail).

The Hue pushknob lets you adjust the hue or chroma phase of
the composite video signal, in the range +/- 180 degrees from the
original chroma phase.

The Sat pushknob lets you adjust the chrominance saturation of
the composite video signal, in the range -50 percent to +150
percent of the original saturation level.

Press the Proc Adjust (Gain/Pdstl) softkey to adjust the gain of
the three components of the decoded composite signal, plus the
pedestal (black) level for the luminance component.

Use Y Gain to set the luminance level, U Gain to set the B-Y level,
and V Gain to set the R-Y level. Each has a range of -50 percent
to +150 percent of the original levels. Pedestal adjusts the black
level of the luminance component only, with a range of about +/-
10 percent of the original black level. The default setting of 0.00
assumes that the black level of the incoming composite video is
correct for the current line standard (7.5 IRE or 54mV for NTSC,
or 0mV for PAL). For NTSC signals with black at 0 IRE, such as
in Japan, the default setting is incorrect and should be adjusted
for proper black level.

NOTE: Do not substitute these controls for level
adjustments at the signal source; they are intended
only as compensation for possible nonunity gain
paths in the video system. See the 8150 Technical
Guide for more information on these controls.

Press the More Proc Adjust (H Phase/ Ofs) softkey to adjust the
active picture’s horizontal position and to set the chrominance
components” DC offset.
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H Phase adjusts the active picture’s horizontal phase, in the range
+/- one microsecond. U Offset adjusts the B-Y DC offset, and V
Offset adjusts the R-Y DC offset. Both have with ranges of about
+/-50 percent of the original DC offsets.

NOTE: Do not substitute this control for system
timing adjustments at the signal source; it is
intended only as compensation for possible timing
mismatches in the video system. See the 8150
Technical Guide for more information on this
control.
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The Engineering Menu

Key Input Setups

If a Composite Video + Key input module is installed at the
selected input, Key Input Setups, Gain/Pedstl Offsets, and H

NOTE: This softkey appears only when you use the
Input Number pushknob to select an input that has
a Composite Analog Input module installed.

Phase Offsets softkeys replace the Setup Inputs and Input Bits
softkeys. The Key Input Setups softkey accesses controls as

described below.

With a Composite Key input selected, the following menu
controls appear. These settings are saved to battery backed
memory and are recalled after a reboot or power cycle. Also, they
are saved with ENG files, so you can restore all analog setups

from the disk ENG file after clearing the RAM.

Engineering Menu

Communications

ARDWARH

Wipe Generator: ADVANCED
Framestore Board: INSTALLED
ColorCorrector: INSTALLED
4:4:4ChromaKeying:INSTALLED

Input I

QVEL Effects AUX1/2:INSTALLED Output
Loop AUX 3/4:INSTALLED
Inputs OutputBoard: FRAME DELAY
Memory: 8 Meg
DVEBoard: INSTALLED -
: Analog SOFTWARE Mise
Input
Setups ControlPanel:3.00
Chassis:3.00
Compile Date:13:5504/15/96
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Offsets Update
[ THPhase[] Diags
Offsets
Input Format Master/ K
Number Slave eypad
8 SMPTE/EBU Master
The Input Submenu - Key Input Setups
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The Input Number pushknob selects the physical input number.
This is the physical input number on the Main Chassis, not the
crosspoint button assignment. Each composite analog input
module has one dedicated composite video and one dedicated
key input (i.e., monochrome or luminance only), and the menus
change according to the input selected.

With a Composite Key input selected, the Mode pushknob selects
the type of key signal used with this module:

® Comp - This selects a luminance-only key signal that contains
both sync and color burst; this usually comes from a device
with composite outputs.

# NComp - This selects a luminance-only key signal that
contains sync but not color burst; this usually comes from a
device with component outputs.

® Slave — This selects a luminance-only key signal that does not
contain sync. In this mode, there must be a co-timed composite
video signal connected to this module’s video input; its sync is
used to lock the key signal. If the key input has no sync, it must
be zero-timed (+/- one microsecond) to its companion video
input. A timing discrepancy greater than this does not allow
the key input to be properly timed to the video input.

Press the Proc Adjust (Gain/Pdstl) softkey to adjust the key
input’s gain and black level. Key Gain adjusts the overall key
level of the key input, in the range -50 percent to +150 percent of
the original level. Pedestal adjusts the black level of the key input,
with a range of about +/- 20 percent of the original black level.

Press the More Proc Adjust (H Phase) softkey to adjust the key
input’s horizontal position. H Phase adjusts the active key
signal’s horizontal phase in the range +/- one microsecond.
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Output Submenu

This submenu has adjustments for the 8150 serial digital outputs.
The menu display varies depending on the Output module
installed, as indicated in the following discussion. The original
Output module does nothave frame delay capability; itis referred
to in this section as the 8100 Output module. Note that as of March
1996 the Enhanced (Frame Delay) Output module is shipped as
standard equipment.

Output Delay
This softkey appears only if the Enhanced (Frame Delay) Output
module is installed (some 8100s and all 8150s, except for 8150s
that were field-upgraded from 8100s). Press Output Delay to
bring up the Program, Preview, and Aux 1/2 pushknobs. Their
default delay settings are 34 Lines for the program and preview
outputs and Auto for the Aux 1 and 2 outputs. Use these settings
when a one frame delay through the 8150 is not acceptable or
-
Adiustl Communications

Output
Delay

HARDWARE Input
OEF[PU[ Wipe Generator: ADVANCED
s Framestore Board: INSTALLED

ColorCorrector: INSTALLED

4:4:4ChromaKeying: INSTALLED
Ad[usY AUX 1/2:INSTALLED Output
H. AUX3/4:INSTALLED
Blanking OutputBoard: FRAME DELAY
Memory:8Meg
DVE Board: INSTALLED -
B TE T SOFTWARE] Misc
Blanking ControlPanel:3.00
Chassis:3.00
Compile Date:13:5504/15/96
Adijust] Software
Output Update
Phase
Adjust] Diags
Key
Mode
Main Aux 1/2 Keypad
10 10
The Output Submenu
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appropriate, as when using preread. The 1 Frame setting assigns
a one frame delay to the output, letting it be re-entered and
retimed into your video system.

NOTE: The Program 2 output is always delayed by
one frame and cannot be changed. If you are using
preread, feed the Program 1 output to the preread
VTR and set it to 34 Lines.

Output Bits

Press this softkey to set the bit resolution for the serial digital
outputs. If the 8100 Output module is installed (some 8100s and
8150s upgraded from 8100s), there is one control for the combined
Main outputs (Program 1, Program 2, Preview, Aux 1, and Aux
2) and a separate control for the Aux 3/4 output pair, if present.
If the Enhanced (Frame Delay) Output module is installed (some
8100s and all 8150s), there is a control for the PGM/PVW outputs
and separate controls for the Aux 1/2 output pair and the Aux 3/4
output pair, if installed.

m 10 - Full 10-bit resolution (default).

® 8Rounded - Rounds the 10-bit signal’s two least significant bits
(LSBs) up or down to the nearest true 8-bit level. Use this mode
if the output feeds an 8-bit device; the rounding helps reduce
banding in shallow ramps and color washes.

® 8 Truncated - Discards the two LSBs of the 10-bit signal. Use
this mode only for troubleshooting purposes.

H Blanking

This softkey appears only if the Enhanced (Frame Delay) Output
module is installed. Press H Blanking to adjust the horizontal
blanking width of the main outputs (Program 1/ 2, Preview, and
Aux 1/2) and the Aux 3/4 output pair.

If H Blanking is OFF, the full digital active line is output. Also,
the rise times of the blanking to active video transitions are
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unfiltered and may be subject to ringing. Typically, leave H
Blanking ON to properly filter these transitions.

The pushknobs are as follows:

® Main Left — Adjusts the blanking width of the left edge
(blanking back porch) of the main outputs, described above, in
2-pixel (148-nsecond) steps. The range is about 600 nseconds.
The default, 1, sets minimum blanking; 4 sets maximum
blanking.

® Main Right — Adjusts the blanking width of the right edge
(blanking front porch) of the main outputs, described above,
in 2-pixel (148-nsecond) steps. The range is about 600 nseconds.
The default, 1, sets minimum blanking; 4 sets maximum
blanking.

® Aux 3/4 Left — Appears only if the Aux 3/4 option is installed.
Adjusts the blanking width of the left edge (blanking back
porch) of the Aux 3 and 4 outputs in 2-pixel (148-nsecond)
steps. The range is about 600 nseconds. The default, 1, sets
minimum blanking; 4 sets maximum blanking.

® Aux3/4 Right— Appears only if the Aux 3/4 optionis installed.
Adjusts the blanking width of the right edge (blanking front
porch) of the Aux 3 and 4 outputs in 2-pixel (148-nsecond)
steps. The range is about 600 nseconds. The default, 1 sets
minimum blanking; 4 sets maximum blanking.

V Blanking

This softkey appears only if the Enhanced (Frame Delay) Output
module is installed (some 8100s and all 8150s). Press V Blanking
to set the vertical blanking width of the Program 1 and 2, Preview,
and Aux 1 and 2 outputs. (DIP switches set the vertical blanking
widths for the 8100 Output module and the Aux 3/4 outputs, as
outlined in the 8150 Technical Guide.)

As of this writing, the 8150 ships with lines 12 through 19 blanked,
and line 20 is the first active line in 525-line systems. In 626-line
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systems, lines 15 through 22 are blanked, and line 23 is the first
active line. In both cases, the status of the field 2 line that
corresponds to the indicated field 1 line is identical to the field 1
line status. (See the 8150 Technical Guide for a more complete
listing of the lines affected.)

The Blanking Status pushknob label shows which lines are
blanked by displaying the line number with its two digits
oriented vertically. In 525 systems, the display looks like this:
11111111--
23456789--
In 626 systems, the display looks like this:
11111222--
56789012--
The dashes (--) are "place holders" for the lines that would appear
next in the sequence, and indicate that those lines are not blanked.

To change the vertical blanking status of any line pair, use the
Select Line pushknob to select the field 1 line number whose
blanking status you want to change, then press the V Blanking
softkey. This toggles the display to add that line if it was not there
before, or to remove it if it was. The corresponding line in field 2
is blanked or unblanked accordingly.

Output Phase

Press this softkey to adjust the horizontal output timing of all 8150
outputs, both digital and analog. The Horizontal Phase
pushknob sets system output horizontal timing. The default
value is 8. The range is -256 to 245 (approximately 9.28
microseconds) in 1/4 pixel (18.5 nanosecond) increments.
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NOTE: The 8100 Output module has a fixed vertical
delay of 34 lines for the program and preview
outputs, which you cannot adjust; the Horizontal
Phase control is for horizontal timing only. If the
Enhanced (Frame Delay) Output module is
installed, some outputs may have no vertical delay,
but the Horizontal Phase control still applies.

Key Mode

Press this softkey to select the type of signal for the Preview, Aux
2, and Aux 4 outputs. See the 8150 Technical Guide for a more
complete explanation of the functions under Key Mode.

NOTE: This control does not affect the analog
monitor output on the 8100 Output module;
however, this control does affect the analog monitor
output on the Enhanced (Frame Delay) Output
module.

The settings are as follows:

® Auto-— Automatically selects one of the following three settings
according to whether the source routed to that outputis a video
signal or a key/mask/wipe signal.

m Video — Passes the selected source without modification.

® Key w/o Border — Removes the chrominance from the signal
and re-scales the luminance for use as an external key signal,
minus any border it may have.

m Key w/ Border—Removes the chrominance from the signal and
re-scales the luminance for use as an external key signal,
including any border that it may have.
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Miscellaneous Submenu

Use this submenu to set the line standard, aspect ratio, bright or
dark menu display, editor constant, and lamp saver time-out.

Video Standard
Toggle this softkey to select the 525 line or 625 line standard for
the system.

8150 Operations

NOTE: The 8150 requires a black burst or composite
sync reference signal at the selected line standard to
operate properly.

Engineering Menu

i‘g%g Video Communications
Standard
4:3 HARDWARH
Aspect Input
Ratio Wipe Generator: ADVANCED
Framestore Board: INSTALLED
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Display AUX 3/4:INSTALLED
OutputBoard: FRAME DELAY
Memory: 8 Meg
DVEBoard: INSTALLED
[TAdjust W Misc
Timing
ControlPanel:3.00
Chassis:3.00 |
Compile Date:13:5511/24/95
Aux 3/ Aux 4 Software
Aux 3/ Txt A Aux Bus Update
TxtA/TxtB Use
Adjust Diags
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H Units V Units Keypad
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Aspect Ratio

Toggle this softkey to select 4:3 or 16:9 aspect ratio processing for
the system. The default, 4:3, is the standard 4:3 television aspect
ratio. Use 16:9 when working with video that has been created or
recorded with a 16:9 aspect ratio. This gives that wipe patterns,
preview monitor overlays, etc. the correct shape.

Display

This softkey toggles Day and Night. In day mode, the menus are
dark text over a light background for legibility in bright rooms.
In night mode, the menus are light text over a dark background
for reduced glare in dark rooms.

o — Engineering Menu
[ 625 | S'l\/ld(’?od
andart

[ 743 7 ARDWARE
Aspect

Ratio Wipe Generator: ADVANCED

Framestore Board: INSTALLED

ColorCorrector: INSTALLED

INSTALLED

4:4:4ChromaKeying:
AUX 1/2:INSTALLED
[— - AUX3/4:INSTALLED
OutputBoard: FRAME DELAY

Memory: 8 Meg
DVEBoard: INSTALLED

— SOFTWARE
Control Panel:3.00
Chassis:3.00

Compile Date:13:5504/15/96

Txt A/ Txt

-W-E
Edit Const Field Dom

Normal

The Miscellaneous Submenu with Night Display
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Timing

Press this softkey to access the Edit Const, Field Motion, and
Field Ref pushknobs. The editor constant is a two digit number
that specifies two different parameters for use with edit
controllers. Field motion determines at what rate a transition or
Timeline effect is updated as it runs. Field reference determines
on which field a cut occurs or transition begins.

Edit Const

Since the 8150 can emulate both SMPTE and Sony protocol VIRs,
you may need to adjust the timing relationship between the edit
controller commands and the 8150’s execution of the commands.
The 8150 supports two edit timing parameters, know as
Command Delay and Time Code Delay, although these names do
notappear in the menu. These two parameters affect the 8150 only

== Engineering Menu
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when you use it to run Timeline effects from an edit controller by
emulating a VTR.

Command Delay is the delay (in fields) between the time that the
8150 receives a command and the time that it actually executes it;
the higher the Command Delay number, the longer it waits to
execute the command.

Time Code Delay actually delays the time code that the 8150 sends
to the edit controller. By delaying the time code to the edit
controller, the 8150 appears to be "behind" where the edit
controller expects it to be, forcing the edit controller to advance
the 8150 Timeline effect relative to other devices in the system.

The Edit Const value can be a number up to four digits, but only
the last two are significant. The last digit specifies the Command
Delay parameter: it is a single digit, in the range 0 to 9. This gives
a maximum of nine fields, or four and one half frames, of delay.
Enter a Command Delay value if the 8150 executes editor
commands too soon relative to other devices in the system.

The second-to-last digit specifies the Time Code Delay parameter:
it is a single digit in the range 0 to 9. This gives a maximum of
nine fields, or four and one half frames, of delay. Enter a Time
Code Delay value if the 8150 is consistently "behind" or "late"
relative to other devices in the system.

This is a "trial and error" adjustment, but once set, you should not
need to change it for a given edit controller. Type the Time Code
Offset value first, then the Command Delay value, then press the
Edit Const pushknob to enter them. If the Time Code Offset value
is 0, it does not appear in the display after you enter it.

Field Motion

When the 8150 executes a transition or runs a Timeline effect, it
calculates a new percentage for the transition every video field;
this new calculation is referred to as an update. There may be
occasions, however, when you may want to update a transition
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or Timeline effect only once per frame, or, in 525-line systems,
you may want to update at the 3:2 field sequence of a
film-to-video transfer. The Field Motion control allows you to
specify how often, and on which field boundary, transitions and
Timeline effects are updated.

® Normal — Updates transitions and Timeline effects at every
field boundary, i.e., once per field, for maximum smoothness.
This is the default setting.

» F1 - Updates transitions and Timeline effects at every Field 1
boundary, i.e., once per frame.

m F2 - Updates transitions and Timeline effects at every Field 2
boundary, i.e., once per frame.

m 3:2/A, 3:2/B, etc. — Updates transitions and Timeline effects in

a staggered fashion (twice per five field sequence) to match
525-line film-to-video transfers. The first update occurs after

[ 55 Ty Engineering Menu

Video Communications
Standard

4:3 HARDWARE Input
Aspect pu
Ratio Wipe Generator: ADVANCED

Framestore Board: INSTALLED
ColorCorrector: INSTALLED
4:4:4ChromaKeying:INSTALLED
D,a _ AUX 1/2:INSTALLED Output
Display AUX 3/4:INSTALLED
OutputBoard: FRAME DELAY
Memory: 8 Me

y g
DVEBoard: INSTALLED
e SOFTWARE Mise
Timing
ControlPanel:3.00
Chassis:3.00 |

Compile Date:13:5511/24/95

Aux 3/ Aux 4 Software
Aux 3/ Txt A Aux Bus Update
TxtA/TxtB Use
Adjust Diags
Lamp
Saver
H Units V Units Keypad
8.0000 6.0000

The Miscellaneous Submenu

13-30 Engineering 9100-0204-04 - APRIL 96



8150 Operations The Engineering Menu

three fields, the next update occurs two fields later, the next
occurs three fields later, etc. There are five selections (A, B, C,
D, and E) because the sequence can potentially start on any of
the five fields in the sequence; you must use trial and error to
determine which of the five is correct for each instance. This
mode is useful only in 525-line systems.

Field Ref

Normally, the 8150 executes a cut or other transition on the next
field after it receives the command, which could be either Field 1
or Field 2. However, there may be times when you want the cut
or transition to begin only on Field 1 or only on Field 2.

NOTE: These field dominance settings affect only
manual transitions performed by pressing CUT,
AUTO TRAN, or by moving the fader bar. Timeline
effects always begin at the boundary between the
end of field 2 and the beginning of field 1, i.e., they
always have field 1 dominance.

Use the Field Ref control to select the field on which all cuts and
transitions are executed:

m Either — Executes a cut or begins a transition at the boundary
between the current field and the next, whether it is Field 1 or
Field 2. This is the default setting.

= F1-Executes a cut or begins a transition only at the boundary
between the end of Field 2 and the beginning of Field 1.

m F2 - Executes a cut or begins a transition only at the boundary
between the end of Field 1 and the beginning of Field 2.

Aux/Txt Retime
This softkey appears only if the optional internal DVE is installed
in the 8150.

You can use any 8150 source except DSK Preview as a video input
to either channel of the internal DVE, and the DVE retimes itself
for that source. You can also use any direct source (defined below)
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in the 8150 as a texture input to either channel of the DVE.
However, because there may be a timing difference between the
DVE video input and the DVE texture input, the 8150 must
compensate for this difference. Because there are not dedicated
delay paths for the DVE texture inputs, the 8150 must share the
Aux 3 and Aux 4 retiming paths with the DVE Channel A and B
texture inputs, in the event that the video and texture inputs are
not zero timed to each other.

The Aux/Txt Retime control allows you to select the following
modes:

® Aux 3/Aux 4 — All Aux 3 and 4 sources are correctly timed, but
DVE Channel A and Channel B texture sources may not be.
Select this mode if you need to use the Aux 3 and 4 outputs or
are not using the DVE texture inputs.
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m Aux 3/Txt A — All Aux 3 sources and DVE Channel A texture
sources are correctly timed, but Aux 4 and DVE Channel B
texture sources may not be. Select this mode if you are using
only the DVE Channel A texture input, such asin V+K or VK+S
modes, and also need to use the Aux 3 output.

m Txt A/Txt B — All DVE Channel A and Channel B texture
sources are correctly timed, but Aux 3 and 4 outputs may not
be. Use this mode if you are using both DVE texture inputs in
V+V mode, or if you do not need the Aux 3 and 4 outputs.

]

Each of the three modes is explained in the following table. Note

that the DVE video input selections affect the functionality of

these modes. Even though any source in the 8150 (except DSK

Preview) is valid as a DVE video input, only a direct source is

valid as a DVE texture input. A "direct source" is defined as a

source in the 8150 that is not delayed by internal processing, i.e.,

inputs 1 through 14, the SuperMatte generator, and Framestores

1and 2. A "delayed source" is defined as a source in the 8150 that

is delayed by internal processing, i.e., M/E Program, M/E

Preview, Wipe Pattern, and Key Monitor.

Note also that the DVE Video and DVE Key outputs are
considered direct sources if both DVE video inputs are fed by
direct sources, but DVE Video and DVE Key outputs are
considered delayed sources if either DVE video input is fed by a
delayed source. This is because both channels of the DVE are
timed to the more delayed of its inputs. For instance, if M/E
Program is input to Channel A and the SuperMatte generator is
input to Channel B, M/E Program is the more delayed of the two
sources, and so the 8150 automatically delays the SuperMatte
generator to match the timing of M/E Program.
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The above holds true for Effects Looping as well; if the internal
DVE is used for a Keyer 1, Keyer 2, M/E Bgnd, or DSK Effects
Loop, the DVE video and key outputs are delayed sources and
should be considered as such.

The internal source called DSK Preview cannot be used as a DVE
input, as it delays the DVE too much to retime to any other
sources.

See the table on the following page for general indications on
which Aux/Txt Retime mode to select for different
circumstances.
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Aux/Txt DVE Aux 3 Aux 4 ChA ChB
Retime | Video Output | Output | Texture | Texture
Mode Input status status status status
Aux 3/ |Direct Timing OK |Timing OK |No source |No source
Aux 4 |source for all for all selection; |selection;

(Both Ch A Jsources sources fiming OK |timing OK
and B)
Delayed [Timing OK |Timing OK |No source |No source
source for all forall selection; |selection;
(Either Ch sources sources fiming not  |timing not
AorB) correct correct
Aux 3/ Direct Timing OK  |Timing OK  |Timing OK  |No source
Txt A |source for all for all for all selection;
(Both Ch A Jsources sources sources fiming OK
and B)
Delayed [Timing OK |No source [Timing OK |No source
source for all selection; |for all selection;
(Either Ch  Jsources Texture A |sources fiming not
A orB) visible correct
Txt A/ Direct Timing OK  |Timing OK  Timing OK  |Timing OK
IxtB  source for all for all for alll for all
(Both Ch A Jsources sources sources sources
and B)
Delayed [Nosource |No source [Timing OK [Timing OK
source selection; selection; [for all for all
(Either Ch [Texture B |Texture A |sources sources
A orB) visible visible
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Lamp Saver

This softkey sets the delay (time-out) for the Lamp Saver. If there
is no Control Panel activity (no buttons pressed and no fader bar
or joystick movement) within the time set, the system shuts off
the lamps on the Control Panel. Set the delay with the Timeout
pushknob, in minutes. The range is one minute to 60 minutes; the
default is ten minutes.

The LCD menu display is always active and does not go dark
when the lamps turn off.
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Software Update Submenu

Use this submenu to install a software update from Abekas.

NOTE: Software updates from Abekas include
installation instructions. ALWAYS read the
instructions before installing new software. The
procedure may require other system changes before
the software update. Always save engineering
setups, personality files, timelines, effects, and user
registers to disk before installing new software, as
updating the system software clears the battery
backed memory.

Engineering Menu

Confi Communications
onfirm

4:4:4ChromaKeying:INSTALLED
AUX 1/2:INSTALLED Output
Update AUX 3/4:INSTALLED
OutputBoard: FRAME DELAY
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Compile Date:13:5504/15/96
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The Software Update Submenu
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Confirm
Press this softkey to execute the update command selected with
the Device pushknob.

Update
Press this softkey to access the Device pushknob. It selects the
device to be updated: None, Chassis, Panel, or RAM.

An 8150 software upgrade typically calls for the Main Chassis
software to be updated first. With the software update disk
installed in the floppy disk drive, select Chassis and press
Confirm. This automatically begins updating the Main Chassis,
which takes about two minutes. A small read-out in the upper left
corner of the menu shows the update’s progress. When finished,
the Main Chassis reboots itself, and the Keyer 1 menu appear
when it is ready for operation.

You can stop the update procedure at any time before it is 96
percent complete by rebooting or powering down the Main
Chassis. The update creates a temporary file before updating the
flash memory and does not affect the current software version or
system memory before then. After 96 percent done, however, it
erases the existing software from the flash memory, and the
update must continue; otherwise, the Main Chassis will have no
operating software at all. When the update is complete, the Main
Chassis reboots itself and displays the Keyer One menu.

Next, update the Control Panel software. Return to the
Engineering Software Update submenu, then select Panel and
press Confirm. In a major software change, the Control Panel
menu buttons may be "remapped,” meaning that they do not
recall the menu that you expect. If this is the case, disconnect the
power cable from the Control Panel and then reconnect it. This
forces the Control Panel to read the floppy disk in the disk drive.

The Control Panel software update process is not completely
automatic; you must press SHIFT + M/E when the menu
prompts; if you do not, it aborts the upgrade and the Control
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Panel reloads its existing software. Once started, the update takes
about two minutes. When done, the Control Panel reboots and
prompts you to press SHIFT + M/E again; you can press the
flashing FTB button to boot from the new software immediately,
or do nothing, which causes the Control Panel to time out and
boot from the new software automatically.

You can stop the update process at any time before the display
indicates that it is "erasing flash." The update creates a temporary
file before updating the flash memory and does not affect the
current software version or system memory before then. When it
begins erasing the flash memory, however, the update must
continue or the Control Panel will have no operating software at
all.

Updating the RAM erases all battery backed memory and forces
the default settings to load. This is also known as a "first birthday."
This is not a normal operation and should be used only as a last
resort, when other measures to fix operational problems are
unsuccessful.

WARNING: Updating RAM clears the switcher’s
battery backed memory. Save all engineering
setups, personality files, timelines, effects, and
user registers to disk before updating the RAM.
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Diags Submenu

This submenu has tests you can perform on the Control Panel.
Normally, you will not use it, unless you suspect a fault in the
Control Panel. Note that the 8150 "hears" when you press menu
and crosspoint buttons while in this menu, just as it does
normally.

Hold down the Lamp Test softkey to test the lamps and LEDs on
the Control Panel for burn-out. As you hold the softkey, the 8150
lights each lamp and LED in succession so you can identify
burnt-out ones. The labels in the pushknobs let you verify that the
8150 changes values in single steps. For example, if you turn the
pushknob one click, the value in the label should only increase or
decrease by one unit.

Lamp Communications

Test

I Engineering Menu

Input

Keys 1-255 2-255 3-255 4-255
Joy X 0o Y o z 0

TBar 8000 Output
Mouse X- 0o Y- 0 Switch00
KBD 000

Misc

Software
Update

Diags I

SoftPot 1 SoftPot 2 SoftPot 3 SoftPot 4 Keypad

0 0 0 0

The Diags Submenu

13-40 Engineering 9100-0204-04 - APRIL 96



8150 Operations The Engineering Menu

The display in the center of the menu lets you test other Control
Panel functions. Press a button and the "Keys" line indicates the
switch number for the button. Press more than one button (up to
four at a time) to verify more than one button.

The "Joy" line is a read-out of the current joystick position. When
you let go of thejoystick, the X, Y, and Z values should be 0, which
means that the joystick has re-centered itself. Note that a small
amount of "drift" in the joystick is normal.

The "TBar" line lets you test the fader bar’s range. The top of its
range is 8000, the bottom is 0000. Intermediate settings give
corresponding read-outs, in hexadecimal form.

You can add your own mouse or mouse pen for drawing masks
and controlling wipes. The 8150 also supports using an external
PC AT keyboard for naming sources and disk files. (See the 8150
Technical Guide for details.) The Diags submenu lets you verify
communications between the 8150 and a mouse and/or
keyboard. The "Mouse" line lets you verify that the 8150 "hears"
external mouse movement and button presses. In the same way,
the "KBD" line lets you verify button presses on the external
keyboard.
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Remote

Operations

Infroduction

The 8150 has powerful keying, transitioning, and color correcting
features. To get the most use out of them, however, you must be
able to control all devices in a post-production environment,
especially the switcher. The 8150 allows extensive remote control
at several levels, including several serial remote control protocols
and many functions that you can trigger with GPIs (General
Purpose Interface inputs).

This section discusses the remote control types in depth.
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Controlling the 8150 from an Editor

The 8150 can be controlled by RS-422 serial communications or by
GPI (General Purpose Interface) pulses. See Section 12 —
Personality and Section 13 — Engineering or the 8150 Technical
Guide Section 5 — Engineering Setup for information on menu
settings for configuring the remote ports and GPI inputs.

RS-422 Serial Communications

You can control the 8150 with several makes of edit controllers.
The switcher control mode lets the editor select crosspoints,
activate transitions, select wipe patterns, etc. via a serial remote
port. This allows transitions that are both frame-accurate and
repeatable.

Since you can assign any source to any crosspoint button, the
editor selects sources in the 8150 by crosspoint button number,
not physical input number. Crosspoint numbers are 1 through 18.
Crosspoint 1 (the leftmost crosspoint button) defaults to black;
crosspoints 2 through 9 are the rest of the unshifted crosspoint
buttons. Crosspoints 10 through 18 are the shifted crosspoint
buttons. To have the editor select a certain source, assign that
source to one of the 18 crosspoint buttons.

Editors manufactured by Grass Valley Group select the 8150 main
program out as crosspoint 22. Most other edit controllers select
main program out correctly without the need for further
intervention.

The 8150 supports recalling wipe patterns from the edit
controller. The wipe pattern numbers appear in the Pattern
pushknob in the Patterns submenu. To transition a wipe in
reverse, add 100 to the pattern number. For example, to use
pattern 3 in reverse, select pattern 103 from the edit controller.
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Since the 8150 has one M/E, selecting M/E 1 for control by the
editor enables control of the 8150 M/ E; selecting Program / Preset
or M/E 2 enables control of the 8150 PGM/PST buses.

Single Monitor Editing

If your facility uses a single monitor to view all editing functions,
you can and should use the 8150 preview output for this, unless
you are using an analog VTR as the record machine. In that case,
you should monitor the VIR output when editing.

To see the main program output on the preview output, bring up
the Miscellaneous menu and select Program with the Source
softkey in the Pvw Bus Ctrl & Misc submenu. This routes the main
program video to the preview output. You can also superimpose
the preview monitor overlays (safe action, safe title, cursors, etc.)
over the program video. You cannot superimpose the overlays
over the main program output itself.

When editing, the record VIR is normally set to "off-tape" mode
soits input cannot be sent to its output; this avoids potential video
feedback loops. Also, when the VTR is in record or edit record
mode, itisnormally set to "confidence play"” mode, which outputs
the off-tape video and audio that has just been recorded. This is
how you should set your record VTR(s) when using the 8150 in
editing situations.

If the 8150 Program 1 output is delay is set to 34 lines, using the
VIR to monitor the edit preview may show a large vertical
and/or horizontal shift. Instead, let the edit controller use the
8150 preview switching facility to perform the edit preview. This
shows no horizontal or vertical shifts in the preview because the
record VIR does not have to switch to E-E mode. Alternatively,
you can set the Program 1 output delay to one frame and avoid
the 34 line delay. However, this one frame delay can introduce
audio-to-video timing errors if both are part of the same edit; if
this is the case, a user-supplied audio delay may be needed.
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Furthermore, while actually recording the edit, the record VTR
may show a vertical and /or horizontal shift because of the 34-line
delay in the 8150 program output. Some digital VIRs use an
internal fieldstore or framestore to compensate for delays caused
by locking to input video; this prevents shifts in the VIR output
timing. When recording on an analog VTR, set the 8150 output to
one frame delay and monitor the VIR output when recording.

The 8150 also supports preread or "read-before-write" editing
with digital VIRs. Its program output 34-line delay is within
Digital Betacam’s 40-line preread window, and well within the
D5 format 100-line preread window. This means that you can use
the 8150 in preread mode with either VIR type. (The
frame-delayed outputs provided with the Enhanced [Frame
Delay] Output module do not work with preread editing, as they
fall outside the VIRs’ preread window; however, you can select
34 line delay for this.) Use the 8150 preview output to monitor the
program output and all preview switching functions under the
control of the editor.

Most edit controllers can send edit preview switch commands to
the production switcher, which then performs the preview switch
on an Aux bus output. Since the 8150 uses the preview output as
the edit preview switcher, it must re-route these preview switch
commands to the preview output. In the Engineering Comms
submenu, the Preview cmds routed from: pushknob toggles
None, Aux 1, Aux 2, Aux 3, Aux 4, and Aux 5. This selects which
Aux bus switch command is actually executed on the preview
output. For example, if you leave it at the default, None, it
performs all switch commands on the designated Aux output. If
you select Aux 4, any switching commands that the 8150 receives
for Aux 4 are actually executed on the preview output. If it
receives a command to switch any other Aux bus, it performs the
switch on that Aux output. If you select Aux 5, you can set the
edit controller to perform the preview switch on Aux 5. Since the
8150 has no Aux 5, it routes commands for Aux 5 to the preview
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output. This enables the control of all four Aux outputs, plus the
preview output, by the edit controller.

Since the GVG model 200 switcher does not support preview
switching, some edit controllers do not support it in their GVG
200 protocol. If this is true with your editor, use Abekas A82/A83
protocol or GVG Model 1000 protocol to control the 8150. Both
protocols work with the GVG setting on the 8150, and they both
support preview switching.

See Section 5 — Engineering Setup in the 8150 Technical Guide for
more information on connecting and setting up digital VIRs with
the 8150.

GPI Inputs

A GPlis a contact closure or a pulse signal used to trigger a device
function. The 8150 has eight independent GPI inputs that let
external devices trigger several functions with a simple contact
closure or TTL pulse. See the 8150 Technical Guide for
information on connecting external devices to the 8150 GPI
inputs.

GPI Input Functions

You can assign any supported function to any GPI input with the
list in the GPIs submenu under the Personality menu. An input
GPI can trigger the following 8150 functions:

m <None> — no function.

® Autotrans (Current) — executes the currently active transition,
just like pressing the AUTO TRAN button.

m Cut (Current) — cuts the currently active transition, just like
pressing the CUT button.

m M/E Autotrans <Current> — executes a transition on the M/E,
using its currently active transition mode, just like pressing the
AUTO TRAN button while the M/E buses are active.
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m M/E Cut <Current> — executes a cut on the M/E, just like
pressing the CUT button while the M/E buses are active.

® M/E Key 1 Cut — cuts Keyer 1 on or off on the M/E, just like
pressing the CUT button with KEY 1 lit.

m M/E Key 2 Cut - cuts Keyer 2 on or off on the M/E, just like
pressing the CUT button with KEY 2 lit.

= M/E Background Cut - cuts between the Background A and B
buses on the M/E, just like pressing the CUT button with
BKND lit.

m P/P Autotrans <Current> — executes a transition on the
PGM/PST, using the currently active transition mode, just like
pressing the AUTO TRAN button.

m P/P Cut <Current> — cuts the PGM/PST/DSK, using the
current transition mode, just like pressing the CUT button.

m P/P DSK Cut - cuts the DSK on or off on PGM/PST, just like
pressing the CUT button with DSK lit.

m P/P Cut — cuts Preset to Program on PGM/PST, just like
pressing the CUT button with PGM PST lit.

m P/P Fade-to-Black — executes a fade-to-black on the Program
output, just like pressing the FTB button.

m P/P Cut-to-Black — executes a cut-to-black on the Program
output, just like pressing the FTB button with a transition
duration of 0:00.

® Grab Image in Framestore #1 — freezes Framestore 1, grabbing
a frame of its input video, just like pressing the Grab softkey.

m Grab Image in Framestore #2 — freezes Framestore 2, grabbing
a frame of its input video, just like pressing the Grab softkey.

m Freeze/Pass Thru FS #1 Switch — sets Framestore 1 to Freeze
or Pass Thru mode according to the state of the GPI: if the GPI
is inactive (open or high), Framestore 1 is in Pass Thru mode;
if the GP1 is active (closed or low), Framestore 1 is frozen.
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m Freeze/Pass Thru FS #2 Switch — sets Framestore 2 to Freeze
or Pass Thru mode according to the state of the GPI: if the GPI
is inactive (open or high), Framestore 2 is in Pass Thru mode;
if the GPl is active (closed or low), Framestore 2 is frozen.

® F1, F2, F3 — executes the macro currently assigned to a User
Key, just like pressing one of these buttons (F1, F2, F3).

m Aux1A/B Side Switch — triggers the Aux 1 A/B (front/back)
switch as assigned in the Miscellaneous menu.

® Aux 2 A/B Side Switch - triggers the Aux 2 A/B (front/back)
switch as assigned in the Miscellaneous menu.

® Aux 3 A/B Side Switch — triggers the Aux 3 A/B (front/back)
switch as assigned in the Miscellaneous menu.

® Aux4 A/B Side Switch — triggers the Aux 4 A/B (front/back)
switch as assigned in the Miscellaneous menu.

® Run Effect Forward —runs the current Timeline effect forward,
just like pressing the RUN button.

= Run Effect Reverse — runs the current Timeline effect in
reverse, just like pressing the REV button.

» Jog Effect Forward - steps the current Timeline effect forward
by one field.

m Jog Effect Reverse —steps the current Timeline effect backward
by one field.

» Rewind Effect - cues the current Timeline effect to its start, just
like pressing the START (REW) button.

n FastFwd Effect — cues the current Timeline effect to its end, just
like pressing the END (FF) button.

m Previous Keyframe — steps the current Timeline effect to the
previous keyframe, just like pressing the PREVIOUS button.

= Next Keyframe — steps the current Timeline effect to the next
keyframe, just like pressing the NEXT button.
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Aux Bus A/B (Front/Back) Switching

The Aux A /B switch inputs are used with DVEs that send an A/B
(front/back) tally to indicate that the DVE is displaying the video
on its "front" or "back" side. Normally, the DVE does its own
front/back switching, requiring front and back video feeds, plus
front and back key feeds. If the 8150 feeds the DVE this way, it
would use all four Aux outputs for one DVE.

If the 8150 knows when the DVE is displaying the "front" or "back"
side, the 8150 can perform the switch instead. This uses only two
Aux outputs (one for video and one for key) instead of four.

For this reason, many DVEs (including all Abekas DVEs) send
out a front/back switch tally signal, which the 8150 can use to
trigger the switch internally. See Section 7 — Miscellaneous
Functions for a step-by-step procedure on setting the sources for
the front/back switch. See the 8150 Technical Guide for
information on the physical connections between the DVE and
the 8150.
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Controlling other Devices with the 8150

LINC Serial Control

LINCO (Locally Integrated Node Control) is a serial remote
control protocol developed by Abekas to let switchers control
other devices, such as DVEs and DDRs (digital disk recorders),
as part of the switcher’s Timeline effect.

With a LINC device connected to the 8150’s Serial 3 remote port
(see the 8150 Technical Guide for information on physical
installation), you can control it in the Timeline menu. Press the
LINC softkey to bring up a list of the 16 LINC device addresses.
Here you can select or deselect each device address for use in a
Timeline effect. There are also play, stop, and jog controls for each
device, so that you can independently control them as you create
the effect.

Abekas’ larger switchers allow LINC devices to display their own
menus in the switcher’s menus. These menu displays are not
implemented in the 8150, so you must create DVE effects with the
DVE’s own control panel before integrating its effect into the
8150’s Timeline effect. However, you can still use DDRs as Cache
Recorders to perform multiple pass layering operations with no
generation loss.

See Section 10 — Timelines for more details on using LINC with
Timeline effects.
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GPI Outputs (GPOs)

The 8150 has eight independent GPI outputs, called GPOs in the
menus, that you can use to trigger events in external devices. You
can program GPOs on a keyframe-by-keyframe basis as part of a
Timeline effect. They are part of the Miscellaneous parameter set,
which you can assign to one of the four Timelines. See Section 10
— Timelines for a details on programming and using the GPOs.
See also the 8150 Technical Guide for information on connecting
the GPOs to external devices.

External Input Source Tallies

The 8150 supports independent source tallies for each external
input. When any of the 16 external inputs appears on the program
output (as a background, a key, or a border fill), the 8150 activates
its corresponding tally to indicate that the source is "on air." You
can route tallies to cameras or other video sources, or to monitors,
to warn operators that their source is currently on the main
program output. This includes sources routed out Aux bus
outputs to other devices, which may then be re-entered to appear
on the program output. See the 8150 Technical Guide for
information on connecting the tally outputs to external devices.
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Control Panel

Control Panel Buitons

This section is an alphabetized listing of all Control Panel buttons
with basic descriptions of each.

* (DECIMAL POINT)
Use this button to enter a decimal point as part of a number. To
enter a value of 7.25, press 7 — * — 2 — 5.

+/- (PLUS/MINUS)

Use this button to sign a value negative. To enter -7.25, press +/ —
—7—.—2—5. Another wayis 7 —.—2 —5— +/-. Press +/-,
then a pushknob to change the sign of the value. For example,
with 2 currently in pushknob 1, pressing +/- (which enters a
minus sign[-]), then pressing pushknob 1, changes it to -2.

ACQUIRE

If there is more than one 8150 Control Panel connected to an 8150
Main Chassis, use the ACQUIRE button to release or gain control
of the system from a Control Panel. For example, if there are two
Control Panels connected to the 8150, and you want to use Control
Panel 1, but Control Panel 2 has control, double press the
ACQUIRE button on Control Panel 2 to release it, then press the
ACQUIRE button once on Control Panel 1 to take control of the
8150 system.

ALIGN

Press ALIGN ("Align" appears in keypad buffer), then a
pushknob to set its current value to the closest "typical" value,
usually one-eighth of the full range for that value. For example,
a wipe rotation value of 43 degrees changes to 45 degrees. Press
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ALIGN, then a submenu softkey (left side of menu display) to
change all its settings to their closest typical values.

ALL

Use ALL as part of a keyframe editing command to modify,
delete, or copy all the keyframes in the delegated Timeline(s). For
example, pressing DELETE — ALL — ENTER removes all
keyframes from the Timeline(s).

AUTO TRAN

Pressing the AUTO TRAN button executes the current transition
at the programmed rate. For example, if you set a wipe transition
time of 2:15, pressing AUTO TRAN completes the wipe in two
seconds and 15 frames. This applies to all transition types on both
the M/E and PGM/PST buses. You can set the duration for the
auto transition in the Miscellaneous menu, or by entering a
number in the keypad and pressing AUTO TRAN. Note that if
there is a number in the keypad buffer, pressing AUTO TRAN
sets the auto transition duration; it does not execute the transition.
Enter the number in frames, or seconds and frames, and press
AUTO TRAN to set the duration. For example, enter 1.20 to set
a one second, 20 frame duration. You could also enter 75; the 8150
interprets the frame count as 2:15 in 525 or 3:00 in 625.

BKND

Pressing BKND enables the Background A and B bus rows for
the current transition. With BKND lit, the current transition
(MIX, WIPE, EFFECT, or NAM) occurs between the background
bus rows when you move the fader bar, or press AUTO TRAN
or CUT.

BORDERS

Use the Borders menu to add a border to a key. Border types
include outline, extrude, trail, shadow, and emboss. The key
border fill can be any video source or a matte color. There are
standard hue, saturation, and luminance controls for the border
matte color.
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CLEAR
Use the CLEAR button to reset parameters to default:

® Press the CLEAR button, then a pushknob to reset it to its
default.

® Press and hold the CLEAR button and press a softkey to clear
all the values for that softkey to default. This resets both the
softkey (if it is a toggle), and any pushknob values.

m Pressand hold the CLEAR button and press a submenu softkey
to clear all the values for that submenu to default. This resets
all softkeys (if they are toggles) and all pushknob values.

® Press and hold the CLEAR button and press a menu button to
reset all the values for that menu to default. This resets all
submenus, softkeys, and pushknob values to their defaults.

CLEAR KEYFRAME
This button has no function in the 8150.

COLOR CRCITR

The Color Corrector menu accesses controls for the seven
optional color correctors. Color correction can be in YUV or RGB
color space, and controls include Gain, Offset, Saturation, Knee,
Luminance and Chrominance Invert, Luminance Tinting, False
Coloring, and Solarizing.

COPY

Use COPY as part of a keyframe editing command to copy a
keyframe (or range of keyframes) to another keyframe. For
example, pressing COPY — 2 — TO — 4 — ENTER makes a
duplicate of Keyframe 2 and inserts it after Keyframe 3, changing
the old Keyframe 4 to Keyframe 5, and rippling all subsequent
keyframe numbers.

CROSSPOINTS

The crosspoint buttons select a source on a bus row; the same
source appears on the same crosspoint button for any row on
which it is selected. Each row is assigned a particular function,
depending on the switcher output you are working with. The top
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row can select the fill for Keyer 1, Keyer 2, or the DSK. The middle
row can select the source for the M/E Background A bus or the
Program bus. The bottom row can select the source for the M/E
Background B bus or the Preset bus.

To enter a source name in a menu, press and hold the crosspoint
button for that source on the Preset or Background B bus, and
press a pushknob to enter that source directly.

CURSOR

Press the CURSOR button to enable DVE axis cursors and
channel identifications on the 8150 Preview output. The axis
cursors show the center of rotation for each channel and the
Global controls, each with separate cursors for source and target
space. Each channel’s cursors are a unique color for easy
identification. The CURSOR button is only functional if the
optional internal DVE is installed.

Cut

Pressing CUT executes the currently selected transition instantly.

DELETE (Quick Keyframes)

Press the DELETE button in the Quick Keyframes area to delete
the current keyframe from the delegated Timeline(s). Same as
DELETE — THIS — ENTER.

DELETE (Effects Editor)

Use DELETE, in the TimeFrame[l Effects Editor area, as part of
a keyframe editing command to delete a keyframe (or range of
keyframes) from the Timeline. For example, pressing DELETE —
THIS — TO — END — ENTER erases the current keyframe and
all subsequent keyframes in the delegated Timeline(s).

DISK

Use the Disk menu to save, recall, copy, and delete effect,
engineering, personality, user wipe, and user color corrector
setup files. You can also format disks in this menu.
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DSK

Pressing DSK selects control for the DSK (DownStream Keyer).
With DSK lit, the current transition (MIX, WIPE, or EFFECT)
turns the DSK on or off when you move the fader bar or press
AUTO TRAN or CUT.

If the Auto Menus softkey is On in the Personality User Keys &
MISC submenu, the DSK Keyer menu appears when you press
this button.

DVE

Press the DVE menu button to bring up the DVE menus. These
menus let you set up real-time DVE effects on twin (A and B)
channels individually, on both simultaneously, or on the Global
Channel. The DVE button is only functional if the optional
internal DVE is installed.

DVE Channel Select Buttons

The oblong DVE channel select buttons are located on the right
side of the control panel below the joystick, and have labels
immediately above them (CH A, CH B, and GLOBAL) which
illuminate when they are active. The buttons for DVE Channel A
and Channel B recall their respective menus for setting up
functions that are specific to one of them; you can activate them
individually or simultaneously. The button for the DVE Global
channel recalls its menu for controlling both channels at once. You
cannot highlight the GLOBAL indication simultaneously with
either CH A or CH B. These buttons are only functional if the
optional internal DVE is installed.

DVE FREEZE

This button is only active when the optional internal DVE is
installed. The DVE FREEZE button lets you freeze the inputs to
the twin channels independently or simultaneously, according to
which DVE channel is highlighted. Note that this Freeze function
is a duplicate of the Freeze function in the DVE menu Input
submenu, which lets you apply a freeze to either or both channels
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on a keyframe-by-keyframe basis. The DVE FREEZE button is
only functional if the optional internal DVE is installed.

EFFECT (Transition Type)

The EFFECT transition button enables an effect transition, which
uses the optional internal DVE to execute the transition. You can
select any combination of the M/E transition delegation buttons
(BKND, KEY 1, or KEY 2), or any combination of the PGM/PST
transition delegation buttons (PGM PST or DSK), as an effect
transition. You cannot transition M/E keyer Priority with
EFFECT. Any bus delegation buttons selected for an effect
transition light red. If the Auto Menus softkey is toggled to On in
the Personality User Keys & MISC submenu, the DVE Misc menu
appears when you press this button. The EFFECT button is only
functional if the optional internal DVE is installed.

EFFECT (Menu)

Use the EFFECT menu to save Snapshot and Timeline effects to
the on-line effects registers and to recall them to the effect
workspace.

EFFECT TRANS (Menu)

Press this menu button to access the DVE Misc menu, which is a
list of DVE effect registers used for Effect transitions. There are
51 registers in the list, the last 30 of which are pre-programmed
two-keyframe effects that you can recall for use with Effect
transitions. You can save your own effects in registers 0-20. The
EFFECT TRANS button is functional only if the optional internal
DVE is installed.

END (FF)

Press END to move the Timeline effect to the last keyframe. You
can also use END as part of a keyframe editing command to
modify, insert, copy, or delete the last keyframe. For example,
pressing COPY — START — TO — END — ENTER makes the
tirst and last keyframes identical.
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ENG

The Engineering menu accesses the engineering settings. Here
you can configure the inputs, outputs, editor ports, and install
software.

ENTER

Press ENTER to complete a keyframe editing command. For
example, to modify the second keyframe, press MODIFY — 2 —
ENTER.

F1, F2, F3

You can assign your own macros, each with up to 50 button
presses, to these buttons. Useful macros include turning on or off
the editor communications, center of rotation cursor, or safe title
area display, or to freeze or unfreeze framestores. You can

program these buttons in the Personality menu, User Keys &
UNDO submenu.

FADER BAR

Use the fader bar to manually perform any transition excepta cut.
As you move the fader bar, a small green arrow LED lights above
or below it to indicate the direction the fader bar has traveled and
must travel to complete the transition. This reminds you not only
that the transition is not finished, but it also shows which way the
fader must move to finish.

FAM (Transition Type)
This button is not supported in the 8150.

FIELD

Used with the DVE FREEZE button, the FIELD button allows
you to select a field 1 or field 2 freeze (LED in the button is lit), or
a full frame freeze (LED is off) of the input video for the selected
channel(s). You cannot change the field/frame mode once the
video is frozen.
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FRAMESTORE

The Framestore menu has controls for the optional Dual
Framestores in the 8150 (not to be confused with the framestores
in the internal DVE option). You can select sources for the
framestores, and select field 1, field 2, or frame freeze for the
output. You can set any time strobe rate for "stroboscopic” or
stop-motion effects.

FTB

Pressing the FTB button fades the program output, including the
DSK, to black. You can set the duration for the Fade-To-Black in
the Miscellaneous menu, or by entering a number in the numeric
keypad and pressing FTB. Note that if there is a number in the
keypad buffer, press FTB, sets the FIB duration; it does not
perform the fade. Enter the number in frames, or seconds and
frames, and press FTB to set the duration. For example, enter 1.20
to set a one second, 20 frame duration. You could also enter 75;
the 8150 interprets the frame count as 2:15 in 525 or 3:00 in 625.

INSERT

Use INSERT in a keyframe editing command to insert a keyframe
(or range of keyframes) between existing keyframes, or to move
keyframes in the Timeline. For example, pressing INSERT — 1
— ENTER inserts the current switcher setup as the first keyframe,
and ripples any existing keyframes in the delegated Timeline(s).

INSERT NEXT

Pressing this button creates a keyframe out of the current switcher
setup and inserts it on the delegated Timelines after the current
keyframe, or at the beginning of the Timeline if there are no
existing keyframes. This is the same as INSERT — NEXT —
ENTER.

JOYSTICK

Use the joystick to adjust pushknobs that have arrow graphics.
Adjust settings with left/right arrows by moving the joystick left
and right. Adjust settings with up/down arrows by moving the
joystick up and down. Adjust settings with circular arrows by
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turning the joystick handle. For example, to move a wipe pattern
with the joystick, press the Wipe menu Attributes submenu
Position softkey, then move the joystick left/right to move the
wipe pattern horizontally, and up/down to move it vertically.

JOYSTICK LOCK

Pressing this button "locks" joystick control to the current menu
controls and turns on the button LED. You can then change to a
different menu and use the softknobs to control the settings there.
The joystick still affects only the settings it is locked to. A message
in the lower left of the menu shows the controls that are currently
locked to the joystick. Press JOYSTICK LOCK again to regain
normal control and turn off the button LED.

KEY

Use the Key menu to select the key type, set clips and gains, and
select key, fill, and mask sources for Key 1, Key 2 and DSK. The
menus toggle Keyer 1, Keyer 2, and DSK, according to the buses
currently delegated. You can also position and defocus the key
signal to help solve keying problems, such as correlated key and
fill sources that do not line up horizontally or vertically, or hard
key edges that do not blend well with background video. The Key
menu also has specialized key functions, such as key masking.

KEY BUS DELEGATION

The green oblong button above the SHIFT buttons delegates the
Key Bus. Toggle this button to select a key bus row for control
and enable its associated Keyer menu: Key 1 Fill, Key 2 Fill, or
DSK Fill. As you toggle the Key Bus Delegation button, the Key
menu shows the menu settings for the selected keyer. The top bus
row display shows which key fill bus you are controlling: "KEY1,"
"KEY2," or "DSK."

KEY 1

Press KEY 1 to select control of the Key 1 bus row. With KEY 1
lit, the currently enabled transition (MIX, WIPE, or EFFECT)
includes Keyer 1 when you move the fader bar or press AUTO
TRAN or CUT. If the Auto Menus softkey is On in the Personality
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User Keys & MISC submenu, the Keyer 1 menu appears when
you press this button.

KEY 2

Press KEY 2 to select control of the Key 2 bus row. With KEY 2
lit, the currently enabled transition (MIX, WIPE, or EFFECT)
includes Keyer 2 when you move the fader bar or press AUTO
TRAN or CUT. If the Auto Menus softkey is On in the Personality
User Keys & MISC submenu, the Keyer 2 menu appears when
you press this button.

M/E

The three M/E crosspoint buttons select the M/E program output
as the source for the Program, Preset, and DSK fill bus rows and
are active only for these buses. If you are controlling the M/E
buses, the M/E buttons flash if M/E is not selected on the program
bus to warn you that you will not see the M/E output at the
program output.

MISC

The Miscellaneous menu has miscellaneous controls, such as Aux
bus source selection, preview output modes, auto transition rate
settings, and SuperMatte controls.

MIX (Transition Type)

Press the MIX button to enable a mix transition. You can select
any combination of the M/E transition delegation buttons
(BKND, KEY 1,KEY 2, or PRIORITY), or any combination of the
PGM/PST transition delegation buttons (PGM PST or DSK), for
a mix transition. Any bus delegation buttons selected for a mix
transition light yellow.

MODIFY (Quick Keyframes)

Use the Quick Keyframes MODIFY button to replace the current
keyframe with the current switcher configuration. Same as
MODIFY — THIS — ENTER.
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MODIFY (Effects Editor)

Use MODIFY in the TimeFrame Effects Editor as part of a
keyframe editing command to change a keyframe or a range of
keyframes. For example, changing a setting, then pressing
MODIFY — THIS — ENTER changes the current keyframe to
reflect the change.

NAM (Transition Type)

The NAM button enables a Non Additive Mix transition. NAM
transitions compare the video signals’ luminance values and
allow the higher of the two to appear. At the start of the transition,
the "to" source fades up from black and replaces the darkest areas
of the "from" source. As the transition continues, the "to" source
replaces increasingly brighter areas of the "from" source until, at
the end of the transition, the "to" source completely replaces the
"from" source, which has faded to black. Press the NAM button
to enable a NAM transition. You can only perform a NAM
transition of the BKND buses or the PGM PST buses. Any bus
delegation buttons selected for a NAM transition light yellow.

NEXT

Press NEXT to step a Timeline effect forward by one keyframe.
When an effect is running, pressing NEXT stops the effect at the
next keyframe. When you press RUN, the effect runs from the
beginning. Also, use NEXT to insert, modify, or delete the next
keyframe. For example, to modify the next keyframe, press
MODIFY — NEXT — ENTER.

NUMERIC KEYPAD

This is a standard 10-digit keypad, plus a decimal point (*) and
plus/minus (+/-) button, for entering numbers. As you enter
numbers on the keypad they appear in the keypad buffer in the
lower right corner of the menu.

PATH

The PATH button selects a Timeline effect motion path type.
Listed here in "lowest" to "highest" order, the path types are JP
(jump), LN (linear), SL (smooth linear), T1 (TCB 1), T2 (TCB 2),

9100-0204-04 - APRIL 96 Control Panel 15-11



Control Panel Buttons 8150 Operations

or SM (smoothed motion), which appear in the keypad buffer as
you toggle the PATH button. Not all path types are compatible
with all parameters.

Use the PATH button to assign path types to parameters using
any of these methods:

m Press the PATH button, then a pushknob to assign the selected
path type to just that parameter. If the parameter cannot accept
the selected path type, it changes to the "highest" level that it
can accept.

® Press and hold the PATH button and press a softkey to assign
the selected path type to all parameters accessed by that
softkey. Those parameters that cannot accept the selected path
type change to the "highest" level that they can accept.

® Press and hold the PATH button and press a submenu softkey
to assign the selected path type to all parameters accessed by
that submenu. Those parameters that cannot accept the
selected path type change to the "highest" level that they can
accept.

® Press and hold the PATH button and press a menu button to
assign the selected path type to all parameters accessed by that
menu. Those parameters that cannot accept the selected path
type change to the "highest" level that they can accept.

PATH PREVIEW

Pressing this button places a graphic in the 8150 Preview output
that shows the motion path that the selected DVE channel (or
Global control) will take when you run the DVE as part of a
switcher effect. The PATH PREVIEW button is only functional
when the optional internal DVE is installed.

PERSONALITY

The Personality menu lets you customize your 8150 system for
specific session needs. Here you can name inputs, assign sources
to crosspoint buttons, set up new "default" values and flag
settings, program macros into the F1, F2, and F3 buttons, set GPI
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input functions, enable remote ports, and select preview monitor
overlays.

PGM PST

Pressing PGM PST selects control of the Program and Preset
buses. With PGM PST lit, the currently enabled transition (MIX,
WIPE, EFFECT, or NAM) occurs between the Program and
Preset buses when you move the fader bar or press AUTO TRAN
or CUT.

PREVIOUS

Pressing PREVIOUS steps the switcher backward one keyframe
along the currently delegated Timeline. With an effect running,
pressing PREVIOUS stops it at the beginning of the previous
keyframe. When you press RUN, the effect runs from the
beginning. Also, PREVIOUS is used to modify, insert, or delete
the previous keyframe. For example, to modify the previous
keyframe, press MODIFY — PREVIOUS — ENTER.

PRIORITY

Use the PRIORITY button to transition the priority between KEY
1 and KEY 2, and as part of a mix or wipe transition. One keyer
always has priority "over" the other, even if neither is on air. For
example, with the PRIORITY and MIX buttons lit, and KEY 2
"over" KEY 1, mixing the priority dissolves KEY 1 through and
over KEY 2. You can enable any combination of BKND, KEY 1,
KEY 2, and PRIORITY for transitions by pressing the buttons at
the same time. You can only transition Priority using MIX or
WIPE.

PUSHKNOBS

The pushknobs, located below the menu screen, are from left to
right, pushknobs 1 - 4. Use the pushknobs to change the settings
shown at the bottom of any menu. You can turn a pushknob to
change its setting, or enter a value on the numeric keypad, then
press the pushknob to enter it. Pushknob labels with arrow
graphics in them let you use the joystick to change their settings.
Press CLEAR, then a pushknob, to reset it to its default value.
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Press and hold a crosspoint button on the Preset or Background
B bus row to enter that source into a pushknob.

RECALL KEYFRAME

Use the RECALL KEYFRAME button to recall one of 25 Snapshot
effect keyframes to the work buffer (valid numbers are 0 through
24). For example, to recall Snapshot effect 0 to the work bulffer,
enter 0 in the numeric keypad, then press RECALL KEYFRAME.

REMOVE

Use REMOVE to delete the current keyframe from the delegated
Timeline(s), but not its duration. The 8150 adds the duration of
the deleted keyframe(s) to the previous keyframe, so the overall
Timeline duration remains the same. For example, pressing
REMOVE — 3 — ENTER deletes Keyframe 3 and adds its
duration to keyframe 2, preserving the same Timeline duration.

REV

Press REV to run a Timeline effect in reverse from end to start. If
the effect is paused (STOP NEXT is lit), the effect runs from that
point to the beginning. Pressing STOP NEXT while the effect is
running pauses it at the current time.

RUN

Pressing the RUN button runs an effect from start to end. If the
effectis paused (STOP NEXT is lit), the effect runs from that point
to the end. Pressing STOP NEXT while the effect is running
pauses it at the current time.

SAVE KEYFRAME

Use the SAVE KEYFRAME button to save a Snapshot effect
keyframe to one of 25 Snapshot effect registers (valid numbers
are 0 through 24). For example, to save the current switcher setup
to Snapshot effect register 0, enter 0 in the numeric keypad, then
press SAVE KEYFRAME.
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SHIFT

Use the SHIFT buttons to access crosspoints 10 through 18 on the
bus rows. For example, on the middle bus row, press and hold
the SHIFT button, then press the second-from-the left crosspoint
button to access crosspoint 11. Double pressing the SHIFT button
locks it "on;" crosspoint buttons pressed in this mode recall the
shifted crosspoint source. Press SHIFT once to set it to normal
unshifted mode.

SHOW STATUS

Press the SHOW STATUS button to bring up a display that
shows the current system status. Press SHOW STATUS while in
this menu to clear the fortune.

SOFTKEYS

Press the submenu softkeys on the right side of the menu screen
to access submenus. When you press a submenu softkey, its
parameters and/or flags appear on the left side of the menu.
Pressing a flag softkey toggles the flag on or off, or toggles
through multiple settings. Pressing a parameter softkey selects its
function and displays up to four pushknob labels at the bottom
of the menu screen.

START (REW)

Press START to move an effect to the first keyframe. You can also
use START as part of a keyframe editing command to modify,
insert, copy, or delete the first keyframe. For example, pressing
DELETE — START — ENTER deletes the first keyframe in the
delegated Timeline(s).

STOP NEXT

Press this button to pause a running Timeline effect at the current
time. You can also press this button in any menu to enable the
fader bar to move manually within a single keyframe. STOP
NEXT lights whenever a Timeline effect is paused or run
manually with the joystick.
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THIS

Use THIS as part of a keyframe editing command to change the
current keyframe in the delegated Timeline(s). For example,
changing a menu setting, then pressing MODIFY — THIS —
ENTER changes the current keyframe to reflect the change.

TIMELINE 1 -4

The Delegation buttons are toggles. Press a TIMELINE button to
delegate (enable for editing) one or more effect Timelines, in any
combination. You can only edit a delegated Timeline, and all
keyframe editing commands apply only to the Timeline or group
of Timelines currently delegated. Lit LEDs in the buttons indicate
the currently delegated Timeline(s). All Timelines run regardless
of whether they are delegated or not.

TIMELINE (Menu)

The Timeline menu shows the relative positions of effect
keyframes in the four Timelines. Use the Timeline menu to set
keyframe durations, offset one Timeline from another, set the
overall effect duration, and assign switcher parameter sets to the
Timelines in an effect.

TO

Use TO as part of a keyframe editing command to define a range
of keyframes for modifying, inserting, copying, or deleting. For
example, delete Keyframes 1 through 3 by pressing DELETE —
1—TO —3—ENTER. You can also use TO as a destination. For
example, copy a keyframe to another keyframe in the Timeline
with COPY — 3 — TO — 5 — ENTER. You can also use TO to
go to a specific keyframe in a Timeline effect: press TO — 4 —
ENTER to go to the beginning of Keyframe 4.

TRIM

Enter anumber in the keypad, then press TRIM to a trim a setting.
For example, pressing 1 — TRIM — Rotation (in the Wipe menu
Attributes submenu) adds 1 to the current rotation value.
Pressing the +/- button first changes the sign of the trim value,
and subtracts it from the current value.
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UNDO KF EDIT

Press UNDO KF EDIT to undo the last change made to a Timeline
effect. This sets the effect as it was before the last change you
made. For example, if you deleted Keyframe 2, pressing UNDO
KF EDIT brings Keyframe 2 back into the Timeline. Pressing
UNDO KF EDIT again returns the effect to the way it was before
you pressed UNDO KF EDIT the first time. You can also use
UNDO KF EDIT to recall a Timeline effect to the workspace after
inadvertently overwriting it with another effect from an effect
register, or you can use it to recover an effect that was in a register
in which you inadvertently saved another effect.

UNDO MENU

Toggle the Menu Undo softkey, in the Personality menu User
Keys & UNDO submenu, to enable and disable the UNDO
MENU button. With this button enabled, you can use it to reverse
through button presses. As you press MENU UNDO, the 8150
steps backward and "undoes" button presses and menu settings.
You can "undo" all button presses made since you enabled this
feature. Press CLEAR + UNDO MENU to redo all the steps you
have previously undone.

WIPE (Transition)

Press the WIPE transition button to enable a wipe transition. You
can select any combination of the M/E transition delegation
buttons (BKND, KEY 1, KEY 2, or PRIORITY), or any
combination of the PGM/PST transition delegation buttons
(PGM PST or DSK), for a wipe transition. Any bus delegation
buttons selected for a wipe transition light green.

If the Auto Menus softkey is toggled to On in the Personality User
Keys & MISC submenu, the Wipe menu for the active buses
appears when you press this button.
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WIPE (Menu)

Press the WIPE menu button to bring up the Wipe menu. This
menu lets you select wipe pattern shapes and set attributes for
wipe transitions. Wipe attributes include screen position, rotation
angle, aspect ratio, and pattern multiply. You can also create wipe
borders with variable color, width, opacity, and softness. The
menu toggles between M/E wipes and Program/Preset wipe
according to the buses that you are controlling.
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Appendix A

Glossary

The following is an alphabetized list of terms commonly used
with video switchers in general, and the 8150 specifically.

3D (Three-Dimensional) Space

The space in which a DVE locates and rotates it source and target
plane(s). The horizontal axis is indicated by an H value, the
vertical axis is indicated by a V value, and the perpendicular
depth axis is indicated by a Z value.

4:2:2

An abbreviated way of noting the sampling rate ratios of a
standard component digital video signal. The numbers refer to
the three component channels (Y, U, and V), and specify that the
Y (luminance) channel is sampled four times in a given time
period, the U (B-Y) and V (R-Y) channels twice.

Sometimes noted as 4:2:2:4, which includes a monochrome key
(also known as matte or alpha) channel sampled at the same rate
as the Y channel.

4:4:4

An abbreviated way of noting the sampling rate ratios of a high
resolution component digital video signal used in the graphics
environment. The numbers refer to three component channels
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(either Y, U, and V, or R, G, and B), and specify that the three
channels are sampled at the same rate.

Sometimes noted as 4:4:4:4 or 4x4, which includes a monochrome
key (also known as matte or alpha) channel sampled at the same
rate.

ASIC

Application Specific Integrated Circuit. Using ASICs in the 8150
means a lot more processing power in a smaller space with
relatively very few discrete electrical components.

ASPIK™

Adaptive Sub Pixel Intelligent Keying (a trademark of Abekas
Video Systems). A key edge shaping process developed by
Abekas to reduce the stair stepping and ringing sometimes
encountered in digital keyers.

AUTO TRAN

Short for Automatic Transition. Pressing the AUTO TRAN
button performs the selected transition at a specified duration,
which you can set in seconds and frames.

Aux Bus

Short for Auxiliary Bus. A user-configurable output that has the
same video sources available to it as the seven switcher buses.
Aux outputs are used to send video from the 8150 to other
devices, such as DVEs or VTRs.
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Border

In general, an extra edge added to a key or wipe pattern by a
switcher, usually colored. In the 8150, the border is an edge that
fully surrounds the key fill. The border can be filled with the
output of a matte color generator or certain sources.

In conjuction with the optional internal DVE, a border is a
variable-width edge that you can apply to the video that you are
transforming. The border starts at the outer edge of the image,
and you can extend it to the outside or the inside of the image, as
well as soften its edges and fill it with any color.

Buffer, Undo

An active memory that stores button presses. The switcher
memorizes changes you make to the current switcher setup in the
undo buffer. Pressing the UNDO KF EDIT button swaps the
undo buffer with the workspace. Also, saving the workspace to
an on-line effect memory register saves the previous on-line
register contents to the undo buffer. The undo buffer protects you
from accidentally editing a workspace keyframe or overwriting
an on-line effect register that you wanted saved.

Buffer, Work

The current status of the 8150 system, updated every field. Any
change to a parameter, flag, or source selection on the Control
Panel changes the work buffer. You can think of the work buffer
as a palette where you create a keyframe before making it part of
an effect. Pressing the INSERT NEXT or INSERT button inserts
the work buffer into an effect timeline. Pressing the START
(REW), END (FF), PREV, NEXT, REV, or RUN button updates
the work buffer. For example, pressing the START (REW) button
copies an effect’s first keyframe to the work buffer, making it the
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current keyframe. Pressing RUN runs an effect and copies the "in
between" current keyframes to the work buffer every field.

Bus Row

A row of switcher crosspoint buttons. The 8150 has three physical
bus rows that control seven buses: Background A, Background B,

Program, Preset, Key 1 Fill, Key 2 Fill, and DSK Fill. Each bus row
lets you select any of 18 user-assignable sources as its video input.

Channel (DVE)

One of the two video processing paths in the optional internal
DVE. The A channelis always full bandwidth 4:2:2 video or 4:2:2:4
video and key, but the B channel can be 4:2:2 video, 4:0:0 key, or
4:0:0 shadow.

Chrominance (Chroma)

The parts of a video signal that carry only color information. Although
generally used interchangeably, "chrominance” is an unmodulated
color signal, e.g., part of a component video signal, while "chroma" is
a modulated color signal, e.g. part of a composite video signal.

Clip

(noun) (1) Key Clip: The luminance level in a key signal above
which the foreground or key fill video is visible over the
background video, and below which the background video is
visible. The 8150 has both low and high clip adjustments; "low
clip" has the same effect as "clip" in other switchers.

(2) Black or White Clip: Minimum or maximum (respectively)
limits beyond which the levels of a video signal are "clipped" or
limited.
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(verb) Clip: To set a level at which the keyed foreground becomes
visible over its background.

Clip, High

The luminance level of a key signal below which the foreground
or key fill video is visible over the background video, and above
which the background video is visible.

Clip, Low

The luminance level of a key signal above which the foreground
or key fill video is visible over the background video, and below
which the background video is visible.

Component Video

A generic way to describe any video format that keeps the
luminance and chrominance components of the video signal
separate, whether analog or digital. Component video usually
delivers a higher quality picture than composite video. Examples
of component video are RGB, Y/R-Y/B-Y, YUV, and Y/C.

Composite Video

A generic way to describe any video format that combines the
luminance and chrominance components of the video signal into
one video signal, whether analog or digital. Examples of
composite video are NTSC, PAL, SECAM, and D2.

Coring

Replacing a specific video level with an internally generated
(noise free) signal of the same level. Coring (also called noise
coring) is useful when performing a key in matte mode. The video

9100-0204-04 - APRIL 96 Appendix A A-5



Glossary 8150 Operations

level usually replaced is black, as noise resulting from the matte
process tends to be most visible in the black areas of the image.

Corner Pinning

The ability to position each corner of an image independently of
the others, usually to fit it into a non-parallel quadrilateral, i.e., a
four-sided shape with or without internal 90-degree angles.

Crop

To trim the width or height of an image by independently moving
the edges of its key signal to hide or expose parts of the image
when it is keyed over a background.

Crosspoint Button

A button in the bus rows that selects a source from the 8150
crosspoint matrix. When an edit controller selects a crosspoint, it
effectively presses a crosspoint button, selecting the source
currently assigned to that button.

Crosspoint Matrix

In general, a device or circuitry that routes a signal or group of
signals to a destination or group of destinations. The 8150 has an
internal 32 input by 32 output (32 x 32) crosspoint matrix, which
lets you send any of 32 sources to any of 32 destinations.

Depth Keying

See Z-Axis Keying.
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Diffuse

A term used to describe one of the two light source modeling
modes. Diffuse mode changes the luminance and chrominance
gain of the image to give the impression that it has a light source
shining on it. See also Specular.

DSK

DownStream Keyer. The DSK inserts a key "downstream" of the
PGM/PST bus as the topmost layer of video in the switcher. In
the 8150, the DSK has the same features as the two M/E keyers,
including chroma keying.

DVE

Digital Video Effects. A device that digitally manipulates video
and key signals to create special effects, such as picture squeezes
and page turns.

Decoder

Electronic device or circuitry that separates the luminance and
chrominance information in a composite color video signal.

Drop Shadow

A type of key border that simulates the shadow that would be
seen beneath a foreground object if it were actually suspended
over a background. In the 8150, this is a feature of the Key Border
submenu. The 8150 creates a shadow from the key signal that you
can offset horizontally and vertically. There are opacity and
softness controls for a more realistic looking shadow.

When used in conjuction with the optional internal DVE,
selecting VK+S mode allows you to transform an image with its

9100-0204-04 - APRIL 96 Appendix A A-7



Glossary 8150 Operations

key signal plus and independent drop shadow derived from the
key signal.

Duty Cycle, Strobe

With the 8150 Dual Framestore option, you can "strobe" an image
by freezing, or grabbing, the image, holding it a set length of time,
and grabbing it again. The 8150 lets you set the duration between
grabs, and also lets the image be "live" between grabs. The "duty
cycle" adjustment sets the time ratio that the image is frozen
versus live.

Effect

A series of keyframes connected sequentially in one or more
timelines. An 8150 effect must have at least one keyframe in one
timeline. Each effect keyframe includes crosspoint selections,
switcher transitions, color corrector settings, DVE parameters,
etc.

Encoder

Electronic device or circuitry that combines luminance and
chrominance information to create a composite color video
signal.

FTB

Fade To Black. Pressing the FTB button fades the entire 8150
program output to black, including the DSK. The FTB button
flashes to indicate that this has occurred.
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Field

The series of TV lines that make up one vertical scan of a TV
image. Because a field has only half the vertical resolution of the
original image, two fields are interlaced to produce one TV frame.
In the 525 line standard, there are 262.5 lines per field, of which
nominally 242.5 comprise the active picture. In the 625 line
standard, there are 312.5 lines per field, of which nominally 287.5
comprise the active picture.

Also refers to the amount of time required to display a field of
video: 16.7 milliseconds in 525 or 20 milliseconds in 625. 8150
timeline effects recalculate each keyframe parameter every field.

Flag

A function setting that toggles on/off, or an indicator that shows
that a function has been toggled on/off.

Frame

A full vertical resolution TV image made up of two fields. There
are nominally 485 active lines in a 525 line frame, and 575 active
lines in a 625 line frame.

Also refers to the amount of time required to display a frame of
video: 33.3 milliseconds in 525, 40 milliseconds in 625.

Framestore

Memory ICs and related circuitry that store one frame of video.
In the 8150, the optional framestores can store video, key, or mask
sources. In the optional internal DVE, there are framestores for
the input video and input texture images.
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Gain

(1) General: The intensity or level of a video signal, either
luminance, chrominance, or both. In component video, gain is
usually measured in millivolts (mV). The gain of a 100 percent
color bar signal (either YUV or RGB) is defined as 700 mV
peak-to-peak for all three channels.

(2) Key Gain: The slope or harshness of the edges of a processed
key signal. A linear key has a gain of 1; the higher the gain, the
more pronounced the key edge. See Gain, High and Gain, Low.

Gain, High

The "hardness" of the key edge between the "high clip" point and
the highest luminance level of the key signal.

Gain, Low

The "hardness" of the key edge between the "high-clip" point and
the lowest luminance level of the key signal.

Gamma

A correction signal usually applied in television cameras to
compensate for nonlinearities in the pickup tubes. In the 8150, it
is an adjustment to give lighter or darker areas of an image more
contrast. A gamma of less than 1 "stretches" the darker parts of
theimage and "compresses" the lighter parts, using the knee point
as the dividing line between light and dark. A gamma of greater
than 1 "stretches" the lighter parts and "compresses" the darker
parts as determined by the knee point. The 8150 reTouch™ Color
Corrector lets you adjust the red, green, and blue gamma of an
image independently. See Knee.
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Global

When used concerning the optional internal DVE, Global refers
to the 3D space in which the entire Source and Target 3D spaces
are contained. It is as if the two DVE channels enter a
"downstream" DVE which manipulates both DVE channels as if
they were one image.

Global Space

An imaginary three-dimensional volume of very large
proportions which contains target space.

GPI

General Purpose Interface. An electrical pulse used to trigger a
specific function in another device. The 8150 has input GPIs to let
an external device trigger 8150 functions, and output GPIs to let
the 8150 trigger a function in an external device. The Personality
menu lets you set up input GPIs; output GPIs are programmable
as keyframe flags.

Key

(noun) A multiplicative and additive process that superimposes
or layers a foreground image over a background image. A
monochrome key signal effectively "cuts a hole" in the foreground
and background images so that the two fit together when
combined. The key signal can be derived from the luminance part
of the foreground (self key or luminance key), from the
chrominance part of the foreground (chroma key), or it can be an
independently generated signal specifically intended to be a key
signal (external key, sometimes known as a linear key).

The luminance level of the derived key signal determines what is
visible in the combined foreground and background image.
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Where the key signal is white, the foreground appears; where the
key signal is black, the background appears. Where the key signal
is a shade of gray, the foreground and background mix in direct
proportion to the gray scale level of the key signal.

Keys are a multiplicative process, mattes are additive. See Section
6 — Keying for more details.

(verb) To set up and perform a key.

Key, Chroma

(noun) A type of key that uses the chrominance (color) parts of a
foreground image to derive a key signal. Usually, a single color
in the foreground is extracted and used to "cut a hole" in parts of
the background and the foreground so that the two fit together
when combined. You can use a chroma key in key mode or matte
mode.

Key, Linear

In general, a high quality keying process that faithfully
reproduces all the subtle gray scale levels of a key signal, instead
of distinguishing only between black and white. Both luminance
keys and chroma keys can be linear keys.

Key, Luminance (Luma)

A type of key that uses the luminance (brightness) parts of a
foreground image or its dedicated key signal to derive a "hole
cutter." Usually, the brightest areas of the foreground are used to
"cuta hole" in parts of the background and the foreground so that
the two fit together when combined. (The 8150 also lets the darker
parts of the key signal "cut the hole" out of the background and / or
exclude the brighter parts, using "high clip" and "high gain"
settings.) You can use luma key in key mode or matte mode.
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Key, Self

A type of key that uses the foreground image as both the key
source and fill. A chroma key is almost always a self key, while a
luma key is usually performed as a self key only when a linear
key signal is not available.

Keyframe

A "snapshot" of all switcher parameter values, flag settings, and
source selections. Two or more keyframes can be connected to
create a timeline.

Keyframe, Current

The effect keyframe that the switcher setup is currently showing.
When you press START (REW) to rewind an effect, the current
keyframe is Keyframe 1. If an effect is paused between Keyframes
3 and 4, for example, Keyframe 3 is the current keyframe. Each
effect timeline can be on a different current keyframe.

Knee

The luminance level that defines the light and dark areas of an
image for gamma correction. Parts of the image brighter than the
knee point are considered the light areas, parts of the image
darker than the knee point are considered the dark areas. The 8150
reTouch™ Color Corrector lets you change the gamma correction
knee point for red, green, and blue independently. See Gamma.

Light Source

When the optional internal DVE is installed, each DVE channel
has its own light source modeler, which simulates reflections and
shadows from an imaginary light source. You can independently
position each light source relative to each image. Light Source is
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also used with the SurfaceFXO texture effects and UltraWarp[]
features to give realistic three-dimensional lighting effects to
transformed images.

LINCO

Locally Integrated Node Control (a trademark of Abekas Video
Systems). The Abekas control protocol that uses RS-422 serial
communications to let you control, as a part of the 8150 timeline,
devices that support LINC.

Line

A single horizontal scan of a television image. In component
digital video, there are 858 pixels per line in the 525 line standard,
and 864 pixels per line in the 625 line standard; 720 pixels
comprise the active picture in both line standards.

Also refers to the amount of time required to display a line of
video: 63.556 microseconds in 525 and 64.000 microseconds in
625.

Luminance (Luma)

The parts of a video signal that carry brightness (luma)
information only. Although generally used interchangeably,
"luminance" is an unmodulated brightness signal, e.g., part of a
component video signal, while "luma" is a modulated brightness
signal, e.g. part of a composite video signal.

pline

Pronounced "micro line." Abekas Video Systems’ key processing
technology, used in the 8150.
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